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D O  Cplopnup is as accurate a nunc 
you could want for this W. A "qclo. 
is an cncgdopedin, and this book is an 

encyclopedia of all ma'or D&D ~ p m e  tules. 
ThL book is i n d e d  to be a reference vol. 

ume for thw who already play the D&D gme. 
You'll find it much more convenient to look up a 
rpeciGc tule hue than in eulier vemiona of the 

e. Jw abaut everything appearing in the 
~ e d s m h h n c - b u t  inamoreeonvenientfor- 
mat. Por example, all the gam& spells M in one 
place, and all the details of creating a fighter. 
c h  chnrnncr M in one location. 

However, though this book is aimed at the ex- 
perienced user, it is poasible to learn to play the 
D&D game from thew pages. The Cyclopedia 
lncL many o f  the examples and the patient a- 
planation you'll find in the DUNGEONS & 
DRAGONS. bmcd KU, but you can still learn 
to play from thew mks. 

What I6 Role-Playing? 
Before relolion, thcte WM d o .  Audiences 

earlier in this century sat in front of thcir radios 
and thrilled to the aploiu of bigpthan-life ca- 
dio hnocs. Since it was d o ,  they couldn't rce 
what was going on, but they didn't need m-all 
the action was dnuibed by dialogue, narration. 
and sound &em. and was translated by the 
imaginaGons of the henem into mea they 
could rce, aper ime,  and remember. 

Role-playing games ue much like d o  ad- 
ventura, ~ c p t  for one impomnt detil: they. 
're interactive. One player provides the narrative 
and m e  ofthe dialogue, but the other players, 
instead of just ittiag and envisioning what's go. 
ing on, a c d y  prrddpnn. Each player convols 
the Miom of a charucu in the $10 decides on 
hL dona, supplies his chnrnncr's k l o g u e ,  and 
m h  decidona b w d  on the character's person- 
ality and his current game o p t i o ~ .  

The DUNGEONS & DRAGONS game is a 
furtug role- laying game. This means that it's 

powerful nugic. where monsters like dqons 
hive, and where herow like Sinbad, H c d n .  
and Lancelot abound. 

When you play the D&D game, one player 
d become the Dungeon Master (dm known u 
the DM or referee). He or she will create the 
world and e in which the adventures will 
be Caking place and d create a variety of char. 
actem to populate the A d .  The DM will dm 
develop utuations mkiqplncc in that world and 
will then NII adven-nning as thc main 
narrator of the norin in which the other players' 
characters d pnnicipate. 

The other players will create characters-the 
h e m  of the DM's smry. The DM will pmcnt 
their chusners with situations, and they'll de- 
cide how to rcac~ to those situations. Several rim- 
ations progMcing townrd a conclusion bceomc 
an advennur or mry; a number of adventures 
played one her another b m e  a cam*. 

rt in a wor rs where men and nomen can wield 

Setting Up 
When P p u  KW togethct to play, everyone 

bring wL they need, indw dice, 
pendhmd ppur. and chnnmn (preferably on 
d u M c r  sheco). 

A table is normally used. the DM sitting at 
one end with information about the dungcon. 
The DM &en ures an upright piece of stiff card- 
board ( d e d  a acreen) to hide the description 
and maps of the dun n so they M not vu- 
d m d y  seen by the p K m .  

The players sit around the table, away fmm 
the DM. where they can all d y  xe any map 
made during the advennue, the order of the fw 
ures(ifuscd). andsofonh. 
During the game, players h u l d  be allowed 

to refer to any player's ai& whenever they wish, 
including the chnmer creation d o n  of  the 
Cyclopedia (Chapters 1-5). However, they 
should not be allowed to see everything in this 
book. The mystery and excitement w unknown 
momers and magic can be spoiled if wmeonc 
looks up all the detailr during the game. 

Mapping and Calling 
Although cnch person will be playing the role 

of a character, the playen should dm handle the 
job of mapping and calling. Any player can be 
the mapper or d e r .  

The mapper is the player who dram a map of 
the dungeon as it is explored. One or more of 
the chsrmrs should be making maps, but one 
of the pla us must make the actual map. The 
map shoulh be kept on the cable for all to see 
and rcfet to. Pencil should be used when making 
the map, in case of errors or tricky passaga. 

Ifthe party's movement c d n  it into new and 
u r n  ped territory, the DM d describe the u- 
o in Iecai~ so the party's mapper can map it. ~f 
something such as a KCRI door or ueaaure item 
is discovered. the DM dcscriba it and announces 
the d u  if the chuprrcrs examine it. 

The caUw is a player rclmed by rhe d e r  
players to dar ibe  party dona so the DM 
doesn't have to h e n  to scwnl voices at once. 
He or she tells the DM what the patty is doing 
this cum. If the DM prefers, e u h  individual 
player can describe his own actions. Ihe caller is 
jut a convenience in many campaigns; it's not a 
game NIC that players have to w. 

Uiing the Dlce 
Often the characters want to do mething 

that involves an element of chance. Say someone 
WMU to leap Onto a galloping home. He might 
make i t - x  he might not1 You can roll dice to 
decide if the action succds. In the D&D game 
there .IC many kinds ofdice: four-. h-, eight-. 
ten-. twelve-, and even twenty-ridcd dice. 

A four-aided die lwka like a pprunid. Drop it 
on the table. Read the numbers th.r M fke up 
along the bomun ofthe die. IhL number is the 
result of the toll. 

When r o k  any die with h d e s  or more. 
one side d w a y ; l d t p c e  up. ~ h b  number is the 
result. On the tcn4ded die. the number 0 is 

You can w a ten-sided die to find a percent- 
age (a number from 1.100). Roll the die once. 
Read the m l t  as the "tena" digit, counting a 0 
as '.no tau!' Roll a second rime and read the re- 
sult pt the " o m "  digit. Lf both tab M z e m .  
the d t  is 100. 
We &n w abbmirdocu m refu to wious 

kinds of dice: a "d" followed by the number of 

Usually read M 10. 

the die's sides. Por example, "d6" refa to a six- 
sidcd die. We w "dpb" or ldlW to refer to 
percentage die. 
There u e  no twc- or three-ded dice. but wc 

can rercnd there .IC. We use a cuin for a d2- 
h& is 1, tjls is 2. To make ad3. roll ad6, md 
then divide the result by two and round up. 

Often, a ~ + l l p p e M b c f o r e t h c  "d" as 
wcllas&tit.T%nshomthenumberoftimes 
you should roll the die. (Por enmple, 2d8 
mcpM roll the eight-sided die d e . )  When you 
rolladiemorethmonec,addthcrraultrofthc 
rob together. So, 3d6 mems d the h-rided 
die thm timn md add the d u .  Por exampk. 
a 3d6 roll of3.5, and 1 is 9 (3 +5 + 1-9). 

Cyclopedia Organization 

&, du rula radon. and thc rppadica. 

Cbarmctrr Cmation Soctton 

Wbodrisdividcd~toduchvMncmtioa 

In this section of the book, w'regoing to de- 
&be everything needed to know in order ro c1c. 
ate aplayerdruum-a charmer plpged by any 
player except the Dungcon M u a r .  'h DM. 
too. rill find this section usdul when crea* 
human and demihuman nonplayer charactem. 

In thic senion. Chpptus 1-5 give you a basic 
understandin$ of the D&D ~ p m e  N I ~ :  a thot- 
ough dcscripuon of the way human and dani- 
human charactus M created; information on 
the spells, skills. and quipment the duMcrs 
use to pcwmplish dKir objcctna; and informa- 
tion on the thinga playa and their chnmers 
need to do in the course of d p m s .  

Rulu  Seotlon 
This d o n  of the book, covering Chapters 6- 

19, give detailed information on hPndling 
mwnnent, encounters, and combat; It dm m. 
em p d u m  such as ma comht, gmnring ex. 
perience, and playing nonplayer charactem. Io 
lprgeat components include dl information 
needed for momten. Immortals. and treasure. 
In addition, this section di~uges Dungeon Mas. 
ter procedum. ~ ~ m p U g & g ,  v n d ~ t  mks. and 
the planes ofaistence. 

Appandicr 

DUN~EONS a DRAGONS. gamc. you'll tind 

Pronoun Note 

The appendices hold vlluabk information re. 
garding the D&D game world and dm on con- 
venin charactem over to the ADVANCED 

supplemental m r d  sheets, us& forms, and 
in& for spells and rules. 

The male pronouns (he, him, his) M used 
throughout this book. We h o p  ChL won't be in- 
te rcted by anyone as an attempt to exclude fe- 
m3es fmm the m e  or rn imply their d u r i o n .  
Centuries of w have made thew pronouns ncu. 
d. and wc feel their w provides for clcnr and 
eon& wtitten tm. 



er or later you will want to make up your * new character. Before you stm. get a 
pe 'I and the multisided dice used with the 
D O  game. You will PLSO need a blank chaw- 
tu shm (or a piece of notebook paper) to keep 
mck of the details. A sample character sheet is 
found in Appendix 3. 

If you M using a blank piece of paper, copy 
the form ofthe character sheet onto it-in other 
wordr, allow a space for your name and the char- 
acter's name at the top I&. a place for character 
dnrs. Icvcl. amor cku, and hit points below 
chat. and so fonh. The Dungeon Master should 
be preKnt and should watch the creation of any 
player dlptpcter, including all dice rolls. 

Your fm uy at creating a new character will 
probably take au hour or so. Even when you M 
used to the procedure, it will still take 10-30 
minute. If the Dungeon Master is just begin- 
ning a new campaign. he should call everyone 
together for a session where dl players create 
their chsncrers and where he describes the cam- 
paign world in which the others will be playing. 
Once the campaign is underway, a player 
shouldn't try to c m u  a character at the begin- 
ning ofa play-sessiOn (unlcs the DM ~ p ~ i f ~ d y  
~ l r r  him to)-it delays the SM ofthe game. All 
the rolling, adjusting. buying, and so fonh 
should be done bcforchand. 
The following is a bt of the steps to take when 

making a new character: each step is then ex- 
p l b d  in detail. 

11. Determine character height and weight I 12. Eamuperiencc 

Roll for Ability Scorer 

Roll 3d6 for each ability: 
Strength 
lntelliince 
Wisdom 
Dexterity 
Constitution 

Many of the attributes that make pp a 
character-for instance. his physical might and 
his level of intelligencc-uc represented by 
numbers in the game. Six of these M the charac. 
ter's abiliues: Strength, Intelligence. Wisdom, 
Dmcrity, Connitution. and C h a t h a .  

Strengrh (Str) is the character's physical 
might. It affects the amount of damage the char. 
acter does with hand-to.hand weapons (such as 
swords and clubs) and thrown weapons (such as 
thrown s e m  and knives), affects his chance to 
hit with [and-to-hand weavons, and determines 

his ability to do such things as break down 
lcckcd doors. 

Iare&nn (Inr) L the character's mental 
might. It pffms the number of languages the 
character a n  learn. 

Widom (Wi) is the character's strength of 
understanding of the world. the way things 
work, the forces of nature, and a0 fonh. It affects 
the character's natural ability to resist magical 

Darrriry (Dex) is the character's nimbleness 
and grace. Ir affccu the character's ability to 
wield missile and thrown weapons (such as bows 
and throwing knives) and can make it h d e r  for 
enemies to hit the character. 

Constitution (Con) is the character's physical 
health and vigor. It affecu the character's hit 
poinu sore (Le., his ability to survive being in- 
jured). 

Charisms (Cha) is the character's force of per- 
m d t y  and presence. It affects the way other 
charactcd, especially nonplaycr characters con- 
volled by the DM, react to the character. 

You mU dice to find each ability score. This is 
done by rolling the six-sidcd die three times and 
adding the tedts .  Or, if you have h e  six. 
sided din, roll the dice together. (This is nor. 
mally referred to in the text as "rolling 3d6!') 

For example. if you roll ones each time. then 
the total KO= is 3. the least KOIC posible. If you 
roll all sixer. then the total is 18, the highest 
xote you can have. 
You should end up with six numbers. each be- 

ween 3 and 18. The= M yourcharacter'sability 
sores. Write the sores down as you roll them. 

spells. 

next to the name6 of the abilities. 
High ability KOICS can help the character in 

ccrrain things. For example. high Strength al- 
lows a character m deal out more damage in 
combat: a high Constitution helps a charmer 
survive injury: a high Charhr helps a chanucer 
attract friends. Law KOIU have d y  thc o p p  
site effect. We'll &us thcae &u in the Bo- 
nuses and Penalties for Ability Scorn Table. 
You can adjust the ability scorn in Step 3 

("Adjust Ability Scorn"). butfmyoumustdc- 
cide what dnrs your character will bc. 

Prime Requiriter 
Each character class qvim prowcs in OM of 

the abilities-in d e  words, each c lw hnr an 
ability that is of uwnm imptpncc to that cku.  
(For example. a f4hter's mwr impomc ability 
is Strength and a cleric's is Wisdom.) k M 
known as prime rquisins. 

Each character dw has iu own prime q u i -  
sire. This means esch clw is dented at ccnain 
thiogs. such as fahting (fighters becwe oftheir 
Strength), hcpling (deb because of their Wis- 
dom). sneaking about (thieves bmuM of their 
Dexterity), and so on. The higher a drprpcw's 
prime requisite ro~r. the more *ill he will have 
in his clw (his "job). Prime requLircs for each 
clw M listed with the charactn dw. 

Choose a Character Clarr 
A duMa du is a character's mnin profa. 

sion in the cnmpaign. Think of each character 



claw as a mn of stereotype. Pot instance, all war. 
riots in books and movies have some features in 
m m o n  and thm S~XZC features, m l a t e d  
into the D O  p c  terms. M what make up 
the fighter character clssr. 

The player chPrPner (E) clnsaes available for 
you to chaue include four human c l w n  (deric. 
fighter, magic-user, thief). thrcc demihuman 
classes ( d d ,  elf, hnlfling), and two apecial 

You'w probably noticcd%t he names ofthe 
dcmihuman charmer dwn mund more like 
me or specie names than professions. That's 
because demihumana M more limited in their 
options than humans M. so the en& me can 
be represented by a single character daw. 

chsmctet c k  (druid. m 'e) 

Fyprr of Chrrmctor Clr rmr  
M o a  chpmrtets will be humana. In most D&D 

pmc campaigns. humans are the most wide. 
a p d  of all intelligent being%. Any new cham. 
ut can belong to one of the human classes 
(cleric, fighter, magic-WI, thicf). regPrdhS of 
his ability scorn. 

Demihuman characten ( d d .  elf. and half- 
ling) should be a lide leu common: thcr mes 
M supposed to be somewhat reclusive and mys- 
terious. They arc known as "demihumans" be- 
c a w  they are m similar to humans. Bnch 
demihuman character CIPY has specific ability re- 
quirements. If a newly mated character doesn't 
haw high enough scorn in mmc specific abili. 
tier. he can't belong to the demihuman c h s .  

The special character classes (druid and mys- 
tic) technically belong in the XI of human char. 
m e t  classes. but they have such stringent 
requirements and unusual guidelines that 
they're set aside for you to look at aepamtely. 
The DM might not want to use them in his cam- 
paign: it's 4 e t  for him to make and enforce 
this decision if they're act aside, 

Doicriptionr of Chrrrctor 
ClrB8.r 

A Ucnc is a human character who has dedi- 
cated his life to a g m t  and wonhy cause. M e n .  
thL cplue is the cleric's alignment. A Lawful der- 
ic, for examplc. would be dedicated to spreading 

law and order throughout the campaign world. 
The deric wields magic. and he can UIC h o s t  P( 
many weapons and armor typa as a fighter. The 
deric's prime requisite is his Wisdom. 

A P&kris a character whose main skill is his 
p m e u  ar A fighter CM be a heavily u- 
m o d  knight or a lightly mod washbudder, 
but it's his anmordinq skill in combat that 
makes him spccial. In the game. a fqhtcr's 
prime requisite is his Strength. 

A M ~ I c . U S C ~ ~  a character who wields magic. 
He trpa linle or norling in the way of fighting 
ability. and in the early pan of hir career he has 
little in the way of magical ability either. But as 
he gains in experience. he h m c s  a po~rerful 
character and can wield powerful magical spella. 
The magic-user's prime requisite is his Intelli- 
gence. 

A Thidis a character who has spying abilities. 
Whether he actually makes his living =enling 
from other people. he has many skilla appropri. 
ate to that liwlihood. He can m e  s tdrh i ly ,  
climbshccrsurfaces,picklocks. andmfonh. He 
has combat abilitin bmer than a magic-urcr's. 
but he's not a stton comhtant Thc thicfs 
prime requisite is hir bmerity. 

' 

A Dwsrfis a m d y .  quat dcmihuman. He re. 
sembles the fighter in many details. but has 
many special abilities-and special mictioos- 
that set him apan from human fightcts. The 
dwarfs prime requisite is his Strength. Also. a 
d d  chPrpcter must have a C o n a i ~ t i ~ n  KOIC 
of 9 or more. If the character you're clearing has 
a Connitution of 8 or I-, he cannot be a dwarf. 

An Elfis a lean, nimble demihumpo. He is a 
vcty capable combination of the fGter and 
magic.user d w .  He's not quite as rough as a 
human fighter. nor will he evn achieve the great 
magical ability of a human magic-user. but he 
don have mast of the abilities of both c k .  
He has other special abiliues md muinions that 
set him apan from the human c k .  The elf 
has two prime requisites: Strength and Intelli. 
gence, and the Intelligence KOR must be 9 or 
more. If the character ou're mating has an In. 
tclligence of E of less. be  cannot be an elf. 

A HdfXw is a small demihuman. He has 
many abilities Similnt IO a fqhrer. but he is PLO 
noted for his ability in vmodmmahip. He's not 
as rough as a fighter. and he has special abilities 
and muic t im that XI him apan from the 
fighter claw. The halfling has two prime requi- 
sites: Strength and Dexterity, and the Dmerity 
KOR must be 9 ot more. Also, a halfiing charac. 
ter must have a score of 9 01 better for his Gnsti- 
tution. 

A Druid L a special type of spellcastcr who de. 
votes himxlf to the needs and preservation of 
NaNK. However, you can't stan a character off 
as a druid. A druid character must stan off as a 
cleric-in fact, a cleric of the N e u d  align- 
ment (ali#nments arc discussed in Step 9 ,  
"Choarc Character Aliient")-and earn a 
lot of nrpericnce (up to experience level) as a 
cleric. Only at that point can he become a druid. 

A Myark is a type of warrior-monk. He lives a 
mo~cLifc,devoleshimsclftophilosophy and 
the mastery of his physical bcdy. and vninr him- 
self to become a mmer of unarmed fahring. 
Mystics M not appropriate to d campaigns. m 
the DM has the option of rcfusing IO allow mys. 
tics in his world. The mynic's prime requisites 

M Strength and Dexterity. A b .  a mynic char- 
Pnet musr have smm of 13 or better in both hir 
Wisdom and Dexterity abilities. 

All these character clptan will be dcxricribed in 
grcaret detail in Chaptn 2. If you don't et 
know enough about chac dpua to decide wlat  
you new character should be, you can akip 
ahead to Chapter 2. then mum here and make 
your choice. When you've decided what c k .  
ter c l ~ g  your chprpner will be. continue with the 
next step. 

Adjurt Ability Scorer 

mre you don't want to raise your prime rev 
uisitc by one point. You can perfom thu 
d e  as many times as you want. m long as 
you do not lower any ability below a mre of 
9.  You cannot 1-1 your Dexterity. C o d t u .  
tion. or Charisma. You can only raise you 

Once you've rolled you charhptmct'~ abilities 
and decided on his chamcur c h ,  it M possible 
to raise his prime requisite by lowering other 
ability xotn. This is LOK of like d o i n g  hard to 
improve one skill while lettin# others bccomc 
neglected. (POI exam IC. a mngk-wcr mi ht 
spend nll his time nu&( hard. ocgkaingl[rM 
aerc ix;  he'd end up with a higher lnrelligencc 
and a lower Strength.) 

These arc the rules for cxchnngiq ability 
poinu: 

1. The prime requisite goes up 1 point for e& 
2 poinn that another ability acme goes d m .  
If a character has IWO prime requisite. both 
can bc niud .  

1. C O O S ~ ~ N ~ O ~  and Charha poims cannot be 
exchanged with othets. 

3. Dexterity cannot be lowered (but it may be 
raised for a thief ot hplfling charpctct). 

4. No score CM k hercd  below 9. If it is al. 
ready 10 or less. it c m o t  be h e r e d .  

Bnmple: An elf has Intelligence md Strength 
scorn of 12 and a Wiadom of 13. His player 
wanu him to be both monger and unmn. He 
dmpsthe'WidomKorebyZ,roll,wlpoinc 
EM be added to Strength. Then he drop the 
Wisdom a@, to 9, rind adds 1 10 Inrelligence. 
Thir Y C S U ~  are Intelligence and Strength K O ~  

of 13 and an adjusted Wiadom of9. 
A deric with Strength and Wisdom of 15 

dropsthcSvcngthby6(to9)andrpirncheWir. 
dom by 3 (to 18). 

If you wxnt to ~ ~ ~ h p n g e  my ability smre 
points, you must do that now before you go any 
hnher in making the character. No such adjust- 
mCnQ can be made later. Remember that you do 
not have to adjust any ability K O ~ .  This is an 
option, not a requirement. 

Roll for Hit Point8 
Your charmer's hit point score repmenu his 

ability to w i v e  injury. The h@et his hit point 
score, the more damage he can Nnnio betore 
dying. Characters who survive long enough to 



gain a g d  deal of experience typically gain 
more and more hit poinu; therefore. an experi- 
cnccd chnncrer lnnr longer in a fqht or other 
dpnecrovr dtuawn~ than doa an inexperienced 

mntknlly at& the numar of hit poinu h IC- 

&. Fightus and d- d v e  a lot of hit 
poinu. MPgk.urrs and thicvcs rcceivc only a few. 
'h a h a h  &e amedium amounr. 

Find your chamter's clan on the Character 
clpu and Hit Dice Table. and then roll the type 
of die indicated in order to find your stw hit 
poinu. Note thar yolu character's Constirution 
xorc a n  &ect the number of hit poinu he wil l  
have. Look for the Bonus  and Pedries for 
Ability Scorn Table and apply the appropriate 
number to the number of hit poinu rolled for 
your character. 

I ld4 
Id8 

I * ~ o a  not apply. I 

Roll for Money 
Roll 3d6 and multiply by 10 to tind your 

character's starring gold pieces. 

bur character sfam out with no pounsioas 
t for n o d  clothes and a ti& money, 3 up over many ycprr. b u  will need to go 

shopping for quipment, bur fint you must fmd 
out how much money you have. 

Roll 3d6 (three six-dded dice), and multiply 
the tapl by 10. (Tor aampk.  if you roll 12, the 
total is 120.) This is the number of gold pieces 
(gp) that you start with. Write that on your cbar- 
nefer sheet. If you're using a hand-written sheet, 
write down the word "Money" on the back and 
put beside it the number you've just rolled. 

I 

Buy Equipment 
Now that you have your money, you can spend 

it on the equipment you need to go adventur- 
ing. There is a com@ctc list of equipment in 
Chapter 4 later in thu book. Be sun to ask your 
Dungcon MMW if everything on that lis is 
a d a b l e  in his campaign. If hi campaign devi. 
aces a lot from the "repadud" D&DO game 
camp+, he could have a very different ht of 
qurpmcnt, which he should provide for you. 

There M rntrictions on what ituns your char- 
mer u allowed to have. especially on m o r  and 
wcapoac. Before you go shopping, be me you 
have md the full description of your chprpeter 
dpr, Lnter in tbia chapcer. 
Pot a m p l e .  a uugic-urr CLMO~ wear MY ar- 

mora all and can only we a few typesofwepp- 
ON. It would be a waste ofmonq for a chnnnu 
of this clasr to buy a sword or shield; inrtcad, his 
money CM be saved or apmt on oil, torches, and 
other items. Thieves, however, must buy 
thieves' mls to use their Open Locks ability. 

On a piece of piece paper, write down all the 
equipment you want to buy and add up the mt. 
If it m u  more gold p i a s  than you have, you 
must e m  mmerhing from the ht. When you 
can pay for your lin of equipment, subtract the 
cost from you money, and write the equipment 
down on your chnr~cter sheet. 

Be cwful when shopping! You may forget to 
buy ropc, for aamjle, and ydd+y fmd a need 
for it during an Venmre and d you didn't 
buy it. you don't have it. Ask the other plpyen 
and your DM for advice on what m buy-and 
what nor to buy. Remember that money can be 
saved for buying expedvc quipment her. 

Don't Forget Spell8 
If your character is a spclkastcr, he will alm 

need to equip himself with the spells he knows. 
Magiy~sers know one spell at their fun level of 
experience, while clerics learn theit first spell at 
second level. Ask your DM for the rpcb which 
your c h w e r  knows. 

Magic-users also need to have spell books to 
mod the spells they know. A magic-user's first 
rpell bwkisfrre. agift ofthc wizard who taught 
him. Clerics do not need spell books. 

Determine Other 
Numben and Roll8 

Armor clan, anack rolls. and saving rhmm are 
numbers-numben which you'll Cnwau from 
the c h ~ t c ~ ' ~  other amibures or End on pmvid. 
ed tables-which M imponant to the way the 
character pedomu in combat. 

Armor Clam8 
Armor dm. mmnimn abbreviated as AC. is 

a number indicating how tough it is IO hit your 
character. With the annor claw. unlike most 
numbers in the D&D game, a low number is 
good for a charmer, and a i y b  number is bad. 

Your armor dnrr is a combination of the type 
of armor you M wcpring. plus any adjunmenu 
due to Denerity. Fint. fmd your annor typc on 
the A m o r  Type and Armor Uw Table. 

h T I p  
No annor I h c l n r o  

9 

If Uring a shield. subttm 1 from the AC 
number. 8mp; chain mail alone is AC 5. 
but with a h i e  it i s  AC 4. 

O m  you know your ymol clan as provided 
by your m o r  type. you can determine adjust- 

menu to your annor clan from your Dexterity. 
Find y a u  Dexterity MIC on the Bonum and 

Penalties For Ability Scorn table. For evrry + 1 
on the table. iubmcr 1 from your annot dnu. 
For everp - 1. add 1 to your annor c h .  

H.Mlple:Ifyouucwcaringchainmailanda 
shield (AC 4). but have a Dexterity )cox of 15 
(+ 1 bonus). your armor clpu number M p m  
andgoesdown,m3.Ifyouuewcuingplna 
mail and shield (AC 2) but have a Darmty 
MIC of 5 ( - 2 penalty). you m o r  claw w o m u  
a n d p u p t o 4  

Remember: The 1-1 the AC number. rhe 
harder you M m hit. A penalty IO ann01 dnu 
actually nivs the number, mpL;ine you &et to 
hit. If your AC is even bener than ZM. then 
negative numben. or "minus" numben. M 
d. For a m p l e .  a character with a Dextcriry 
Scoreof18(a +3bonus,whkhcr~nrlaresto -3 
to the AC) and wearing plate mail and shiild 
(AC 2) would have an AC of "minw one" ( - 1). 
Attmck Roll8 

An a& roU is a number repmendry huw 
ensy or difficult it is for your chammr to hit 0th. 
e1 tnrgnr. 
In tombac. when your character is trying to hit 

another character. you roll Id20 rh i~  is known P( 

 hi^ atrack roll. (In mmc game supplemenu. it'a 
also called the "hit roll," "whit roll," or "IOU to 
hit.") Once you know the number you've rolled 
on the die. you add any boousa your character 
geu from high ability scorn. magical mpoac. 
or other fnCt018. You'll compprc that fmal ruult 
to the number required to hit rhe armor c lw of 
yourcho~~cr'sopponent. Ifyoumchotacecd 
that number, your chntnrtcr has mccsafully hit 
his opponent. 

But how do you fud  out what number you 
xed IO hit a cenun armor clam? That's h p l e  
enough: We provide it to you on handy tables. 
Take a look at the A d  Rob Table on pa@ 
106. Go ahead and flip forward IO chat table and 
remm here when you ve looked at it. 
P use the table. cmu.rcference your cham. 

ter'r experience level and chamcwr dnu with hi 
opponent's m o r  clan. On the table. "MU" 
stan& for magic-user. "C.T.D" ann& for "clcr. 
io. thieves. and druids," "F" repah for "tight- 
en" (and aJm includes myniu and low-level 
demihumm). and "DH' s t d  for "duni- 
humans'' (and is d for high-crperience demi- 
humans). Thc numben "19" rJmugh "-20" 
stand for the oppodtion'r armor clan, 
A lsr level fqhter attach an enemy with an 

armor dnu (AC) of 2. On the A d  Rob able  
in Chapter 8, &a to the " F  (for tighter) column. 
go down to whue it aap "1-3" (which m s  
"Experience LNeL 1 thmugb 3"), and then go 
right to the column corresponding to AC 2. You 
need m roll a 17 to hit that m o r  claw. 

A& polh lbbla n. THACO 
Now. record your charmer's attack rob o 

the character sheer. T ~ C I C  M two wap to d. 
this. One for beginning plryen and for players 
who mrnnimn have a M time juggling oum- 
kn: the &et is fot apnienad pLrgen who 
don't have trouble juggling numben. 



A d  BdL: With the fun way, you write down 
your chnrncter's rolls to hit m d  m o r  clpges. 
lmad  of wording dl the lined m o r  clpues 
(19 to -20). we t w d l y  word only ACs 9 m 
- 5 ;  thnc M the m o r  clrucs mon commonly 
encountered in a gune. 
On your chpmctn shm. you'd make a am&. 

simple table listing the am& roh for your char. 
mer's  level and character clru. An example is 
tven on this age of the attack rolls for a fint 
eve1 fighter: i r  all characten. refer ro the main 
table in Chapter 8. then write d m  the peni. 
nmt infomation on your characrcr shm. This 
-7. when your fm lml fighter is attacking an 
AC of -2, you'd be able to look down on his 
character shea and sec immediately that he 
necdrto~eveamUof20tohithistnrger. 

THACO: The abbreviation WAC0 stands for 
"To Hit Armor Wasr 0." Thcre*s nothing myste- 
rious about it: It's just the number yout charac. 
ter needs to hit armor claw 0. On the table 
immediarcly above. for example. you see that a 
11 Iml fighrcr necds to achieve a roll of 19 ro 
hit M armor claw ofo; therefore. his THACO i5 
19. 

Some apencnced playen will not want ro 
hpve M entire table dumtiq up thcu character 
sheers; they'll just record their chmctcrs' 
THACO number. Additionally, many abbmi. 
atcd deacriptions of monnen used in D&Dc 
game adventures will LUC the THACO number. 

To UK THACO. you have to do some adding 
and subtracting during combat. You subtract 
your modified anack roll (the number rolled on 
a 20-sided die plus any bonuses) from your 
THACO. and the result is the armor claw your 
character him. 

For example. Ruggin is a 3rd level dwarf, and 
he's &hung a hobgoblin clad in chain mail (AC 
5 ) .  Ruggin's THACO is 19. and he roh a 16; 
Ruggin suacuhrlly hiw his opponent's m o r  
c l p ~  (19 - 16 = 3) since he hit an AC 3 (w 
better than AC 5 ) .  

LikOrir. instcad of figuhg out which AC 
your attack hiw. you CM use THACO ro dner. 
mine what number ia n d e d  m hit a spccitic ar- 
mor daw. Subrract the defender's m o r  clam 
from thc attacker's THACO. If the armot d p ~  is 
a negative value. add the m o r  claw number to 
the attacker's THACO. The mult is the number 
the attacker needs to hit his opponent. 

For i n w c e ,  Ruggin the 3rd level dwarf needs 
a 19 or h e r  on a 20-sided die to hit a m o m r  
with AC 0. Ru gin is facing a uoU (AC 4) and he 
needs a rou of13 or gtePtcr to hit the m a t e r  
(19 - 4 IS). 

If you're a beginning player. you should stick 
to the &gcr mblc; when you're comforrpblc 
with it. ou can practice wing the THACO num- 
bet. When you're equally comfonable with 
THACO. you can m p  wording the whole table 
on your character ;beet, and merely tecord 
THACO. 

Saving Throw6 

level on the Saving Throws Table in Chapter 
8. Move a c m  IO the column reprnenting 
the type of attack your chPrscter is sustain- 
ing. The number shown in &at column is 
your saving throw. Roll that number or bn. 
fer on Id20 ro avoid or diminish the cffecw of 
the attack, 

~ 

A savinc JImw re menu your character's ar- 
tempt m avoid thc Ars of some son of unusu- 
al attack-poilon. magical speUs. the flaming 
breath of a dragon, and so fonh. A nrcccrsful 
saving throw means that the character either sus. 
tnin~ a reduced amount of damage 01 su&n no 
hprmful effect at all. depending on the of 
attack. An unsucc&l saving thm means that 
the chpmcter sustains the full h a p  01 cffm of 
the attack. The saving thm is rolled on Id20 
when specified by the DM. 

A character doesn'r have just one raving thm 
number; he has a &rent one for each of five 
Werent carcgorics of unusual attach. T ~ O K  
categories indude "Poiton or Death Ray:' 'Wg. 
ic Wand:' '"KItning to Stone or Pardysis:' 
"Dragon Breath:' and "Spells or Magic Sd!' 

Saving rhran are based on your character's 
claw and experience level. You can fmd you 
chnrpncr's saving rhronr on the Saving T h m  
Tpble on page 109 of Chapter 8. Go ahead and 
flip to that table, look it mer, and mum here. 
To find &e aaving throws fot ywr chnrpcrcr, 

simply look up his daw and cxperimcc level. Pnr 
example, if your character is a 1st level elf. his 
saving throws would be: 

Death Ray or P o h :  12: Magic W a d  13; Pa- 
ralytia or 'Iirm to Stone: 13; Dragon Breath: IS: 
Spch or St& 15 

Write the saving throws appropriate for your 
characrer on his character sheet. 

H i h  WLdom and Saving 'Ihra 
If a character has a Wisdom mre of 13 or 

more. he mcives a bonus m one of his aaving 
throws; ifhis Wisdom is 8 01 less. he mtivn a 
PCIIPlty. 

Tntc a look at the h n w s  and Penaltin for 
Ability Scorn Table below. If your Wisdom score 
is high or low ennugh for a bonus or penalty, IC- 
cord that on your chpmcter shm beside you 
Wisdom score. This bonus 01 penalty &em 
your charmer's saving throws w. spcllr. When 
rolling your saving h o w  VI. rpells. you can add 
the chPnetcr'r Wisdom bonus to his saving 
thm (or must subtract the penalty, if he haa a 
penalty instead). 

Note Adjurtmenttr for 
Ability Scorer 

You've h d y  am, on m e d  d o n s ,  that 
high abilities give your charactc~ special bo- 

AC: 9 8 7 6 5 4 3 2 1 0 - 1 - 2 - 3 - 4 - 3  
AtrSdrBOll: 10 11 12 13 14 15 16 17 18 19 20 20 20 20 20 

n w .  while low ones give the character special 
penalties. &low LIC the chuac~cr's abilitica and 
rims on what sorca ofadjurrmcnts high and lar 
abilities wi l l  bring him. 

When you have high scorcs in abilities, note 
the rpaifrc adjustments which mult fmm them; 
if you're not wing a character sheet which d- 
ready haa b h h  for these adjustments. place 
them beside the abilities (Strength. m.) which 
grant them to the eharactcr. The h v x r  and 
Penalties for Ability Scores Table rhars ability 
adjustments. 

Now. let's go Jvough each ofthe abilitia and 
see what high KOICS will do for esch abiliry. 

Stnnpth 
High S u e d  &u how well a character hi1 

with melee weapons-&at is, hand.hdd mp 
ons. It nffenr how much damage the churctc 
docs with melee neppoar. and with thmn 
weapons like hurled knim and rpcur. And it d 
fmr h w  often acharactn a n  budge IN& door. 
ways. 
The character', adjwtment for a high 

S a m &  rore is applied to any mll he maka to 
hit m m n c  in melee combat. 

F o r i n r ~ c e .  ifacharactcthaaaSuengthofl7 
(therefore, a +2 adjurrment). and rdh a 9 M 

his Idlo to hh someone. he pu to add his 
Strew adjustment to rhat roll. Hc b ac- 
achievcdarollnfH(9+2- 11).Ifrhcehurc- 
fer has a S t r e d  of 8 (the&, a - I penrlty) 
and rolls a 9. he haa IO s u h  his penrlty; he 
has pc~ally achieved a roll of8 (9 - I - 8). 

The character's adjustment fot Streqth is nlro 
applied to damage he does with mdee and 
thrown weapons. 

For example. let w ray a character with 
Strength 18 (adjurrmmt +3) hiu lomcollc wid 
a m r d  and does 8 points of damage. He add 
hia Strength bonus tothedmrgc. and LO b IC 

~ d y  done 11 points of damage. -, I 

chuerret with a S t ~ ~ g t h  of 5 ( a d j j  -2 
who rolb 8 points of dam= hn, n r m d y  onl] 
done 6 points of damage (8 - 2 - 6). 

Finally, the chnncru get8 his bonus nr penalty 
to his Open Doors roll. The Opm Doors roll u 
the character's ability to f o r e  open sNCL doors. 
(The DM can optionally use it to dscidc wbnher 
the charactet i mtmng enough w Mtm dmilu 

The Open Doom roll is rolled M a ld6, with a 
roll of 5 or 6 meaning nrcccss; the chsnner with 
high Strew a p p h  hia adjurrment to the 
number he rob on the die. However, a IUN~.  

unmodified "6" on Open d m  roll will al. 
way6 open a door, despite my penaltics IO the 
convuy. 

feats o f r u n y h ,  ruth as m i n g  okwerionr .) 



Abilitia and Adjlurmmu Tsbk 
Ability Adjustments To: 
Strength 

Intelligence hgunger .  General Skib (Optional) 
Wisdom Saving Throw vs. Spells 
Dexterity 
Constitution 
Charisma 

Attack Rolls (Melee Weapons and Unarmed Combat), Damage Rolls 
(Melee and Thrown Weapons). Opening Doon 

Attack Rob (Thrown and Missile Weapons). Armor WMS 
Hit Points I Ex rience Level 
Reactions ? &  rom 

Porcxamplc, acharactcrwith Strength 13 (ad. 
justment + I )  tries to budge a stuck door. On his 
ld6, he rob a 4. This isn't enough; it's not a 5 or 
6. But he adds his + I  adjustment. his 4 be- 
comes a >, and suddenly it's enough: He CM 
budge the stuck dwr. Similarly, a character with 
Strength 3 (adjustment -3) tries a similarly 
stuck door. On his ld6, he rolls a 5 ,  n o d l y  a 
~cccas. But he must apply his -3 adjustment 
and his 5 suddenly becomes a 2, a Failure. 

Intelligence 
High Innlligcnce affects the number of Ian- 

gungn a character knows. If the DM is using the 
optional general skills N ~ S .  high lntclligence al- 
so affects the number ofgeneral skills the charac. 
ter knowa. 

A human character of "average" Intelligence 
(asoreof9.12)knowspwoIpnguagcs: theCom. 
mon tongue and M alignment tongue. The 
character can m d  and write thoae Ipnguages. 
(The Common ronguc is the "standard" tongue 
for the campaign. A campaign set in modem 
America would have English as its Common 
tongue. for example.) Demihuman characters 
usually know additional I~gungu, as described 
for each dcmihuman character dpar. 

If the character receives an adjurrment fmm 
an Intcllipnce over 12 (a bonus. in other 
words), this is the number of additional IM- 
gunger the character CM m d  and write. .Lour 
Dungeon Mpstcr will tell you what languages M 
available. You mua choose your added Ian- 
guap before you play the character in a game. 

If the IntcUincc adjustment is a penalty, 
then the charmer has mublc writing and per- 
haps speaking. 

In either cue. look at the intelligence and 
LMguagca Tsbk. 

Intelligence and L q w -  T.b* 
In-uaeof ' 

h h w P  

4-5 
6.8 CM wrin simnlc Common 

3 Has trouble speaking. cannot 
read or write 
Cannot read or write Common 

wntes native 
languages, + 2 additional 
1anWPger 

languages, + 3  additional 
18 Reads and writes native 

~MPUsPn 

If your campaign makes use of a lot of 
languages-epdly common in a campaign 
where the player chprpnen travel through a lot 
dforeign lands, or where there M a lot of talk. 
ing monster s ties a character's ability with 

Wlrdom 
The efku of a high Wisdom M dixussed 

above, under "High Wisdom and Saving 
Throws." Adjusunents for high Wisdom KOKS 

affect the character's saving throws vs. spells. 

languages can g: veryiimponant . 

Dextarlty 
The Cffeets of a high Dmerity M dixusscd 

a h ,  under "Armor Class:' Adjustments for 
high Lknerity scores affect the character's AC. 
They also e&n the character's ability to hit 

with m i ~ i l ~  weapons-any thrown weapons or 
weapons launched through the air. The charac- 
ter's adjustment for a high or low Dmeriry is ap. 
plied to his roll to hit when he is using mirsile 

For example. a character with a 17 Dexterity 
(adjustment + 2). using a bow. is trying to shoot 
a d w t  enemy. He n m b  a 13 to hit his amy. 
On his Id20 amck roll. he rob a 12. He has 
hiled. But now he adds his bonus for high Dex- 
terity (+ 2) and his 12 becomes a 14: He has ac- 
tually hit his opponent. 

W-POM. 

Conrtltution 
Your Constitution sore can affect the number 

of hit points you haw. h k  earlier in this chap. 
ter for the Bonuses and Penalties for 'Ability 
Scores table, and apply the bonw or penalty to 
the number of hit points you rolled. But what- 
MI the adjustments. your hir points cannot be 
lowered to 0 (zero); you will have at least 1 hit 
point for each roll. 

a lcvel of experi. 
erne (a meamre of how cxperienccd he is). roll 
for more hit points. And each time you roll. you 
adjust the roll Mording to your Constitution 

Eventually, your character will stop gaining 
dice of hit points every time he e m  a level of 
experience. and will no longer gain b u m  for e 
very high or vety low Conacitution xore. h. 
stead, he'll start apre-aet n ~ b e t  of hit 
points every level. an hls Comtution bonus 
will not apply to that number. But that's df in 
the furre; don't worry about it right now. 

Each time a character 

score. 

Charirma 
A character's Charisma sore will affect how 

othcn. whether characten 01 monrten. react to 

him-when the character is talking to them (but 
not unkm he is talking). 

If he cries to hire retainen (bodyguards. assist. 
MU. and IO forth). his Charisma will determine 
the number he EM hire, and how loyal they will 
be. 'lour Dungeon Master will tell you if MY re- 
tainers M available. and will play the roles of 
the mainen your character finds and (possibly) 
hires. 

Mj. lleaiaur Morde 
- 3  1 4 

Whenever your character is talking I 
CRaNR (mower or character) conmlled 
DM, rell the DM what your mnion adju-) 
is. If your Dungeon Muter allows the w of re, 
tahen and you attempt I O  Cmpby Some. yob 
will need to tell him you character's maximum 
number of retainers. as well as the Retainer Mo. 
ralc ware (which is a mcaaure oflcyalry and cour. 
age). Reaction adjustments due to high 
Chprisma never adjust MY rolls you nukc; they 
only affect rob made by the Dungcon Master, IO 

he n m b  to know thL informnrion. 

ChOO6e Character 
Alignment 

An alyyuu is a code of behavior or m y  of 
Me w h  gudes the acdwr and thoughts of 
charactets and momn. There M thtec dip- 
menu in the D&iY game: Law, Cham, and 
NCUtdty. 

Playen may choose the alignments they fee 
will bert fit their chamten. A player doer nol 
have to cell ocher phyen what alignment he or 
she has picked, but must tell the Duagcci~ M a .  
ter. Most lawful characten will wcnl their align. 
menu if Prked. 

When picking alignments, the characten 
should know that Chnoticr cannot k uuacd, 
even by other uloaiu. A ChmK character doer 
not work well with other PCI. 

A ' nments give charactera guidelines to live 

try to follow their alignment guidelines, but may 
not always be ~cccadul. To bmcr understand 
the philosophic: behind them, lec's define the 
three alignments. 

by. 2 ey M MI s&olute rules: characten will 

Law (or Lawful) 
Law is the belief that everything should follow 

M order, and that obeying NICS is the natural 
way of li. Lawii~l creatures will tly to cell the 
IN&. obey laws that arc fair, keep p k i s e s ,  and 
C M  for all living things. 

If a choice must be nude h e e n  the bendit 
of a group or an individual. a Lawful character 
will usually c h m c  the group. Sometimes indi. 
vidual freedoms must be given up for the good 



ofthe group. Lawful characters and monsters of. 
ten act in prrdictpble ways. Lawful behavior is 
usually the m e  as "good" behavior. 

Chaor (or Chaotb) 
Chws is the opposite of Law. It is the belief 

that life is random and that chance and luck NIC 
the world. Laws M made IO be broken. long 
as a person can get away with it. It is not impor. 
cant to keep pro&. and lyiq and telling the 
uuth M both uxful. 
B a Chaotic CMNIT. the individual is the 

mom imponant of all things. Scltiiness is the 
normal way of life. and the group is nor impor. 
tant. Chaotics often act on sudden desires and 
whims. They have m n g  belief in the power of 
luck. They cannot always be t ~ ~ t e d .  Chwtic be- 
havior is usually rhe same as behavior that could 
be called "evil." Each individual player muat de- 
cide if his Chwuc character is closer to a mean, 
selt i i  "evil" personality 01 merely a happy-go- 
lucky, unprediccable personality. 

Neutrallty (or Neutral) 
Neutrality is rhe belief that the world is a bal- 

ana between Law and Chws. It is imponant 
chat ncitha side get too much power and upxt 
this balance. The individual is imporcant, but so 
is the p u p ;  the two sides must work together. 

A Neutrd character is most interested in per- 
sonal survival. Such characters believe in their 
own wiu and abilities rather than luck. They 
tend to rerum the treatment they receive from 
others. N e u d  characters will join a pmy if they 
chink it is in their own best inrerra. but will not 
be overly helpful unless there is some son of 
profit in it. Neurd behavior may be considered 
"good" or "evil" (or neither). 

Alinnment Behavior 
W e  this sinration as M example: A group of 

player characters is a&ed by a large number of 
monsters. &ape is not possible unless the mon. 
stem M slowed down. 

A h&/ charmer will fight to protect the 
group, regardlerc of the danger. The character 
will nor run away unlcss the whole group doer so 
01 is othernk de. 

A Neud character will fight to protect the 
group as long as it is rensonably safe to do so. If 
the danger is COO great, rhe chmcter will try to 
save himself, even at rhe erpense of the rest of 
the party. 

A Chaotic character might fight the monsters 
or he might run away immediately-Chwrics 
arc. as always. unpredictable. The character may 
not even care what happened to the reat of the 
Party. 

Playing an alignment does not mean a cham. 
ter must 20 stu$d things. A charmer should al- 
wa s act as intelligently the Intelligence ccore 
inJicarcs. unleas there is a rcwn ro act otherw~ 
(&.as a magical curse). 

Alignment Language8 
Each alignment has a secm language of pass- 

words. hand sitnals. and other bodv motions. 

recognize when another dignment language is 
being @en. but will MK understand it. Align- 
ment languages haw no written form. A charac- 
ter may not learn a different alignment language 
unleas he changes alignments. In such a cex. the 
character forgers the old alignment language 
and s t m  using the n m  one immediately. 

Select Name, 
Pemonallty, and 
Background 
You may have been thinking about this all 

during the character-creation p e a s ,  but now 
it's time to give your character his name, person- 
aliry, and bdgmund-the traits which make 
him a real character. 

Name 
You should give your character a name appro. 

priate to the world in which he'll be advennrr- 
ing. A& your DM if his campaign setting is 
bawd on any denl.world civilization; if so, use a 
name appropriate to that civilization. (If you're 
not familiar with that civilization, ask your DM 
for help.) Or if you M adventuring in an An. 
bian setting, such legendpry names as Ali Baba, 
Sinbad. and Sdadin arc appropriate names. 

Many campaigns arc svnighcforrnrd fantasy 
with elcmcnrs drawn from a number ofsou~~es. 
yet thw campaigns may not be mngly  bawd 
in any of those sources. In that caw. you need 
merely make up a fanrwy-sounding name and 
ask the DM if it sounds appropriate to his cam- 
paign. Such names can be made up of 
interesting-sounding syllables like Adragan or 
Nissia. Or, and especiplly in the caw of I rinlly 
named elm. they could be composed of dsuip. 
rive words like Silvetglade or Woodshadow. 

C h w e  a nume cnrrfully. It should repmnt  
the charmer in some way, or at least be a name 
you like. You might find yourself playin! chis 
charmer for years. and if you give him a ~ l l y  or 
inappropriate name. you might regm it later. 

Penonality 
Alignment isn't all there is to a character's 

personality. You should think about your charac- 
ter, about his mannerisms. the way he speaks, 
the way he dresses. how he spends moneg, what 
son of people he likes, how he likes to spend his 
non-adventuring time, and so on. The more at- 
tention you inmr in imagining your character, 
with all his uairs. v h e s ,  and vices, the more in- 
terescing and "red" you will make him. Sure. 
it's UMfUl for your character to be the mightiest 
warrior in the world . . . bur none of the other 
player characters will EM whcrhcr he lives or dies 
unlerc he has a perrondiry. 

Background 
At some point. you'll need to decide on your 

character's background: where and when he was 
bom. how he was teared, who his family is, who 
his friends were. and what he did up until the 
t h e  he enters Dhv. 

 his isn't a ;old efforr-ir's a cooperative d- 
fort between you and the DM. He knows more 

about his campaign.world chan you do; you 
know more about your character than he don. 
The two of you have to work cogcrher to inte- 
grate your characret into his world. 

This mepM that the DM may recommend or 
even insist on some changes to your character 
background in order to make him fit kncr into 
the campaign world. You should normally acnpt 
any recommendations char don't seriourly inter- 
fere with your concept of your character, and 
should negotiate on the ones which do. 

Por example. you may haw decided thar your 
character's family lived in a small fiing village 
in a small. distant island far, fnr away. Your DM 
may prcfet that he lived in a d l  fw village 
on the coast of rhe main continent. not quite so 
isolated. This probably won't alter your charac. 
ret's personalicy or personal history, and will al- 
low your DM to fit your charmer more eadly 
into the campaign, so chis is the lon of change 
you can acquiace to without any worries. 

Bur let's spy your DM wanu to eaablirh m e -  
thing ek about your character: That when he 
wps ten. a w a m l f  with a distinctive red-and- 
silver coat burst in rhmu h the door of rhe hi. 
ly hut and killed all c!e family except your 
charmer, and that your character was tpiKd by 
rhe family of your mother's brother. 

It's obvious here rhat your DM is ~ t t i n g  you 
up for m e  future encounter with that selfnub 
werewolf-pethapa it will be far in the futum, o 
Perhaps the hunt for char monster will be uxd PI 
rhe event which will bring dl the player charac- 
ters togcchcr in the fint place. Whichever, he's 
nor crying to kill your character's family for frivo- 
lous m n s ,  bur for m n s  related to plot. 
However. you've been imagining that your 

chnrpner is emotionaJly strong and unrurcd. 
and sill has a good relatiomhip wirh h i  p ~ a u  
and siblings, and the DM's change wodd &. 
ously &m your concept of your character. You 
explain this to him. This is where negotiations 
enter the picture. 
He may counter, "All right, let's say inatcad 

that the wemolf a d d  the lad pub, and 
your fatha was among those killed. Aa the old- 
est son. you suddenly had to become the man of 
the family, and now, after you've been the main 
provider for years. your brothers and SLtCrs M 
old enou to take wet, and you EM leave to 

This dl leam your ch~rsrrer with a mgcd! 
in his pan, but he didn't lose his entire family 
and wasn't present to see his farhet dcsvoyed 
the monster, which would tend to leave hin 
much healthier emotionally. So you could agm 
to this change. and both your purposes and your 
DM's M served. 

Another thing you can do, and your DM may 
be doing so as well. is to establish that your char. 
acter already knows some of rhe orher player 
characters. Tilk wirh the other players to find out 
~~mcthing about their charmers. When the 
players have come up wirh rimilar backgrounds, 
you might suggest that those backgrounds inter. 
scmd with yours. and then rry to work out the 
derails. Perhaps anocher player thought of his 
characta as gmwing up in a fishing village. in 
which csde you might s u p  that it be the mi 
as your character's. Perhaps another characta 
hw been in the army, and you conceived of your 
character as havinu bricflv been a wldier. See if 

make a 8 e for yourself at last!' 

Player charme; and intelligent monkera dwap 



you can put your chnractn in the m e  unit. 
This WK of thing helps establish connections 

between your characten. Thew C O M C ~ ~ ~ O M  can 
keep an advennuing group from falling aparr 
over trivial incidents of misvust and confusion. 

Determine Character 
Height and Weight 

The player can choose any height and weight 
for his charmer which the DM agrea is appro. 
priatc. The Character Height and Weight Tnble 
will give you M idea what height and weight 
mngu prc average for character races. For UM 

with later encumbrance nrlcs, all character 
weights M given in coin-weights: one coin 
equals one-tenth of a pound, so a character 
weighing 2.000 cn actunlly weigb 200 Ibs. 

ChpRncr Height and Weight Zibk 
HumanChvrncn 

1,400 cn 1.210 cn 

6'0" 1,750cn 1,550cn 

I I -Chamam 

4'2" 1,550cn 1.500cn 
4'4" 1.6SO cn 1,600 cn 

P d e  
WChvrncn  

3'0" 600 cn I 3'2" 620 cn 

Earn Experience 
As characten go rhrough a lot of advennues, 

they grndually get better and better at what they 
do. Everyone l a m s  ro fight better (es edally 
fighters). Everyone learns to withsmd i m a g e  
better (more hit points and better saving 
chm). and w fonh. This is all ascomplished 
through the use of experience points and experi. 
encc levels, 

At the end of every gpmescssion or complete 
adventure smry (the DM will decide which), the 
Dungeon Master will award experience points 
(abbreviated as "XP") m the characters. Experi. 
encc points M awarded for accomplishing go& 
in the COUISC of the advcncure story. 

Every 10 often, a character will have cmed  
enough experience points m main a higher ex. 
periencc level; this is often rdened mas "going 
up a level." Each time the durpner p up a 
level, he gain8 more abilities. Under no umum. 
smces can a chuncter advance more th.n one 
level per adventure: d expcrknce beyond one 
level ofadwrcmenr CM k retained up ro one 
poinrshon ofa  twu level advance. Any addidon- 
nl experience is loat. 

Take a look at the Fighter Experience Tnblc on 
page 16. then return here. 
As you can see on that table, a fighter with no 

experience points (0 XF') is a 1st level fqhter. 
During his adventuring career, he'll cam erperi- 
cnce points. Once he reaches 2,000 points, his 
player should inform the DM that he's reached 
his 2nd experience level; once he reaches 4,000 
experience points. he CM tell the DM that he's 
reached 3rd level; and w on. 

The number of experience points the charac- 
ter mwc e m  becomes proponionately greater 
and greater. Don't be planned by chis. The char- 
acter's rise &rough experience levels will slow 
down. but not SJ much as chia table suggests. As 
he bKokUCS rougher, he can undercake rougher 
and mugher quesw. which will cam him propor. 
uonately more experience points. 

H i t  Dicr and H i t  Polntr 
After a character reaches 9th experience level 

(often referred ro as "Name" level), the player 
no longer rolls dice ro gain addirional hit points 
f o ~  the character: For each level of experience 
eamed, a given number of hit points (insread of 
Hit Dice) will be gained. The number of hit 
paints gained each level (after 9th) wi l l  be shown 
later in the next chapter: it differs from character 
ClaM to chuMer ClaM. 

Each player will roll Hit Dicc for h i  character 
from 1st experience level to 9th (or 8rh, in rhc 
case ofthc halfling character, who CM only go up 
m 8th level). Starring wirh loth level, the char. 
acter will receive a PIC-set number of hit points 
appropriate for his character class. 

~nsutut ion  adjustments to hit poinn apply 
only to the Hit Dice the player rolls; they do not 
apply to the hit points added at higher levels. 

MnrimUmimLaadE.puience~ts 
Dwaives and elm may not pmgregi beyond 

12th level. Halflings may only rise IO 8th level. 
Druids may only achieve 30th level (and only 
then after a special challenge, which is described 
in the next chapter), while mysrics CM only reach 
16rh level. The other four human clpues (cleric. 
fqhter, mPgiC-uMr, thief) may continue all the 
way to 36th level. 
Once a chumer reaches his maximum experi- 

encc level, he don nor rrop earning erpenencc 
points. Characters can always casn more experi. 
cnce points. Players should keep of all 
the experience points their characten earn. 

Primr Raquiritrr and 
Exprrlrnca Point6 

If your character's prime q u i d t e  is high 
enough, he will gec a u a  experience points. The 
Experience B o n w  and Penalties Table will 
serve your rule of thumb for calculating how 
much cxim experience clnicr, fighters. magic. 
wen, and thieves get for high prime requlires. 

I In1 6.8: - 10% 
In1 13.15: + I %  
Inc 16.18: +lo% 

DCx 6-8: - 1096 

Str 6.8: - 10% 
Su 13-15: + I %  I 

Wk 13-15: +5% 
W h  16-18! + 10% 

For example. a fqhter's prLnc requisite is 
Strmgrh. If he has a Sucngch of 3.5. k laru 
20% of all rhe experience points he CUM. If he 
has a Strengrh of 6-8. he loses 10%. If his 

his Srrengrh is 16.18, he cams M am 10%. 
If a fighter wirh a Suer& of 16 were m be 

given 100 points ofapericncc. his player would 
add in M mra 10% (for a c o d  of 110 aped- 
encc points) before writing rhe pmount down on 
his c h u ~ e r  sheet. 

s t r e n g r h i s 1 3 . 1 5 , h c C a r M M ~ 5 % . ~ i f  

blculptingBrpu*laBonuIa 
Unlcss your DM rells you otherwise. you will 

always calculate your character's experiencc bo. 
nus . , . or experience penalty. However, some 
DMI prefer to keep a clwc eye on chnmnus' Q. 
perience gninr, and may h i d e  ro calculate all 
such bonus  themrelves. In such a cue. theDM 
needs to tell his players about thit dKidOn ahad 
of rime; otherwise they mighr rccidcndly add 
in thcir experience bonuses again. 



magic-user, th$ the thm demihuman cloues 
(dwarf, elf, h ne). and no special human 
dprsa (dtuid, my&)., 
Each character dw M presented in the follow- 

ing fashion. 
Bcmd Mntuid: This box shows abbreviated 

intormotion about rhe c h m r  dpsa for players 
who arc plcady familiar with the game and only 
need m be reminded of certain details. 

Da+priom The clw is described in tcrms of 
the wts, ah, and abilities common to aU 
members 2 t h e  profcsion or a. 

Expmhcc Tsble: This table shows the maxi. 
mum qxrience level a member of chis charmer 
dw can attain. the number ofapericna points 
it cakes to nchieve each experience level, and the 
number of magical spells the chuacter acquires 
at each level (in the case of spellcasting chanuter 
clpsscs). 

Saving Thmns Tkbk This table shows the 
character's wing thmm at evev experience 
level the character can attain. 
cLp* Lkcaih: This text calks about many of 

the dad s p e d  chnmnninics: its p h e  requi- 
site. its Hit Dice, restrictions or p d v ~ r ~ g c ~  with 
armor and weapons, and any other significant 
details. 
spedpl Abilities: This text talks a b u t  any 

special abilities which the chuacter clw popus- 
e. Some dwes can cast magical spells; some can 
sce in the dark; m e  have no special abilities at 
all. h e  special abilities will q u i r e  tables and 
cables of their own. 

At High  Bxprimcc LCVCL: Pinally, this tm 
ducribcs sDcdal chnrncndrtics and reswnsibili- 
ties the c h k t e r  acquires when he rekhes high- 
er levels of experience. 

Understanding the 
Rbles 

Take a look at any of the experience tables in 
the following pages. Here's an explanation of 
thw tables' column headings. 
M: This column shows the experience 

levels which C~ULICCCN of chii clw can attain. 
Mort human doues M ma& 36th level; some 
dpsscs u e  more mtrid. 

XP: This column shm the number ofqxri- 
e m  poinu it cakes for the character to attain 
each qxrience level. A Stprring chuacter has 0 
experience points and is at 1st level. 
A& M Not dl expcricnce tables will 

have this column; only the demihuman cables 
have it. Attack ranks M measures of a dcmi. 
human's ability to improve his fqhting skills 
even when he's reached his maximum aperi- 
ena level. Each attack rank corresponds to a 
fighter's experience level when you determine 
how well the demihuman hits in combat; see the 
Attack Rolls a b l e  on page 106 to see how well 
demihumuu attack at diffemt amck ranks. 
SpcuI/Lercl: Not aU experience cables will 

have this column-only the cables belonging to 
spcllcMing character c k .  As you'll see in 
Chapter 3. spells u e  umgd in levels-just as 
there M 1st level characters, there M 1st level 
spells. for inarmce. The cable showa how manv 

About the Claws  
Here M some notes on the three categories of 

character clnuetihumans. dcmihumans, and 
id-before you progreu on to the actual 
descriptions. 

Human Wnra 
In the D&Da game. humans M the mat pro- 

Lift race. They M also the me with the greatest 
potential. While demihuman character classes 
can only attain moderate experience levels (8th. 
10th. or 12th level, depending on the clwl 
me).  each of the four h i c  human character 
classes can attain 36th experience level. 

In many D&D game campaigns. human civili- 
zation is similar to the civilizations of Western 
Europe in the late Middle Ages and eprly Renois. 
SMCC period. In such campaigns, you can upcct 
m scc mon humans living in kingdoms ruled by 
a king and queen and organized in feudal fief- 
doms. with a rising middle c lw  of traders and 

bwevcr ,  your Dungeon Master may decide 
not to follow that standud; he may prefer for his 
human civilizations to resemble ancient Egypt, 
feudal Japan, conquistndor.era Mexico, a culture 
from a s p d i c  fantasy novel, or something cre- 
ated from his own imagination. Be sure to ask 
your Dungcon Master about the name of hu- 
man cultures in his world; the more you know 
ahead of time, the better you CM fit your c h w  
ter inm the existing sming 

DcmihUmMcln*a 
Dcmihuman characten M more limited than 

human chnmctcrs. They can't rise w very high 
levels of experience (dwwes u e  limited to 12th 
level. elves to loth, hpltlings m 8th). Elves can. 
not learn very powerful mngic; they can only 
learn up to 5th level spells. while humans can 
learn up to 9th level spells. 
C h  The dcmihuman race ofdwnrvcs. elves. 

and halflings have a different way of life than 
humans. They usually live longer, have a stricter 
way of life. and fmd security in large family 
groups called Clans. A Wan may include meral 
hundred demihumans. The head of the Clan is 
always the oldest member, male or female. ilk 
nuning that member is fit to NIC. 

Day-to-day tasks M usudy done by those 
best suited to do them. Unlike many human 
communities. few demihumans M lazy; every. 
one has a job, with Wan duties and responsibili- 
ties. and " d i g  off' is nearly unthinkable. 
The DM may drowe to develop many other P(- 
pccts of demihuman family life (such as mu- 
riage customs. indusuy, clan.to.clan relations. 
and so forth) as needed. 

Dcmihumnn Relath: Elves and dwarves 
don't usually like each other. This dislike usually 
surfpces as verbal battles, rather than physical. 
Both get along fairly well with halflings. 

The DM will decide why elves and dwwes 
don't get along in his own campai~n. In the 
D&D game's Known World setting. it's h a w e  
thev M so nhvaicallv and emotiondv different 
(el& M rall'and willowy, dwwcs'short and 
s c a l y ;  elves love freedom and the outdoors. 
dwarves love organization and caverns, ctc.), 
and because the two races had many clashes in 
the p for which they've never forgiven one an. 

other. But the ream CM be different in your 
own campaign; a DM can decide. for instance, 
that in his own world the elves and dwmcs ar 
the best of friends! 

All demihuman races uadc and interact wid. 
humans; though men can be dangerous. many 
M also trustworthy and have p o d  points. 

Spcrial AbilitiCr and Ysnnrrm: All demi. 
human races receive special abilities. which 
make them much more effective than humans i r  
certain situations. The special abilities of end 
race M detailed in the dcacription of each char 
mer dw. 

special- 
'&re M two other human chplncter h s .  

the druid and the mystic, which M desuibed 
separately fmrn the ckck. fighter. magic-wr. 
and thief. We p m n t  them separately because 
the DM may not wish to include them in hi 
campaign. 

The druid is a litdc complicated. becaw 
druid characten stan play PI clcries and then 
change their character dwes to h o m e  druids. 

The mystic. a monastic specinlin in unumcd 
combat, is not appropriate for d campaigns. 
Some of their special abilities mimic thosc of 
other human clwes. but many M unique to 
t h i s  dw, including their inuePsingly pomrhrl 
unarmed combat mctiw. 

Cleric 
Rime IkquisiW. wisdom. 
expn*nesaOnw: 5%forWiadom13-15. 

10% for Wisdom 16-18. 
Hir DLC: Id6 per level up to gth level. 

Stnrting with loth level, +1 hit point per 
level. and Constitution adiusunents no lone- 
er apply. 

Ms*mum k d :  36. 
Amor: Any. plus shield. 
%pw: No edged or pointed weapons; 

Special Abilities: lllming undcad; clericpl 
all d e n  permitted. 

A cleric is a human character who is dedicated 
m serving a great and wonhy awe. This c a w  
can be an Lmmonal being dedicated to a sppedfic 
god or attribute: sometimes the cleric is xrving 
only his alignment. and has no intemt in im- 
m o d  beings. The D&D game dm nor deal 
with the ethical and theological belicfs of the 
chnncten in the w e .  

All clerics belong to orden. or clerical Wci. 
nia. made up of cledu serving the same ends. 
A brand-new cleric chuactcr is at the very bot. 
wmofhisdericalorpnnirntiw;asheBPinscrpe- 
riencc levels. he will nlro gain new powers and 
mponribilirin penaining to his cletical order. 
The DM will decide. and will inform you, h m  
the clerical orden of his campaign M pmnpod. 

A cleric can leam to cut spells after gaining a 
level of experience. A 1st level cleric cannot c a t  
MY spek once he reaches 2nd level. he can be. 
gin to cast spells. A cleic's spell powers come 
from the suenprh ofthe cleric's beliefs. The cler. 

Thcse swlls can then be wc Ty dunne l-rlb: an ven 
ic siu and medicates. md 

cure. Mon clerical spells uc for heal&. protec- 
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don. and opthering infomarion. Clerical spells 
uc ditrumr from magic-uyr qeb. Clerics can 
uy only their own type of rpellr; they never uri- 
lize rrgic-uyr rpeb. 

Clerics have good fighting skib and can fwhr 
monrren. A cleric can wear any type d w r ,  
like a tighrer; he can uy many ypa of~p0111 ,  
bur CMMI uy edged or pie+ w e a p o ~  of any 
son. Unlike magic.uyn. whosc rpellr uc oftm 
wed during banla. 8 dedc'r spcb ue w d y  
needed &I bada (NCh Y currr) or for m c d  

the strengthening of their beliefa. 
11 ia very impomr for clerics to be hithful to 

their beliefs. If a ckric behavu in a manner that 
is not cauiarenr with the chpnner'i dignmcnr 
or beliefs. the dcrK may k punihed by the 
order-or by even g m ~ r  powen. This punish- 
ment could be L penaly on attack rob, a bn- 
p o w  quem that muar be complercd. or m n  a 
lack of speb. Thc DY will re11 you whar the 
c h m r  murr do IO repin h u  good d i n g .  

%bring (such Y d;tccdne thin&). 
your party h u  enough fightem, your deric 

should not need IO fight often. Bur he is 
equipped for fwhring ifhk combat skill is necd- 
cd. W a d  for waya that hia rpeb CM help be- 
fore, du ' 

Por thz thm lmb of experience. a der- 
ic's power is very limited. But u they advance (to 
a maximum of 36th Id), ckrica obtain more 
spelkoflpeuer power, due buh ea prpcdcc and 

- 

, and &a banla. 

Clam Dottrllr 
Rime %q&ira A deric's prime requisite L 

Wisdom. If a deru hu a WLdom KOIC of 13-15, 
the chuMer piiu a 5% bonw to crperimec 

M16.18,hecunsalO%bonwtoXP. 
Hit Dia: Roll a six-sided die (Ids) 10 deter- 

mine a deric'r hir poinu. A clcric mrta with ld6 

poinu earned m mry adventure: ifhis widom 

and gpinr ld6 more hit poinu (plus bonus) with 
each kvel of experience. One additicd bit 
point M gained for wh Iml &a 9rh Iml. 
h: A de& can wca~ any kind of urnor. 

and CUI uy a shield. 
A d& cans We My weapon 

with a sharp edge of point; thi~ u forbidden by 
the clcric'r beliefs. m induda umn and 
q m b .  But the dcdc W UK any 11011-edged 
-. 

Spocltrl Abllitiw 
A cleric hnr (wo $pial abilitin: turning un- 

dead monsters and c w i q  ckriol spells. 

lh iOgUadad  
A cleric hu the poru to force cemin mon. 

srem c&d the "unded' (skckmna, rombiu. 
ghouh, wights. and orha tppa) to run amn 01 
even to prLh. Thi $pial ability L cplkd 
"ruining undead!' 

When a cleric c1Icoynrcra an undead mo~er, 
the dcric may either attnck it nondly (with L 
weaponorspell). ortrytoturnit.Thcckrkcan. 
nor both arrack and turn undcd in OLK mund. 

d d ,  juar tell your Dungeon Muter "I'll uy to 
turn undead thL d!' The porerto turn un- 
dead is inhmr in the cleriq he don not 4 
the symbol of his fairh of any other de*ice to do 
it. unkw the DM dcdua othariu. 

Undead m o N M  ue nof au- turn- 
ed by the cleric. When the encounter OCCUII. the 
player muar d e r  IO the cleric'r ?tuning UDdnd 
table to fmd the effect the cleric hu. 

When theclcricuiuea turn an undnd mon- 

the top ofthe mbk. Read dom the left column 
until you find the name ofthe undad moor0 

nor rum the moo11cf. If you ree anydung elr 
you have a chance to thc monster, or pet 
haps rmd momera. See inmediarely below 
under "Explnnation ofRnulu:' IO leun how to 
find out if you have turned the m.nutu, 

Apply thc d u  imrmh~ely. if the ucrmp 
s u a c e d r , o n c o r t m r c o f t h e u n d n d ~  
will rcrmr of be dauoyed. Btn don't toprct, if 
the monucr n turned, it hun'r becn daroyed; 
irmrydaidetomurnroon.,  , . 

If you my to turn a lpccitic undced maane 
(forinsmna, o n e a p c c i f i v u u p i r e ) d f d , ~  
c ~ n n  uy agdn IO turn ir in tanmefyht. A 
some later mounter, you can try to turn th.t in 
&vidual a&. 

when youwanr ywrduictouy toturnua- 

Iter, tind the c w r  kl of cxpuimce lpoI 

Ifyouree1"--"inthccolumn,thenyouEpa 

lhphdmdRenllu 
7,9.0111: Whccwua numbnit lined, the 

deric ha8 1 chance IO turn the u n d d  nmnncm. 
The player rolls 2d6 (no sir-sided dice). If the 

given, the ancmp u nuning unded L IUCCCN. 

fill. 
When the ancmpr at tuming undnd ia nu. 

cnsful, the Dungcon Mutn (not the plagcr)wiU 
toll 7d6 to dnumiae the number of Hir Dice of 
u n d d  monxen thu turn awar At k.n one 
m o m r  will be turned, i-cgdkw of what the 
DM eab on his dicc. 

I d  k q U d  IO 01 WIU IhM the IWIlbU 

k p k :  A 1st kl && hu jun CIIC~UII. 

rercdallmupofac~~nromhia. Zombia(uyou 
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can learn in Chapter 14) each have two Hit Dice 
(2 HD). The ckric trin to ~m the zombiu. 

On the Turning U n d d  Table, a 1st level der. 
it ss. a zombie yields a result of 9: The cleric 
mum roll a 9 or greater on 2d6 to turn the tom. 
biu. The deric‘s player rob 2d6 and nchievcs a 
10-he has succeofully turned undcad. 

The DM now rob to see what sort of results 
the cleric achieves. He rob Zd6 and pchievcs an 
8; in other words, the cleric cunu 8 Hit Dice of 

zombies. Since each zombie b a 2-Hit Die crm 
NE, the dcdc has Nmed four zombin. Pnu 
zombies Nrn and begin shambling away from 
the deric as fast as they can mow. Thh leaves the 
cleric with only thm w fight. Nm round. he 
can a n d  them with weapons or rpcb, or he can 
ug to turn thun. too. 
T: The attempt at turning the undead auto- 

maricpllg succeeds: the cleric’s player don not 
need to roll for success, To determine how many 

u n d d  d be turned. the DM rob 2d6 M de- 
scribed above; r e g a r h  of his roll. at l e ~  one 
u n d d  will be rumcd. 
D: The attempt at turning the u n d d  auto 

rnaticdly succecda-in fact. it nmcda so well 
that the affected momen arc d m y d  i d  
of merely turned. B determine how m y  Hit 
Dice of u n d d  will be dntroyed. the DM rob 
2d6 M duuibed a h ;  regardleu of hi mu. u 
lcpn one undead will be d m y e d .  me DM dc. 
cidu w h u  hsppenc when the momera arc de- 
amyed: They might We away, bunt into flame 
and cnunbk away, 01 dLintepnte like a vunpirc 

D+: Thh b thesune as the “ D  mult a h .  
mcpt  that thc DH w h  3d6 to find out how 
many Hit Dice o f u n d d  d be dauoyed. Re- 
gardless of the roll. at lenn one sndead will be 
dnuoyed. 

DI:  Thh b the lpme M the “D‘ tault a h .  
except tha the DM rob 4d6 w find out how 
many Hit Dice of undcad will be dnooyed. Re- 
gardJnr of the mu. ar  le^ one undcad rill be 
dnrmged. 

UIhgoerLnlsplL 
Starcing at the 2nd level ofaperience (having 

w e d  1.500 XP or more), the cleric 00 UT 
apclb. The pmcdura which the deric learns 
and EP(O hb rpcb arc dnuibed in Chapter 3. 

in nulli#ht. for hunce.) 

Himbrr Exporioncr k v r l r  
When a cleric reatha N m e  level (9th). he b 

cded a patriarch (if male) or matrimh (if fe- 
male). At thic p in t  in h b  adventuring career, he 
h a  several optuana available w him. 

If the character u a Neutd cleric. he CM de. 
cide to become a druid inaread (we the dncrip 
cion of that ch~rnncr clnrs below): he certninly 
don not have to change his clam 

If the cleric LI a Neutral who does not V M ~  w 
h e  a druid, or if he is L a d l  or wlpocic 
alignment. he mum decide whether w build a 
clerical stronghold approved by hb dcrical order. 

Depending on how the DM has set up hi 
campaign. the cleric miiht have hilt himelfa 



home, even a lavish castle. long betore. How. 
ever, that was his pumnd home, r e ~ l e s s  of 
how big it is or what he has done with it. Here, 
we're caking about a stronghold sanctioned by 
the deric's order, one which will be built and 
maintained m furrher the go& ofthe order. 

h d - w  WeM 
A ckric who decides to build a stronghold 

with the sanction of hia clerical order is called a 
'kd-owning cleric!' (Now This is merely a 
convenient term. A land-owning cleric can go 
adventuring with his foodowe friends; he is not 
tied to hiI land.) There M advantages and dir. 
advantages m "ting up a clerical atronghold. 

Mnnapr: Thc ehupcocr can pmgnn up 
c b u g h  the Mb of hia ckrical order. The cham- 

my d v e  f k d  aid from his ordcr toward 
:building ofthe monghold. The chamcccr may 

beabkminueuchisipnbandbuildmong 
d e m e n t s  there. which could d t  in him be. 
mming a very m l t h y  hamster indeed. 

Diadmntages: The character will be the chief 
clerical authority (for his clerical order) for the 

Idr around his nroyhold. This means that he 
I clerical reaponsib iues to d the pcople liv- 

...$ on and around his lands-reqensibilitics 
which may interfere with hir dcsire m travel with 
his old adventurin friends or which may con. 
front him with d m l t  problems. 

lhrrlLyckria 
A cleric who decides not to build a mnghold 

sanctioned by his order is &md m as a "travel- 
1 cluL:' even if he is not always on the mpd 
veling. There M nL0 advantpgn and disad- 

n n m p  m being a traveling cleric. 
Mvanrya: The cleric don  not have to tic 

himaclfdova m any one plpee or group of pco- 
pk; mcpt when acting on official requuu from 
hu order, he may 
-maw: %e cleric may not rise m or 

above the nnkofa hnd-amiag cleric. and may 
not pehieve much political influence within hia 
order. (He doesn't stop earning experience 
points. experience levels, or penonal power: he 
just cannot c l i b  any higher in the clerical or- 
der's hierarchy.) The cleric still has rcspnsibili. 
t in to his clerical order, natully; M Mre, he 
may be required at any rime to uphold the be- 
liefs and accomplish the & of his order. 

BuomingakndOmer 
If the gth level deric decides to build a strong 

hold, he must report m a superior of some rypc, 
either an &ici.l of his order or a Nkr of the na. 
tion where he wishes to mtlc ,  to ask for land. 
This ruler should willingly grant the Land, u n k ~  
the cleric ha8 had problem with him in the ppa, 
if 10, the d e r  may require some service of the 
cleric (such as a quest) before he grants the land. 
(The DMmm decide whethcr the ckiic'a order 
hu the Power 10 make Nch grants, according to 
the civilization of his amppien world.) 

If the cleric h never k e n  punished for mis- 
behavior. either bv hiI order or bv the nowen 

where he pknaer. 

I - - r -  --- 
th8t gnnt him ~ spells. hiI order can (SI the 
DM's dkmion)  help him with the colt ofbuld. 
ing the stronghold.-Such help wdy involves 
the ordm paying for up to an9 mount the DM 
feels to be renronabk (the m d u d  is 50% of 
the monghokl's construction). The alaver 

should dcsign the stronghold the way he wishes 
to see it built. The DM will calculate how much 
it would con to build, determine to hi# om sat- 
idnnion how much of the design is p o d  and 
neccsaary planning (and how much is cxuava. 
gant ovcmpendinrre), and decide what pmpor- 
cion of the con  the clerical order will urume. 

Regprdlcsa of how much the dcrical order 
pays. the stronghold is technically the cleric's 
propeq. The cleric can't deny acces to the 
propeq and its facilities to members of his 
order-nody, he shouldn't ever wish to do 
so-but it's his land, and he can't just be as- 
signed ro some Other mnghold a&ainn his will. 

A number (typically ld6) of lowcr level ckriu 
willrome mthe sucqhdd o m  it is built, m as- 
s iu  and KWC the cleric in opradng the m g  
hold's clerical tunnionr. (Sce Chapter 11 for more 
on chis.) N d y ,  he'll gn fm or no wimnt 
clerics if he haa a rcputarion for abusing or endan. 
@ring hiI retainen. Thee derics have atrived 
with the intention of helping m operate the 
mnghold. not to trawl with the cleric on his ad. 
ventures. The DM &Id mrc each of hue 
clerics an individual. with his own name, per. 
sonality, bnd;ground, goah. and abilities. 

If the cleric manlga his land well and sew 
his order q d l y  well. he will probably rise in 
power in the bumuency of his clerical order. In 
addition. he may be awnrdcd more land; more 
normal men will d e  the M a  u w n d  the der. 
ic's stronghold, and the cleric will receive more 
tax income from the Ktckments. 

C h x h q  m Tmwl 
A cknc who decides to travel may follow one 

ofm routes: in civilized lands. or in wilderncsa. 
A cleric who travels within the boundaries of 

the civi l id  world usually looks for ways m help 
thm of the m e  dignment (whatever that may 
be). The cleric may travel alone. with retainen. 
or with other cleriu. 

A cleric who trawls to the wildernew usually 
~ M h e s  for enemies ofthe clerical order, to con- 
vcn or dntrov. This cleric normdv travels with 
other characten as an adventuring party (though 
the orhen may J1 be Nffi). 

C h # h #  Bpdr and Forth 
Once a pln er decides m be a traveling or 

land-owning creric, only a major development in 
the ampaipn or in the chunner should change 
that stam. The DM should discourage frequent 
01 Cwd Ofthe Ckk'l M N S .  

Fighter 
Rimr Requiire: strength. 
B.pnienaaOnlu: 5%forSvength13.15, 

10% for Streqth 16-16. 
Hit Dice: Id8 per level up to grh level. 

Scpning with loth level. +2 hit poinn per 
level. and Connitution adjwunents no long. 

bkumuo M: 36th. 
Amuw Any; shields nllomd. 
h p a n ~ :  Any. 
Special AWties: h c e  Attack and Set 

A fighter is a human whose main abiliry b 
fighting skill. Fighters often have greater 
Strength than other chmcten. They usually hit 
opponents more often in combat, and inflict 
more damage. 

In the D O  game, f y h m  pmt#t duir 
weaker fiends and dies .  A pury made up& 
of flghters would ptobably mmive mat 
dungeon and wilderness cncounrers, even thas 
where magic would be urcful. Every group of or- 
ploren should have at leas one or TM f&m. 
In p u p  advmnun, the fighten should say 

in front and ~ct M the "front line" in combat 
situations. If there M t h m  or more @tern in 
the party, one should nay m the back, in cut the 
chuacrcn' ppny is approached from the mr by 
enemin. In batdc iueIf, fightm have a bmer 
chance at suMving physical dunage, since lhcr 
have more hit points than mon Other c l w r  

A fi htcr chprnncr should k able to IIE a va. 
r i q  Jmpons. ~h your concepriw o f y n u  

ON, you should q u i p  him with both hand.m. 
hand and &ilc ~npon~. 

36th level. 
Their rapid advomes, borh in mmbar abiliv and 
in their amount of hit poinw. rmke durn n a d  
leaden in human dements .  erpcci.llp nnd 
ones. High level @tm rpnd a lor dtheir t h e  
training and leading men-it.rmu, deuing du 
wildrmai ofmaurcn. .nd expnd@ bumn 
dements. 

fighter ch- h i t s  him ODC dur 0f-p 

Fighrers may advance as high 

35 3,360,Wo 
36 3,480,000 



Class Detail8 
Rime Rquirite: A fighter's prime requisite is 

Strength. If a fighter has a Strength score of 13- 
15 or more. the character gains a 5 %  bonus to 
apcricnce points catned in every adventure; if 
his Strength is 16-18. his bonus is 10%. 

Hit Dice Roll an 8-sided die (Ids) to dcter- 
mine a fighter's hit poinu. A fighter s t m  with 
Id8 (1-8) hit points (plw Constitution bonus, if 
any) and gains Id8 more hit poinu (plus bonus) 
with each level of experience. Two additional hit 
poinu M gained for each level after !%h level. 

Amtor: A fighter can wear any kind of armor 
and may use a shield. -. Afightcr m useany kind ofweapon. 

Special Abilities 
Betinning fighten initially receive only a cou- 

ple o special abilities and need no other special 
abilities to survive and prosper. Their great 
strength. hit poinu. strong atmor. and many 
weapons make them a powetful character clas 
without additional special abilities. At  higher 
experience levels, though, they do receive some 
additional fighting abilities. 

The two special abilities they do receive imme- 
diately M the Lance Attack maneuver and Set 
Spear YI. Charge maneuver. These maneuvers 
are described in Chapter 8. 

At higher experience levels, some fighten re. 
ceivc specific special abilities. including Pightcr 
Combat Options and other abilities; these are al. 
so dnaibed in Chapter 8 

Higher Experience Levels 
A fighter with enough money may build him. 

xlf  a home. even i cutlc, before he reaches 9th 
experience level. However. this home has no of. 
ficid sanction; even if it is i castle. the chvncter 
is not a ruler or a nobleman. 

When a fighter reaches Nunc level (9th 
level). the character is, owing to his great abili- 
ties and reputation. addtrsscd as Lord (if male) 
or Lady (iffcmalc). This is status within his com. 
munity even if it is not a fotmil title; it is for the 
DM to decide whether or not it is a formal title 
batowed upon the fighter by the nation's N I C ~ S .  

At Name level. the fighter will have to decide 
whether he intends to be a "land-owning fight- 
er" (i.e.. a ruler in his own right. and lord of a 
region of land) or i "traveling fighter" (one who 
may own homes but not NIC land, and has no 
cs cially strong responsibilities to the nation's 
ruffs). Don't be confused by these names. A 
land-owning fighter may spend a lot of time 
traveling and adventuring, and a traveling fight. 
cr may spend a lot of his time at home. 

Land-Owning Fighters 
There M two ways for a fighter to become a 

land-owning fighter: indcpcndently or in fealty 
to a greater ~ k r .  

The DM decides on what son of government is 
used in his campaign. Assuming that it's based 
on medieval Europe, as is the cpse with many 
DkD.  game campaigns, a nation's government 
consisa in pan of a king and queen ruling a 
srrongcourtofdukes, counts and barons, each of 
whom rules a smaller territory or ficfdom. 

In order m become a ruler within an existing 
country, he will have to petition the country's 
rulers for a grant of land. If he has already done 
them great services in the past, they may ivc it 
to him immediately and gratefully, but ifhe is 
not already their friend or ally, they may send 
him on a difficult quest so that he can prove 
himself to them. Once he has been gtanted the 
land, he may build his castle upon it (at his own 
expense). The land may be occupied or not; if it 
is unoccupied, the ptopctivc ruler had best try 
to lure settlen there swn, so that his dominion 
will begin receiving tax revenues. 

At the very least, a land-owning fighter within 
an existing country will be granted the title of 
Baton (if male) or Baroness (if female). or the 
equivalent. If he continues to expand his land 
within the nation's laws and to make his domin- 
ion an increasingly strong and rich one. he may 
mcive greater titles, such Y CwntlCountns 
and DukclDuchcP. 

If the fighter wishes to make his dominion in a 
wilderness which is not within an ndning coun- 
try, he may call himself anything he wanw- 
baton, duke. king, emperor. However, be aware 
that a tw-glorious title will make others laugh at 
him. If he takes a title, it should bc appropriate 
to the size and strength of the dominion he is 
ruling; he may wish to change his tide as it in- 
ctcascs in size and prosperity, 

lhvcling Fixhten 
If, at 9th level, a fighter don  not decide to 

make a dominion for himself, he chooses to be- 
come a traveling fighter (you can w e  the term 
wen if he really doesn't do a lot of traveling). 
Raveling fighters don't usually have the political 

Fighter SMvin~ Throws 'Ihblc I Normal Le"& I 
SMvinB Throw I '  Death RnylPohn 

-. . __ 
MZll 1-3 44 7-9 10-12 13-15 16-18 19-21 22-24 25-27 28-30 31-33 3436 
14 12 10 8 6 6 5 5 4 4 3 3 2 



..dpter 2: The --iaracter Classes 
power that land-owning fighters do, but they 
can receive special abilities to help compensate 
for that. (Note that we said can. They don't re- 
ccivc these abilities automatically.) 

The alignment of a traveling fighter ,deter. 
minn special abilities and other charactenstics 

pnlndinr 
A Lnwful travelina fiphrcr mav be known as a 

paladin if he mccts 'ih;following requirements, 
If he does not meet those requirements. he may 
become a knight (described below). 

1. The fightermust wcarfealry(anoathofserv. 
ice) to a Lawful clerical order to gain paladin 
starus. The fighter musi be of Name level or 
greater to k accepted by rhc clerical order. 
Thercafrcr. the paladin may be summoned 
by the order's lcaden at any time. and mux 
do as they command. as long as the scrvicc 
aids the powers of Good. 

2. A paladin can detecr evil (as per the cleric 
spell) as often as once per round, simply by 
concentrating. (Range: 120. The paladin 
cannot use this ability and artack in the same 
round. ) 

3. If rhc paladin's Wisdom score is 13 or greater. 
the character can cast cleric spells as if he were 
a cleric of one-third his actual cxperiencc 
level (round any fracrion down), if a fighter 
becomes a paladin right at h h  level. he'll rm. 
mcdiatcly gain rhe spells of a 3rd lcvcl cleric. 
A 17th level paladin can cas1 spells as if he 
were a 5th level cleric. If his Wisdom score is 
12 or less. the fighter can still be a paladin. 
but cannot cu r  spells 

The paladin learns how to meditate and 
cast  spell^ from the clerics of thc order. The 
clerics wlll refuse any offer of cornpensation 
or payment for this service. 

4. A paladin can rum undcad. as if he were a 
cleric of one.third hw actual experience level 
(round all fractions down). Thcrdorc. a 6th 
or 7th lcvcl paladin can turn undcad with the 
same abiliry of a 2nd levcl cleric. 

5 .  A paladin may only travel with a number of 
hirelings equal IO or leu than his clerical 
Ievcl. In orhcr words. if he can cast spells or 
turn undead as a 5th level cleric. he can have 
five hirelings accompany him. 

6. A paladin must assist anyonc who asks for 
help-with two exceptions: He docs nm have 
to help evil characters or achieve evil go&, 
and if the paladin is on a mission for a higher 
authority (such as a quest. serving a duke. 
etc.), he can offer only a small mount of 
help (such as rhelrering or advising the per- 
son in need of aid), along with an cxplana- 
don for his refusal. Assistance never involves 
donations of money or items. but only service 
for a short time. 

Kdghcs 
A- Neurd  rravcling fighter may become a 

knight. Lnprful traveling fighters who do not be- 
come paladins, or Chaotic trading fighrers who 
do not become an avengers (described below) arc 
also able io become knighis. 

To goin knighthood. a fighter must swear fed- 
ry to a prince. king, 01 emperor. In return. thc 
NICI will declare the character a knight: rhat 
Nkr  rhcn becomes the knight's "liege" 

In most campaigns, knights are the most com. 
mon sort of traveling fighters. The following 
NICS apply to knights. 

If summoned by his liege the knight must re. 
port to him as quickly as possible, and must 
serve as the liege orders. 
If the knight wet refuses to obey the liege, or 
cvcr mean fealty to any other liege, the 
knight loses three levels of experience, (The 
DM may increase chis penalty if the offense 
warrants it.) The previous liege may even or- 
der the offender slain for his treachery. In ad- 
dition. rumors and tal= of the "traitorous 
knight" may haunt the character forcvcr af- 
ter; the chnrncter may find it dificult to find 
help in places where his reputation is known. 

If his liege dies, the knight is free to choose 
another. Additional benefits (lands. money, 
ctc.) may be awarded to knights who swear 
fealty to the succcmr of a liege who dies. 

A knight may petition the liege for a 
peaceful end to his oath; however rarely 
granted. The knight would be banished, at 
the least, and could be stripped of all posses. 
sions as well. 
A knight may visit any castle. of any territory, 
and request sanctuary. The castle owner 
must, by the customs of the land, give the 
knight a place to stay for up to three days, 
along with food and drink. He does not have 
to be friendly io the knight, but, according 
to this custom, may not challenge. attack. or 
refuse sanctuary to the knight. (Note that the 
knight cannot challenge or attack his host or 
members of his host's court or family, either. 
Should he do his sanctuary is at an end, 
and his host is now free to punish him.) In 
cmpaigns modeled after medieval Europe. 
this custom is nearly universal, but the DM is 
free to indicate that the custom is not present 
if his nations are not similar to Europe's. 
If a call to urns sounds (a call for knights to 
battle for justice), the knight must respond. 
This declaration can only be issued by the 
ruler of a large town (Mayor) or territory 
(Archduke or greater status). and the knight 
need only respond if it sounds in the area 
through which he is passing or if it is called 
by his liege. When the call to arms sounds, 
the knight must immediately travel as fast as 
possible to the ruling castle of the one who 
made the call to arms, and fight as ordered 
by the ruler-within the constraints of any 
knightly oaths he twk in the course of the 
campaign. (If the ruler who made the call to 
arms orders him to kill innocents or helpless 
prhncrs, the knight may choose to refuse. 
but hc will m k e  an cMmy of that Nkr.) The 
knight is entitled to compensation for this 
service; the NICI issuing the call to arms must 
grant the knight a gift appropriate to the Val. 
uc of the knight's services. (Many rulers will 
offcr the gift out of gratitude; some will not. 
The knight has the right to demand the gift; 
he does not have to demand it if he does not 
wish to.) 

There M two notable exceptions to the 
custom of the call to arm. In lands where the 
civilization is very different from medieval 
Europe, this custom might not be used (in 
wilderness arcas where there arc no rulers, it 

would naturally be unknown). If the I : 
is within a territory that has declared 7 
hostile to the knight's liege. the knight need 
not respond-if the call to arms is qainst the 
land of his liege. he must nor respond. In 
fact. the knight would be in great danger 
when the call to sounds. 

Avenger8 
A Chaotic traveling fighter may become an 

avenger if he meets the following requirements, 
Otherwise. a Chaotic traveling fig lay alsn 
become a knight. 

The fighter must make an alrrutrs with a 
Chaotic clerical order. This is nor a awcnring 
an oath of fealty, but a loose agreement of 
loyalty and support; the order may decline 
the offer. If the order accepts, the order's 
leaders may summon the avenger at any 
time, and hcmust doas they command. Ifhc 
disobeys them. he losn all special abilities 
and benefits of the avenger. Even rhcn. the 
fighter may regain avenger status by negoti- 
ating with a different order. 
An avenger can detect evil (as the cleric spell) 
up to once per round, simply by concentrat- 
ing. (Range: 120'. The avenger may not use 
this ability and attack in the same round.) 
If the avenger's Wisdom score is 13 or greater, 
the avenger can learn to cast cleric spells as if 
he were a cleric of onc.third his actual cxperi. 
cncc lcvel (round all fractions down). There, 
fore, a 12th-14th lcvel avenger casu spells E 

a 4th lcvcl cleric. If his Wirdom score is 12 or 
leu, the fighter can still be an avenger, but 
cannot cast spells. 
The avenger leams how to meditate and 

cast spells from the clerics of the order-but 
at a price (the price is at the DM's discretion, 
but a minimum of 10,000 gp per clerical 
spell level gained is recommended). 
An avenger may rum undcad as if he were a 
cleric of one-third his actual experience level. 
but with an important difference. If the re. 
sult is "turn" or "destroy," the avenger may 
choose to control them inned. If control is 
chosen, it lasts for 1 rum per level of the 
avenger-thus. a 17th level avenger could 
control them for 17 rums. Undead thus con- 
trolled behave pb if chaimcd, obeying the 
avenger as if they were friends. 

However, if the undcad arc turned or de. 
stroycd by a cleric during the duration of the 
contcoL the control is dispelled immediately. 
and cannot be renewed. If the duration of 
the control ends without incident, the un- 
dead will flee (as if turned). 

5 .  An avenger may not hav; human or demi- 
human hirelings. However, the avenger may 
try to persuade monsters of Chaotic align. 
mcnt to become his hirelings. If a Chaotic 
creature is not immediately hostile. the 
avenger may offer fwd or treasure. indica. 
ring (through word or gestures) friendship. If 
this fails, ducats or combat resulting in sur- 
render may accomplish neatly the same re. 
sult. If the creature's Reaction roll indicates 
friendship. the creature is persuaded to fol- 
low and obey the avenger. The effect lasts for 
a duration identical to a cham magic-user 
spell: once it ends. it cannot be renewed. The 



avenger may have the numkr of Chpodc 
monnerhkliry that his Charhawre  al. 
lon for; once he lorc we. he may y t o p  
nude &a. 

r my vbit MY castle. tuin. or 
d a m  m k NIed by an intelligent 
ch.otic mo-r or chvrcccr and. wing his 
dipmcnt  conp.  demrnd Sanctuuy (re 
knight, above). An avcqcr may pretend m 
b e a h  h c a n d r q u a t S . n m u y o f o t h n  
NkI;  #he dcceiw the d m  (and L mt 
@ped up by ulme dignment.cwedin~ 
magic). the &r will provide him with nor- 
mal Sanctuary. 

6. An a 

ChU+gBUk.adP& 
Once a plnp d a i d n  to be a traveling or 

lacd-owni~ tighter, only a major development 
in the csmp.iPn or in the chuacter hould 
change that mtw. The DM chould dLcoursgc 
f r e q u e n t o r c u u P l c ~ d t h e f ~ h t h t n ' r ~ ~  

Magic-User 
Rimc acsllidce: Inteui@ncc. 
IhpxkueaOOw: 5% forIntelligenn 13. 

15, 10% for Incellipce 16.18. 
Hit Dice Id4 per Iml up to 9th level. 

Startiag with 10th Irvel. + 1 hit point pu 
*vel. ud CoMitvtiOn ndjurmrma no long- 
a apply. 

Ill.rdmum M: 36. 
Armor: None; no field permitted. 
Wispmu Dneper only O p t i d  (DM'r 

dkcretion): sed�, b l o w p .  flaming oil. holy 
water, net. thrown rock. sling, whip. 

SpCLl hilitia: Magid speUs. 

A mgic-uu L a human character who stud- 
i n  the p e n  ofmagic. Magic-urcn fmd ~peb, 
put them into h h ,  and study tho* bc& to 
Inm the speh. Magic-usen have their own 
rpclh. endrely d&rent fmm clniCal rpclla. A 
mqic-urr hu poor fighting *ills. and h l d  
avoid combat. 
A magic-user conantram on learning and 

c m i q  magic rpcllt. He'll fmd that 1 hi& Intel- 
ligence u very helpaul. The magic.uu'r other 
ability rorn M often low. Honmr. a hish 
Conni~tion mte will help your magic-wr sur. 
vim -1. kawc it giw a bonw to hit 
pointcone ofthe tuqic-wr'l mLer traits. 

Magic.urn greatly feu damage. All the other 
characterdurncanuuumorofmmekind,but 
magic-wts can only w dorhcs. Thus. they 
M cpry to hit. They SLO have few hit points. 

but CM mntuplly become the mom ponerful. 
Their magical spell8 CUI be used for many 
dings-from aimple things like opening doom 
and lah, to imprcnive and danguw magid 
attach much M chmwing lightning. All der& on 
rpellcprcing M given in Chapter 3. 

However, it h &en difficult for w e t s  to 
survive. Their few mpom and (at low 

achieve. Therefore, magic- mwt be cay- 
dous at lower levels, a8 few will Wvm long 
without p d w .  

ME&-UUII nut a8 the d n t  chuPmH. 

levels) bplnncc against the p a  they m n d y  

- 1  - 1 17 1,500.oW 6 5 5 4 4 3  2 -  
16 1,350.000 5 5 5 4 3 2 2 -  

I 22 2 .250 .m b b 5 5 5 4 3 2 2 1  

Magk-um &* llua ab* 

Death RaylPoiCon 13 11 9 7 5 4 3 2 
Imb 1-5 6-10 11-15 16-20 21-24 2s-28 29-32 33-36 

Your nugicwcr should not go on advcnrum 
done; k a r u e  of his low dcfcnrcs and hit 
points. we surprise muld kill him. In (FOUPS. he 
should a h y r  spy in the middle of the party, 
p m t d  fmm amcb,  and tw his magic in 
wayl chat will help win the fight. 

Clrrr Dotrllr 
Rime acpOtjn: A magic-wer'r prime requi- 

site is Intelligence. If a mgic.urcr has PO Intclli. 
ena mre of 13-15, the character p i n 8  a 5 %  

%onus to cqcriencc points earned in mty ad- 
VCnnUe, if he ha8 an Intelligence of 16-18, the 
bonus u 10%. 

Hit Dice: Roll a 4-aided die (ld4) to deter. 
mine a magic-wr's hit points. A @.user 
stam with ld4 (1-4) hit poinw (plus Constitu. 
don bonw, if any) and gain, ld4 more hit poinu 

(plw bonus) with wh lml of oprinwe.  One 
pddit iod hit point i rpincd for euh Iml pfar 
9th level. 

Armol: A magic-ruer caanot .w MYW d 
m o r ,  and annot use a shield. 

T b p :  A magic-user may only we d q g m  
M wcpponr. Opdonnlly, at the DM'r diumion. 
magic-usen an use the d, blowgun. flaming 
oil. holy water. ner. thrown mck, sling, and 
whip. 

Sgnclrl Abllltlr 
The mPgif.urct'r sole rperial ability is that he 

can cut magic speb. The pmcnrr ofspell book 
and new spell ScqUiriuom, M well M how the 
magic-user mcmotiza and CMW spells, an de. 
&bed in Chapter 3. 



Hiflbrr Exporii 
At Name (9th) level VI g~cater, a magic-user is 

called a wizard (if male) or m a p  (female). A h  
at Name level. a magic-uscr may create magical 
item. 
U on reachin Name level. a magic.urr may 

buils a mer ( t h e  can afford to). A magic.user 
who ~nswccs a m r  will wually attract ld6 
(1-6) apprentices. all magic-wen of experience 
l ~ ~ l s  1-3. The DM will decide how m a y  ap- 
prentices arrive to serve the wizard. and should 
create names. backgrounds, and character sheeta 
for them: they should be complete charmers. 

If a Name level magic.user decides to build a 
towet. or w toke up regular midence in the 
home ofa NICI who wishes to employ him. he is 
referred to M a land-owning magic-user: other- 
w k .  he is a traveling magic.user (even if he at. 
rudly spends more h e  in his own home than 
on the road). 

knd-owniug M 
lndcpcnaent W i l d  

Magic-uaen who decide to live in their own 
suongholds. regegsldlcss of their politicd pffia. 
tions or inrercst in the outer world, M referred 
to as independent wlnrdr. They M mmmonly 
referred to and addrnxd PI wizard or MW, 
whatever their a t ~ d  tides may be. 

An independent magic-user may build or 
seize a tower. 0 y  tradition, he need not seek per- 
mission from the lad ruler beforehand. If. how. 
evcr. the wizard does seek the ruler's permikon. 
the ruler will probably give the magic-wcr a law 

ish gift. &id title to the dominion, and po*. 
bly some son of official tank of nobility m keep 
the favor of the character. (Only the mat power- 
ful of rulen would dare m d e a d  a magic-uur, 
wharevcr their dignment differences.) 

After the magic-urer m o w  into his m r ,  he 
May choose to build a dungeon beneath or near 
it. Mort wizards and  mag^ employ spccidisu w 
do their mining and engineering, but may de. 
cide to create the dungcons themelva if they 
know the proper speUI. 

Ofcoune. MY character building P srmnghold 
c d d  aL0 build a dungeon. a subterrannn mm. 
plea where prisoners CM be kept Md the charac. 
ter can crfonn specific mearches in m. But 
a vuar~can choose for hh dungeon w be diffcr. 
a t .  If. once one or more levcls of the dungcoo 
M complmd, the wizard leava an unguarded 
opening into the dungeon. monsters will be at- 
tracted and will build lairs. Some wizards en. 
courage t h i s  son ofthing so chat they have d y  
access to a variety of different monacr typa 
(&I for research. and for stay ing  aware of 
what's happening in the replms ofmonstcn). 

Such monsterhfested dungeons arc not 
Iwked upon favorably by humans in the refin. 
Dungeons tend to make the loenL ncIyou1. and 
the m o m n  in them often prey on ncnrby hu. 
man mmmunitk. Wizards who u n t e  thw 
dungeons need w be aware that h level dven- 
Nren may d e  action against the monsten d 
these dungcons. either to keep h e  region safe or 
simply m fill their own cden with the mon- 

pleasoliNdc. Thymnyormymtinrcanrith 
the ru*o and mkofrhe nndoac in whkh t h y  

quaDamdedvcnnucswithchcitdd~.orhcr 
wizatd~ my visit urd macrpad with dum in a- 
d u m  facillmtc+ rcsarchand undaaad. 
ing. llq might PMkippCc in the opntim d 
rhmLdnqk.Onlythcmmm*nthmprd 
wizacd~, arhor wid, mvch w hide. build their 
m w o r i n t h e m r t d . n g e m u u r d ~ b k u c n r  
dlindmibn. 

h d - ( h m i n l ~ . U c c n :  Mylo 
If a land-owning magic-user cannot or dce, 

not want to maintain a mer, the character my 
apply for a position P) a ma& in my existing 
c d e  or songhold. If thc ruler doa not hvc a 
magiu rndcan &rd one. he will u a d y  scccpt 
the application. , , unlas the wizud hu no d e  a 
reputation that the d c r  caom wn the wizud. 
'Ihc magut r d * k  the NkI in macn hvokk# 
magic and handla the magical necds of the ~ 1 . ~ 1  
and the smnghold. 
To become a magis. the mqic-uscr m w  fint 

tind a ruler who is willing w hkc and N R 
him. He mun negotiate payment and &%I- 
mum of 3,m gold pieces per month. mth 
ma& nbove 15th level comuunding higher 
payment.) Pinnlly. the chumer m m  mpf an 
oath ofMq w that trulcr to keomc a magist. 

When the agreements d temu M mm- 
plere. the ruler supplies all the magids needs. 
including P plxe to wy in the moqhold (usu. 
ally a suite of smd mcmr). pus& and YI- 
~ t s .  and orher agrred.~pon ben& (sucb 01 

mqid itmu. either w use or PI ov-t @u). 
The ruln u d y  pays for ma#id racndl CmW 
if the imn or rpcll rcdcuchcd will M t  the 
suonghold. The nugirt must mvc the ruler M 
ordcred in all mpccu. but U never required to 
6ghr 01 ahmir be placed in danger. 

my go w normd dvcnnua if the 
ruler gives pc-. The Nkf kll.nn thu 
moreopericnamcnarsmonporcrfulm ' 
and rill usually give pumircion if no 2 
magical needs are prcping. 

n e  magin is bound by oath not w wak 
apins~ the intcruu of his &r. If at omc dmc 
in the funut he fmds h t  he cannot yne tbe 
ruler. he m w  otficinlly recwy~cc his oath dfc- 
dty and dcpM the ruler'r borne. He annot op 
port his hrmer ruler und he has I& the t d d r  
home. (Ifhcinrendswbccomcaneocmydthe 
ruler. it's berr for him w dcput in amn and 

k. M IhCY PkUC. 'Ihy llU)'mOMUe W POn 

CtiD with the ruler. ( S d a r d  pllymeat is a mini. 

A 

send his official aotifiadw by pmay.) 

lh* y.ck-um: Magi 
A mdiq magic-wcr of either gender U 

known PI a mrgus. 

1. A magus may virit any I a n d . m n i ~  mngic. 
yy1 to offer w help with magical d. If 
the der  is meprcd. it& or QCUS re- 
d e d  will be completed futer and mon 
efficiently, M described in Chapter 3. 

2. The magw will atvIcT powerhl trawling 
fighten and duicr. who &I w mvel with 
and help the magw in return for pay. The 
m s y s  m m  ld6 auch hirc l i i .  lbere 
hirelings M dlevclr much hi&u than nor- 
d (5th level minimum). 



High Esp&naIeTeI# snd SpLlDmage 
Here's one f d  but very important note 

abut  high level ma&.users: 
Aaydamagc-&apcU can produce a m a -  

h u m  of20 d i e  ofdamage (ofwharever type is 
applicable). Therefore, a 16th level magic-user 
casting a f ibdl  spell CM deal out 16d6 points 
of damage, but a 27th level caster only infiicu 
the maximum of 2Od6 points of damage. 

Thief 
Rimc Requisite Dexterity. 
Eqmknce Bonus: S% for Datcrity 13. 

Hit Dia:  ld4 per lcvel up ro 9th level. 
Starting with 10th level, +Z hit points pet 
kvel. and Constitution adjuammts no long. 
cr apply. 

Madmum Lrrd: 36. 
Armor: katha armor only: shield not per- 

mitted. 
=pons: Any missile weapon; any one- 

handed melee weapon. 
Special Abilities: At 1st level-Open 

Locks. Pind Trap, 8 e m m  Trpps, Climb 
W&, Mow Silently, Hide in Shadows, Pick 
Pockctc. Hear Noise, and Backstab: at 4th 
kvel-Read any normal language 80%; at 
10th level-cast ma&.urer spells from scmb 
(10% chance of bacldire). POI the chances of 
sucecsr for these abilities, sce "Special Abili. 
ties" below. 

A thief is a human who apedalizes in stealtl 
lodrpicling. trap removing. d other such ac- 
tivities. As the name indicans. however, mast 
characten belonging to the thief clw do steal. 
(They m l y  steal fbm their friends or members 
of their own groups, however. A thidwho s t d s  
from friendr is w d y  not permitted to adven- 
ture with them ever again!) 
Thieves belong to an organization (sometimes 

c d e d  a Guild). Every town has a building, 
d e d  the Guild MI. where thieves ma live 

"the Am" (a thief's unique skills; sec "Special 
Abilities:' below) from teachen at the Guild. 
Thieves M a n o d  part of life in most cam- 
p ' n worlds becaw oftheir unique and useful a, but they arc not usually welcome in the 
betcerpnmoftowLu. 
The thief's job is w use his special abilities 

where needed. A thief's &Us can be very usetul, 
and they can be used over and over. Por exam- 
ple, a magicuer may use a spell to open a lock. 
but the spell only work once; a thiefmay uy to 
open Lodu whenever desired. Consequently, 
thieves M found in mast groups ofadventuren. 

Most thieves have hi@ Dexterity xom. Since 
rhk can improve thur ability M use missile 
weapons, most thieves u6c one or more types of 
mi9iles. The thiefwill alba fmd it weft11 m have 
a word or dagger in SiNPtiom where he can't 
avoid dose combat. 

15, 10% for D-tity 16.18. 

and cat (for a price, of mume). Every thief r earns 

Thieves may advance to 36th level. 

Clrrr Detrilr 

1% he gaim a 5 %  bonus to experience points 
caned in evety advennuc; if his Dmerity is 16- 
18. the bonus is 10%. 
Hit Dkc: Roll a 44ded die (ld4) to d n n -  

mine a thief's hit points. A thief s t m  with ld4 
(1.4) hit points @Ius Constitution bonus. if any) 
and g h  ld4 mote hit points (plw bonus) wkh 
each level of crperiencc. Two additional hit 
points are gained for each level dter 9th level. 

Armor: A thief may only wear leather armor, 
and may not UR a shield. 

*pons: A thief may use any &le weap- 
on, and any other weapon wable with one hand 
(two-handed weapons are prohibited). 

Spcirl Abilltier 
Thieves have nwerous special abilities. They 

receive some of them at 1st experience level. 
when they begin play, and receive 0 t h ~ ~  as they 
gain experience lewls. 

At 1st crperience level. thieves know the fol- 
lowing &ilk: Open Locks. Find and Remove 
Trppnpr, Climb W&. Mow Silently, Hide in 
Shadows. Pick Pockets. and Hear Noise. They al- 
M) Learn rhe skill of Backstabbing. The Thief 
Special Abilities lible shows the development of 
many ofthe thief's special abilities. 
The column on the left is the thiefr experi- 

ence level: cnnr-reference hu level with the skill 
he is vying to use. For innme. a 6th level thief 
using his Climb W& skill has a 92% chance. 

Ench number on the cable above is the per- 
mtnp chance chat the thief is suctesdul in us- 
ing that special ability. Ell the Dungeon Mutt 

whenever you want your thief to use a rpeonl 
ability: at the DM'r &retion. either the p h p  
or the DM will roll percentile dice (d%). If the 
d t  is qual to or lcsr than the pmcnape 
given, the thiefs attempt is sucensful. 

DcsripctOn, afthe Spsdpl A b i l i k  
Open loch (OL): With mcesrful use of chis 

special ability, and with professional lockpicks 
(&en d e d  "thieves' tools"). the thief may 
open loch. The chnrncter m a y  ug touse thisskill 
only once per lock. The thief m a y  IXH vy 
with that pnnicular lock until he gains another 
level of aperience. Without lockpicka. he may 
not UR rhu ability. 

Find 'Ihp (prl: With ~ c c a r f u l  use of this 
special ability, the thief may &ne a loom 01 

an object and determine whether it is rtggcd 
with traps. He may check only once per trap, nod 
failure prevents the character from fm&g any 
uap in or on the object ~CMhed. (Since the DM 
petuplly does the rolling. the playa doMlt 
kaowhormanytlnpshe'srollingrofind.)Ifthe 
thief find5 a trap. he may uy his Remove Trap 
ability to remove or dcdvate  it. 

(11): With suceenful we ol 

uvate a uap. He may not roll this ability against 
a trap unlcsr the map has been found. The rM 
may up his ability only once per tmp; failure w 

Wlth Nccudul use ofthir 
special ability, the thief can climb steep surfnres. 
such as sheer d f i .  d. and so M. Tbc 
hnccs  for NCCCM M good, but if hiled. the 

this special ab T icy, the hefmay remove or dnr-  

""S,p%ygy the trap. 
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*Thiefgaim80%chpncetoreadanynor- 
md (nonmagical) writing. language. 
d e ,  or map 

** Thief gpLu ability to c a t  magic-user 
s Usfrom llruolls(1O%chanccthat CE me11 wlEa&re, 

thief slips at the halfway point and W. The 
DM mllr for mesa once for every 100' dimbed. 
If the roll is a hilure. the thief cakes 1-6 (ld6) 
poinisofdmagcper 10'fden. Pallingduringa 
10' climb will inflict 1 p i n t  of damage. 

Edorc h d y  (11s Succcgful w ofrhia spc- 
cid ability ollmn tke thief m move silently. 
Whenthethiefuiestourethissldll,healwaya 
belimr he has been mc&. but a hiled roll 
means that m m n c  can henr his pruage. The 
DM. at hia dlcmion, n y  m q  rhe chiefs toll 
pt any rime: When he ma movmg silently puoul 

a field of dried leaves, his percentage chance 
would go down. while ifhc don so during a loud 
tournament, hia chance will be greatly en- 
hnnccd. Noa that it doem't & the thicf MY 
goodtouacthii skill nspinst wmmne who is nl. 
ready aware dhim. 
Hideinshda(Hs):succndulUICofrhia 

apecirl ability means chat the thief m o w  into 
and r e m h  in shadow, lppLing him vcty hud  
to see. while the thief is m shrdovl. obrcnrn 
onlv E C ~  a chance to see him if thev look dimtlv 
ot G, at which time hc muat mu'+: m& 
meam chat he remains unohxrved. While in 

... .. . .. 
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shadow, the chief mag UIC hia Move Silent1 
ability, but attacking mmne rcoepL the thief! 
If the chief uiea to hide in shadow but fails, he 
will not know that hia position ofconcealment is 
a failure until someone sm him d announces 
the fact. Noa that if the chief is under dirat ob- 
servrtion. he can'i hide in rhndonr apbn the 
people watching him: they'll be able to follow 
his progrm with no problem. 
Pick Pahm (PP): This specid ability dow 

the chuacter to a e d  chin@ from anorher charac. 
ar's pemn without him nod&-. It's a very 
iiaky skill to w. If the attempt sucmdr. the 
thief is able to pick thc other's pxkctt without 
anyone nOrieing. If the roll is a h p l e  fnilure, 
the rhM fails top his hnnds on what hc'r seck- 
ing. If the roll M gmar than twice what the 
thid ne& to ruccced or an 00 in any CPIC. the 
rhiefis mutht in the act by hi8 in& victim, 

When uaing the skill, subtract 5 96 per level or 
HD of victim. (Normal men-men and women 
who have no adventuring ability at 111 d do 
not belong to any adventuring chlnncr  claw- 
M mated PI being 0 level.) 

Example: A la level thief trim to pick the 
p o h  of a 161 level fighter walking along the 
srmt. His chance u 20% (normd) minua 5 (5 
h e s  1). or 15%. The DM tolls the perantile 
dice and roll8 a 41. This is o w  twice what he 
needed to roll, so the thiefia caught in the act. 

Har NOir 0: Thia specid ability gives the 
thief the ability to hear faint noires-such PI 
b r e i 9  0" the other side of the door, or the 
clatter dutant twotepr approxhing tut. The 
DM can rule that any loud situation, such PI a 
battle. prcvatt dK thief fmm wing thh skill. 



hpr Ur offhid Abilirie~ 
Watch for opportunities to use special abili- 

ties, and simply tell your Dungeon Master when 
you want your thief to use one. 

A stuck or exceptionally difficult lock. nre- 
fully hidden trap. slippery wall, 01 vng fsint 
noise may cause a penalty ro be applied to the 
normal chances of succerrful skill w. The DM 
couldwignthetaskapmaltyof -1%. -lo%, - 20%, or higher depending on the difficulty of 
the task. If, after applying sueh penaltin, the 
chance of s u m  remains 100% or greater, the 
DM should adjust it ro 99%, allowing a 1% 
minimum chance of failure in all cases. 

However, the DM should not modify Move Si- 
lently or Hide in Shadows rkill chances unkss 
the thief is underrnlring actions that M outside 
the ability's usual functions (trying to move si- 
lently while running at full speed or pcms~ a 
floor covered with MUI shells, hiding when 
very near to tortMigE, ert.). 

Other ThidAbilides 
E a b a b  If a thief can sneak up on a vic- 

tim, completely unnoticed, the thief may 
bnckmb-if he is using a one-handed melce 
weapon. he may strike at particularly vulnerable 
poinu ofhis mgct's body. (Though the ability is 
called "backstabbing:' the weapon doesn't have 
to be a stabbing weapon. A thief can use this 
ability wirh a club, for example.) 

When baclutabbing. the thief gains a bonus 
of + 4  on the attack roll: if the target is hit. the 
damage done is twice normal (roll the damage 
for the weapon. muluply the result by two. and 
then add any peninat modifiers). 

If the intended victim sees. hears. or is waned 
of the rhiefs approach, the thief's attack is nor a 
bPEhrab; ic is an ordinpry attack, doing the 
damage appropriate for the weapon wed. 

When no battle is in progress, a backstnh at- 
tempt may require a Move Silently ability check. 
The DM will make all the necessary decisions on 
that matter, 

Read 4 u a g e I :  When the thief reaches 4th 
level, he guns M 80% chance to m d  MY nor. 
mal writing or language (including simple codes, 
dead languages. vcasure maps, and 10 on, but 
not magical writings). If he tries but fails to m d  
a piece of writing. he must gain at lwt one ex- 
perience level More crying to read it again, 

CSa spul P m  Magic-Ur h l b :  At 10th 
level, a thief gains the ability ro cast magic-user 
spells from spell scrolls. However, there is always 
a 10% chpnce that the spell will backfiie, cmt- 
ing M unorpected rcsult. h a w e  of the thief's 
imperfect undemanding of magical writings. 
This ability only allows thieves to cast spells from 
existing magic ~ t o l l s .  not to write their own. 

Hiphor Exporionoo Lovolm 
When a thief reaches Name (9th) level, he is 

called a master thief (whether male or female). 

Land-- Thicva 
Name level t h i m  may COMINCC a hideout (a 

fortified h o w  in a city, a cave network. CK.). A 
thief who has constructed a hideout will attract 
Id6 1st kvel apprentice thieves. who come to 
learn from a master. These will generally 
(though not always) be loyal to the rhief. but 

will not automatically be replaced by others if 
they die or leave; the character will have IO re- 
uuit new thieves himself. 

At this point. n player character thief may 
want to consider setting up a Thieves' Guild. 

A thief who wishes to scttle must contact the 
Thieves' Guild of the region where he W M ~ S  to 
scnle. If the thief has not been an enemy of this 
Guild (or, even if he h a ,  if he CUI persuade or 
bribe the Guild to cooperate). the Guild will 
help earabliih the thief as a guildmaster. He may 
be the master of a new branch of the Guild, an 
expansion branch in a new neighborhood. or of 
an established Guild whoM leader has stepped ~. 
down or died. 

The Dunmn Master will describe how manv 
new thieves"arrivc ar the new Guild, or will di- 
&be how the existing Guild is currently o r p  
nired. The Gwld will generare income from ia 
illegal activities. 

The character can, at m e  point, uk for ton- 
t d  of a lnrger branch ofthe Guild (thi~ is mom. 
mended when 18th lcvel is reached). and may 
eventually become a powerful 0fX~i.l in the 
Guild Headquarters. 

S W  (high level) thims M always ncedcd 
for d8Uulr and unique adventurn. and the 
Guildmaster thief is the pemn adventurers con- 
racr when such jobs M available. You. as the 
Guildmaster, may choose to rake the jobs or al- 
low one or more of che Guild members to have 
them-but you have fun choice. in any cw. 

Tta* Thiievn 
A Name level thid who c h m  nor 10 estab. 

ILh any hideout or any station in the local Guild 
authority is a traveling thief. known plso PI a 

L-A q u e  must remain a member of a ~ h i e v e s '  
Guild, though he need visit the Guild only 
once a year. 

2. Once a chamcccr betoma a rogue. the durnc. 
ret can never become I Guildmaster in an a- 
rPWedbnnchofthcGuii.Homr,ifhe 
later decides to sede down. and if the Guild. 
mMer permits, he may XI up a new branch d 
the Guild where none cumtly &. 

3. A rogue has a chtnce (checked bg the DM 
o'hcc per gnmc week) of dkovcring tmaure 
map or rumors abour the location of great 
teasurn. lhk &MCC is b a d  on him keep. 
ing his ear to the thieves' grapevine. 

4. Likeviu, the rogue may visit any branch of 
the Thieves' Guild to scc the Guildmastet 
and learn local information. rips. and 
rumors-if the local Guildmaster is willing to 
suffer his presence in rhe territory. If the 
Guildmaster is willing. it will only be under 
the condition rhpr the character hire assist- 
ance from merpl low level thieves on a rem. 
pornry basis. 

Dwarf 

rnents: Constirution 9 or better. 
BxpcdaoeEbnlu: 5 %  forSrrcngrh 13.15. 

10% for Srrcngch 16.18. 
Hit Diec: Id8 per level up to 9th Ievcl. 

Srartingwith IOthlevel. +3hpperlevcland 

Maximum Level: 12. 
Annoc AnK shields rmitted. 
Weupom Any S m f m  Medium melee 

weapon; short bows and cfoubows permit. 
led. but longbows forbidden. 

Special Abilitia: Fighter Maneuvers 
(Lance Attork and Set S p a  vs. Chacge ma- 
neuvers at 1st level; at 660,000 XP, Fighter 
Combat Options); half damage from spells at 
1.4oo.wO XP, infravision; extra lanyagu 
(dwarf, gnome, goblin, kobold); 1 in 3 
chance to detect traps, sliding w&. sloping 
corridors. new construction. 

~~ 

A dwarf is shon and stocky, standing about 4' 
tall and wcighin about 150 ounds. Male 
dwarves w c a ~  bngBbePrds. Their $LII is N d a y  M 
wrh.colored and their hair is dark brown. gray, 
or black. Stubborn but practical, dwnms are 
fond of pod food and drink. They value crnfu. 
manship and love gold. Dwarves M sturdy 
fighters and M r c s h t  to magic, 

Although the dwarf dpra is different from the 
fighter class in many mys, their t& M the 
same. Dwnnes M only able ro attain a mpd. 
mum of 12 n r i e m  levels at bat. However, 
this is balance8cby the dwarfs special abilities, 
such as the ability to see in the dark, detection 
abilities, and better saving throws. Dwarves M 
formidabk fi8htcrs. no matter what their level. 
h e n  families M organized in Clans. 

Clam Dotailr 
Rimc ReqUtite: A d w d s  prime requisite is 

Strength. If a dwnrf has a Strength score of 13. 
15, the chnrPctergPinr a 5 %  bonw to 
poinu earned in every adventure; ifhisTzz 

Minimum Scna. A dwarf character rnuar 
have a Constitution score of 9 or greater when 

is 16-18, the bonusis 10%. 

first played. 
Hn Dice Boll an h ided  die (Ids) to dner. 

mine a dwarfs hit points. A dwarf stnm with 
1dB (1-8) hit poinu @lw Constitution bonus, if 
any) and gains Id8 more hit poinu (plus bonw) 
with ench nrpericnce level. Thm hir points M 

Armor: A dwarf may wear any kind of armor, 

. 

gained pel level afIu 9th level. 

and may we a ahield. 
i. 

um melee weapon. (If ou'ie unnrre o 
whether a weapon is mal[ M medium, see me 
Weapons Table in Chapter 4.) They may not we 
longbows. but can YM shon bows and cmssbovs. 

%porn: A dwarfmay w any md or 

Spoclal Abi l i t i r  
Special Atradn 

Dwarves M good fighters. W;e fghters, they 
know the lance Attack and Set Spear vs. Charge 
maneuvers, 

Fight- Combat Optioau 
When the dwarfs experience points total 

reaches 660,000, he gains the Fighter Combat 
Options (see "Combat Maneuvers" in Chap. 
re1 8). 

With the multiple attacks combat option, the 
dwarf can make two at& at 660,wO nperi 
erne poino. and three at 2,200,000 nperimc 



1.400,000** G 
1,600.000 n 

2,400,000 L 
M 

* Gain Pighter Combnt Options. Two at- 
& m powible at thia level. 

**AuromariwJly takes half damage from 
damapcawng spell or spell-like effect. 

t Three attpeks pn mund poasiblc at rhii 
levcl. 

points. He can UM the mash and ppny combat 
options, but cannot IMC the disarm option 
against a giant-sired opponent. (A giant-sired 
opponent is any moMtcr which is described as 
king a giant. a giant animal, a garganma, or is 
othenirc in the DM’s opinion enormous.) 

w- 
Experienced d w e r  become more resistant to 

magic. When the dwarf reaches the 1,400,000 
olpuicncc point mark, the dwarf automatidy 
takes only half damage from an dam* 
cawing spell or spe~-likc effect (suX as from a 
magical item or strange monster powers such as 
beholders’ eyes but not including dragon’s 
breath). Divide the rolled damage by 2 and 
round down. If the &ect ellom a saving throw. 
a successful roll indicates that he only takes V 4  

damage; divide the rolled damage by 4 and 
round down. (Ifthe result is ‘/z point ofdamage 
or las, the chst~cter cakes 1 point of damage.) 

InfRIlhion 
Infnvision is the ability to x c  heat (and the 

lack of heat). Dvnrvcs have infravision in addi- 
tion to normal sight and can KC 60’ in the dark. 
InftpvLion docs MX work in t h ~ c s c n c c  of nor. 
mal and magical light. With w o n ,  warm 
things appear fed, and cold thinga appear blue. 
A creature cwld be =en u a ted shape, leaving 
f i t  reddish foocprina. A cold pool of water 
would seem a deep blue color. 

Chnnncn with infravision can even see items 
or unnues the same temperature as the sur- 

1 rounding air ( a h  a table or a skeleton). since 
air flow wil l  inevitably show the viewer their bor- 
ders, outlining them in a faint liibtcr-blue tone. 
Until they m m .  they will be very faint to the 

1 LhdSavingThmm%bk 

Death Rav or Poison 8 6 4 2 
1-3 4.6 1-9 10.12 

12 9 6 3 

* At 1,400,000 W, dwarves automaticdy take only half damage from spells. or one-quarter dun- 
age if the saving throw is succndul. 

eye; once they atart moving, they become b l u q  
but very obvious Light-blue fgures. 

Infravision isn’t nocd enoueh ro read bv. A 

things in M m a ,  tell the DM. You haw 1 chntlce 
in 3 rofmd them. TheDM will roll ld6. anda 1 
or 2 will indicate succas ifthere is anvthini ro 

character can use 16 infravisioi to mogni& an 
individual only if they m within 10’ distance . . . unless the individual is very, very distinctive 
(for aampk. 8’ cd or waking with a cmcch). 

-w, . In addition to Common and alignment 
tongues, a dwarf can speak the hguages of the 
dwarf, gnome, goblin, and kobold mces. 

Detection 
Dwarves can sometimes detect traps (spcciti. 

cdy. maps built into stone.work or heavy mn. 
rtmction. not other types of traps such as 
rope-maps in the forest or sprinpout needles 
built into a jewelry box); they can also detect 
slidink d, d~p ing  corridors, and new con- 
nnKt1OM. 

Ifyourdwufchnncterwcstoscarchforsuch 

fmd a d t  of 3-6 means your dw& d c k  
nmhin You may check once for each trap, did- 
ing wak sloping corridor, 01 new connruction. 
Youmuatell~DMifyouwMrtoloottornny. 
thing: the detection is never auwmatic. 

Higbrr Exporlrncr k v r l r  
When a dwarf reaches Name (9th) level, he is 

usually r e f e d  to as a dwarf lord (or dwarf lady, 
in the case of female dwarves). 
He may  build a stronghold. Unlas he I r- 

d e n  his dwnrven Wan and is living pm( I. 

mans, it should be an underground cavern 
complex located in either mountains or lib. (If 
he is Living amo humans, he may build any 
mrdy scone d w % g  in the humau fuhion in. 
stead. but will d l  W M ~  for there to be an 
underground complex conned ro it.) The 



character may hire only dwarven mercenaries, 
but mav hirc sDecialisrs and hirelim of other 

1 

races. 

Elf 
~- 

Prime RequYta: Strength and InreUi- 
gence. Other Requirements: Intelligence 
KOIC of 9 or more. 

or better and Intelligence of 13-15. 10% for 
Sucngth of 13 or bettcr and Intclligmcc of 
16-18. 

Hit Dim ld6 pm level up to !Xh level. 
10th level, + 1 hit point, and Constitution 
adjustment does not apply. 

M.ximumM: 10. 
Armor: All: shields permitted. 
Weapons: Any. 
Special Abilitica: Fighter Maneuvers 

(Lance Attack. Set Spear VI. Charge; at 
850,oM) XP, Combat Options for Fighters); 
half damage from dragon breath at 
1,600,000 XP; infmvision: extra languages 
(elf, gnoll. hobgoblin, OK); 1 in 3 C ~ M C C  to 
detect secret and hidden doors; immunity to 
ghoul paralysis; magic spells. 

hW: 5 %  for SUeength of 13 

An elf is slender and graceful, with delicate 
features and pointed cars. A0 elf is 5' to 5Vz' 
tall. and weigh about 170 pounds. 

Elves M able to use dl types of armor and 
weapons. and can cast magical spells. 

For elves M advennucn; most prefer to 
spend their time fenacing and frolicking in wood. 
land glades. Except for adventurers. elves rnrely 
visit the cities of man. 

Elves M fascinated by magic and never grow 
rircd of collecting spells and magical items. espe- 
cially if the items M beautifully crafted. 

Elves are similar to both fighters and magic. 
users. Read the description of the fwhter c h  for 
some ups on playing a fqhar-type chamma, 
but remember that the elf don not have as many 
hit poinu M a tighter. The elf can best perform 
as a fqhter if he is undamaged or only slightly 
hurt More entering a bade; othemisc. he 
should stay back and help with magic spells. aa a 

?n elf may only advance to l h h  level. How. 
ever, this is balanced by the elf's special abilities. 
capccidly the combination of fighting and 
spellcasting. This combination makes M elf far 
more powe&l than a human of the same level. 

Elves only employ other elves as mercenary 
f.ghters, although thy may hire speciplLu and 

Elvcn families live in Clam. 

ic-wr docs. 

hirchlgS of MY Me. 

Clam Detrllr 
Rime Requbitc: Elves have cwo prime requi- 

sites: SUengtb and Intelligence. If an elf has a 
smre of 13 or more in both ability xom. he 
& a  5 % bonus to experience poinu earned. If 
his Intelligence xore is 16-18 and hia Strength is 
13 or more, the bonus is 10%. 

Minimum Ssna: An elf character must have 
Intelligence 9 or greater when fun layed 

Hit Dice: Roll' a 6-idcd die Cld6) to deter. 

and gains ld6 more hit poinu (plus bonus) with 
each level of experience. Two additional hit 
poinu M gained at 10th level. 

Amor: An elf may wear any kind of m o r ,  
and may w a shield. 

Weapons: An elfmry w MY weapon. 

Speclrl Abllltlrr 
spcinl Attscb 

After reaching m a h u m  level (~hh). elves 
may continue to improve in combat ability. This 
is a slow procers. however, due to the fact that 
they must divide their training time between 
fwhting and ma&. Elves always know the fol. 
lowing fighter maneuvers: Set Spear vs, Attack; 
h c e  Auack. 

Pightu h b a r  opfionr 
When the character's experience point total 

reaches 85O.Oo0, the character rcceives the Cam- 
bat 0 p t i 0 ~  for fqhters (see their description on 
page 104, under "Combat Maneuven"). With 
multiple attacks, two attacks M porsible at 
830.000 experience points, and three attacks at 
2,600,000 experience poinu; the elf never gain8 
four a d  per round. The elf m a p  w the 
smaah. parry, and disarm options M dcrribed in 
the t u f .  

Spd.lDdenrr 
Experienced elves become more rebcant to 

drpgon breath. When the elf reaches the 
1,600,000 experience poinu mark, he automati. 
cally takes only haif damage from any breath 

weapon (most notably dragon breach, but io. 
duding all sorts of bmth weapon a d ) .  If the 
breath allow a lpving dum, rwccnrtul mU in- 
dicates that the elf taka only one.quuta dun. 
age. When modifying d m q c  d n c d .  h p  
round down. If the mult is ' / I  point of damage 
ot Ins. the chPncttr takes 1 point of damage. 

l&* 
Elve~ have infmvision identid to that of 

dwarves. Sce the dcrriprion of i n f r n v h  in the 
explanadon ofthe d w d s  rpeC*l abilities. 

Lnprnlcr 
In addition to the languages of all 

characters-the Common and rlipnment 
tongues-an elf can I@ the luyusgn of the 
elf, gaou. hobgoblin. Md Orc fpm. 

DCtCCliM 
Au elm can fmd seun and hidden doon bet- 

t a  than other characters. You must reU the DM 
if you want to look for KCIC( and hidden doom: 
the dcrmion is never automatic. 

Immunity to Ghoul �'ad* 
All elves uc naturally immune to the pnnlyz. 

ing attacks of g h d .  Othu cypu of paralysis, 
such attach from a cprri00 uawkr or gelati- 
now cube. do affect them nonnrlly. 

spill 
Elves can we mngic-usu spells just as n q i c .  

wen can. though thy rcceiw fewer and lower 
level spells. Spell are dcxribcd in Chapter 3.  

mine an elfs hit poinu. An elf ita& with id6 



Higher Experience Levelr 
When the elf reaches Name (9th) level, he is 

often referred to PI a lord wizard (if male) or lady 
maga (if female). 

He may build a special kind of stronghold 
deep in the fornt. This stronghold must picas- 
ingly blend with its surroundings, usually a nat- 
ural site of great beauty. Typical locations PIC the 
to ofgreat trees, on the edges ofquiet vales, or 
be%d rushi ng waterfalls. Because of the effort 
to beautify the work, the structure costs as much 
as similar work if made of stone. 

When the stronghold is completed. the char. 
ami will develop a friendship with the animals 
of the forest (birds. rabbits. squirrels, foxes, 
beus, ctc.). AU normal animals within five miles 
of the stronghold will be friendly toward the 
elves dwelling there. Animals will be able to 
warn of approaching strangers. carry news of 
events, deliver short mesages to nearby places, 
etc. In return for these services. the animals will 
expect the elves to help and :I them. 

Halfling 
Rime ReqUirite: Strength and Dexterity. 

Other Requirements: Dexterity of 9 or bet. 
ref. Constitution of 9 or better. 

Hxpricncc Bonui: 5 %  for either Strength 
or Dexterity of 13 or more, 10% for both 
Strength and Dmerity of 13 or more. 

Hit Dk: ld6 per level up to 8th level. 
M l x i m w  Lvd: 8. 
A r m  Any; shield is permitted; armor 

must be designed specifiially for haltlings. 
Wcapau: Any Small melee weapon; short 

bow; light cmbow. 
Spmal Abilitia: Fighter Maneuver (Set 

S p a  vs. Charge); at 900,000 XP, Fighter 
Combat Options); Combat Bonuses ( - 2 AC 
vs. monsters larger than man.sizc. t 1 to at. 
tack roll with missile weapons, + 1 to Indi- 
vidual Initiative): half damage from spells at 
300,OM)XP. halfdamagcfromdragon breath 
at 2,100,000 XP: 90% chance to hide mo- 
tionless in woodlands, 33% chance to hide 
motionless in dimly lit building interiors. 

A haltling is a short demihuman. and looks 
much like a human child with slightly 
em. A halfling stands about 3' tall and%$: 
about 60 pounds. Halflings rarely have beards. 

Halflings arc outgoing but not unusually 
brave, seeking ueasure as a way to gain the com. 
forts of home, which they so dearly Iwe. Half. 
lings prefer to live in pleasant areas of fair 
countryside near rolling hills and gentle s t f e r n .  
When not working or adventuring, halflings will 
spend most of their time eating, drinking, I&- 
ing with friends, and reking. Their communi. 
ties are called shires, and their recognized 
spokesman is called a Sheriff. Halfling families 
live in C l m .  

Haltlings M m d l a n d  folk, and usually g n  
along well with elves and dwarves. They have 
special abilities in the outdoors. Halflings 
behave simhly to fighters and dwnrves. A half. 
ling's saving throws M as good as those of 
dwwcs. Haiflings may only advance to 8th 
level. This limitation is balanced by their 

4 16,000 
I s  32,000 
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* Gain the Fighter Combat Options. Two attacks per round poarible at drL level. 
** Automatically takes half damage from any breath wenpon. 
t Three attacks per round possible at this level. 

1 ElfSSvhg Throws Table 

Death RavlPoison 12 R A 
1-3 4-6 7.9 10 

15 11 7 3 1  

I * At 1.600.000 XP, elves take half damage from breath weapons. or one.quarter damage if the 
saving throw is successful. 

woodland abilities. saving throws. and combat 
bonuses. 

Clarr Detail 
Rime Requisite A haiiling has (xo prime 

requisites: Strength and Dexterity. If either of 
these ability scores is 13 or greater, the character 
gains a 5% bonus to experience points earned in 

greater, the experience points bonus is 10%. 
bIiaimum Scorrr: A halfling character must 

have a score of 9 or greater in both Dexterity and 
Constitution. 

Hit JXcc Roll a 64ded die (ld6) to deter- 
mine a halflin 's hit points. A halfling SIPN 

with ld6 (1-6) f i t  points (plus Constimuon bo. 
nus, if any) and gains ld6 more hit points (plus 
bonus) with each level of experience. 

Armor: A haltling may wear any kind of PI. 
mor, and may use a shield. However, their armor 
and shields must be spxially made for their 
small size. Even dwuf-sired amor is too large 
for them. 

Weapm: A haltling may use MY Small melee 
weapon and may use short bows and light MIS- 

bows. (If you're unsure whether a weapon is 
Small or not. MC the Weapons Tpble found in 
Chapter 4.) 

CWf)' adVCntW. If both of thCSC KOICS M 13 01 

Special Abilitier 
COmbatBcmura 

in combat. 
All haltlings gain the following bonuses when 

wfling Combat B c m w  Tnblc 
- 2 bonus to arm01 clws when attacked by 

creatures larger than mnn-sized (k, 
an AC of6 becomes a 4) 

+ 1 bonus to the attack roll when using any 
missile weapon 

+ 1  bonus to individual initiative (see 
Chapter 8 for details on Initiative) 

A creature is larger than man-rired when it is 
referred to as "giant; "~gpnruan:' or "enor- 
mous" in a monster description. It is likewise 
larger than man-sized if it is a rcal.world C ~ N R  
which the DM considers bigger than a man (for 
example. a horse). As a NIC of thumb. any non- 
human-shaped CreaNIe whore size is not other- 
wise given in a description c a n  be presumed to 
be 1-1 than man-sized if it has 4 or more HD. 

SpednlAttoch 
In combat. a halfling may use the Set Spesl 

vs. Charge maneuver, as described in Chapter 8 
under "Combat Maneuvers:' They M mo small 
to utilize the Lance Attack maneuver, however. 
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* Automitically takes half damage from 
any damage-causing spell or spell-like cf- 
fcct. 

"Gains the Fighter Combat Options. Two 
ittacks per round p i b l e  i t  this level. 

t Automatically takes half damage from 
any breath weipon. 

tt Three attack per round possible at this 
level. 

Fighter Combat Options 
When the halfling's experience point total 

reaches 900,000, he gnins the Fighter Combat 
Options on page 104. For the multiple iota& 
option, two attldw are possible at 900,000 we- 
ricncc points, and three attack at 3.000,WO ex. 
pericncc points. The halfling can use the smash 
and pvry options as described. but cannot use 
the disarm option effectively against a giant- 
sired opponent. 

S+d W n m  
Experienced halflings become more resistant 

IO both magic and breath weapons. When the 
halfling reachce the 300,000 experience point 
mark, he automitically takes only half damage 
from any damage-causing spell or spell-like cf. 
fcct (such as from i magical item). If the &cct 
allows i saving throw. a successful roll indicates 
that he takes only damage. 
In addition. when the halfling mechcs the 

2.100,WO experience point mark, he likewise 
iutomatically takes only half damage from 
breath weapons (most notably dragon breath. 
but including all sons of breath weapon ittacks). 
and takes only '/a damage if he successfully 
makes a saving throw (if the attack allows one). 

When modifying sustained damage. dwiys 
round fractions down. If the result is ' 1 2  point of 
damage or leu. the character takes 1 point of 
damage. 

Woodland Abiiiuw 
Outdoors, halflink are difficult to spot, hav. 

in$ the ability to hide in w w d s  or underbrush, 
In such cover, they have a 90% chance to remain 
unseen (the DM will roll). Halflings CM even 

Halkling Saving Thra Table 
Lev& 1-3 4-6 
Death RavIPoison 8 

* AtZ,lOO,000XP, halflinptnkehaIfdmPgcfrom breathweipons, orone-qunnerdamagcifthc 

** At 300.000 W, halflings take half damage from spells. or one-quarter damage if the saving 
saving throw is succcldul. 

thmw is successful. 

hide in building interiors such as dungeons, 
though not with as much SUCCCIJ. In such rima- 
tions. if a haltling finds some deep shadows 01 

cover IO hide in. his chance drops to 33%; if he 
cannot find shadows or cover, he has no chance 
at all. 
This ibilitv is not the same 1s the thief's Move 

scmcr who has a chance to detect him will do so. 
Indoors, a light bright enough to banish 

shadows and illuminate everything well (such 1s 
magical light) will ruin the hiding ittcmpr. Nit. 
urally. if the halfling charmer is himsclfcnrrying 
a light. it will be i m p i b l e  for him IO hide. 

Sllently or k d c  in Shadw abilities. To use hu 
ability. the hallling musr stay motionless. If he Hinhrr Expor~oncr ~~~~l~ 
uin to mow to Lother site. anyone can see 
him. 

When your h d i n g  UKS this ability, inform 
the DM. He'll mll percentile dice (d%) for the 
halfling. On a roll of 90 or less. the h&ing will 
remain unnoticed. On a 91 01 mater obscmers 
with a chance to detect the h i l ing  wiil do so. In 
a dungeon or other building interior, the DM 
will roll d%. On i roll of 33 or leu. the halfling 
remains undetected: on a 34 or greater. an ob- 

A halfling reaching 8th experience level is 
usually referred to by the title of sheriff. In your 
campaign. this may be a merely honorary rirle, 
or the DM miy choose to have the haltling char. 
actcf be ekcted to i I d  sheriffs position. 

Regardlm of his experience level, i halfling 
may build a stronghold whcneva he hn, the 
money and the interest. The swnghold will it .  
tracf a whole community of other haUlings if 
constmcfcd in iplace suired to rhcirprcfemnces. 



Druid (Optional) 
Pime Rcqubitc: Wisdom. Other Require- 

menu: N n r d  alignment. 
ExpedenccBonw: 5%forWiadom13.15, 

10% for Wisdom 16-18. 
Hit Dice: Swing  with 10th level. + 1 hit 

point pet lml. and Constitution adjust- 
menu do not apply. 

Maaim- Lnel: 36; Druid must chal. 
lenge and defeat another Druid of the newly. 
attained apcricncc level starting at 30th 
level. 

Annor: Lcather armor: shield permitted if 
made only of wood and leather. 

Weapna: A n y  non.edged/non-picrdng 
weapon made with no metal. 
spednl A W t k  Spells (both druidic and 

clerical). 

A Neutral cleric of 9th to 29th level may 
choose to sNdy nature instad of remaining 
among “civilized” areaa. If he does so. he 
changes character clam and become a druid. To 
become a druid. the cleric must fmd and live in a 
woodland home, meditating for one to four 
:ld4. rolled by the DM) months. 

During that h e ,  a higher level druid (usu. 
dly 25th level ot greater) will find the cleric, 
:est him for worthiness, and teach him the 
princi Ics of druidic philoro hy and magic. 

background, or to make a protracted role- 
playing adventure out of it.) The new druid 

(The hM may prefer to hand P e dl that in the 

may then join the realm of the druids. 
A druid is pure N e u d ,  never Lawful or C h a m  

otic. The druid devotes his life to the balance of 
all things and to the study of nature. 

Druid items and equipment arc all made of 
items that were once alive (leather, wood, etc.). 
“Dead” things that have never been alive arc re- 
pulsive to the druid; the chnmctcr Simply wn’r 
want to use or touch than. HOWCVCI, the ehprpe- 
ter should not object if others IISC “dead” 
things. Thus, a druid can be a challenging char- 
acter to play, but the role can be entUtnining. 

Druids, unlike clerics, have no powu ro Cum 
undead and so have rcwn to fear undd mono 
sten. They may contact town churches i fundd 
monsrem threaten their realms. 

Every druid lives in, protcctr. and tends a see- 
tionofwoodlands. ( D ~ i d s m ~ t l i v e i n a ~  
setting; they cannot live in a city or town.) 
Druids do not think ofthemrclves as ownen, but 
rather s) careraken. of wilderness. Nearly mry 
vec in every d a n d  is cared for a druid. 
Although minor damage to the WWQ is a fact of 
life, druids punish deliberare evil destruction of 
vecs or nature. Even chrotic monstm ~ M W  

this, and avoid harming drings ofthe woods Ln 
they incur the wrath of the local druid. 

The DM and playen should be wc not to 
abuse chis protective role. For aunplc,  a pnrtg 
fomging fw food would not be attacked 
druid unlcs they killed more nnimah than t q 
could eat. wantonly destroyed tren. nc. 

The battles of Law and CbDOr M not the af- 
fairs of the druids, and they may Simply watch 
such encounten from &I, helping neitbct side, 

t a  

when characten perform good deeb in the 
woodlnnds, such PI cuing wounded MirmL, 
chis docs MI make the druid automatically 
friendly. However, urircnere in fqhcing a huge 
disaster-such aa a magical nom or major fornr 
fire-could earn the gratitude and pouiblc 
frirndship of a druid. 

Should the druid change nlignment. hc will 
retain all the clerical nbilitier and clerical rpclls 
which druids can ux (but will not regain his 
ability to turn undend); he will IOK all druid 
b e n c h  including druidic rpcUa unlns he re- 
turns m N e u d  aUgnmcnb, , 

Druids have unusual abhues that help them 
in their woodland role, but the also have m y  
~rscricrions. Thee are dcacribcc!beLm. 

Clarr Dotailr 
Rime Rcquijtc: A druid’s prime requisite is 

Wisdom. Ifadruid hps a Wiadom mre of 13-15 
the charmer gain8 a 5% bonus to experience 
poinuentned;ifhiWisdomis 16.18,heeunaa 
10% bonus to upcriencc poinu. 

Hit DLC: A c h m  cannot become a druid 
until he haa reached at lepn Name (9th) apui- 
ence level u a cleric. Thcrcforc. from then on. 
he dl receive only 1 hit point per apericncc 
level gained pftcr hh lml. 

Amux: The druid may nor wea~ mnrl m o r  
or UM m m l  items. He can wear leather m o r  
and shields made of wood and lather. 

Weapons: D ~ i d r ,  like derio. may MI use 
piercing or cutting weapons; and m n  of the 
weapon types they can use, they may MI have 
wc~ponr  with meal y. He can commision 
uafumcn to make all-wooden VCII~OM ofappro- 
priate weapons: thq cost 50% more rhna their 
counterputs. but othervise behave identically 

Abilitirr and Rwrlctiou 
Dmid SpelL 
Druids can c u t  any spells Jlnt clerics can (a. 

cept thw which affect good or evil. PI dcxribed 
below). D ~ i d r  nlro have PECCU to a special lin of 
druid spells. which nwmd clerics uanot leMl or 
CW. The druid is not able m wt marrspeb per 
day than a cleric. but he caa use spells from both 
cleric and dnri spll  lk. The principles ofcler. 
kal and dtuiidic magic and the lis0 of speb arc 
found in Chapter 3. 

A druid cannot wt MY spell that affw good 
or evil @mrecuon h evil or dispel d. for a- 
ample). He must live in a woodland home, nth- 
n thnn in a town or city. He may viril a arg 
(though he won’t feel comfomblc there). and 
he will always prefer to rlecp in the wilderness- 
in a cave or ocher natural hclw if the weather is 
bad. 

Highor Exprrimcr kvrlr 
Druids at Nme (9th) level or above receive 

the tide of druid, whether male or female. There 
arc Only nine druids of 3olh level, s m n  of 31St. 
fiveof32nd, foufd33dthreeof34th.  twoof 
35th. and one of 36th (the Grear Druid). 

When the character reach= 3Orh lml. he 
m w  fmd and Cwenge one of the nine 30rh 
level druids: thq will only k b t  with magic and 

I 
I 
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u(MMd combat, aa wenpons M not PIIowcd. If 
the player chusncr laua. he stays at 29th Iml, 
1- enough c x y i a c e  poinu that he u 1 a. 
pcricncc point short of 30tb level. Once he’s re. 
gained 30th Iml, he may uy yak, but c m o t  
h e  another challenge until three months have 

since his ~ISC challenge. 

Myrtic (Optional) 

othu Rquiremmta: Wisdom and Dexterity 
acorn of 13 Of k t e r .  

J@aiaceBonua: 5% for Strength 13-15. 
10% for Strength 16.18. 
Hir Dim ld6 per Level up to 9th level. 

level, and Gnstitution adjuaments no long- 
swing with 10th level. +2 hit points per 

= VP!Y. 
Menmam M: 16. 
Armor: None: ahidd not permitted. 

SrrcLIsl Abilities: AC bonuser. increpxd 
WeapU:  any^ 

movement, and mMipl pm (see Mystic Spe- 
cial Abilities Tpble); (at 9th level) Set S p m  

batica: thief abilities: mvstic abilities. 
v1. PighCCr combat OphM; ACm- 

Mystiw M monastic humans who follow a 
strict discipline ofmedication, denial, seclusion, 
and mastery of the human body. Mystiw M 

dilled in unarmed combat. They live in clois- 
ten, or monastic communities: , 

M y a h  adventure M gain spmtual growth and 
l e m  the lemons of life ouuidc the c l o ~ .  They 
m l y  adventure with other mystics; they prefer 
M attach themselves M adventuring putics con- 
sisting of many &rent rypn ofadvennucn. 

Mystiw receive eqxtience from VCPNCC only 
if they donate it to the needy. Ah, they mun 
donate (tithe) ten percear of their treasure to 
rheu cloister. 

A mystic‘s oath is his bond. He must be m e  
to his oath and rrrivc M repay all debts. Should 
heforsmrhimsclf(bmk~oathhehasmade), 
he ia expelled h m  the clolrer, may not gain any 
new experience Icvels. loaa one level per ycu 
away from the cloister, and may not join any oth- 
er. similu, cloister. The DM mag dow him a 
epnd quen to regain hb honor and his rpnding 
in the cloister. 

Moct mystic8 (75%) M Lawful, though other 
alignments M qrermted. All M unerly de. 
d to the mysuc direipline, which is neither 
good nor evil, irmilv in that rapen LO druid 
philaophp. Honcvcr, the mystiw rely on inner- 

strength, and believe in extraordinary but non- 
magical powen (rather than the powets of 
nature. as the druids do). 

Myatiw EM often be recognized by their robe 
or other unusual b. but another dininctive 
feature is their 3 Ute. Upon meeting another 
creature prnumed to be peaceful, the myark 
rpLes a fut, coven it with the other band, and 
bows slighdy. This rymbolbes greetings (the 
bow). repdines to fight if necessary (the an), 
but peaceful intentions (the c o v e d  fist). 

4 8.000 
I 16.000 

480.000 
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ClrM D@tdIE 
plimc Rcquilm: The mystic has two prime 

requisites, Smn& and Datecity. But since he 
musf have a MOR of at less 13 in Dexterity to be 
a mystic in the fm place. it is his StrmSJl acore 
that determines his bonus to experience. If a 
myatichptaStrengthacoreof13.15 thechhrmncr 
gains a 5% bonus to experience points earned in 
nnry adventure; if his Strength it 16.18, he 
earns a 10% bonus to apuicnce points. 

Miuimum Scom: A mystic d u M m  must 
have scorn of 13 or better in borh his Wisdom 
and Dnaerity abilities. 

Hit Dia: Roll a 6-sided die (ld6) to deter. 
minc a mystic’s hit pints. A mystic stam with 
ld6 (1-6) hit points (plur Constitution bonus, if 
any) and g a i ~  ld6 more hit pointa (plus born) 
with each level ofeqxriencc. Two hit points M 
gained for every Level beyond 9th Icvel. 

A r m  Myatiw cpll never weu m o r  of any 
e. not CM they ever use pmlcnire n+A 

their dixipline for proterrion. 
W e q o ~ ~ :  Mysties M mined M usc all mp. 

OM, but rat dl myxks c q  rhun; higher level 
mystiw especially travel unarmed, or armed only 
with a walking.ataff which doubka as a quarter. 
stafi, 

?, evlCU (such as ring& donks. ne.); they rely MI 

Spwiml Abilitirr 
MysriCr have a lot of special abilities, which 

help compensate for theu inability to west am 
or own personal pousaions; we’ll dnuibe th< 
below. 

Level: Thin column s h m  the myaic’s xi- 
ence level. 
A C  Thir column rhorr the mysic‘s m r  

cleu. MysriCr cannot weu afmor, but their ACS 
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become lower as they gain in experience due to 
their skill in maneuvering. 
MV: This column ahows the mystic's move- 

ment rate. First level mystics move as fast as MY 
other unarmored chamten. but higher level 
mystics leam to move very, very h t  indeed. 

H.nd AtrPcb--lN! M stics are very effective 
fighters; as they go up in /cveh, they are able to 
attack multiple times per round, and this 

plinc involves physical mining, medication. 
philosophy, and comprehension of the forces of 
the univcrsc. and mystics are caught to m l v e  
difficult situations peacefully whcneverporrible; 
for these ICP(OIU m 'a do not care to have 

term suggests that all they do is fight. The mys- 
tics' discipline is presumed to integrate and wt. 
IY improve upon the bare-handed combat 

t h C U  lifertyh I e f l a  p1 "martid Pm:' as the 

column shorn how many rimes per round they 
may attack. Mystics we this column when am&. 
ing either bPn-handed or when Urinp melee 

t&hniques d&ribcd in Chapter 8. 
As you CM YCC in the Myatic Specid Abilitia 

Table on the next page, mystics CM d e  more 
WCPpOM. 

Hand An.drr-thmage: When mystics fuht 
bare-handed, they use chia column to find the 
amount of damage they do. They do add 
S m g c h  bonuses to the amount of damage 
shown. 

MrutialAm 
Mystio are able to fight very effectively with- 

out using weapons or magic. They utilize a form 
of manned combat as pan of their mystid 
training. They call this training "the discipline:' 
but &era often cnll it "murial am." The disci. 

often than normalh&& elude a& h e r  
(their enhanced AC). and deal more damage 
when fighting barehanded. They can plro fight 
with weapnv, and CM we their multiple anah 
per round with melee and thrown wenpons (but 
not miuilc weapons). 

In addition, when fighting manned, they CM 
often hun m o m r s  which CM ordinarily only be 
hit by magical weapons. Though a mystic's 
hands are not magical, M experienced mystic 
CM use them effectively @st cmturcs h- 
mune to normal weapons. as shown in the Mynic 
Unarmed Attack Equivalents Table. 

I 16 + s weaiwn I 
Thee attsclw don't pin  the attack or damage 

ic.weppon uivnlam. but 
can bon-dtheirY' hit cmtures as the mduat ' . 3 we- wen 
urd. FOI m m p ~ e .  a 5th kvci myacic cnb 
hun a gargcylc when fighrin# bprcbande 

Scc Spenrn. C h p e ,  Pigh~et combsr opiorv 
Beginnrng mysucr CM utilLe the fighter's St. 

S p a  vs. Charge maneuver. They c m  u&e 

d 

&e h e  A d  maneuver. 
At Name (9th) level. they get h e  of the 

Fighter Combat Opriau (smash, pury, and dir- 
arm, but MI multiple attacks). The Pightn 
Combat Options are d 4 e d  under "Combat 
MMCUVCIS" in Chapter 8. 

Acrobstia 
Some mystics may plro porrcu a special ability 

called acmbatiw. lhir lpccinlircd ability, while 
uscful. dcwcu a mystic fmm fully focusing on 
his combat abilities; chia is why acmbptk my&s 
have a - 20% penalty on all earned experience. 
Acrobatio allow a mystic to perform thc follow. 
ing dons: 

Jumpslkap 
lhbles/PIipa 
Cprches (to prevent onuclffrom %g) 
swings 
eplnncing 

The game &cu of chis abiliry are duse: 
Pim, the mystic's acmbatics ability includes 

every feature of the Auobacics general skill men- 
tioned in Chapter 5.  

Second. with a rueedul ability check, the 
mystic CM MW mugh. broken ternin at no 
modifiation to his mwemenf rate: He flip ovu 
o h c t i a u ,  leaps acw trendm. h~drpr ine t  

distance movement rates; it only &ccu his en. 
counter speed and running speed. 

Third. the my& CM MW a line of enem 
warriors without having to go mund or bred 
through it. With a succemid ability chcck, he 
can roll bmnen the legs of one opponent, or 
handqring over the line, or pole-wult using his 
spear, and thus MW a diamncc c q d  to hk en. 
counter speed's movement rate. He suffers 110 
AC penalty when he perfom this acrion. 

The mystic's chance to perform MY of theK 
actions su~asfully is calculated this way: Thm 
tima the mystic's Dexterity SCOIC plus two cima 
the my&s expcricncc level equals the mystic's 
percentile chance to perform the action. 

Acrobariw Check - 
d% tollvr. ([3XDex]+[ZxLvl]) 

For example, a 3rd h e l  mystic with Dertcriq 
15 would have a 51% chance toperfmm an Ac 
rohatics feat. 

oyer low feacn, nc. This docn't &t hia long. 



The DM, if he prefer8 M make atrobah M 

!asier nnd more commonly ureful abiliQ- can de- 
ide to use some almare means to check suc. 
a. POI example. he might have the player roll 

1dzo ngninst his Durrri score, with MY roll 
equal m or leas thrn the L e r i c y  KO= indica- 
ting success. 

Whatever t y p  of roll he ws. the DM is free 
to adjust any individual roll to rdlect the dEi- 
culry of the mion being attempted. Doing a 
bsclctlip on the mer to entcrtpin a fld ofchil- 
dren is much d e r  than doing one while Mui. 
iflg on a wire ten stories in the air: the DM might 
wish to improve the mynic's chance to perform 
the former rrdr and make the latter cask hacder. 

llli&-AbiiitiCS 
Any mystic can UM the following specid abili. 

ties ofthieves as if he were a chief ofthe same 
level: Find 'hp, Remove Ttaps. Move Silently, 
Climb Walls, and Hide in Shadows. 

tdy&Abilitia 
Mystics gain the following special abilities as 

they progress in experience levels: 
2nd Level: Awareness 
4th Level: Heal Self 
6th Level: Speak with Animals 
8th Level: Resistance 
10th Level: Spent with Anyone 
12th Level: Mind Block 
14th Level: Blnnkout 
16th Level: Gentle Touch 

BIpLLIpfioN 0 f M p t . i ~  Abilities 
Awareness: The mystic is only surprised on a 

roll of 1 (on ld6). (Surprise is explained in 
Chapter 7.) 

Heal &E The mystic may, onceper daj cure 
himself of 1 point of dnmage fbr each experience 
level he has. He does this simply by concentrat. 
ingfor 1 round. Example: a 10th level mystic can 
concentrate for one round and will heal (regain) 
10 hit points of damage. 
Spenk with Animals: The mystic may speak 

with any normal or giant pnimnl as often as de- 
sired; animals understand hk speech and he un. 
dentands rheim. though no animal is forced to 
tdk to him. 

Rerirtnnce: The mystic tpkes only hplfdpmpgC 
(round down) from dl spells and breath weap 
om that intlict damage, or one-quarter damage 
(round down) if the saving throw is succesrhrl. 
Any attark that does him damage will do a mini- 
mum of 1 point of damage, even if rounding in- 
dicates 0 pinu of damage. ;Tp" wi+ Anyone: The mystic may speak 
wi MY living creature chat has a language of 
any son. as often as desired. The creature being 
spoken m docs not have to converse with him. 

Mind Block: The mystic is immune to ESP, 
hold and rlow spells. magical charms. quem, 
and gess spells. 
B1Pnkout: By Mncenuating fbt 1 round, the 

myStiC c a w s  his prcMncc M "disapp!' No 
living 01 undrad creature can KC him: there is no 
saving h o w .  The effect lasts for 1 round per 
level of the mystic: it is dispelled automatidly if 
he amdw. He may only do this once per day. 

* The my& receives the Fighter Combat Options (not including multiplc attsch): see the de- 
scription of them under "Combat MMCUWB" in Chapter 8. The myaic can use these Combat 
Options with weapons or in unarmed fighung. 

Gentle Buch: O m  pet day, the mystic may 
use the Gentle Touch on any one living creature 
(it requires a normal roll to hit: if he f i ls  to hit, 
he can q the Gentle %uch again). The mystic 
must declare he is wing the Gentle Touch before 
he roll8 to hit, and must declare which result (ex- 
plained below) he is seeking. The victim does 
not get a saving rhmw. but I victim which has 
more Hit Dice thpn the mystic's experience level 
is not &cted .  

The Buch will hwe one of the following re. 
sulu (the mystic decides and announces which 
before he rolls to hit): chum, curenll, death, 
qucsr, or pernlu;. These effects mimic the same 
dFects of the following spells in all 
cept duration: cham person, CZ:~ 
spell, quar, and hold person. The &m hats fn 
24 hours-except for death, which is a perma. 
nent effect. 

Sp0Chl R O l t l ' b t i O N  
Mystics may nor UM protmive magical devices 

(such as tinp. chmks. etc.). 
All the material goods (money, magid items, 

erc.) won, purchased. or acquired as t r c ~ ~ r e  by 
the mystic M prmally owned by his cloister, not 
by the mystic himself. Should the cloister have 
need of something "owned" by n mystic, the 
head of the cloister need only ask for it. 

1 Hl#hor Exporbace k v o k  
A mystic of Name (9th) level is oddrcsrcd as 

master (if male) or misuas (if female). 
There ate many nayscia of 1st to 9th level. but 

only seven each of 10th to 12th level. five each of 
13th to 15th level. and three of 16th level. 

When the character gains enough cxpaime 
poinu to reach loth level, he m w  find and 
c M e t 9 ;  one of the seven loth !eel m e ,  
they w fight bate-handed (wcppons M cat al- 
lowed). If the player chamctu laa, he stays at 
9th level, losing enough cxpcduwe points that 
he is 1 experience point shm of loth Icvcl. Once 
he's regained 10th level, he may cry again, but 
cannot issue another challenge until three 
mcnths haw pnrred since his fust chpueryc. 
(Note: If a DM's campaign world is pertievlnrly 
Inrgc. he might d e c k  that there ate seven 10th 
andso forchpermnunenrin hisworld.) 

At Name level. the mystic may desk  m buiM 
a stronghold. or claisrer. If his Grand Abbot 
(i.e.. themysticinchatgeofhiscunentcloiacr) 
agrees that he is fit to manage one, the cloister 
will pay for constnrction ofthe new cloister. Thc 
new cloister remains a brnnch of the old one un. 
til the PC achieves 13th level. nt which Ciw the 
PC is called a Grearer W e r  and can dahrr in. 
dependence. At that point, he may wish to tcech 
his mysticr-in-tmining in techniques and phiba. 
ophies different from those of the other 
cloister-that is. he may wish to acablish his 
own "sdrool" of the dldpline. 

j 

I 



Introduction to  
Spellcasting 

In this chapter, we'll learn how characters ac- 
quire and then cast magical spells of all types. 

You've already seen that some characters arc 
more accomplished and powerful than others, 
and that the more powerful ones are said IO be at 
higher experience levels than those who ire lesr 
powerful. spells arc rated in much the same way. 
in l m L .  lowcr.lcvcl spellcasters can learn only 
l o w ~ r - l ~ v ~ l  spells: higher-level spellcasters can 
add higher-level spells. Highcr.lcvel spells M 

momIf? In e D & P  game. there are three different 
categories of spells: clerical. magical, and druid- 
ic. Here's a little table which shows you which 
type ofcharacter CM use which type of spell. 

crful than lower-level spells. 

Clasacs and spllr Tnblc 
characlcr call UK which 
wso Type of spell 
Cleric Clerical 

Elf Magical 
(Fighter Sub-Wwn) 

clerical rvj; Clerical 
Magic-user Magical 

Druid Clerical. Druidic 

S h k  Cl&cal, Druidic 
Thief Magical' 
Wokan Magical 

* At level 10 + , and only from scrolls I 
The avenger and paladin are fighter sub- 

c*rxs:  see the description of the fighter class. 
Shamans and wokani ~ IC  spellcaster monsters. as 

cd in Chapter 14. 
fact that character c l w c s  use different 

"f magic keeps all spellcasters from being 
identical to one another. A cleric will cast a very 
different rypc of spell from a magic-user: an elf 
will cast the same sons of spells as a magic-uscr. 
but far fewer, and he can fight much better than 
the magic.user; a druid can cast clerical spells. 
but he really shines when he's casting druidic 
spells. which arc his specialty: and so on 

Memorizing Spellr 
During M adventure. a spellcaster can only 

use spells he has memorized. Memorization is a 
special process of imprinting one use of a spell in 
the caster's mind. When the spellcasting charac. 
ter memorizes i spell, he holds it in his mind 
and can cast it at any time. But when he casrs it, 
it vanishes from his memory; His knowledge of it 
flows away as the spell discharges. For this rea- 
son, characters constanrly have to re-memorize 

Magic-users and elves can only use spells that 
they hive found, researched, or have been 
taught by their mentors. These spells are re. 
corded in i large. bound volume called a "spell 
book." The book is written in a magical language 
that only the magic.user who owns the book can 
read. This spell book is the list of spells that can 
be used by that character when taking spells for 
an adventure. 

spells. 

clerics have memorized at the beginning of an 
adventure. They do not need IO write down their 
spells, since they can simply meditate to re- 
memorize them. 

Rating and Re-Memorizing 
After i spell is cast, the character cannot IC. 

memorize it until he is wcll.rcstcd. One night's 
sleep is enough rest. Upon awakening, before he 
spends time on any strenuous activities, the 
spcllcastcr must spend an hour (of game time) in 
study or meditation. Magic-users and elves must 
use their spell books to regain spells. while clerics 
and druids need only meditate 

Just because spcllcastcrs spend their mornings 
doing their memorization or meditation for 
spells, it doesn't mean that they forget their un- 
cast spells overnight. Unless they wish to do so. 
they won't forget the spells they didn't cast. The 
next morning, the spellcaster needs only IO study 
or meditate to replace thox spells he cast the 
previous day. 

Mulupla of the Same Spcll 
Characters often memorize the same spell 

multiple times so that they can cast it sevenl 
times in the course of i day. A cleric knowing 
that he's going to face fierce battle during the 
day may memorize numerous cure light wounds 
spells. for instance. 

Number of Spellr Known 
In the last chapter. you saw experience tables 

for all the character cluuer. The experience t i -  
blcs for clerics. magic-users. clvn., and dmids 
had a block of columns labelled "Spclls/Levcl." 
This column shows you how,many spells ofeach 
spell level h e  charmer can hive memorized at 
one rime. 

For instance. take i look at the table below. It 
is taken from the experience table of the cleric 
clus. 

CkIiC SpelLlleVcl 
l e v e l 1  2 3 4 5 6 7 

8 1 ' 1  2 1 - - -  

In this chpn. we see that an 8th level cleric 
can. at any one time. memorize nine spells and 
no more. He'll know three 1st level spells, three 
2nd level spells, two 3rd level spells. and one 4th 

In the course of a day, as he casts them, he for- 
gets them. If he were to cast w o  1st level spells 
and his 4th levcl spell, he'd only know one 1st 
level spell, thm 2nd level spells, and IWO 3rd 

The "Spells/Levcl" columns on the cxperi- 
encc cham shows how many spells can be memo- 
rized at any one time. not how many spells the 
spcllcastcr has access to. He doesn't have IO 
memorize the same spells every day. Magic.uwrs 
may have more spells in their books than they 
can know at any one time; clerics may. over a per. 
iod of days. learn many more different spells 
than they can cast in a single day. 

level spell. 

level spells. 

Carting Spells 
In the game, when you mun your CM~ECS~ to 

cast a spell. just tell your Dungcon Master. The 

DM may ask for some details: for example. some 
spells axe cast at a target. and you must tell the 
DM what the target is. For example. i cleric's 
player might say3 "I'm casting a cure light 
wounds spell on Rug in 

The character must%e cblc tognnuc and spepk 
normaUy to cast a spcll. While casting a spell. the 
chamctcr must remain in onc place and wnccn- 
mate. The charvter cannot cast spells while walk- 
ing or running, rowing i boat or poling i mfr. and 
so on. If the charmer is dkrurbed (i.c., hit in 
cnmbnr, rackled, ctc.) while casing i spell, the 
spell will be ruined, and will sciU be %used*' 
fromhismindjustasifithadbeencast. 

Spells must be cast one at a h e :  i character 
cannot cast more than one spell at the same rime 
(Le., no more than one in the same combat 
round). 

hponnnt Note: Unless othcrwix noted 
in i spell description. damage caused by 
spells is always rolled on six-sided dice. If a 
character can cast a spell which d m  six dice 
of damage, this is customarily 6d6. 

The maximum damage produced by any 
sin IC spell-including fucbnll. lightenkg 
b o t  I and delayed blast fmbdl-is 20 dice. 
of the type specified (usually d6, therefore i 
maximum of 2Od6). This is very imporrant 
for game balance. and should not be ig- 
nored. 

For example, without this maximum, a 
36th level magic-user could instantly slay any 
other magic-user by surprise, rcgnrdlcss of 
the results of the saving throw! 

Reading Spell Dercriptic 
Below. each spcll is explained in terms of its 

range. duration. and effect; these t h m  details 
arc followed by its description. 

Range: This is a measure of how far from the 
spcllcastcr the m ic will reach. The character 
should be sure. b x r c  casting the spell. that the 
target is within range. If the description says 
"Range: 0:' the spell may only be used on the 
spellcaster, and cannot be cast on others. If 
"Range: Touch'' is given. the spell can be placed 
on any creature the spcllcastcr touches- 
including the spellcaster himself. If the range 
listed is i distance, and you're not sure how far 
from the target your character is. ask the DM if 
your target is within your spell's range. 
Duration: This describes how long the effecu 

of the spell last. A spell's duration is given either 
in rounds (each round lasrs rcn seconds) or NM 
(each rum w ten mnutcs). If the description says 
"Duration: Permanent:' then the spell has a 
permanent effect that does not go away after a 
given duration (though other spells can some- 
times dispel it). If the spell's duration is listed as 
"Instantaneous," the spell d e s  &ect immcdi- 
ately, though specific spell deseriptions will alter 
its actual duration. 
E&n: This gives details on either the number 

of crciturcs or objects, or an area or volume of 
space. which the spell affects; it can also briefly 
describe what the spell docs in short form. 

Dcrcription: This t a t  explains whit the spell 
does IO those it nffecrs. 



Srvinp Throw# VI. Spollr 
With many magic spells. a c h u r  can &en 

resist some of the spell's effcco by awking a 
Id20 roll called a u h q  rhror. A wing throw is 
the number the character must toll qual to or 
higher chan to svcccacfully "save against a spell." 
Bwically, if your chancer maker his saving 
throw. he can either reduce the damage inflicted 
by the spell or he can parrially (or fully) misr the 
spell's effeccs, depending on the individual 
spell. 

If a character IS allowed to makc a wing 
throw VI. rhe effecu o f a  qrd. the spell dcprip 
tion will mention the fact. dcsuiprion 
plro explains the &ea of a $ a d u l  save. You 
can lean more about saving throws in Chapcer 8 
on PW 109. 

Rrvrnlblr Sprllr 
Some sp& can be cw "mersed:' meaning 

that they mu11 in an effect opposite to the effect 
n d y  described for rhc spell. Por ""ple3 
when a cleric cwu a reversed henling spel , it 
harms the recipient. 
On the spell hits you 71 &d in rhb chapter, 

MY spell marked with an astehk (*) may be re- 
vennl; the spell dcsui tion will explain what 
the reversed spell does IC IS nor xlf-evident. If 
a spell name is not maked with an MC*, the 
spell is not reversible. 

Mngic-usen m u  memorix their spells in the 
m e d  form in older to use them reversed. 
Clerk. on the other hand, vill I w n  rheir spells 
through meditation. and can decide during the 
cwting whether 10 C M  them in proper or re. 
v e d  form. 

Multiple Spoil Ettocta 

ip. . 

Some spells can be wed to cemporptily im. 
provcachprpctcr'sattnckrolls, damagerolls. sav- 
ing throws. and other abiliriu. 

As P general rule, curing the same spell twice 
on someone doesn't do any g o d ;  the spells' d. 
feccs do not combine, even if they were cp(t by 
two different characters. Por innnncc. LWO hwre 
spells (described further in this chapter) do not 
combine to allow a orget ch~rnncr to attack at 

will cake effect. 
DitTunrspells. on the 0th- hand. 01 the et- 

kcs of spells and magical itchu. will usually 
combine succwfully. For example, a blas speu 
give a chaaxtcr a + 1 to hb arack roll: so does a 
magical sword with a + 1 bonus. If a chnnncr 
with amnginl sword + I  is blessed by a cleric. 
the two bonuses combine and he haa a +2 d d -  
ed to his attack roll (in nddition to normal 
Svengch bonuses). 

foUr t h  the tlWrnd rate: only rhe fmt hasre 

Clerical Spells 
Clerical spells tend to be less flashy than 

magic.user spells. Clerical mqic pr imdy in. 
volvn heding, divination of mth, protection 
from ham, and so fonh. Seldom do you xe der. 
ical spells as forceful and dramark w rhe magic. 
user's lighmin8 bolt. On the other hand, clerics 
-n fight well and don't need &I spells. 

Clerical Spells L h t  

Pint M 
1 Cure Light Wounds' 
2 Detect Evil 
3 DetecrM~gK 
4 Light* 
5 Ptotedon from Evil 
6 Purify Food and Water 
7 RcmoveFca* 
8 RnistCold 

Fourrh tnel 
1 AnimateDcad 
2 Create Water 
3 Cure Serious woundr. 
4 DispelMagic 
5 NcvrnlitcPoLon* 
6 Protection from Evil 10' radius 
7 SpeakwithPlancs 
8 SricksroSnaker 

Seven& M 
1 Ennhqunke 
2 Holy Word 
3 RaiseDeadFully* 
4 Retore' 
5 Survival 
6 %vel 
7 wish 
8 Wiradry 

Reversible Swll 

Druidic Spell6 L i l t  

S e c o n d M  
Bless* 
Find Tnps 
Hold Penon* 
Know AIign~nent' 
RerLt Fife 
Silence 15' Radiw 
SnpLe Chm 
Speak with Animal 

Pihh L** 
Commune 
Cmte Food 
C u e  Critical Wounds* 
Dispel Evil 
Inxcr Plague 
QUnt* 
Raise Dead* 
'hesight 

Pint M 
1 DctectD~nger 
2 Faerie Fire 
3 Locate 
4 PredictWeatbet 

Pourth Lcrd 
1 Concml Temperature 10' radius 
2 P l a n t h r  
3 Protection from Lightning 
4 SummonAnimpls 

Seventh Inel 
1 CmpingDOom 
2 MctaltoWd 
3 Summon Ekmend 
4 Weather Gnu01 

S e m n d M  
Hear Metal 
ObscvfC 
Produce Fife 
wprp \Jrrwd 

Pifrh M 
Anti-Plant Shell 
Control Winds 
Dissolve 
Pam Plant 

fhLd kl 
Call Lightning 
Hold Animal 
Protection from Poison 
Water Breathing 

SLthlnd 
Anti-Animal Shell 
Summon Weather 

brrninp Spa111 
B learn a spell, the cleric medimca, petition- 

ing the power he serves. The memory and details 
ofthcspellsappe~rinthederic'smind. Theder- 
ic may c.lt the speUs at my rime there&er. The 
dcric will member  csch spell until it is cwt. 
even if it is not used for days or weeks. 

As a player, all you need to do is chmsc what- 
ever spells you want your charmer to have. This 
can only be done when the cleric hw had a good 
night's deep and immediately hw a full hour 
when he does not have to do anything stnnuous. 

The dcric can medicate in a certain m u a t  
of noise: the sound of a camp readying iuelf in 
the morning, the normd bwtling o f a  house or 
inn, even while pcoplc are trying to talk with 
him. He's not totdy CUI &from his surround- 
ings, and CM put up a hmd or uy a few won31 
to fomrd funher interruption. But it's nor 
+ble for the cleric to mediratc in the middle 
of a battle. 

if the cleric leaned spells on a r&w day 
char he no l o w  wane to have an%ble to him. 
he can opt to forget them and medicate on new 
SpCUS. 



Magical Spells Lirt 

Finr M 
1 Analyze 
2 ChpnnPcnon 
3 DetectMlgic 
4 FloaungDk 
5 HoldPoKal 
6 Light. 
7 MagicMinile 
8 Protection from Evil 
9 R e a d h g u w  

LO ReadMacic 
L1 Shield " 

13 Venviloquh 
12 slcep 

Fmnh M 
1 ChannMonster 
2 Clothform 
3 confurion 
4 DimmsionDoor 
5 GroMhofPlpnu* 
6 Hdudnrrory 'Rnnin 
7 Ice Storm/Wall oflce 
8 MpIunorph 
9 Polymorph Other 

IO Polvmomh Self 
I1 R&ove'Cune* 
.2 Wall ofFUe 
.3 Wizard Eye 

h t h M  
1 ChaImPlnnt 
2 Create N o d  MOMICIS 
3 Delayed Blast Pirebd 
4 Ifonform 
5 Lare 
6 MagicDoorf. 
7 Maw Invisibhtv* 

1 SummonObjcct 
2 sword 
3 'Rkpo~ MY Objm 

Reversible Spell 

second k d  
Continual Light' 
Dcrect Evil 
Defect Invisible 
Entangle 
ESP' 
Invisibility 
Knock 
Levitate 
locaw Object 
Mirror Image 
Phantasmal Foxe 
Web 
Wizard lock 

F a i l  M 
Animate Dead 
ClOUdLiU 
Conjure Elemenral 
Contm Outer Plane 
Dincolve' 
Feeblemind 
Hold Monster' 
Magic Jar 
Ppsswall 
Plckinesis 
%le n 
w a ~ h  Stone 
Woodform 

Eighth M 
Clone 
Creace Magical Monsters 
Dance 
Explosive Cloud 
Foxe Field 
Maw Chpnn' 
Mind Bprricr. 
Permanence 
Polymorph Any Object 
Power Word Blind 
Steelform 
Symbol 
Travel 

T h i r d M  
ClaiIVoyance 
Crcare Air 
Dipel Magic 
Pirebd 
Fly 
Hnsfe' 
Hold Person' 
Infravision 
Invisibility 10' Radius 
Iightning Bolt 
Protection from Evil 10' Rndius 
Protection from Normal Mirrilca 
Water Breathing 

S L t h M  
Anti-Magic SheU 
Death SDCU 
Disinte&ate 
Geps* 
Invisible ScaJker 
Lower Water 
Move EPrth 
Projmed Image 
Reincarnation 
Stone ro Flesh* 
Stoneform 
W d  of Iron 
Weather Gmml 

Ninth &eel 
Contingency 
Crcaw Any Momer 
Gate' 
HCd 
ImmUnic, 
Maze 
Mecmr Swarm 
Power word Kill 
Prismatic Wall 
ShwhPnBc 
Survival 
Thestop 
Wish 

Number and Typer of Spellr 
The cleric may know at any one time the num- 

ber ofrpeb appropriate for his experience level, 
as shown on the cleric's experience cable in 
chapter 2. 
The &tic may know any clerical spell from the 

list of clerical spelb sa long as he is o f a  high 
enough olpericncc level IO know it and CMC it, 
and so long as the DM has nor banned the UT of 

cannor lcun a spell from either the druidic spells 

, 

chat plrriculu spell in hi8 campaign. The cleric 

list 01 the mneicpl spelL list. 

Revenible Spell# 
A deric may mcrse a spell simply by casting it 

brcksrprd. The player h p l y  says, "My cleric is 
mung the spell in mcne!' 

However, Lnwhl cleria prefer not to cast 
spells in I C V C ~  form. They only cast the IC. 
versed tom in mrcme life-or-death situations. 

Chaotic clerics &en use the m e d  spells. nnd 
only UM the normpl forma to benefit their 
friends. Neutnl cletiw can chm w fut the 
normal or the mersed forms. 

Llrt of Cbricr l  Spellr 
Following is a lia of claienl spells and heir 

deunprions. They're divided up into apell levels 
and ~ct in alphabetical order. All spells marked 
with astemk (*) CM be cast in m r s e d  tom. 

Pint hvrl Clrricrl Spollr 

Dunuon: Permanent 
E f k t :  Any one tivint macure 

ll either heah damage or moves pa. 
nlysis. &d to heal. it can cure 2-7 (ld6+1) 
poinu ofdamnge. It cannot heal damme ifused 

This 

to cure paralysis. The cleric may cut it on him. 
self if desired. 

This spell cannot incresrc a mature's ropl hit 
poinu a h  the origLul amount. 
Whenmd,thicrpell,cauaI&ltrmwic, 

caws 1&+1 (2-7) pohm of @ w MY 
mature or chnncter touched (M wing thm* is 
dowed). The cl& must makc a n d  attack 
mll to inflict this damage. 

Decca Evil 
Range: 120' 
Duntion: 6 N ~ S  
Effect Bveryching within 120' 

When this spell iscpn, rheoluk will re d y  
enchanced objem within 120' glow. It will llro 
c a w  cmcures that want to harm the &tic to 
glow when they M within nnge. The lcd 
thoughtsofthe cmtura cannot be hcud. Re. 
member that a Chnnic alignment doa nor aum 
maficdy mean Evil, although mnny C h d c  
monsters have nril intentions. 'Ihpr and p o h  
M neither god nol Nil, merely dmgemur; rhL 
spell does nor rmrl them. 

-w 
Range: 0 
Duration: 2 NIKU 

Effect: Evcryching within 60' 

When chii spell is cast, thc duL will re a 
glow surround mneicpl objecu. U~NIQ. and 
places within the rpcll's &. Thc glow will not 
kn wry long; dericr rhwld nomully UT the 
I UwlywhcnthcywantwknarifP.rriollPr 
o&m . ~ r c ~ d y  withm sight arc. in fin. mgiat. 
For example, a door may be held hut m q i d y ,  
a m g c r  might ~ u d y  be an c n d r ~ t ~ d  mon. 
iter, or a vcwlc might be cnchmccd. 

Light' 
Range  120' 
Duration: 12 turns 
Effect: Volume of 30' dimear  

This speU maces a I.ge b d  oflight, asif fut 
by a bright torch or lamp. If he Cpeu is fut 011 

an objcct (Neb as the cleric's wcnpoa), the light 
will m e  with the object. 

If he cpdl is c u t  at aucL(yIc's eyes. the vic- 
tim must nuke a saving rhmaw. rpcll. Ehct.iL 
the saving throw. the vi& will be b h W  by 
the light fo~ thc dundon of rhe rpell, or u n d  
rhc qxu &et is canceled. 

When md, thL s U, dukneac, cram a 
d e  ofduknes 30' in E-. It will block d 
sight except infm&n. Darhua will d a 
&hr speU if cpn up00 it, but may itself be can. 
ccled by anocher &hr spell. If cut at UL oppo 
nent's eycs, dacheac c a w  blindnew tor the 
ducation of the spell or until canceled. If the m. 
gct makes a successful MV& throw n. rpcll, the 
spell miares. 

BmtcccionfnXllETil 
Rnry:O 
Duntion 12 NIIU 
Effect The cleric only 

d around the cleric's body (Ins than an inch 
ThLSPd CIC.rcLM imkibk I M g d  hnicr 





pnimnls of that type if they are within 30'; the 
effect moves with the caster. 

The cleric CM speak to MY normal or giant 
forms of the specific animal type named. but on- 
ly to one type at a h e .  The caster may not use 
this spell to speak to intelligent animnls and 
fantdC CICPNICS. 

The creatures spoken to usually have favorable 
redom ( + 2  bonur to the reaction roll). and 
the EM be talked into doing a favor for the cler- 
ic Jthe reaction roll is high enough. The animal 
mwt be able to undcntnnd the reonest md 
must be able IO perform it. 

Third Level Clerical 8 ~ 

Range: 120' 

I8 

CoDQUpl light* 

Duration Permanent 
Effect: Sphere of light 60' a c r o ~ s  

daylight in 
a spkdcpl volume of 30' radius. It lasts until a 
dispel magic or continua/ darkues spell is cast 
upon it. CMNICS penalized in bright daylight 
suffer the same penalties within this spell e&n 
(for example. goblins. which suffer a - 1 attack 
roll penalty in daylight. suffer the same penalty 
within the &ect of mnrinud lighr). 

If the spell is cast on M opponent's eyes. the 
victim must make a saving throw VI. spells or be 
blinded until the effect is removed. This spell 
may be cast in an m a ,  upon an object. or on a 
person or mature; it CM ah be CM dircdy on a 
person's or cceatucc's eyes, thua blinding him. 

The mene of this spell, continual darkuesr. 
creates a completely dark volume of the m e  
sue. Torches, lantern. and even a /&hrspell will 
not sect it, and infravision cannot penetrate it. 
A motinudlighrspcll will, howmr, cancel it. If 
EM on a creature's eyes, the ucatun muat mplic 
a saving throw vs. spells or be blinded (with the 
same effects as blindncss from the normal Eon- 

unud light until the saell is removed. 

curt BlidlcsI 
Range: Touch 
Dumtion: Permanent 
Effect: One living creature 

This spell will cure nearly MY form of blind. 
ness, including those caused by light or dukues 
spells (whether normal ar continual). It will not. 
however, &ect blindneu cawed by a curse. 

c w  DimIe* 
Range: 30' 
Duration: Permanent 
Effect: One living creature within range 

This spell will cure MY living c r e a m  of one 
disease. such as those caused by a mummy or 
green slime. If cast by a cleric of 11th level or 
greater, chis spell will also cure lycanthropy. 

The reverse of rhis spell, E.we &a, infects 
the victim with a hideous wasting disease unlw 
he successfully makes a saving throw vs. spells. A 
d k d  victim has a - 2 penalty on all attack 
rolls. In addition. the victim's wounds cannot be 
magicaUy cured, and natural healin takes twice 
as long as usual. The d i s c ~ c  is hrafin 2d12 (2- 
24) days unles runoved by a clue dircue spell. 

This spell creates light as bright 

G i a h o f A n i m p l  
Range: 120' 
Duration: 12 turn 
Effect: Doubles the size of one animal 

This spell doubles the size of one normal or 
giaat animal. The animal then has twice its nor- 
mal sucngth and inflicts double iu normal dam- 
age, It may also carry twice its normal 
encumbraace. This spell does not change an ani- 
mal's behavior. m o r  clw, or hit points. and 
does not affect intelligent animal races or 
fantastic creatures. 

Locate Obi- 
~mge: o-(ciCleric only) 
Duration: 6 turn 
Effect: Detecu one object within 120' 

This spell allows the cleric to sense the direc- 
tion of one hown object. It gives no informa- 
tion about distance. It can detect a common 
object with only a partial dexription (such as 
"stairs leading up") but it will only meal the 
direction to the closest such object. lb fmd a spe- 
cifc object, the cleric must know exactly what 
the object looks like (size, shape, color, eu.). 
The spell will not locate a creature. 

Remore Cunc' 
Range: Touch 
Duration: Permanent 
Effect: Removes any one cum 

This spdl removes one curse. whether on a 
chwter,  item, or area. Some cursekespecially 
those on magical items-may only be removed 
for a shon time, at the DMs discretion; such 
curses would require a dispel evil spell for per- 
manent removal (or possibly a remove cum cast 
by a high level cleric M magic-user, again at 
DM's discretion). 

The reveue of chis spell, curse, causes a mis. 
fonune or penalty to pffcct the victim. Curses are 
limited only by the CMCCI'S impgination, but if 
an ammpted a m  is too powerful. it may return 
to the caster (DM's discretion)! Safe limita to 
curses may include: - 4  penalty on attack rolls; 
- 2 penalty on saving throws; prime requisite re- 
duced to half normal; - 4  penalty on others' re- 
auion rolls to him. The victim may make a 
saving throw vs. spells ro avoid the curse. 

speak rich chc Dend 
Range: 10' 
Duration: 1 round per lwei of the cleric 
Effect: Cleric may ask three questions 

By means of this spdl. a cleric may ask three 
questions o f a  deceased spirit if the body is with. 
in range. 

A cleric of 6th or 7th lml CM contact recently 
decensed spirits (rhosc dead up to 4 days). Clerics 
of levels 8.14 have diihtly more power (contact- 
ing spirits up to 4 months dead). and cltrio of 
levels 15-20 have even more (speaking with 
corpses up to 4 years dead). No time M u  apply 
to cieriea of 2lst level or greater. 

The spirit will alwaya reply in a tongue known 
to the cleric, but CM only offer knowledge of 
things up to the time of its death. If the spirit's 
alignment is the same as the cleric's, it wiU pro- 

vide clenr and brief answers; howcvcr, if the 
alignmenu differ, the spirit may reply in riddles. 

StIiking 
Range: 30' 
Duration: 1 turn 
Effect: ld6 bonus to damage on 1 weapon 

This spell allows any one weapon to inflict ld6 
mddiriod inu of dam per attack (like a 
magical S o f m ~ n g ) .  I% weapon win inflict 
chis exua damage with every s u c d l  blow for 
as long as the spell Iasu. This bonus does MI a p  
ply to attack rolls, but only ro damage rolls. 

If the cleric casts this s eli on a normal weap 
on, the weapon may t en damage creatures 
which M normally affected only by magic wrrp- 
OM; the weapon will do ld6 points of damage 
per strike (regardless of the normal damage of 
the weapon). 

Fourth k v e l  Clerical Spell8 
AnimnteDend 
Range: 60' 
Duration: Permanent 
Effect: Creates zombies or skeletons 

This spell allows the caster to make animated, 
enchanted akelecons or zombies from normal 
skeletons or dead bodies within range. These M- 
imated undead creatures will obey the cleric un. 
til they M dcsrmyed by another cleric or a +I 
magi: spell. 

pot ench experience level of the cleric, he may 
animate one Hit Die ofundead. A skeleton has 
the m e  Hit Dice as the original creature, but a 
zombie has one Hit Die more than the original. 
Note that this doesn't count character experi- 
ence levels as Hit Dice: For purpoacr ofthia spell, 
all human8 and danihumana M 1 W cm- 
m s ,  so the remains of a 9th level chid would 
be animated as a zombie with 2 HD. 

Animated creatures do not have MY spells, 
but arc immune to deep and chum effects and 
poison. Lawful clerics must take care to use rhis 
spell only for good pulposc. Animating the dead 
is usually a Chaotic act. 

create %tu 
Range: 10' 
Duration: 6 NIN 
Effect: Creates one mpgiul spring 

With hii spell. the cleric summons forth M 

enchanted fin from the ground or a wall. The 

ta for 12 men and their mounts (for that day, 
about SO gallons). For each of the cleric's orpui. 
e m  levels above 8, water for twelve additional 
men and mounu is created; thus a loth level 
cleric could create water for 36 men and horses. 

The cleric doesn't have to create the mold- 
mum amount of water if he doesn't wish to. He 
might with to create a spring which will flow for 
half M how, or a few minutes: the player need 
only fell the GM how many gallons he wants the 
spell to create, up to the spell's maximum. 

spring will 2 k  ow I M hour, creating enough wa- 



Cure seriow wounds' 
Range: TMIch 
Duration: Permanent 
Effect: Any one living creature 

This spell is h i l a r  IO a cure lighr wounds 
Wll, butwilIcureonecreaNreof2d6+2(4-14) 
points of damage. 
The reverse of this spell, cause serious 

wounds, causes 2d6 + 2 points of damage ro any 
creature or character touched (no saving thmw). 
The caster must make a normal auack mll to RIC- 

cersfully cast the cpwe serious wounds spell 

Dispel M a e  
Range: 120 
Duration: Permanent 
Effect: Destroys spells in a 20' cube 

This spell destroys other spell &ecu in a cubic 
volume of 20' X 20' X 20'. It don not affect mag. 
ical items. Spell effects created by a caster 
(whether ckric. druid, magic.w. or elf) of a 
level equal to or lower than the caster of the dis- 
pelm icare automatically and immediately de. 
sroye? Spell &em created by a higher.kvel 
caster might not be affected. The chance offail. 
ure is 5 %  per level of difference beeween the 
casrers. For example. a 7th level cleric crying to 
dispel a web spell cast by a %h level magic-user 
would have a 10% c k e  of failure. 

Dispel magic will not &ecr a magical item 
(such as a scroll. a magical sword, etc.). How. 
met, it can dupe1 the &em of the magical item 
when that item is uxd (for cxmpk. a spellcarer 
can cast dispel magic on the vicrim of a ring of 
human conmiand snap him out of char control, 
or on a flaming weapon m douse the k c ) .  

N~~tlPLi~F'oimn* 
Range: Touch 
Duition: Perminent 
Efkct: A creature, conwiner, or objca 

This spell will make poison harmless either in 
a UeaNre, a container (such as a bortk), or on 
one objecr (such as a chest). It will even wive a 
victim slain by poison if cut within 10 rounds of 
the poisoning1 

The spell will affect any and 111 poisons 
present at the time it is cast. but don not cure 
any damage (and will thus not revive a poisoned 
victim who has died of wounds). 
Thereverseofthisspell,crearepoisoa, maybe 

cast, by touch, on a creature or container. A ckr- 
K cannot CMC it on any other object. A victim 
must make a saving rhrow vs. poison or be im. 
mediately slain by the poison. If cpdt on a con- 
tainer, the spell poisons its contents; no saving 
throw applies, even for magical concainers or 
contents (such PI potions). (Of course. when 
someone drinks those poisoned contents. he gets 
a saving throw.) Using cmrepimn.  or poison. 
ing in any case. is usually a Chaotic M. 

Protodm tiam E d  10' Radiw 
R u y  0 
Durauon: 12 NIIU 
Effect Barrier 20' diamccer 

This spell creates an invisible magi4 barrier 
all around the caster, extending for a 10' radius 

m dl directioix. The spell xmed ps ptotadon 
from attacks by monacers of an alignment other 
than the Caster's. Each UeaNre within the barri- 
et pins a t 1 to all saving throws. and all art& 
against those within arc penplized by - 1 to the 
attacker's attack roll while the spell lam. 
In addition, enchanted creatures cannot at. 

rack those within the barrier in hand.to-hand 
(melee) combat. (An enchanted creature is any 
creature which is magically summoned or con- 
walled, such as a charmed character, or one that 
is nor harmed by normal weapons. A creature 
that can be hit only by a silver weapon-a were- 
wolf, for example-is not an enchanted m a -  
W e . )  

If anyone within the barrier an& an en. 
chanted creature. the barrier will no longer pre- 
vent the CreaNre from attacking hand-m-hand, 
but the bonus to saving thm and penaly to 
attack mllr will still apply. 

Attackers, including enchanted creatures, can 
artack pcople inside the barrier by vjng missile 
or magud accacks. They do suffer the - 1 p a l .  
cy to attack mlla. bur thnr is the only penalty 
they suffer. 

SprrL with Flanm 

Duration: 3 nuns 
Effect: All plants within 30' 

This spell enables the cleric to mlk to plana as 
though they arc incclligent. The cleric may re- 
quest P simple favor, and the plants will grant it 
if it M wirhin the plants' power to understand 
and perform. This spell may be used to allow the 
cleric and pnny to pass through otherwise im- 
penerrable undergmh. It will PLO allow the 
cleric to communicate with p l ~ t l l ~  monsters 
(such OS UCM~S) 

stidrr to sllaka 
Range: 120' 
Duration: 6 nuns 
Effect: Up to 16 sticks 

This spell NIM 2dS sicks into d e s  (de- 
tailed below). The snakes may be poisonous 
(50% chance per snake: the DM can roll ld6 for 
each snake: on a roll of 1.3. the snake is poison. 
om). They obey the cleric's commands, bur will 
Nrn back into sticks when slah or when the 
SDCII'S duration en&. 

Range: 0 (Cleric only) 

Snh:  NA 2d8 (2d6): AC 6. HD 1: AT 1 
bite:DmgId4:MVW'(3O'):Sa~Pl:MLl2: 
lT Nil: AL Neutml: SA Doison 00% chance 
for each snake to be po&ous); XP 10 (non- 
poisonow)or 13 (poisonous). 

Flfth Level Clrrlcal Spollr 
communc 
Range: 0 (Cleric only) 
Duration: 3 ~ Y I M  
Effect 3 questions 

This spell allows the cleric to ask questions of 
the greater powers (whatever forces of namre, 
greater spirits. M legendary Immortals the DM 
has created for this camppign world). The cleric 
may ask thre+ quntions chat can be amwered 
"qes" or "no:' 

A cleric may commune only o m  a week. If 
the clerics in the campaign are wing the spell roo 
often, the DM may wish to limit its use to o m  P 
month. Once a year the cleric may ask twice the 
normal number of qudons. The DM 
wish to establuh that this must occur on%$ 
which is significant to the greater powers being 
questioned. 

clate Food 
Range: 10' 
Duration: Pennancnt 
Effect: Creates food for 12 or more 

This spell created enough normal food to feed 
up m 12 men and their mounts for om dny. Pet 
evey kvel of the cleric above Brh, the spell ne- 
a m  enough food for 12 additional men and 
mounts. The cleric doesn't have to create the 
maximum amount of food ifhe doun't w i d  to: 
he can create a lcou amounr. C m e d  food 
spoils after 24 houa; therefore it is impomibk m 
lay in a big sore of food ueaced by this spell. 

C U r e c r i a l W ~ *  
Range: Touch 
Duration: Permanent 
Wm: Any one living mature 

This spell is similar to a cure &hr wmds 
spell, bur will cure one living CMNE of 366 t 3 
(6.21) points ofdamage. 

c a m  3d6 +3 (6.21) points of damage ro M y  

throw). The caster must make a normal acme Y living creature or character couched (no sa 

The weme of Ihia spell (cause uicicnl wMu)&) 

roll ro'cpuse the criricnl wound. 

DLpel Evil 
Range: 30' 
Duration: 1 turn 
Effect: Enchanted or undead moMtets or OIK 

curse or c h m  

This spell may affecr nll undead and enchant- 
ed (summoned, controlled. and nnimatcd)mon- 
sten within range. It will dntroy the momer 
unless each vi& makes a saving thror w. 
spells. If CM at only OM creature. that ~ N C C  

takes a -2 penalty m the saving throw. Any 
creature from another plane u banished (forced 
to renun to its home plane) if it fnih the saving 
throw. Even if the victims s u c c d l y  d their 
saving throws. they must flee the area. and will 
stay away as long as the caster mncentraccq the 
m e t  cannm move while mcenrrating. 
This spell will PLO remove rhe curse from any 

one NIgd item, or may be used to remove the 
influence of any magid c h m .  

-&P 
Range: 480' 
Ducation: 1 dig 
Bffca: Creates a swarm of 30' radius 

This spell summons a VM swarm of inamr. 
The s w a m  obscures vision and dr iw off crea. 
NES of lers than 3 Hit Dice (no saving throw). 
The swarm moves at up ro 20' per round as di. 
rcncd by the cleric while it is within mp The 
CMer must moce(~tlotc, without ~QN)B, to 
conml the swarm. If the caster is dinarbed, the 



inrmr rater and the spell mds. This spell only 
works ourdwn and a b - g r o u n d .  

Qllar’ w; 30’ 
Durauon: Special 
mea: compels one living CMNIC 

This spell forces the vicrim to perform dome 
s p e d  cask or qua. commanded by the cast. 
er. The vi& may make a saving rhmw VI. 

spella: if he succeeds, the spell don not &t 
him. 

A typical task might involve slaying a c e m h  
momccr, raeuing a prisoner, obtaining a magi. 
cd irem for the CMICI, or ping  on a pilgrimage. 
If the task is impouiblc or suicidal, the spell has 
no d f a t .  Once the cask is complmd. the spell 
ends. 
The spell form the vicrim to undercake a cask. 

but doan’t fom him to like it. Once the cask is 
accomplished. the victim might WLh IO exact te- 
vrnge on the cleric, jusc depending on the &- 
cumstanccs of the adventure. Any victim 
rch ing  to go on the quar is c d  until the 
gum is continued. The type of cune is decided 
by the DM. but may be double normal nrength. 

The mne of this spell. remove quesr, may 
be wed to dispel an unwand questor a gum- 
related cum. The chance of SUK- is 50%. 
modified by 5 % for mry Iml of the caner dif. 
fen from the level of the caner of the fust quur. 
Thus. an 11th level cleric attempting to rcmove a 
quesr c u t  by a 13th lml cleric has only a 40% 
ma of succela: a 36th Iml cleric attun Ung 

-30% chance (reduced to 99% to provide for a 
1% chanceoffnilure). 

Raise Dad’ 
Range: 120’ 
Duration: Permanent 
-1: Body of one hunun or demihuman 

By means of this ell, the cleric can r a k  any 

The body must be pmenr, and if pan is missing, 
the nircd chnncrer will be disabled accordingly. 

An 8th level cleric can niK a body tbar has 
been dead for up to four days. POI each level of 
the cleric above 8rh, add four days to chis time. 
Thus, a 10th Iml cleric can niK bodia that 
have been dead for up to nvelvc days. 

The recipient m n s  to life with 1 hit point, 
and cannot fight, CUI spells, w abilitk. carry 
heavy lo&, 01 move at more than half speed. 
Thuc penalties will disappear nfrcr rwo full 
weeks ofcomplete bed rest, but the healing can- 
not be speeded by magic. 

The cleric may nlso CMC this spell at any one 
undead maNre within range. The undmd uep- 
cure will be destroyed unlnr it makes a saving 
rhmw n. spells with a - 2 penalty. Howocr, a 
vampire which fiiL its saving throw is nor de- 
stmyed, merely forced to retreat to iu d m ,  in 
gnreoulform,asfastaspouiblc. Whencuratan 
undead maclue of more Hit Dice than a vam- 
pire. chis spell inflicts 3d10 (3-30) points of 
damage. The ueature can make a saving rhmw 
n.zlls to take half damage. 

e lCVCne of t h i s  spell, f w  ofdeath, ue. 
aces a death ray that will kill any one living crea. 

I remove a gumcan by a 20th Iml cleric K as a 

human, d d ,  h 3 ng, or elf from the dead. 

m within 60’. The victim may make a saving 
duow n. death ray to avoid the e&ct. A Lawful 
cleric will only use f&cr ofdearh in a life-or- 
death situation. Fingu of death will actually 
cure 3d10 (3-30) points of dnmpee for any un- 
dead with 10 or more Hit Dice (phantom. 
haunt. spirit. nightshade, or rpeeial). 

au+t 
Range: 0 (cleric only) 
Duration: 1 turn + 1 round per lml of caster. 
Effect: Reveals all things 

When he CMCS this spell, the cleric is able to 
see all things within 120‘. The spell is quite pow. 
erhrl; the cleric a n  clearly see dl hidden, invisi. 
bk,  and nherral objecw and mnua as with 
the magic-wr demr inviible spell. In addi. 
tion, MY  em doom as well as things or ma. 
cures not in their INC form-whether 
polymorphed. disguised, or orheiwisc--uc seen 
as they uuly M, with no pdbiliry of decep- 
tion. Alignment is also “seen:’ PI is experience 
and power. 

Sixth Level Clrricrl Spellr 
Auialsurllllt 
Range: 60‘ 
Duration: 1 day pet level ofcasrer 
BtIm: SCNMC fetches one irem or CICPNIC 

An puipl want  is a very intelligent being 
from the elemental plane. With this spell, the 
cleric summons one of thee w, which a 
penrs immediately. The cleric mun then descrig; 
one c r e a m  or irem and its location to the ser. 
vant, or elsc it will depm. When it hears chia 
dcrcription and location, the aerial servanr 
leaves. uying to fmd the item or mature and 
bring it to the cleric. The KIWU will take 
much time as needed. up to the limit ofthe du. 
ration. If the spell’s duration lapses More the 
cask is completed, even if the aerial KNPIII is al. 
ready bringing the carget back to the caster, the 
aerial servant has Wed to accomplish its cask. 
See below for M e r  details. 
The aerial KIWX has 18 Srrength. and can 

carry up to 500 Ibs (5.000 cn). It can become 
crhercpl at will, and thus CM uavel to m a t  plac- 
es easily. However, it cannot paw chmugh a p  
m’on  fm evil spell &I. 

If it cannot perform its duty within the dun- 
cion ofthe spell, the KCIVMC becoma h e  and 
re- to amck che caster. 

See Chapter 14 for a full description of the 
aerial servant. 

AnLDmtc Objau 
Range: 60’ 
Duration: 6 tyrm 
B&n: Causes objects to move 

The cleric may use this spell to cause any non- 
livinp. nomagical objects to move and amck. 
Magical objects arc noc p&ncd. The spell can 
animate any one object up to 400 Iba (4,000 cn) 
(roughly the size of two men). or a number of 
d e r . o b j e c w  whore tot4 &ighr does not e* 
cnd 400 Ihs. ~.. 

The DM must decide on rhe mmmcnt ram. 
number of attacks, damage. and other combat 

details of the objects animated. As a guideline, a 
man-sized smuc might move at 30‘ per round, 
atrack once per round for 2d8 (2-16) points of 
damage, and have an armor clnu of 1. A chair 
might only be AC 6, but move at 180’ per round 
on its four legs, attacking twice per round for 
ld4 poinu pet amck. All objects have the m e  
chances to hit as the cleric animating them. 

Barrier. 
Range 60’ 
Duration: 17 NM 
E&n: clcares whirling hammen 

Thia spell crearn a magical barrier in an ucp 
up to 30’ in diammr and 30’ high. The W r r L  
a wall of whirling and dancing h e m .  obvi- 
o d y  dangerous many who wme in c o u w  with 
it. Any cmrun passing through the barrier 
takes 7d10 (7-70) points of damage fmm the 
whirling hammers (no saving rhmw nlloncd). 
Thia spell is &en wed to block an enVLflCe or 
wage. 

The m n c  of this spell (remove barrier) will 
d a m y  any one buriuueatcd by a cleric. IC can 
also be used to dcscroy a magic-wr’s wall ofice, 
wall offm, clothform, wowlfom, or d of 
m e  spell cffccm. It will not &ect the magic- 
user spells wall ofimn, sronefor, im& or 
Sree l fomr .  

Cram N& Animrl, 
Range: 30’ 
Duration: 10 rums 
Bffcct: h t n  1.6 1 4  animals 

The cleric is able to mare normal animu 
from thin nit with this spell. The animals will ap. 
pear at a point chosen (within 30’), but may 
thereafter be sent (by command) up to 240’ 
away, if desired. The animals created will under. 
stand and obey thc cleric at all times. They d l  
fight if so commpnded, and will perform ocher 
actions (canying. watching. etc.) to the ben of 
their abiliria. They are normal animals. and 
may amck ochers unlcss their insuvclions M 
cpnfvllywordcd. 

The cleric may choac the number of animals 
cread ,  but not the exact rype; the DM should 
decide. or m n  randomly dererminc, what s o n  
of animals ap The spell will mre om luge 

medium-sized animals (bear, p a r  cat, nc.). 01 
six mall animals (wolf, rock baboon. nc.). The 
spell cannot mate giant animals. The animals 
disappear when rLin or when thc spell duration 
Cndr .  

C d  
Range: Touch 
h c i o n :  Pcrmanenr 
Effm: Cum anyding 

spell is the mort powerful or me n q  
spclls. When used to cure wounds, it cues near- 
Iy all damage, leaving che m i  lent with onl 
id6 pomts of damage. (Restore %e victim to d 
starting hit points, then roll ld6 and subtract 
chat ammnt from the victim’s hit point tornl.) 

The spell can remove a CWK, neutralize a poi. 
son, cure p d y u s ,  cure a d i m a ,  NIC blind- 
nnr, or m n  nmm a feeblemind c f k t  instead 

SUhd (dv R“. MI hippOpOtPmW, e.), thm 



of henling. Homrer, it will cure one thing only: 
if the recipient is suffering from two or more af. 
&dons (such as wounds and a curse), the cleric 
mwt name the ailment the spell is intended m 

If cut on the mipicnt of a nubc dead spell. 
the curnll eliminates the need for two weeks of 
bed rest; the recipient can immediately function 
normdy This is the only form of magid curing 
thnr will work on a newly-m'd creature. 

Piadthcpuh 
Range: 0 (Cleric only) 
Duration: 6 NUIM t 1 cum per level of the caster 
f i f i t :  Shows the path to M area 

When casting this spell. the cleric must nnme 
a apechic place. though it need not be a place he 
has visited before. For the duration of the spell, 
the cleric knows the dimtion to that place. In 
addition. the cleric will mngically pin any spc. 
cial knowledge needed to get to &e place; for 
expmple, he would know the location of ~ u c l  

doom, pawwords. and w forth. 
When the spell's duration runs out, the caster 

only runember$ the general dirmion TO the 
place. All other spccid information is forsotten. 
The spell is instantly negated is the cnstet at- 
tempts to write down, record, or disclose that 
special knowledge m &n. Thia spell is often 
used to find a f m  nenpc route. 

SpenL with Monrtm* 
Range: 0 (Cleric only) 
Duration: 1 round per level of the cleric 
f i f i r :  Permits conversation with any monster 

This spell gives the caster the m e r  to ask 
qucsrions of any and d living and undcad uea. 
tures within 30'. Even unintelligent monsters 
will undemcand and repond to the cleric. Those 
spoken to will not attack the cleric while engaged 
in conversation, bur may defend themselves or 
flee if nrracked. The cleric may ask only one 
question per round, and the spell lasts one 
round per level of the cmer. 

The rcvepx of this spell, babble. has a 60' 
range, a duration of 1 turn per level of the cprrer, 
and nifmr one target within spell range. The 
viccim may m&e a saving throw VI. spells m 
avoid the effect, but with a - 2  penalry to the 
roll. If he fails the saving thmw. the victim CM- 
not communicate with any d e r  macure for the 
duration of the spell. Even hand motions, writ- 
ten nom, tekpnrhy, and all other forma ofcom. 
munication will seem garbled. This does not 
interfere with the victim's spellcprring (if any), 
but docs prevent him from wing MY magical 
i tem which arc activnted by command words- 
the command words rum into gibberish. 

lvmdofi*cnll 
b n g c  0 (Cleric only) 
Duration: Inrrantaneous 
Effect Telepom the caster to sanctuaq 

S e i  ro a mPgic-uMr's rekport spell, this 
spell carr~es the cleric and all equipment carried 
(but no other crcacures) to the cleric's home. re- 
gardless of the distance. The cleric mwt have a 
permanent home (such as a cutle). and s mdi. 
cation mom within that home; this mom is the 

clue. 

ducinacion when the spell is ant. During the 
round in which this spell is cast, the cleric auto- 
maticaUy gains initiative unless nuptiwd. 

Seventh Level Clerical Spell8 
fisrrhqnnke 
Range: 120 yards 
Duration: 1 cum 
f i f i r :  Causes CMh tremors 

to 
shake, and opens large cracks in the ground. A 
17th level cmer can &ccr an area up to 60' 
squprc. adding I' to each dimension with each 
experience level nbove 17th. Por example. an 
18th level ckric n&na an area up to 65' quare; 
19th level, 70' quqc;  and so forrh. 

Wirhin the area of cffm, all mall dwellings 
PIC reduced to rubble, and larger conrrructionr 
are cracked open. m e n  formations (hills. 
cliffsides, etc.) form mckdides. Cracks in the 
e& may open and engulf 1 creanue in 6 (de- 
termined mndomly). crushing them (when the 
die roll randomly determines rhnr a character is 
in danger of falling into a crack and being 
crushed, the character gets a saving Jlrow vs. 
death to =ape falling in). 

Holy wold 
Range: 0 
Duratiotx Instanmncous 
EEm: All macurcs within 40' 

This powerful spell caws  a section ol 

This spell affeers all crearurcs, friend or foe, 
within a circular area of 40' radius, centered on 
the caster. When the cleric wcs this spcll. all 
ueacurcs of alignmenu other than the cleric's arc 
affected as follows (no snving throw VI. spells al. 
loved): 

Holy Word &w 
u p  ro 5th Level: Killed 
Iml6-8: Stunned 2dlO cum 
Level 9.12: Ddened ld6 turns 
level 1s t :  Stunned Idlo rounds 

Any victim of 13th Iml (n Hit Dice) or high- 
er, or any victim of the same alignment as the 
casfet, may make a sa* thmv n. spells to 
avoid d spell e&cw. This povcrhrl spell cnnnot 
be blocked by stone, nor by any Mhcr wlid m.- 
terial except lead. It CM h o m r  he blmked hy 
an anti.nlagic shell. 

llsiK L h d  P d y '  
Range: 60' 
Duration: Permanent 
6ffCCt: h k C S  My LVhg C M M  

ma spell is similpr m the sth level speu rsiK 
dead, except thnr it can miie MY living 
creature-not just h u m w  and demihumnns. 
Any human or dunihuman recipient awnkens 
bedinrely,  with full hit pointd, and is able to 
fight. use abilities. ipeb known. nc., without 
any pcnalties--errept thwe penaltics the crea. 
M already pwesscd at the rime of death. POI 
example, a victim c u d  or &wed nt death 
would still suffer the affliction when &fi~IIy 

If any other living creature (ocher than a hu. 
man or demihuman) ir the recipient. the guide- 

lines giveo in the mike dead spell apply 
(including time limitations. rest needed. erc.). 

A 17th level cleric can use this spell on a hu- 
man or demihuman body chnt hns been dead up 
to 4 months, for each level of crperiencc nbovc 
17th. chis time incmKs 4 months. Thus, a 19th 
level cleric could CP(L nW dnd W y  on a body 
that ha been dead up to 12 months. 

The spell ufad ro undead. Cur on UL un- 
dead of 7 Hit Dice or lnr, the spell im- 
medintely destroys the crenture (no awing 

to 12 Hit Due to d e n  s a ~ t h r o w w .  rpelb, 
with a -4  pmalry to che roll; if the cmrure tnils 
the toll, it is desuoyed. The spell intlicts 6d10 
(6-60) points of damage upon an undcad mon. 
srer of more thur 11 Hit Dice, but the victim 
may nuke a saving throw VI. speb to tnkc hrlf 
dun*. 

The revew of chis spell (oblirrrsre W d l  &m 
a living creature jwt as mmpl fd, - 
undead (dcsuoy 7 Hit Dicc or Inr, et EL). If c m  
at an undead macure of any type, obliterate hns 
the m e  cffm as E cumll would on a l i v i i  
ucntun(curingal1bur ld6poLuaofdrmagc,or 
curing blindness orkblcmind, ere.). 

&rrotr* 
Range: Uuch 
Duration: Permanent 
Bfh: Ratores 1 level lost to e n q y  dnin 

Thir spell restores one full level of energy (a. 
perimcc) to any victim who has lost a kwl be- 
c a w  of enegy & (for inrtpncc. from a 
vnmpire's attack). It docr not restore more than 
one level. nor docs it add a level if no level has 
been lm. Furthermore, the deric c & n g  thL 
spell loon one level ofexperience, as ifsttuck by 
a wight when the spell ir CM, however, the dn- 
ic's lops is notpermancnt, and the cleric need w- 
Iy rest for 2d10 (2-20) days to rcgnin the Ian 
experience. 

level of experience fmm the victim touched, just 
like the touch of a wight or wrnith. C d n g  the 
rcvencd rpcll causes no cxpuicncc level lor, IO 
the cleric. nor does it require MY rest sfrawd, 
but it is a ChpotiC m, avoided by Iawful d&. 

slu*inl 
Raqcmudr 
Duration: One hour per Iml of the caner 
!xect Ptotccw we CrrUuK ilgdnst d non. 

mngicnl damage from the a v '  -1 

m spellpmteco the Dopicntfmn dvmc 
aonditiolu ofpuqx5. ilxhdiq mrmpl hat or 
mid, lack of air, and so fonh. Whilc the @I is in 
eftsr. cttecncocr nadsnoair,  food,^. or*. 
= s p e l l d = J ~ m n e p L u t  

onr,orp ~blowsfmnctnntrrr.Irc!uspm 
tm against aU @ EwKd by namrnl 
eondidoor~orhppLoaofaLpcnec. 

dcsen or blizzard to prcvenr d a r n a g ~ % ~ ~ ~ :  
nnrunl conditions; underground or underwnccr, 
ennbling survival without nir; in space, to magi- 
cdy  survive in vncuum; or 00 the ckmcnal 

throw). The spell forca an undead CrenNIC of 7 

mnC of Ihb@, life&, d n i M W C  

For example. a cleric might use chis 

hcofPire,mpmccccig.Lureonditioaltirc LlW. 



lhrrl 
Range 0 
Dumtion: One nun per level of the m e r  
Wm: A l l w  aerial or gwous uavcl 

This spell allowa the cleric to move quickly 
and frrely, even b n m n  the planes of existence. 
The cwter (only) my fly in the same mnnner as 
given by the magic-user's spell. at a rare of 364' 
(120'). The cleric M ah enter a nearby lane of 

round. He may enter a maximum of one plane 
per cum. 

~ e t y  five levels of experience (rounded down; 
for a m p l e ,  a 29th level cleric could b h g  five 
other cmcum on the journey). I% bring others, 
he must touch them, or they must much him, 
while the spell is can and the ahifr is made. Any 
unwilling c~eamre CM make a saving thmw M. 
spells to avoid the &ea. The cleric must cake 
the othen with him-he c m o t  send them 
while mnainiq behind. 

While chis spell is in &ex, the caster (only) 
may w m c  grwoua fbmr by concentrating for 
one full round. (If he is intcmrpted. no change 
occun.) Unlike the potion effect, d equipment 
cprried ah becomes pan of the same grvous 
cloud. In this form. the caster may travel at dou- 
ble the normal flying ntc: 720' (240'). While 
~MCOUS. the ckriccannotuse i tem or can spells, 
but PLO cannot be damaged except by magic 
(weaponsorceminspells). A h ,  agwouabeing 

c&n or an anri-mrgic shell 

WLh 

Duration Special 

existence, simply by concentracing P or one 

The cleric may b h g  one other CIeaCUIC for 

cannot pas  rhrough a pmm'm f m  evd 6 p d  

Range: S p d  

8&ct: special 

A wish is the single most powerful spell a der- 
ic can have. It is never found on a scroll. but may 
be placed elsewhere (in a ring, for aample) in 
me cam. Only clerics of 36th level and with M 
18 (or greater) Wisdom KOIC may cast the wish 
spell. 
Win# the Wish: The player must say or 

write the CXM wish hb chrnrtcr makes. The 
wording is very imponant. The wish will wdy 
follow the liternl wording, and whatever the in. 
tentiona of the cleric. 

The DM shouM try m main& game bnlnncc, e ncithermo genecow  no^ caoainpv in de- 
ciding the &em of a wish. Even a I d l y  phnucd 
nirh. made with god int~nt ion~,  ma 
d a .  However, if the d is Jy!Ym% 
with mslLiovs intent. the DM should make every 
effon m dicrmt the d u  ofthe spell a that the 
C M T ~  does not pmdit fmn it. lfncceapry, the DM 
can even dimllowthc wbh it would hen have no 
&. Whenever a d hik or ia m i d n ~ t e d ,  
the DM should qh (after the game) the prob 

Here M some examples of faulty wishes: 
"I wish that I knm evetything about chis 

dungeon" could result in the ch~rpcrer knowing 
all for only a second, and then forgetting it. 

"I wish for amillion p l d  pias" can be p t -  
ed by having them land on the chnrpctcr (that's 
1W.WJfp"d" o f 2 p  and thenvanish. 

"I wu  m unm IC 9 and permanently pos- 

lun or flaw in rhc phmsine. 

ICU the gaze m e r  of a hili& while re&ing 
d of my own abilities and item" is a c&Uy 
worded wish chat's out of balance. Chpnncrs 
able to use thee high.levd spells M W y  

uitc pone&l. Thia wish could mult in the 
!haracter growing a basiliak head in addition m 
the character's own head. 

A wish cannot be used to g i n  eitha arpni- 
cncc points or levels of qeriencc. 

Possible BflEcw: A properly worded wish can 
subsrimre for any other magical spell of 8th level 
or Icss, or MY clerical or druidic spell o f 6 6  level 
or I=, at the DM's discretion. This common use 
of a wish is more likely to succeed with lide 
chance for error than other uses of the spell. 
Othcrvire. if the wish is used to harm another 
cmmre, the victim may make a saving thmw va. 
spells. If the Iave ia aucceldul, the victim des 
half the ill effects and the other hdfreboundr on 
rhc c m r  (who may ah save to avoid it, but 
with a -4  penalty to the mll). If the wish will 
inconvenience amcone without harming him 
(for example, by causing him to relepon into a 
prison cell), the victim gem no 

A character can use a wish m gain u ~ u f e .  up 
m a maximum of 50,wO p l d  pieces per &. 
HOWCVCI, the c l~fer  l o s s  1 nrperience point per 
gold piece value of ueasure gained. and rhb Imr 
cannot be magicdy restored. 

The cleric can use a wish to temporarily 
chsnge any one ability KOIC to a minimum of 3 
or maximum of 18. Thia &ea lpns for only six 
turns. 
Wishes can nbo be used m permanently in- 

C M C  ability KOICS, but the con is very high: 
You mum CM w many d n  w the number of 
the ability mre desired. All the wishes mwr be 
MI within a one-week period. 

'lou may mise an ability KOIC only one point 
at a time. To r a i ~  your Strength ham 15 m 16 
takes 16 wish-. P then mise it to 17 will take an 
additional 17 wishes. Wishes cannot permn- 
nently lower ability %om. 

A wish cannot raise the maximum experience 
level for human chuamrs; 36th level is an a b  
lute limit. Homer. one wish can allow demi. 
humans to gain one additional Hit Die (for a 
n m  maximum of 9 for halfiings. 11 for elves. 
and 13 for dwarves). This affects only hit poinu. 
rad docs not change any other =om (such as at- 
tack mlls, elves' number ofspclls, cce.). 

A wish can change a demihuman m a human, 
or the INCDC. Such a change ia permaacnt, and 
the fripient don not become magical. Half- 
lings and dwarves become tighten of the m e  
level. Elves become magic-users or fighters (but 
not both). at the choice dthe m e r  of the &. 
The changed character would then gain levels of 
apcricnce normally. A human chnngn to the 
same level demihuman. but no higher than the 
normal racial maximum. 

If one character casts a wish m change an. 
other's character cluc. the victim (at hb option) 
may make a saving duow VI. spelh with a + 5 
bonua to mist the change. 

A wish can amctimes change the ICNIU of a 
pan occurrence. Thia is normally limited ta 
evenu of the previous day. A lost bade may be 
won. or the lowcs may be made far lesa mere, 
but impouible odds c m o t  be overcome com- 
pletely. A death could be changed to a near- 
death sunirpl; a permanent Ims could be made 

duow. 

remponry. The DM may wish IO zdvk playcia 
when their wishes meed the limit of the spell'r 
power (or hi8 patience). 

hpmmr Nore: Whenevn M & is de- 
~ribed as being unchangeable "even with a 
&," chat mtemrnt supencdu d others hcrc. 

Wiabu CM cause great problem, if not han- 
dled properly. The DM must IK thn xithes M 

reasonably limited or the balance and enjoyment 
of the game will be complcrcly upoer. The DM 
should na dow d e s  that alter the bpries of 
the game (such w a wish that dri@m can't 
breathe for damage). The more unmmnabk 
and grecdy the wish is, the I f f l  likely that the 
wish will become rrplity. 

Wimdq 
Range: 0 (cleric only) 
Duration: One turn 
Wece A U m  the use of one magic-usn dcvicc 

The cleric wing chis speU gpinr the ponu ta 
u s  one item n o d l y  muicced m magic-wm: 
either a device (such w a wand) 01 a umU con- 
taining a 1st or 2nd level magic.user spell. 
cleric cannot cplt spells of 3rd or heher level, 
even chough they may be pmmt on the umll.) 
ThL ability IMU for one nfrn. or until the moll 
or device ia wed. 

The dcric magically gains knowledge of the 
p r o p  usc ofthe item, as if the chmner wue a 
magicmer. For the duration and &ex of the 
magic.user spell. the CMCI is vcpred M the mini- 
mum Iml neccgpry to cplt the spell. 

or mu spell 



Druidlc Spells 
Druids M learn and eut any spell that a cleric 

can-with the exception of spells that affect 
alignments (such prorccubn fmm evil). 
However, drui& also have their own cpeh, 

spells which clerics and magic-wn cannot uti- 
lize. The druid cannot CM more spells in a day 
than a cleric, but he has the advantage of being 
able to learn s Us from two different sources. 
his own lin anche cleric's spell h. 

Druidic spells tend to concern nature and the 
natural ordn of Me rather than combat or p e r  
like many of the clerical and magical spells. DN. 
idic 3pells u e  pko not tevtcsibk. 

Firat k v d  Druldlc Spdlr 
-DDlyl 
Range: 5' per level of the csJtcr 
Duration: One hour 
Effect: Rev& hazards 

This spell combines lome effects of detect evil 
and find traps. while it is functioning. the druid 
can concentrate on places, objects, ot ereptvrra 
within range. He nccdr a full round of concen. 
tration to examine one squaw foot of ~ p ,  one 
cmNre,oroncunallobject(achest. weapon,ot 
d e r  item). Larger objects require more time. 

After he examines the thin , the druid will 

tentiruy d q e m u s .  or W i n  (all mictly from 
the druid's point of view). Note that most crea. 
NRs .IC potentidy dangctouS. This spell will 
detect poisons, while other spells may not. 

The duration is a full hour when uscd in natu- 
d outdoor smings on the Prime Plane; eke. 
where, the duration is half normal (three turn). 

Panic Pire 
h g c :  60' 
Duration: 1 round per level of m e r  
Effect: Illuminates cccatuccs or obpts 

With chis spell. the dnti can outline one o( 
more ucames or objects with a pale, flickering, 
greenish fue. The fire docs not intlict any dam- 
age. The objects or creacura need only be de- 
tmed in some way (such ns by sight. or a dmcr 
inviiblespell) to be the object dthis spell. 
AU a& against the ourlined C~CPNIC or ob- 

ject gain a + 2 bonus to a n d  rolls. The druid 
can outline one man-sized creature (about 12' of 
&e) for each 5 levels of experience. Thus. at 
20th level, 48' offa can be produced (outlining 
one dragon-sized ucature: two hone-sized. or 
four man-sized creatures). 

Locsn 
Range: 0 (druid only) 
Duration: 6 turns 
&I: Detects 1 animal or plant within 120' 

This spell allows the druid to rnre the direc- 
tion of one known normal animal ot p l ~ t .  The 
druid can locate (similar to the lanre object 
spell) any n o d  or giant.sired animal. but not 
fantastic cmtum,  plant monsters, nor any in. 
telligent creature or plant. 
He must name the exact type of animal or 

plant, but does not need to m the specific one 

know whether it is immediate B y dangerous, p. 

he wishes to locate. The animal or plant gets no 
saving throw. (ThL spell is most often wed to 
find spedal IM planu.) 

RedinNklrhn 
Ranpe: 0 (druid only) 
Duration: 12 hours 
Effect: Gives knowldgc of coming weather 

This spell enables the dtuid to learn the a m -  
rate weather to come for the next 12 hours. It 
affm an ma 1 mile in diameter per level ofthe 
druid: for example, a 20th level druid would 
lean the weather within a 20 mile diameter (a 
10 mile radius). The spell d m  not give the 
druid any control over the weather; it merely 
predict5 what is to come. 

Second Level Druidlo 8p.118 
Heat rdd  
Range: 30' 
Duration: 7 rounds 
Effm: Warms one metal objm 

Thir spell cow3 one object fo slowly heat and 
then cool. It will affect one metal item weighing 
uptoone-hnlfpound(Icn)perlnrclofthem. 
er. A 12th level druid, forerun le, can heat up 
to 6 poundc (60 cn-a normgaword, for in- 
stance), while a 20th level druid can heat 10 
pounds (100 en-for example. a two-handed 
snotd). 

The heat causcs no damage to magical items. 
Normal weapons or other items may be severely 
damaged. especially if made of both wood and 
metPl (as a normal Ipace). as the wood will burn 
away at the point ofcontact with m d .  

If the object is being held when heated, the 
heat causa damage to the holder: 1 point of 
damage during the first round, 2 points in the 
second. 4 poinu in the third. 6 points in the 
founh, and then decreasing at the saute rate (for 
a total of 22 poinu of heat damage over m e n  
rounds). In the founh round. the searing heat 
will cause leathet, w d ,  paper, and other flam- 
mable objecu in contact with the metal m catch 
fm. 

The holder gcu no saving throw, but fue re- 
sistance negates all damage. The character can 
drop the item at any time, of coune, and crea. 
NICS of low intelligence M 80% likely to do 10 
(check each round). 

Once the spell has been cast, the druid no 
I u needs to concentrate; the heating and 
c % g  pmeed automaticallp A dispel mmgic 
can smp the effect, but normal meplg ( h e r .  
i on  in water, ex.) will nor. 

If the spell is used on an item imbedded in an 
opponent (such M amow or ger) the op- 
ponent may t e m m  the item kXscs inidativc 
for h t  round (and taka the appropriate heat 
damage for that round well). 
Heat damage disrupts mncenmtion; the vic. 

tim cannot eut spellr during any round in which 
hc sustsi~ damage from this spell. 

0bICU-C 
Range: 0 (druid only) 
Duration: 1 cum per level of the m e r  
Effect Creates a huge misty cloud 

This spell causa a misty vapor to pdse fmm 
the ground around the druid, forming a huge 
cloud. 'Ikc doud is 1' high per Iml ofthe druid. 
and is 10' in diameter for each level. For erun- 
ple. a 20th lcvcl druid could CM an obvvlc 20' 
tdl and 200' diameter (100' radius). The doud 
has no ill &em acept to block vision. 

The CMCI, and all creatures able to KC invisi. 
ble things, will be able to tee dimly through thc 
cloud. All othcr crcamea within the cloud will 
be delayed and conhrred by the &cc. Whik 
within the cloud, thne creatures M diatively 
blind. 

Pdncc Ph 
Range: 0 (druid only) 
Duration: 2 turns per level 
E&R: Cream firc in hand 

This spell c a w  a small flame to a p p  in the 
druid's hand. It docs not harm the casta in any 
way, and sheds light ns if a normal torch. Thc 
flame can be w d  to ignite combustibk mauri- 
ds touched to it (a lantern, torch, oil, m.) with- 
out harming the magical fluM. While holding 
the flame. the cuter can aw it to dhppcar 
and reappear by concentration once pa round. 
u n d  the duration ends. Other itmu may be 
held and uscd in the hand while the fm is wt. If 
desired. thefue may be dropped or thrown fo a 
30' range. but d + p  1 round after leaving 
the druid's hand. (Any fue it ignitu ducing that 
round remains burning.) 

m- 
Range: 240' 
Duration: Permanent 
WN~:  Caw d e n  weaponr IO bend 

This s ell causes one or more woodm wenp 
OM to tend and (probably) become U K ~ .  

The spell will affect one a r m  for each level of 
the cuter; treat a spear. javelin, or magical 
wand as two arrows' worth, and any club, bow 
or staff (m ical or otherwise) IM four. The spell 
will not 3 e c t  any wooden i tem other thnn 
weapons. If a magical wooden item (such PI 

an enchanted staff) M the target, the wielder 
may make a saving throw vs. spells to avoid the 
&st. I tem carried but not held get M savin& 
throw; magical i tem with "plws" might not 
be affected. at a 10% chance p t r  "plus." (Por 
example, an m w  + I  would hive a 10% 
chance to be unaffected.) 

Third Lave1 Druidic Spellr 
a W- 
Range: 360 
Duration: 1 turn per level of the m e r  
IBCW CPlL lightning bolts from a storm 

This spell cannot k used unlar a mcm of 
some (any) type is within rnnge of the druid. 
(This doa not mean that he must k within the 
spell's range of the storm cloud, but only that 
the stormy weather be caking place within 360' 
of him.) 

If a norm is present. the druid may c d  1 
lighming bolt per cum (10 minutes) to strike at 
any point w i b  range. The & b e  bolr de. 
Mends fmm the ab, hitting an Mp 20' acl(gl. 



Each victim within that area tpkn 8d6 (8.48) 
poinu of ckeuKal damage. but may make i sav- 
ing throw vb. spells to take hnlf damage. The 

lur dcaired; it remains available until the spell 
duration (or the storm) ends. 

HoldAnimrl 
Range: 180' 
Dunuion: 1 turn per level of the caster 

druid need not call the lightning every Nm un- 

Effm: Pudyzes w e d  a n i d 4  

This spell will affect MY normal or giant-ired 
animal, but will not affect MY fantastic creiture, 
nor one of greater than animal intelligence (2). 
Each victim must make i saving throw vs. spells 
or be p d y r e d  for the duntion of the spell. 

The druid CM affect 1 Hit Die of animals for 
ch Iml of orperiencc. ignoring "plusca" to 

Hit Dice. For example. i 20th level druid could 
cpn the spd i t  10 giant toada (which hive 2 + 2 
Hit Dice each). Note that the spell CUI affect 
summoaed, conjured, or controlled nnimplr. 

RoceccionfmmFvison 
Range: Touch 
Duration: One nun per lml of the caster 
Effect: Gives one cmuurc hun i tg  to all poison 

For the duration of chis spell. the recipient is 
completely immune to the effeco of p o r n  of 
all qpm, including gsa traps and tloudkillspeb. 
This pIotmion extends to items carried (thus 
protecting against i spirit's poisonous presence. 
for example). Furthermore, the recipient pins i 
+4 bonus on saving rhrows vs. poisonous bmth 
weapons (such as green dragon bmth). but not 
peuifkntion bmth (such as a gorgoo's). 

MuaBmuhing 
Range: 30' 
Duration: 1 day 
Effect: One air-breathing cmrure 

This spell allows the recipient to bmthe while 
under witer (it  MY depth). It don not affect 
movement in MY wy. nor don it interfere with 
the breaching of air. 

Fourth Lrvrl Druidic Sprllr 
~ t m l  pmpanuc 10' d u n  
Range: 0 (druid only) 

Effect Gaols or NMM air within 10' 
Duration: 1 Nm per level Of the cecter 

This spell allows the druid to alter the temper- 
PNR within M mi 20' amw. The maximum 
chpnge is 50 dcgms (Fahrenheit). either warmer 
or cooler. The change occm immediately, and 
the effect mom with the druid. The druid may 
change the temperature aimply by concentrating 
for 1 round. and the remperiture will main 
changed M long PI the spell Iasu. The spell is 
d for laiaing cold or heit m the caster may 
w i v e  t u a p e r ~ n r ~ ~  ONcmcs. 

Plant Dool 
Range: 0 (druid only) 
D d o n :  1 turn per level of the caster 
B&er: Opcna i pith through growth 

For the duration of this spell, no planu CM 

prevent the druid's passage, no miner how 
dense. Even mca will bend or magically Open to 
nllow the druid to pass. The druid CM fmly CPI- 
ry e uipmcnt while moving through w h  h r i .  

Non that i druid can hide inside i large tree 
after casting this spell. The druid cannot rrr 
whit is happening while he is in the me. 

p l n e c d o n h o m ~ b ~  
Range: Touch 

Effect: Pmtecu against lightning ittack 

Any recipient of this spell is immune to i 
given amount of electricnl damage. The druid's 
erperiencc level determinn the amount of dam- 
age: for each level of erperiencc, one die (ld6) 
of damage is negated. Subtract the number of 
dice from the number of dice of damage that 
would be done to him. 

Example: A 20th level druid c a m  chis spell. 
He is protected a g b t  ZOd6 lightnin damage. 
For example, chis would negate the &u of two 
fulldllighmingirtacks (of8diceench)onhim. 
plus half of a third (8 + 8 + 4 - 20). The third 
cdl lighrning intlicu 4d6 poinu of damage on 
him (but he docs gn his saving throw igainn it), 
and any subsequent c d  lighrh# itt& made 
against him will do full damage. 

summon- 
Range: 360' 
Duration: 3 NIIM 

ers.%ut no Other CmNR Can UK the pass-age. 

Duration: 1 Nm per level of the Castet 

Effect: and bdrienb n o I d  

With this spell, the druid CM summon MY or 
all normal animpla within range. Only normal. 
nonmigical creatures of ~ h a l  intelligence are 
affected, including munmals, repciln, amphib. 
inns. etc. The spell doer not affect inreets, ar- 
thropods, humans, and demihumm. The druid 
may choose one or more known animals, miy 
c d  for spceifc typcs. or may summon every. 
thing within range. The torpl Hit Dice of the M. 
impls respanding will equal the level of the 
druid. b t  normal small ucinues (froga, mice, 
squirrels, smd birds, nc.) as 1/10 Hit Die ench. 

AnimpL &tcd will come i t  their fastest 
movement rate. and will understand the druid's 
speech while the spell is in effect. They will be. 
friend and help the druid, to the limit of their 
abilities. If harmed in M way, i summoned ani. 
maJ will normally flee, X e  spell broken for chat 
pnimrl. However, if the druid is being ittacked 
when i summoned ~ h a l  arrives. the animal 
will immediately ittack the opponent, fleeing 
only if it fails i m o d e  check. 

This spell may llso be u r d  to wlm hostile ani- 
mals encountered while adventuring. 

Fifth Lrvrl Druidic Sprllr 
AnIi.pLsnc shell 
Range: 0 (druid only) 
Duration: 1 round per level of the druid 
Effect: Personal barrier which blocks PIMW 

This spell cmtn M invisible tarrier mund 
the druid's body (Iur than M inch iwiy). Tht 

barrier stop all ittacks by planu and plant-like 
monsters. so chit they CM inflict no damage. If 
the caster pwhca through n o d  but dense 
gmarh while pmtated. he will open i path chat 
others CM ppls through. 

While protected, the druid cannot ittack 
PIMU except by speb; the plants M p m e d  
from the druid's phyical attacks, just as the 
druid is protected from thein. 

Control Win& 
Range: 10' radiua per level of the wter 
Duration: 1 turn per h e 1  of the caster 
Effect: Calm or incmun winds 

With chis spell, the druid CM cmac all the air 
within range to behive as desired. either LVIcu- 
ing to @e foxe or slowing to i dead wlm. The 
druid must concentrate for one full rum of con- 
centration (can't move or insd;) to change the 
wind complcrcly (calm to gale, fot a m p l e ) .  
Anv %her-level spclknner uaing thc m e  spell 
i lily counter the spell. The effect mows 
i ~ecaster. 

If the spell is cast against M  ai^ cmtum (such 
as an clunental), the vicrim CM makc i wing 
throw vb. spells. If the victim fails iu roll, the 
druid can day or control the air ue~llt  by 
proper UK of the wind force. The UCPNR will 
only obey as long as the druid main& concen- 
tration and while the spell is active: if the druid's 
concentricion is broken ot rhe spell's durarion 
Inpacs. the cmtw will ittack the druid. 

D i d v e  
Range: 240' 
Dunwn:  3-18 days 
Effm: Liquefies 3,000 qum fcct 

Nearly identical to the 5th level magic.uscr 
spell of the same name, this effm changn i vol. 
ume of soil or rock (but not i construnion) to i 
m o m  ofmud. An mi up to 10' deep or thick is 
affected, and may hive up to 3.m quare feet 
of surface am. The druid may choose the exact 
width and length (20'X 150', 30'X 100'. etc.), 
but the emire mi of& must be within 240' 
of the caster. Crcinrm moving through the mud 
M slowed to 1046 of their n m a l  movement 
rate at k. and may lxcome stuck (it  thc DM's 
dircmion, i victim mwt makc saving throw vs. 
speb to avoid bemming s d ) .  

pu p1.01 
Range: 0 (druid only) 
Duration: IMCMIMWUS 
Effect Short-range tcleponition 

With chis spell, the druid EM enter one tree, 
tclepon, and immediitely step out of naother 
me of the name type. The ueu must be large 
enough to enclme the druid. The range i druid 
CM tclepon win by the type of me, as follows. 

O* myptds 

Other ueec 300 yards 

Ash. Elm, Linden, Yew 360 yard$ 
Evergreen ueec 240 yards 



Sixth Level Druidic Spell8 
4nnri-Animal Shell 
h g c :  0 (druid only) 
Duration: 1 turn per level of the caster 
Effect: Personal barrier that blocks animals 

This spell creates an invisible barrier around 
the druids body (less than an inch away). The 
barrier stops all atracks by animals. both normal 
and giant-sired, as well as in- and all other 
nonfantastic creatures of animal intclligence ot 
less (0.2). The druid cannot attack animals while 
p t ~ t ~ t e d  except by use of othn spells; the ani- 
mals are protected from the druid's physical at- 
tach. just as the druid is protected ftom theirs. 

Summon %ather 
Range: 5 miles or more 
Duration: 6 rums per l ~ c l  
Effect: Brings weather to druid's area 

When the druid casts this spell. some known 
nearby weather condition is pulled to thc druids 
location. The druid docs not have control of the 
wcpthcr, but merely summons it. 

Only a druid of 25th level or greater may sum- 
mon scvcre weather (hurricane. severe heat 
wave. etc.). The range of summoning is 5 miles 
at lcvels 12 to 15. adding 1 mile for ea& level of 
the caster above 15th. (A 20th level druid could 
summon wnrhcr from up to 10 miles away.) 

lknrpon Through P h r a  
Range: Infinite 
Duration: Instantaneous 
Effect: Long-range tclcportation 

This spell may be used a maximum of once 
p n  day. The druid must be neat a plant (of any 
sire), and must choose either a general location 
or a specifc known plant clsewhcrc. After cast- 
ing the spcil. the druid magically cnten the 
nearby plant and steps out ofa plant at the desti- 
nation (if the druid could not s ecify the exact 
plant. he appcm from a plant c!ncrmined ran- 
domly by the DM). There is no limit to the 
range. but the plants must both be living for the 
spell to work. and must both bc on the same 
plane of eldarencc. If either plant is dead. the 
spell fails. Otherwk. the caster immediately IC- 
appcpn st the new location. The caster can trans. 
porc IWO additional willing creatures. 

lbrn Wood 
Range: 30' 
Duration: One turn per level of the druid 
Effect: Pushes 111 wooden items away 

This spell creates an invisible wave of force, 
120' long and 60' call. Its midpoint can be cre- 
aced anywhere within 30' of the caster. This wave 
of force then immcdidy movn in one horiron- 
tal direction, as specifred by the caster, at the 
rare of 10' per round. If the druid desires. he can 
stop the wave of force at any time. but cannot 
thereafter move it again. 

AI1 wooden objects contacting or contacted by 
the wave of force bccome stuck to it and move 
with it. The wave of force continues moving un- 
il it reaches the maximum range of 360 feet, 
md stops there for the remainder of the spell du- 

ration. The items caught arc not harmed by the 
effect. but d e n  weapons (bows. crossbows. 
most spcm and javelins. ctc.) and magical items 
(wands, staves. etc.) cannot be used while 
trapped in the effect. 
Once created. the wave of force docs not re. 

quire concentration. Howcver. the caster may 
cause it to vanish before the duration ends by 
concentrating for one round. 
This spell has many useful applications during 

mass combat ( a g h  a group of archers or siege 
engines) and waterborne adventures (to move a 
ship). It will move wooden objms which have 
metal atmhmcnn (such as trcasurc chests). 
Howcver. it will not move permanent CMSCNC- 

tions (such as buildings, including objects per. 
manently attached to them such as doors) or 
other secured objects (such as tms). 

Seventh Level Druidic Spell8 
Creeping Doom 
Range: 120' 
Duration: 1 round pet Imcl of the caster 
Wect: Creates a 20' X 20' insect horde 

This spell magically creates a huge swum of 
1,000 creeping insects. appearing anywhere 
within 120' of thc druid (as c h m  by the cast- 
er). They fill an area at least 20' X 20', and can bc 
ordned to f iU any area up to a maximum of 
60' X 60'. 

The ueeping doom can move at up to 60'(20') 
if the caster remains within 120' of any pan of 
the swarm. They vanish after the duration ends. 
or whenever the druid is more than 120' away. 

The insects always attack everyone and every 
thing in their path, Micting 1 point of damage 
per 10 insects. a total of 100 pints per round to 
each creature caught in the effect (no saving 
thmw). Normal attacks (such as fue) can damage 
the horde slightly, but even a fmul spell will 
only slay 100 of them (reducing the damage ac- 
cordin]!y). The cFping doom can be destroyed 
by a upel magic spell (at normal chances for 
success), but it can peneuatc a protection fm 
evil &I, and can move over most obataclcs at 
the normal movement rate. 

Metal to wood 
Range: 120' 
Duration: Permanent 
Effect: Changes metal into dead wood 

Thii spell can be used to change any metal 
item or items into wood. The spell can uans- 
mute five pounds (50 cn weight) per level of the 
casrcr. Any magical m e d  itcm is 90% miscant 
to the magic. The effect is permanent. and the 
affected metal cannot be changed back with a 
d*peI magic spell. Any armor changed to wood 
falls off the wearer and any weapons affected 
rum to nomagical wooden clubs. 

Summon Elemental 
Range: 240' 
Dusation: 6 turns 
WK~: Summons one 16 HD elcmenral 

This spell allows the caster to summon any one 
clcmcntal per spell (see Chapter 14). The druid 
m y  only summon one of each type of elemental 

(pit. e&. fire. water) in one day. The clemenral 
will understand the druid's spoken commands 
and will perform any & within iw p e r  (car- 
tying. attacking, etc.) 
Unlike the magic-user's version of the spell. 

the druid does not need to concentrate to contra1 
the crearure. The caster may send it back to its 
own plane with a iimplc command, and some- 
one else may send it back by the w of a dispel 
ma.& or dispel evil spell. 

weather Control 
Range: 0 (druid only) 
Duration: Concentration 
Eftecr: All wearher within 240 yards 

This spell allows the druid to create one spe- 
cial weather condition in thc surrounding ~1 
(within a 240 yard radius). The caster may selccr 
thc weather condition. The spell only work out- 
doors, and the weather will a f f ~ t  all creatures in 
the area (including the caster). The effcm last as 
long as the caster concentrates, without moving, 
if the caster is being moved (for cxamplc. aboard 
a ship), the &cct moves also. The spell's effects 
vary, but the following results M typical: 
Rain: - 2 penalty to attack rolls applies to all 

missile fire. After three t u r ~ ,  rhc ground be. 
comes muddy, reducing movement to half the 
normal rate. 

Snow: Visibility (the distance a creature can 
see) is reduced to 20'; movement is reduced to 
half the normal rate. Riven and screams may 
freeze over. Mud remains after the snow thaws. 
for the same movement penalty. 
Fog: 20' visibility. half normal movement. 

Those within the fag might become Imr, moving 
in the wrong direction. 

Clw: Thia cancels bad weather (rain. snow, 
fog) but not seconduy effects (such as mud). 

Intense Hear: Movement reduced to half nor- 
mal. Excesd water (from rain, snow, mud ws- 
muted from rock. ctc.) dries up. 
High Winds: No missile fue or flying is p i -  

ble. Movement reduced to half normal. At sea, 
ships sailing with the wind mwe 50% faster. In 
the desert. high winds create a sandstorm, for 
half normal movement and 20' visibility 

Tornado: This cteatcs a whirlwind undn the 
druid control, attacking and moving as if it wp( a 
12 HD air elmcntal. At sea. treat the tornado as 
a storm or gale. 

directed by the caster, 

Magical Spells 
Casting Magical Spell6 

Spells used by ma&-users and elves are some- 
what different from thox used by c b i u  and 
druids. both in their dfcm and the ways they 
arc learned and used. 

w- 
When a magicmer or elf begins play at fmt 

Icvcl. he s t m  with a s ell book. given to him by 
his tcachcr. The spdlgook will contain two 1st 
level spells. The Dungeon Master will tell you 
what spells your character s m  with. 

The spell book is large and bulky, and cannot 
be easily carried (about 2' squuc, 2-6 inches 
thick. weighing at least 20 pounds). Ir will not 
fit inside a normal sack of anv sire. but mav be 



carried in a backpack or saddlebag. All spell 
books are written in magical words, and only 
their owners may read them without using the 
read megicspell (described later). 
Aa previously discussed. the mngic-user or elf 

forgcu each spell as he casts it. This is why he has 
a spell book: He can memorize the spell again 
later and have it available to him once more. 
On the magic-user and elf experience tables, 

the "Spells/LNel" columns indicate how many 
spells of each level the characrer can have memo- 
rized at one time. This doesn't limit the number 
of spells the character CM have in his speU books. 

For example. a fourth level magic-user can 
memorize four spells-two 1st level and two 2nd 
level. But his spell book might have more spells 
written in ir. He might have six 1st level spells 
written in his book, for instance. and he might 
have three 2nd lcvel spells. He can still only 
memorize two of each type in a day. 

M N m s p l L  
Every magic-user and elf was taught magic by 

bmcone else-normally, by a nonplayer charac- 
t u  spellcaster of 7th experience level or higher, 
Your campaign can aasume that magic-user 

and elf characters have such a teacher, whom 
they visit and learn from whenever they're not 
adventuring. The DM may wish to work this 
NPC into a full-fledged character who can ap. 
penr in adventures as a consultant or expert. 

The PW teacher does not go on adventures- 
not until the characters reach or exceed his expc 
rience level. and only then if the DM wishes him 
to. Otherwise. the player charuters would have 
a very powerful ally along. one who would solve 
most of their adventuring problems. 

When the player character begins play, the 
teacher gives him a spell book with two 1st level 
spells in it. When the PC reaches 2nd level. the 
teacher writes another 1st level spell in the book. 
When the PC reaches 3rd level. the teacher will 
write a 2nd level spell in his book, and when he 
reaches 4th level the teacher will give him one 
more 2nd level spell. 
In many campaigns, that's the point at which 

the teacher stops instructing the character. The 
character has gone from apprentice to journey. 
man. and now he must journey in order to leam 
more of magic. 

So, where can PCs learn more spells? Th 
have several options, and may explore any or 3 I 
of them during their careers. 

Other Magic-Urn: By ancient t r ad i t i on4  
necessity and common sense-magic.users M 

loathe to d e  spells among themselves. Each 
magic-user knows that he may become a very 
powerful wizard some day . . . and that he may 
end up being the enemy of another wizard of 
similar power. No wizard wanu to teach the oth- 
er fellow magic that can kill him. This is some- 
thing the DM should reinforce in his campaign: 
If he fmda characters casually trading spells from 
their spell books. he should remind them of the 
traditions of smecy. of the p a d  R~PMM for that 
d i t i o n .  ofthe paranoia that infects the magic- 
wrs' community, and so on. If they decline to 
accept his recommendation, their charuters may 
pick up a reputation-as magic-users who can't 
kccp their trade smn. Other spellcasten. per. 
haps even their old teachers. will refuse to teach 
them and will take special pains ta keep their 

magic hidden from them. Higher-level . 
users may even decide to steal or dcsuoy th ' 
spell books to teach them a lemon-forcing tnem 
to work for many boring weeks or months to re. 
COIIS~NC~ them (see "Lost Spell Books," below). 

But that's casual exchanges of spells. It's 
known for magic-users to give spells to PCs in 
more remarkable circumstances. For instance, 
low-level spellcasters might do a p a t  favor for a 
highhe1  magician (save his child, undertake a 
special quest for him and demonstrate remark- 
able bravery while w i n g  it out, etc.). In such a 
case. it is not necemily inappropriate for the 
NPC to reward the PC with a spell. 

The 'Ihcher: Once the player character reach- 
es 4th experience level. his teacher donn't have 
to leave play entirely. The PC might be able to 
visit and train with him from h e  to h e .  and 
the teacher could continue to teach him spells. 
But since the PC is a journeyman now, the teach- 
er might also require him to undertake specific 
tasks ("Now, I need you to take this flask to Bs- 
devius in far-off Pmkaland . . . and don't In 
the dragon get you:') in order to remain his SN- 
dent. While the PC could continue learning 
spells this way, the teacher should not be his only 
source for new speu1: he should be learning oth- 
ers as he adventures, 

Scroh: One magical treasure sometimes 
found in adventures is the magid suoll. Some 
scrolls have magic-user spells written upon 
them. A magic-user can use the scroll by caning 
the spell from it-in which CPK the written spell 
disappears as soon as it is cast. Or, he can transfer 
it to his spell book (during this procns. the spell 
disappws from the scroll), and he will have 
gained a new spell. 

Enemy Magburn: Should the PCs encount. 
er and defeat an enemy magic-user, the PC 
magic-user mi ht uy to help hinuelf to the me. 
my's spell boof. The DM should make sure that 
the spell book has many spells which M identi. 
cal to those in the PC's spell book: Most magic. 
usen have many spells in common, especially the 
lowerhel spells. The PC should gain only one 
or two new spells out of such an encounter. A 
new spell is a IM find. and a spell book is an 
even rarer treasure: the books PIC always well 
hidden and protected. PCs using someone else's 
spell book ma fmd magical traps and curses 
within before &cy fmd any new spells. 

Higher-level Spells 
A magic-user cannot put into his spell book a 

spell of a higher.level than he can cut.  In other 
words, if he can't yet cast P 3rd level spell, he 
certainly can't write one in his spell book. 

latspellBoolrr 
A magic-user or elf whose spell book is lost or 

destroyed cannot regain spells until he repl- 
the spell book. He can't just read from some. 
body else's spell book. He can recreate the spells 
from memory and rcMprch . . . but it takes a lot 
of money and a lot of time. 

The method, amount of time, and cost it 
takes to recreate a spell book arc for the DM to 
decide. Here's a rough guideline: 1,000 gold 
pieces and one week of study for each spell level 
replaced. (For example, each 3rd level spell 
would require 3.000 gp and three weeks to re. 
construct). This reconstnution takes up aU the 

character's time, leaving none for adventuring. 
A character can d e  a second spell book to 

leave in a safe place in cue his primary book is 
destroyed. This doesn'r take all the rime and 
money which reconnruction of spells IC uim a 
magic-user or elf could copy four s p e i  a dhy 
from hu p t i m q  spell book IO his "backup!' 

T h C  Php u u M u % s s p l l  Book 
Both the player and the DM need to keep 

vndr of exactly which spells M in a chprmer's 
spell book. Both people can keep unck of which 
spells the character has had PCFCI( to: the player 
can keep track of the ones the character acquires. 
If eyer there's a difference in the IWO q x U  lir 
the player should be able IO remembcr where th 
character acquired the mra spells: if the wlr 
nation doesn't sari& the DM. he's mav 
the spell from the chkter ' s  &I1 book: A $1 
dix 3 provides a copyablc spell book &et. on 
which playen can keep the name and dcvriprion 
of all their characters' qxils. 

Revrnible Sprllr 
Unlike clerical spells. magical spells mun be 

memorized in their rcvcned form to be usable in 
rhat form. The spellcpner must w l m  the normal 
or reversed form of the spell when he memorizes 
the spell for the day. Then's no problem to 
memorizing a spell in reversed form: if the spell 
can be reversed. the magic-user knows how to 
memorize ir char way. 

Of coune, a magic-utcr could memorize it 
once in normal form and once in reversed form. 
For example. if a spcllcasrer h u  a lighr spcll in a 
spell book, the character could memorize both 
lighr and darkness for an adventure. 
In the spell lU0 below. aU spells which can be 

reversed are marked with an asterisk (*). 

P i n t  Love1 Magical Sprllr 
AMlyre 
Range: 0 (touch only) 
Duration: 1 m n d  
Effect: Analyzes magic on one item 

A spellcaster using rhis spell can handle one 
item and learn the enchantment on ir. I 
muat be put on the s Ikasrer's hend. s 
held in his hand. bracecu put on his wrist. etc. 
for rhir spell IO work. Any consequences of rhis 
action (for example. from c u d  or booby- 
trapped objects) fall upon the spellcaster. 
though he geu his usual saving thmws. 

The spclkasrcr has a chance of 1% plus 5 %  
per experience level to determine one mpricnl 
characteristic of the item; if the item is non- 
magical. his chance L IO determine that &I. 

The spell does not r e d  much precise infor- 
mation. Ir will characterize a weapon's plur 
(attack bonus) as "many" or "few," will esri 
mare the number of charges on an item withit, 
25% ofthe wal number, ea.  

chvmpcrml 
Range: 120 
Duration: See below 
Effect: One living person (see below) 

This wll will only a!Tm humans. dcmi 



is allowed a saving throw vs. spells. If the saving 
h w  is succnsful, the spell h u  no deet. If it 
fails, the vi& will believe that the spellcuter is 
its "bcstfriend:'andwilltortoddendthe~lL 
cuter$" p"y, threat. whether real or &ag 
ined. e VKW IS chumcd. 
As a general rule, the spell only affects uea- 

wa which look similar to humans in various 
ways-humans. demihumans. certain giant- 
c lw u n t u ~ ~ ,  erc. It will not affect nnimaJs, 
magical creatures (such as living statues), un. 
dead monsters. or human-like CreaNreS larger 
than ogres. 

If the spellcaster can speak a language that the 
chumcdvictim undeutands, the spelkuter may 
give orders to the victim. These orders should 
sound like suggestions. u if "just between 
friends!' The chumed victim will usually obcy, 
but the victim may resist orders that M contrary 
to the victim's neNre (alignment and habitst- 
he doesn't need to roll anything to mist. A vic. 
tim will rduse to obcy if ordered to kill itself. 

A chum may lut for months. The victim may 
make another saving throw every so often, de- 
pending on its Intelligence score. 

Charm Person Duntion 
lfthc Wcth Hu: 
High Intelligence (13.18): 1 day 
Avenge Intelligence (9.12): 1 week 
l a w  Intelligence (3.8): I month 

He Saves Eveq: 

A more complex aystem for determining the 
duntion of a chum spell appears in Chapter 13, 
on page 144. 

A victim who is given conflicting orden and 
Mprcaaions by his old adventuring friends and 
his new "best friend" should react u any person 
would in r e d  life: with confusion. He will not 
automatically assume that one pmy or the other 
is lying . . . even if the player wants him to. 

The chum is automatically broken if the spell- 
cuter attach the victim, whether by spell or by 
weapon. T k  victim will fi ht normally if at- 
tacked by the spellcuter's d e s .  

Detm Magic 
Range: 0 
Duration: 2 turns 
Bffcct: Everything within 60' 

When he cam this spell, the spellcaster will 
see a glow surround all magical objects. crea. 
tures. and places which M visible and within 
range of the spell. No saving throw is allowed. 

Example: Shortly h e r  casting this spell. a 
magic-user walk into a room containing a door 
locked by magic, a magical potion lying nearby, 
and a weamre chest containing a magical wand. 
All the magic will glow. but the spellc~~ter can 
see only the door and potion: the light of the 
glowing wand is hidden by the treasure chest. 

plmeing Diu 
Range: 0 
Duration: 6 NIM 
EfEct: Disc remains within 6' 

This s ell creates an invisible magical horizon- 

round shield. It cpll carry up to 5000 cn (500 
pounds). It Cannot be created in a D1aw oceuDied 

tal pla 2 orm about the siie and shape d a small 

by a ueaturc or object. The flonring disc is m- 
ated at the height of the rpellcner'r waist. and 
will always remain at that height. It will auto. 
matically follow the rpcll tnn at his current 
movement rate. remaining wirhin 6' of him at 
all timcs. It can never be used p1 a weapon, be. 
cause it h u  no solid existence and veers away 
from anything it might run into. When the du- 
ration ends. the floating disc will diwppear. sud. 
dcnly dro ping anything upon it. No saving 
throw is alYowed. 

Hold hml 
Range: 10' 
Duration: 2.12 (2d6) Nm 
Effect: One door, gate. or similar portal 

This spell will magically hold shut any 
portal-for example, a door or gate. A k n d  
spell will open the hold porml. Any CICUNR 
t h m  or more Hit Dice greater than the caster 
(and chprpcte~ t h m  or more levcL higher) may 
break open a held portal in one round. but the 
portal will relock if allowed to closc within the 
duntion of the spell. 

Example: Any 5th level character can break 
through a hold p o d  spell cut by a 2nd lwei 
spellcaster. 

light. 
Range: 120' 
Duration: 6 NIM + 1 turnllevel of the cuter 
Effect: Volume of 30' diameter 

?his spell mates a Iar ball of light, much 

object (such as a can), the lighr will move with 
the object. If cut at a creatirre's eyes, the crca- 
NK must make a saving throw vs. spells. If he 
fails the saving throw, the victim will be blinded 
by the light until the duration ends (see page 
150. forthccffectsofblindneu). Ifhemakesthe 
saving h w ,  the &hr appears in the ai behind 
the intended victim. 

When reversed, lhis spell. darkness, creates a 
circle of darkness 30' in diameter. It will block all 
sight except infravision. Darkness will cancel a 
light spell if cast upon it (but mny itself be an. 
celcd by another light spell). If cast at an o p p  
nenr's eyes, it will cause blindness until 
canceled. or until the duration ends: u before, 
the victim d w  get a saving throw. 

Ma@c Mis~ile 
Range: 150' 
Duration: 1 round 
l3Rect: Creatn 1 or more arrows 

A magic missile is a glowing MOV. created 
and shot by magic, which inflicts ld6 t 1 (2-7) 
points of damage ro any creature it strikes. After 
the spell is cast, the MOV appears next to the 
spellcuter and hovers there (moving with him) 
until the apdlcuter causes it to shoot. When 
shot. the magic miwile will automafiEpu hit any 
one visible target the apcbter  spec& The 
magic miwile ac~plly h u  no solid form, and 
cannot be touched. A magic miuile never miun 
its wgct and the target is not allowed a saving 
t h .  

Por every 5 levels of experience of the cnrter, 
r m  more missiles M created the name spell. 

like a bright torchlight. I r the spell is cast on an 

Thus a 6th level spellcut& may create thm mu- 
siln. The rpelk~~ter may shoot the miuila all at 
one mgct or at different targets. 

Range: 0 
Duration: 6 N ~ U  
Effect: The spelkutcr only 

This spell cream an invisible magical barrier 
all nmund the spellcuter's body (lus than an 
inch away). A11 attacks against the spelhtcr M 
penalized by - 1 to their attack rolla. and the 
spellcuter gains a + 1 bonus to all wing  h o w .  
while the pll Im. 
In addition. endwted creatures cannot at. 

tack the spellcuter in hand-to-hand or melee 
combat. (An enchanted unture u one that nor- 
mal weapons cannot hurt: only magical weapons 
can hit the crcaturc. A CrCaNre that can be only 
hit by a silver weapon-a werewolf. for 
nrpmpk-is not an enchanted creature. Any 
C ~ N K  that is magically summoned or con- 
trolled. such PI a charmed chnrpner. is also con- 
sidered to be an enchanted creature.) 

The bnniet thus completely p m m a  all at- 
tach from thnse c r e a m  unlur they we missile 
weapons; the b i e r  is no defense agaim mis. 
siles, though the snacken still suffu che - 1 at- 
tack roll penalties. 

This spell will not &ect a magic miwile. ei- 
ther incoming or outgoing. If the spelkutcr at- 
tacks (hand-to-hand) anyth~w during the spell's 
duration. the e&n changes slightly Enchand 
macure ue then able to much the s Ikutn. 
but rhe attack roll and raving thrw $&meno 
aill apply until the spell duration ends. 

Pmcertioafmmm 

ReadL-ynla 
Range: 0 

Effect: The spellcuter only 
Duration: 2 nuns 

This spell will allow the spellcaster to d. not 
spepk. any unknown languqa or code, includ- 
ing vcuure map. secret symbols, Md so forth, 
until the duration a d s .  

Read Magic 
Range: 0 
Duration: 1 turn 
Effect: The spellcaster only 

This spell will allow the pllcprrer to read, not 
speak, any m i d  words or mnn, such u those 
found on sa% and otha items. A spellcuter 
cannot understand unfmilint magic writings 
without using this spell. However, once a spell. 
cuter reads a scroll or funcs with thL spell, he 
can read or p a k  that magic Inter wirhour using 
a spell. 

&I spcu boob M written in mpBicd words, 
and only their owners may read them without 
using this spell. 

shield 
Range: 0 
Duration: 2 NIM 
Effect: The spellcaster only 

ThL spell crcatn a magical barrier all around 
the spellcuter flcss than M inch awav). It moves 



with the spellcaster. While the duration IPM. 
the spekaster ha8 an AC of 2 against misides, 
and AC 4 againsr all other attacks. 

If m e o n e  shoar a magic miuile at a spell. 
caster protected by this spell, the spellcaster may 
n u k e  a saving thmw w. spells (one saving throw 
per miuile). If the saving throw is succnrful. the 
q i c  m M e  has no effect; it hits the barrier and 
mpontcs. 

s*ep 
Range: 240' 
Duration: 4d4 (4.16) turns 
E&c 2-16 Hit Din of living c m m m  within a 

This spell will put creatures to dcep for up to 
16 turns. It will only affect c m t u m  with 4 t 1 
Hit Dice or 1-generally, amdl ot man-sized 
cmcum. The spell will not affect m a t u m  out- 
side the 40' X 40' am which the layer choores 

40' quam ma 

M the spell's wga am. The spel P will not work 
&M UndCad Of Very 1-e M N I C S .  SUCh U 

dragons. 
When a chhnmncer is first hit with a deep spell, 

falling or sagging to the ground will m wake 
himup.Howcvc~,duMnr&tedbyarleep 
spell arc not in a deep dcep. Any ~ l ~ ~ p i n g  char. 
mer or creature will awaken if slapped. kicked, 
01 haken. 

ChPMcrs CM kill a sleeping victim with a sin. 
gk blow of any e d e d  weapon, r e ~ l a s  of the 

%ur Dungeon Master will roll Id8 to find the 
total Hit Dice or experience levels ofmonstem af. 
fected by the spell. 
The victims get no saving throw against this 

spell. 

V e m h q d m  
Range: 60' 

B&cr: One item or location 

This spell will allow the s p e h e r  to make 
the round d  hi^ or her voice come from m e -  
where ek.'such as a naNc, Mimd. a dark cor- 
ner, and so forth. The "somewhere e W  must 
be within Ian@ ofthe spell. 

Second kvol Magical Sp~llr  
ConiiIuIal Light' 
Range 120' 
Durachl: Permanent 
B&n: volumc of 60' dillmeter 

This spell crcpw a globe of light 60' PCIOS. It 
is much brighter than a torch, but not PI bright 
PI full daylight. It will continue to glow forever, 
or until it is magically removed. It may be nrt on 
an object. just as the first INCI light spell. Ifcast 
at a creature's 'yn, the vicrim muat make a sav- 
Lythmsvw. spells. If he fails the saving h o w ,  
the victim is blinded-permanently, or until the 
spell is dispelled. If he makes the saving throw, 
the globe will still appca~, but will remain in the 
place it WM cast. and the intended vicrim wil l  
suffer no ill effects. 

Thc lcvclx of Sir spell, mnrinunl darkness. 
ueata a volume of complete d a r k  in a 30' 
radius. 'IbKhes, hremr. and cvcn a &br spell 

crcnture's hit points. 

DUnUOn: 2 NIM 

will not affect it, and infnvkion cannot penc. 
trace it. If cplf on a cmture's eyes. the creature 
must make a saving throw VI. spells or be blind. 
cd until the spell M removed. A cunrinud &br 
spell will cancel its effcus. 

Detect Ed 
Range: 60' 
Duration: 2 N~W 
Effect: Everything within 60' 

When hia spell is cast, the spclkaster will see 
a glow surround all evilly-enchanted objects 
within 60'. It will also cam creatum that want 
to hann the spellcaster to glow when they PIC 
within range. The spell. however, does nor pllow 
the spellaster to hear the actual thoughts ofthe 

Remember that Chaotic alignment is not au- 

chaotic monsrers have evil intentions. naps and 
p o h n  arc neitha good nor evil, but merely 
dangerous. 

Dnsr Invisible 

UCPNICS. 

tomPticdy the m e  as Nil. although many 

Range: 10' per INCI of the spellaster 
Duration: 6 NIM 
e t :  The spelhter only 

When chis spell is CM. the lpellcpner can see 
all invisible cteatures and objects within range. 

For ample.  a 3rd level spellmet can uy chi 
spell to see invisible things within 30'. 

Enmngle 
Range: 30' 
Duration: 1 round per l ~ e l  
EfTem: Gnuols mpu 

This e l l  dlm the spellcaster to uy any 
ropelike object of l i h g  or once-living miterid 
(roots, vines. leather mpn. plant-fibre mpa. 
nc.) io behave as he or she orders. About IO' of 
normd ' lr" diameter vine plus I' per INCI ofthe 
m e r  can be affected. 
The c o m m d  which can be given during M 

e n ~ # l c  spell include: coil (form a n n t  d). 
coilmdknor. loop. Ioopandknor. uemdknor, 
and the ~ C M  of all the above. Thc vine or 
rope must be within 1' of MY object it is to co i l  
around or tie up. x) it must ofra be thrown at 
the target. This rpell is vup &I in climbing 
situations; a spellcaster can twa a rope up the 
side ofa  wall or cliff and command it to loop and 
knor itself nround a projemon at the height of 
the throw. Coil m d  h r  e&ctively ties up a vic- 
rim. 

A person or monster anacked by MY uy of 
the spell my make a saving thror w. spells to 
avoid the effects of the enm& 

Ew 

Duration: 12 turns 
Effm: All thovghts in one direction 

This spell will allow thc spelkpttcr to "hear" 
thouphts. The spellcnner must concentrate in 
one direction for six rounda (one minute) to hear 
the thoughts (if any) of a mature within ruyc. 
Ihe spell allon the s p e h t e r  to undentnad the 

The 10' fot epch k V C 1  Of the Y p C k U t C t .  

Range: 60' 

thowhts of any ingle living creature, regardku 
of the language. The spell does not plbw the 
caster to hear the h u g h a  of undead cmtum. 

If more than one creature is within range and 
in the direction the mer is mncenuwng, the 
spellnrter will "hear" a confurcd jum k of 
thoughts. The spellcaster a n  wn out the jumble 
only by conccnmting for M extn six mda to 
fmd a single creature. 
ESP will not be hampered by MY amount of 

wood or liquid. and wdl pencuate as much 
fwo fee  of&, but a thin coating of k.d will 
block the spell. Tnrl(eu can make a saving throw 
vs. spell to avoid the rpd effects. 

nrt, by couch. on MY one creature. Thc mipi- 
cnt is complncly immune to ESP and all other 
forms ofmind-mding for the spell duntion. 

In?ilibiliq 
Range: 240' 
Duntion: Permanent until I I 
Effect: One creamre or object 

Thi spell will make any one C ~ S -  WJCCI 
invisible. When a creature h n  invisible. all 
items that he cartin and WCM also become in& 
ible. Any invisible item bccoma visible again 
when it leaves the creature's posression 
(dropped, KC down. CK.). A light source (such 
as a torch) may be made invisible, but the light 
given off will dwys remain visible. 

If the ~pel l~utcr  makes an object invisible that 
is not % carried or worn, it will h e  visi. 
ble again when touched by MY living C ~ N I C .  
An invisible creature will remain inwible until 
he or she a& 01 cam m y  spell. 

Knc 

Duntion: Sce below 
Effect: One lock or bar 

Thisrpe~~wil~opmanytypcoflock.This II 
will open an n o d  or magicdly IOCLC~ Er 
(one a f f e c d  by a hold pDml or wizard I d  
spell). and any mm door (but a SCCICI door 
must be found before ir EM be knocked open). 
Any magic will remain, however, and 
will take e&ct once again when the daw i 
doaed. This spell will also unlock a gare, or un- 
stick it if it is stuck, and will cause dny t- 
chest to own e d v .  It will nL0 c p w  a barred 

Themclaeofthirspell,mindm~,mybe 

door to &. m ~ a l l y  forcing the bu to fdl 
the floor. I f i  door is locked and barred. only 03 
type oflock will be opened. 

Loicw 

h u O n :  6 turns t 1 Nm/kveI ofthe caster 
Effect: The ~ p e l l ~ t ~ ~  only 

When thL spell M cast, the spellaster ma 
move up or down in the  ai^ without any suppon 
This spell doer nor, however. allow the spellcprt. 
er to move from side to side. For arnmplc, a 
spekastn could levitue to a ceiling. and then 
could slowly move sideways by pus& and pull. 
ing. His movement up or down is at the rate of 
20' per round. 

The spell c a n m  be CUI on d a  pnoa or 
object. The spellcpter may carq a normd 

RMF: 0 



mount of wcighr whlc levitating. up to 2.000 
.n (200 Ibs) in weight. poasibly anothn man- 
ized CBNIC (if ir isn’t wcaring metal armor). 
lny crcaturc smallct than man-sized can be cac. 
ricd. unless heavily Iadcn. No saving throw is al- 
lowed. 

Locate objm 
Rangc: 60‘ + 10‘ pcr lcvcl of thc spcllcasrcr 
Duration: 2 turns 
Effect: Onc object within rangc 

Thc spcllcprtct casu thu spell 10 find an object 
within the spcll’s rangc. For this spell to work, 
thc spcllcasrcr must know cracrly what thc ob- 
ject looks likc. He can spccdy a cnmmon typc of 
object. such as “any flight of stairs:’ hrcad. 

Thc spell will pomr to rhc ncnmr designatcd 
object within range. giving rhc direction but nor 
thc disrancc. 

The spcll‘s rangc incrcascs as the spcllcotcr 
gam lcvcls of cxpcricncc. For cxnmplc. a 2nd 
Icvel spcllcotcr can locate objccu up to 80’ 
away; a 3rd lcvcl spcllcasrcr. up IO go‘. 

Mirror Image 
Rangc: 0 
Duration: 6 turns 
Effect: The spcllcastcr only 

With this spcll, the spcllcastcr crcaccs Id4 (1- 
4) additional imagcs which look and acr mctly 
likc him. The images appear and rcmain next to 

(withm 3’ of) the spellcastcr. mnvinp ifthc SDCU. 

castcr moves. talking if the spcllcastcr talks. and 
so fonh. The spcllcprtcr need nor conccnrratc: 
thc impgca will rcmain until the durarion ends. 
or until they arc hit. 
The imagcs arc nor rcal. and cannor actually 

do anyrhing. Any succcsdul attack on the spcll- 
castcr will suikc an imagc instead, which will 
mcrcly cause that imngc to disappeu (regardless 
of the ~ ~ a l  dunage): this continucs until all 
thc imagcs PIC dispelled. (If thc spcllcastcr IS 
caughr in thc cffcct of an Mea-rypc attack. such 
as a fmbd spcll. all imagcs will disappcac and 
thc spcllcasrcr will be &cctcd by the spcll.) 

Phnauomnl Porn 
Rangc: 240’ 
Duration: Conccnrration (scc bclow) 
Effect: A volume 20’ X 20‘ X 20’ 

This spcll creatcs or changes appearances of 
everything within the PICP nffcctcd. Thc spcll. 
caster can create the illusion of something he M 
she h o  seen. Ifnot, thc DM will give a bonus to 
the saving throws of those trying to ignore the 
spell’s effects. If the speUcotcr docs nM usc this 
spell to amck. the illusion crcatcd by this spell 
will disappear when rouchcd 

If the spelkaster uses the spcll to ncaic thc il- 
lusion of a monster. it will appear in cvcry way to 
bc the monstcr in qucsrion. Howcvcr, rhc mon. 
siet is AC 9 and will duappcac when hir. 

If the spcllcastcr uxs the spell to crcptc an at- 
tack (a phantasmal magic missik. collapsing 
wall, ctc.), the victim may makc a saving throw 

M. spells; ifhc is succc&l, the victim is not af. 
fectcd, and rcalircs that thc attack is an illusion. 

The phantasmal force will rcmain as long as 
the spcllcnstcr conccntraccs. If the spcllcastcr 
moves. rakcs any dmngc. or fails any saving 
throw. his concentration u broken and the phan. 
tam disappears. 
This spell never inflicts any rcal dmagc. 

Those “killed” by it will mcrcly fail uncon- 
scious, rhosc “turncd to stone*’ will be paca. 
lyrcd, and so forth. Thc cffects wear off in ld4 
turns. If the charactcr does makc his saving 
throw to realize ehpr the atmk is an illusion. the 
damage suscaincd disappcm immediately. 

Web 
Rangc: 10‘ 
Duration: 48 turns 
Fffect: A volume 10’ x 10’ X 10’ 

This spell crcares a mass of scicky strands 
which arc difficult to destroy m c p t  with flmc. 
It usually blocks the area affected. Gianu and 
othcr creatures with great strength can break 
through a web in 2 rounds. A human of Avcragc 
Scrcngrh (a score of 9-12) will take 2d4 (2.8) 
turns to break through the wcb. Plnmes (from a 
torch, for cxmplc) will dcstroy the web in 2 
rounds, but all creatures within the web will bc 
burned for 1-6 (ld6) poinu of dmagc. Anyone 
wcaring gnunrlcrs of ogre power (a magical trea- 
sure) can break free of a wcb in 4 rounds. 



W M W  
Range: 10' 
Duration: Permanent 
Wm: Oncpntd OI lak 

This spell is a more ponchl version ofa hold 
p o d  spell. It will work on any lock, not merely 
doors, and will h t  forever (or until magically 
dLPJled). However, a l m d  spell can open the 
wizard lock. 
Thc wizard who cast the wizard lock can easily 

open the door he has enchanted. as CM any 

more levels (or Hit Dice) greater than the caster. 
This son of door.opcning don nor remove the 
magic, and the magical lock will relock when d- 
lowcdtoclDsc(justaswiththeholdponnlspell). 

magic.* chuPctcr or mture of three or 

Third hvrl Magical Spollr 

Range: 60' 
Duratiom 12 tusna 
6iTect: See through another's cycs 

With this spell. the caster may KC through the 
qcs of any single creature in spell rpry. 

"Seeing" through a creature's eyes take one 
full rum, after which the caster can change to an- 
other creature. even one in another dirmion; he 
docs not have to cast the spell again fo do so. TWO 
fkt of mck or a thin coating of lead blocks the 
&nr of this spell. No saving throw is allowed. 

create Air 
Range: Immcdiatc Mp, 8 , m  cu. ft. 
Duntion: 1 how per level of caster 
B&n: Pmvides breathable ai 

' I l i a  spell pmvides breathable ai& npccidl in 
m w h m  othemk thne is none to be d. It 
is M on a volume of8,ooO cubic feet (swh as a 
20' X 20' X 20' room) and, while it is in &, 
mtyonc in that area has good ai to breathe. 

Ctutomarily, it's wed when dungeon cxplor- 
rs M tcappcd where ah is tunning out. When 
ast in cbia fashion. the spell effm stays in one 
 he; it does not mosc with the caster. 
Hovevcr. it doa not have to be cast in only 

that way; it can be cast on enclosed vehicle intc- 
&m (such as the bclow.deck mas of ships). liv. 
ing cmutues, or pieces ofquipmcnt. When it is 
w M. it will provide pMurized ai for the du. 
ration ofthe spell effect, and the spell will mvcl 
with the vehicle on which it is M. 

The spell may be cast upon one penon. 
whereupon he can breathe normally. It's not the 
same as water bmching. though-if he dives 
u n d ~ r .  he can still breathe, but great qwn. 
titics of ai M always bubbling u from him, 
mDkiag stcaithy trawl an i m p i d i t y .  

The rpcll may bc cas upon aapccitii piece of 
quipment like a helmet, and whichever one 
person wean it may breathe normally If the hel- 
met is not fully enclosed ( i t . .  airti ht), ai will 

it under p m w ;  uJ-ter cbia 
m b  stealthy movement impouihle. 

A flying CICPNIC on which chis spell is cast can 
not only breathe in h d e  environments, it can 
fly through airless void. This means that a 
peyw-ddu could cast one spell on himself and 

out 

m o a  his pcgaIu8, d then &e fro dthm 

could fly into the ether of cuter space. 
The spell don not protect pmplc fmm the ef- 

fects of p o h  gpuer unlcg the gas in question is 
a normal component of the atmmphere. 

Dirpcl M y i c  
Range: 120' 
Duration: Permanent 
Effect: Duuoys spells in a 20' cube 

This spell destroys other spell effects in a cubic 
volume of 20' X 20' X 20'. It does not &et mag. 
icnl items. Spell effects crzated by a caster 
(whether cleric, druid, magic-user, or elf) of a 
Iml qud to or lower than the speUcPcnr ofthe 
dispel magic PK automnticnlly and immedhtely 
dntroyed. Spell effm created by a higher-level 
spellmer might not be affected. The chance of 
failure is 5 %  pet level of difference between the 
spellcwers. Por example. a 7th l ~ e l  magic-user 
crying to dispel a web spell cast by a 9th kvel 
cleric would have a 10% chance of failure. 

Dipel magic will not affect a magical item 
(such as a scroll, a magical sword. etc.). Hw- 
NCI, it can dispel the effects of the magical item 
when that imn is used (a spelkasm can CM dis- 
pel mngic on the victim of a ring ofhuman con- 
Uol and map him out of that concml). 

F i d d  
R ~ g e :  240' 
Duration: Imtnntaneous 
Effect: Explosion in a sphere 40' diameter 

This spell creates a missile of fue that b u m  
into a ball of fve with a 40' diameter (20' radius) 
where it st& a targct. The fmbd will cause 
ld6 points of fm damage per loci ofthe caster 
to evety creature in the area of effrct. 

Each victim may make P saving thiwr vs. 
spells; if sueensful. the spell will only do half 
damage. For cxample, a fireball M by a 6th 
level spelkamer will b m  for 6d6 (6.36) points 
of damage; chnnem who make their saving 
throw vs. s ll will cake only half ofthe damage 
mUed on dice. 

NY 
Range Touch 
Duration: ld6 (1-6) turn t 1 rum per kvel of 

Effect: One creature may fly 

sibly the spclluura himself) to fly. The recipient 
can fly in any direction and at any speed up to 
360' (120') by mere concentration. The recipient 
may nko stop and hover at any point (as a Ievi- 
ate spell); th is  docs not require concentration. 

Hua' 
Range: 240' 
Duration: 3 turns 
Effect: Up to 24 c r e a ~ m  move double speed 

This spell don up to 24 cmcura in a 60' di. 
metet circle to ptdorm acticns at double speed 
forhdfanhow(3nunr).Th~scn&nedmay 
move at up to twice normal speed and make 
double the nonnd number of missile or hand- 
*hand attpdu. 
Thb rpcU don not affect the ntc at which 

the cplfcr 

This spell allon the targct it is cast upon @oo- 

magic works. w a b u d  spelkamr can still not 
cp61mo1~ than onespell per round. and thew 
of magkd device (such as m&) cannot be 
speeded up. 
Themcrseofcbiarpell,&nv,willrrmovethe 

effects of a h  spell, or will cause IhCvkrimrfo 
move and attack at halfnonnd rpeed. 

As with hasre, the slm spell dar not dect 
qAkutin8 orthe w o f m g i d d c v k n .  

The victims may make a wing throw vs. spells 
to avoid the effect. 

Hold Paaon* 
Range: 120' 
Duration: 1 turn/lcvel 
Effect: Pnnlyzcr up to 4 Cleaturea 

The hoMpema spell will nffeet any human, 
dmihuman, or humnn.LiLc c r e a ~ ~  (bu&u, 
drynd, gnoll, hobgoblin. Lobold. lizard JIM. 
ogrc, on, nixie, pixie O1 rpdtc, for inac&xc). It 
will not nffeet the undead or creature8 lugc~ 
than ogres. 
Each vucim must make a saving rhmn 91. 

spell8 or be pprnlyred for nine turn. The rpcll 
may be cam at asingle penon 01 01 a ~troup. If 
MI at a single person, the victim &era a - 2 
penalty to the saving throw. If cast at a group, it 
will affect up to four permu (of the clerk's 
choKc), but with no penalty to their mb. The 
pdyris m a y  only be rrmcved by the l ~ n e d  
form ofthe spell, or by a dirpel myirrpcll. 

The m m  ofthe Ipell, fapeon, mllovw 
the ppnlyris of up ro fau victims ofthe normal 
form ofthe spell (kl 

remwe the effects of a ~ W c  p.ntyub ability. 

laknrhion 
Range: Touch 
Duration: 1 day 
Effect: One living u c a ~ r e  

This spell cnahkl the recipient to see in the 
duk. to a 60' range. with the m e  w a  ofvision 
postaKd by d w m  and e h .  

Infravision is the ability (0 see heat (and the 
lackofheat). Dwum. e h .  n n d ~ e r s d t h c  
i h v k ~ o n  spell have infnririw in addition to 
nonnd sight and can rec 60' in the dmk. Infn- 
vision don  not w d  in 4 and m+l 
light. Pire d other heat arnucu can intcrfcre 
with infravision, jus as a bright fkdr dlight can 
make n o d  vision go black for a htt time. 

With infravision. warm rhing~ ~FQCX red, 
and cold rhings appear blue. POI armpk, an 
a p p m r c h i ~  m~rc could ti recn u a red 
shape, leaving hint reddish footprints. A cold 
pool of water would seem a deep hhtc color. 

c h n r w c a w i t h ~ c o n c v m s c . ~ O 1  

sumwdng air (such PI a mbk or a k k c m ) ,  rina 
air fbw rill inevitably show tbc v*mr thcir bar. 
dm, ou&q than in afaira Iigh~~-bhr 001~. 

Und they move, 9 w i U  be wyfa in~ tothe eye; 
-they mowrg. tbq bsrmK b h q  but 
rrrp obviom Iight.bhu figum. 

InfrpvLirm isn't good enough to read by. A 
character can use his infravision to recognize an 
individual only if they M within 10' dirtrnce 
unlcg &e individd is wty. vCi-9 diainctiw (far 
aumptc, 8' call or walkiq with a uutch). 

holdpenoacpsc by a 
cleric). It has np other 28 cct; e.&, n don not 

CIClNlcl nhLh M IhC amC mnpauUa M the 



rerLibility 10' d u s  
Range: 120' 
Duration: Permanent until broken 
Effect: All creatures within 10' 

This spell makes the recipient (and all othcn 
within 10' at the time of the cming) invisible. 
This is an area effect, and thw who move fur- 
ther than 10' ftom the recipient become visible. 
They may not repin lnvhibiky by returning to 
the m a .  Othenirc. the inviaibility is the m e  
PI that burowed by the spell invisibility. An in. 
visible creature will remain inviaiblc until he or 
she attacks or casta any spell. 

All item carried (whether by the recipient or 
othen within 10') .Is0 bemmc invisible. 

l&htniq Bolt 
Fungc 180' 
Duration: IN~MMCOUS 
Effect: Bolt 60' long, 5' wide 

This spell creates a bolt of lightning. starting 
up to 180' away from the caster and atending 
60' in a nnight line funhn nay. All C I C P ~ ~ I C S  
within the area of &I take ld6 poinu of dam. 
age per level of the spellcaster. (Thus a 6th Iml 
elf would cast a lightning bolt doing 6d6 poinu 
ofdamage.) 

Each victim may make a saving thtow vs. 
spek if succuaful. he takes only half damage. 

If the lightniog bolt mikes a solid surface 
(such as a wall). it will bounce back toward the 
cuter until the total lmgh of the bolt is 60'. 

Rotedon fmm Ed 10' Radius 
Range: 0 
Duration: 12 tutns 
Effect: Barrier 20' diameter 

This spell ucam an invisible magical b r i e r  
d around the caster, mending for a 10' radius 
in 111 directions. The spell r m n  as protection 
from attacks by momen of an alignment other 
than the caster's. Each C ~ N R  within the bnrri. 
et  gain^ a + 1 to all wing  throws. and all attacks 
PBpinst thme within M penalized by - 1 to the 
attacker's attack roll while the spell IN. 

In addition. cnch~ ted  cmtum cannot at- 
tack thor within the barrier in hand.to-hand 
(melec) cmnbat. (An enchanted C ~ N R  is any 
creature which is magically summoned or con. 
tmllcd. such M a charmed character, or one that 
is not harmed by ncfmal weapons. A creature 
that can be hit only by a silver weapon-a were. 
wolf, for orpmple-is not an enchanted crcP- 
m.) 

If anyone within the bamcr attacks an en- 
chanted CreaNIC, the barrier will no longer pre. 
vent thc CICSNN from attacking hand-to.hand. 
but the bonus to saving thmws and penalty to 
attack rob will d l  apply, 

Attacken. including enchanted matures, can 
attack people inside the barrier by wing missile 
or magical attacks. They do suffer the - 1 penal- 
ty to attack rolk. but that is the only penalty 
tho, &t. 

PloceclionhNormsllllidla 
Range: 30' 
b t i o i X  12 NIIU 

&n: Ow creature 

'Ihic spell Eivn the recipient cwpletc pnwcc. 
tion from 111 md nonmagiral minib  (such as 
u r n s .  quarrels. thrown spears. etc.): the 
ranged attacks h p l y  miu. h g c  or magical at. 
fpJI). such as a catapult none or a magic unm. 
M  no^ nffmed. 

The spehter  CM cast the spell on any one 
creature within the spell's range. 

Wta Brading 
Range: 30' 
Duration: 1 day (24 houn) 
Wm: One air-breathing creature 

This spell allows the recipient to breathe while 
underwater (at any depth). It does not affect hL 
movement in any way. nor doer it interfere with 
thc breathing of air if the recipient emerga h 
the watet. 

Fourth Lovol Maglcrl S p l l r  
Clwm Yolutn 
Range: 120' 
Duntion: Special 
Mect: One or more living creatures 

This spell effect is identical to that o f a  chum 
penon spell. but will nffm MY creature accpt 
an uadad moniut. If cut on vkcims with 1 Hit 
Dice or kn. the spell rill cham 3d6 (3-18) vu. 
timt. Otherwiac. it will charm only one victim. 

euh victim may make a saving thrors vs. spells 
to avoid the cffms. 

wochform 
Range: Touch 
Duration: Permanent 
Effm: Crcatn up to 30' X 30' clmh 

This spell ucaus quantities of cloth up to 
30'X30'. The cloth treated by a single spell 
must appcnr in one picce. Unlike many cmrion- 
type spells. this one creates cloth that is non- 
ma ical and cannot k dirpclled. d the campaign urn the opt iod gcncd 
skills and the cmer has an appropriate Crph 
skill, he may shape the cloth PI he cream it. He 
may thus create a tent, a sail, a single gument. a 
drape. 60' ofmmmon rope. CK. If the campaign 
doean't u x  the skib N ~ S .  the chatacter could 
have k e n  dcfured earlier as one who knows how 
m wort cloth in order for him 10 do thL. NaN- 
rally. unshaped clmh created by this spell can lac. 
cr be cut. w n  and othuwix fPlhioncd into 
such objects. 

The cloth so created is much like undved 
linen-it's tough, scmiccable. and unglnmor- 
ous. A caster can create his doth with an d n -  
ishcd end. and later he or another caster can use 
another clothform to create cloth joined to the 
fmt on that edge-and there will be no mm or 
weaknes at the joining. ' I l i a  mpkcs it a god 
spell fot mating rugged, dependable sails. 

When cmted. the cloth orrnrda fmm the 
caster's hands and out along the gmund. If there 
M obstackr. it piln up .9pion thcm but does 
not shove them back. The spell may not be cast 
to mate  a huge shnt which falls over a unit of 
enemin. for instance. The cloth. when created, 
may not be attached to anything cue t to an 
d e r  appllR of C h b f h I I  C h h ,  M Lad 

above. The dorh cannot be CMI in a m  OEN. 
pied by mother object. 

In a d v c n ~ ~ s .  this spell is oftca wed tomdoc 
quick Ihdten nnd to create mpc. 

c b l f E b l  
R M ~ :  120' 
Duration: 12 rounds 
Effect: 3-18 uepnuo in an pm 60' puoll 

Thir spell will confur  ita v&tima. .ffadae 9 
crcpfwl within a 30' d i u s .  Vietimr with km 
than 2+1 Hit DKc M ll01 nlbaed a rrhy 
thrar. Ttror with 2+1ot more Hit Dw SQvR 
make asaving rhmnvs. speborery round d t h e  
spell's duration, if they m a i n  in the ua. 01 be 
Confused. 

c o n f u s e d  creatum act randomly. The DM 
should roll 2d6 each round ro &tennine crh 
UCONIC'S action. using the following chart: 

ConfUsiM Rmlu 
Zd6 RoU Resulr 

2-5 Attvk the rpellcPctet's ppny 
6-8 Donothing 
9-12 Annd the CICU~I~C'S own pury 

DimayjonDwc 
Range: 10' 

ation: 1 round 
C[: Safely rrnarpon one creature 

This spell will uuupon one manuc (dtkr 
thccastcroravictimupm 1O 'h thecnrm) to  
a p k c  up to 360' nay. The cuter pi& the de- 
sired destination. If he doer not know the loa. 
tion. the caster may spec% the direction ad 
distance of travel. but the disuxe CPWM n. 
cecd a total of 360' (for aampk. 360' nnight 
up; 01 200' wnt.  60' Youth. Md loo' down). 

If this would muse the recipient ro urive at a 
location mupied by a solid object, the ipll has 
no effect. 
An unwilling recipient mr d e  a saving 

rhron vs. apUr to avoid the &. 
GronhOfplsnu* 
Ranm 120' 
Du&on: Special 
Wect: Enlarges 3OOO aquare fecc of plana 

Thisspellcnuscs wmal brush o r d  ro bc- 
come thickly overgrown with vinu ,  ~mpen, 
thorns. and brim (or types of mull plant-lifc 

ofupto3,ooOaqu~f~(thcc~ercha*athe 
dimrnsions ofthc spell &I). The planu ro be 
affected must be entirely within the spell's 

&e uca nffectcd by the spell M imparonble to 
d but giant-iaed cm-. Thc effect lam un- 
til removed by the memcd form of the spell or 
by a +I q i c  rpell. 

The menc of chia spell, &lnkplmu, cpuys 
dl normal plants within the MI of cffccc to 
shrink and become pnmblc. It may bc d to 
negate the &a of the n o d  spell. Shrink 
p l ~ ~ w i l l  MI e t  plnnt-likc monsters (auch M 

UCMtS). 

PpPI'OPIhC I O  the W). The SpCu rfieerr M YU 



I - h u U . i l I n ~  anah 
Range: 240’ 
Durntion: Special, 
Mm: Changca or hides te& in 240’ radius 

(or less) 

This spell creates the illusion of a terrain fca. 
ture. either indoon (such a pit, stairs, ctc.) or 
outdoors (hill. awsmp. grove of trees, ea.), pos- 
sibly hiding a real feature. The caster could cre. 
ate the illusion of solid ground over a series of 
pits or quickeand pools. or he could create the 
image of dense forest over his m y ’ s  camp, m. 

The caster may choose to place his hducinnm. 
ry emin over a comparatively small area (for in- 
SIMCC, a throne room) or over a much larger one 
(for ncpmple. a hill). If he chooses to cut the 
spell on a larger terrain feature, the entire fea- 
ture to be d f ~ t e d  must be within the range of 
the spell. (A hill with greater than a 480’ diamc. 
ter would not be affected.) 

The spell lasts until the illusion is touched by 
M intelligent creature, or until dispelled. 

Le S t O r m l W  dlec 
Range: 120’ 
Duration: Storm, 1 round; Wall. 12 turns 
Effm: Storm in 20’ x 20‘ x 20’ volume; or wall 

of 1,200 SquM feet 

This spell may be casr in either of w ways: 
either US M icy b h ,  ice storm, or d dice. 

Anicesrarmf~lsa20’X20’X20’cube. Ifcast 
in a smaller a n ,  it will remain 20’ long at most. 
The storm inflicts ld6 points ofcold damage per 

level of the caster to every creature in the m a .  
Each victim may make a saving throw vs. spells, 
if he is successtul. he takes only half damage. 
Pue-type creatures (red dragons, flame damn. 
den, ne.) have a - 4  penalty on their saving 
throws, but cold-type creatures (frost giant, frost 
damander, ea.)  are nor dfected by the spell. 

A d of ice is a rhin vertical d of MY di. 
mensions and shape determined by the SpekMt- 
er totalling 1,200 square feet or less (N’X 120’, 
30’X40’, m.). The dl is opaque and d l  
b l d  sight. The wall must be cnsc to rest on &e 
ground or similar support, and cannot be cast in 
a space occupied by anorher object. 

Creatures of less than 4 Hit Dice or l e ~ e l s  CM. 
not break through the d l .  Creature of4 HD or 
more levels CM break through, but rake id6 
poinu of damage in the process. Pire-type ma-  
tures each take twice the amount of damage 
(2d6) while brcPking through. 

Muunorph 
Range: 240‘ 
Duration: See below 
Bffect: Causes illusion dum within 240’ range 

This spell will affect up to 100 human or man. 
sized creatures in a 240’ diameter, making them 
appear to be the trees of M orchard, dcnx 
woods. or other large plant life nppropriatc to 
the region. (Unless the cam aign’s deserts fen- 

desert.) Unwilling creatures are not dfected. 
Creatures larger than man-size (such as hones) 
may be included, counting as two or three men 

Nre very large cactus, the Spe P 1 won’t work in the 

e&. The illusion will hide the recipients trom 
creatum moving through the MP dfecred. 

The spell lam until n dispel mwic i can on it 
or until the cater decides LO drop the illudon. 
The appearance of cnch disguised creature re- 
t u i ~  m normal if the creature moves out of the 
n&ncd mea. Honcvcr, movement within the 
MP docs not dnvoy the illusion. 

Polynuxph Othu 
Range: 60’ 
Duration: Permanent until dispelled 
Effect: Changes one living creature 

Thin spell changw the victim into wtha liv- 
ing creature. The new form mny have no mom 
than twice as many Hit Dice as the original. or 

the same: an 8th Iml prince with 32 hit poinu 
could end up a frog with 32 hit ints. 

Unue the p ~ l g m ~ r p h  sex spec the po,p 
morph orhen spell actually turm the victim into 
the new creature. giving him MY and all rpecial 
abilities ofthe new form, plus iu tendencies and 
behavior. POI example, P hobgoblin poly- 
morphed into n mule will think and ut Wrc n 
mule. 

This spell cannot crenre a duplicate of n spe- 
cific individual, only a race or monster type. Por 
ewm IC, a creature pol morphcd into a 9th 
lml ightcr d l  indeed L e  n human. bur 
not n e c c d y  a frghter and no higher than 1st 
ICVel. 

The victim of chis spell mny make n saving 
throw vs. s ells to avoid the &. The &ccr 
lasts until J spe~ed ,  or unril the creature dies. 

PollmorphSclf 
Range: 0 (Caster only) 
Duration 6 turns + 1 nun per level of the caster 
Effect: Cuter may change shapes 

tnking the physical form of pn~ther living crea- 
ture. The Hit Dice of the new form mYlt be 
equal to or lcac than the Hit Dice of the caner, or 
the spell will tnil. 

The caster’s armor clw, hit poinu. am& 
rolls, and saving rhrowr do not change, and he 
d a s  not gain speeinl abilities (mch as ghout’ 
pdysis) or special immunities ofthe new form: 
however, he does gain the natural physical abili. 
ties of the new form. POI example, a rpellcnnu 
polymorphed into a frost &nt has the lmngth 
of a frost giant and the ability to hurl boulders, 
but nor immunity from cold. A spekascer poly. 
morphed into a dmgon could fly but would not 
be able to use my breath we~poar or spells. 

The spellcaster C P M O t  cut rpeb while poly. 
morphed into n different form. The s 11 Ism 
for the lincd duration, or until dispel$or un. 
til the caster is killed. This spell will not enabl 
the caster to take the form of a spepccifc individ 
unl (KC polymorph orher). 

Runove CUM* 
Range: %ch 
Duration Permanent 
E f f ~ r :  Removes MY one curse 

character, item, or area. Some 

the spell will fail. The vicrim’s hit poinu remnin 

This spell allows the mter to change Ihlpe. 

TI& spell removes one cum, whether M I 



thor on magical it-may only be tmporari- 
ly d, at the DM’s dicemion, requiring a 

i n g t h e ~ ~ ( o r p o u i b l y a ~ o v e ~ m c ~ b y  
a hi h level spellcaster). d~mmc of this spell, c u m ,  causa a mi. 
fomnc or penalty to &I the recipient. Cum 
arc limited only by the caset’s imagination, but 
if M armnpted cum is [oo powenid. it may re- 
turn w the caster (DM’s disoetion)l Safe limits 
to c u m  may indude: -4  pcnnlty on attack 
rolls; - 2 penalty to d ~ v i n g  throws; prime r q .  
uisitc reduced to half normal. The victim m a y  
d e  a saving throw VI. spells m avoid the cum. 

WdPh 
Range: 60’ 
Duration: Concentration 
Wea: Crcata 1200 quare feet offire 

This spell cmtu a thin vertical w d  of fire of 
MY dimenah and ahape, determined by the 

ple. lO’X120’. ZO’X60’. 30’X40‘. etc.). The 
wall is opaque and will block si ht. The wall can. 
not be cast u a space acupicd %y another object. 
It laaa long the caster conccnmtcs, without 
moving, on it. 

Creatures of lcu than 4 Hit Dim canaot break 
thmugh the wall. Creatures of4 HD or more can 
bred through, bur take ld6 points of damage in 
the procur. Undcad and cold-using creatures 
(white dngons, fmst giants, etc.) each cake dou- 
ble damage wh& breaking rhrough. 

Wizud Eye 
Range: 240‘ 
Duration: 6 turns 

dC&d dirpel mi/ spell for permMCIIdy WmOV- 

spellepsnr, rotplline 1,200 quare feet (for Qam- 

Creates movable invisible eye 

This spell creatu an invisible eye through 
whichthccastercanrc. ItiatheaixcofamJeyc 
and has infravision (60‘ range). The wizard eye 
floats through the air at up M 120‘ per turn, but 
will not go throu h solid objects nor move more 
than 240’ away frn the caser. The spellcaster 
must concentrate (without moving) to see 
through the eye. 

Fifth Level Magical Spollr 
AnirmtcDad 
Range: 60’ 
D&tion: Permanent 
Effm: Creacca zombiu or skeletona 

This spell dows the spellcaser to make ani. 
mated. enchanted akclcwns or aombica from 
n o d  akeletona or dead bodica within m g e .  
Thne animated undcad creanun wil l  obev the 
cleric until they are duvoycd by ~ d c r d & ~  or 
a dipel magic spell. 

POI clch aperiencc level d thc  cleric, he may 
animste one Hit Die of undead. A akelnon has 
the aune Hit Dice as the original creature. but a 
zombie has one Hit Die more thvl the originnl. 
No# that this d a m ’ t  count character aperi. 
encc lmls 08 Hit Due: For pwpcdca ofthb apcll, 
all humam and demihumanr are 1 HD cm. 
nun, so the remains of a hh level thief would 
be animsted as a zombie with 2 HD. 

Animated crcatuta do not have MY spelb. 

but PIC immune to deep and cham effects and 
poison. Lawful cleria must cake care to uic chia 
spell only for p o d  purpore. Animating the dead 
is usually a Chaotic act. 

CIoIldkiIl 
Range: 1’ 
Durarion: 6 NIN 
EKect: Crcatu a moving poisonous cloud 

This spell creates a circuk cloud of poisonow 
vapor, 30’ ~cmn and 20’ tall, which appem next 
M the rpellcaster. It m o w  awy at the rate of6W 
(20’ per round) in MY one d i d o n  (with the 
wind, if any: dcrwix .  in the direction chaxn 
by the caster). This cloud is heavier than air and 
will sink when p i b l e  (going down holes, did. 
ing downhill. ere.). The cloud will evaporate if it 
hits trees or thick vegetation. If cast in a rmd 
area such in a 10’ tall dungeon corridor). the 

All living creatures within the cloud take 1 
point of damage pet round. Any victim of leas 
than 5 Hit Dice must make a saving throw m. 
poton or be killed by the vapors. 

caljmel3kmald 
Range: 240’ 
Duration: Concentration 
Effect: Summons one 16 HD elemental 

clou d may be of smaller than normal l e .  

This spell allows the caster to m m o n  MY one 
elemental (AC -2, HD 16, Damage 3d8; see 
the daeription of clement& in Chapter 14). 
The curer can only summon one of each t ~ p e  of 
elemental (e&, air, fur, water) in one day. 

The clemcntal will perform MY tasks within 
its powcr ( ~ ~ ~ i n g ,  attacking. nc.) as long as the 
C M Q  maintains mntrol by concentrating. The 
caner cannot tight, cast other spells. or move 
over half Normal Speed, else he will h e  control 
of the ckmental. If he loses control, he cannor 
regain it. An uncontroUed elemental will uy to 
slay its summoner, and may atrack anyone in its 
path while pursuing him. 
The spell‘s caster may mrn a controlled cle. 

mental to its home plane simply by conccntm 
tion. A dipel magi’c or dispel evil spell CM 
m n  M unmnvollcd elemental to its p l ~ c .  

calm &el P b e  
R a y ;  0 (spellcaster only) 
Durauon: See below 
Effect: 3-12 questions m a y  be answered 

This spell dowa the apcllcpncr to contact one 
of the outer p l ~ u  of d a n c e  to rek  know]. 
edge from M Immod creature-a powcrfvl 

most powerful h o n &  live on the most dis. 
cant outer plpn~s. However, mental conrm with 
an Immortal may a u r  a m o d  to go inaane. 
The more distant the p l ~ c ,  the ~ I C E W  the 
chance of a correct mmcr-but the gmtm the 
chnnce of innnity as well. 

The number of questiom the spellcaster may 
ask is equal to the “diatancc” to the outer plane. 
“Distance” to any other plane of existence is 
measured in the number ofplpncs the character 
wuld  have to cmrc in order to visit that plane. 
See the chart on pap 264 m ~e where the vnri- 
ow planes of odstence lie in relation to one an. 

IllUKUd being played by the DM. The Wisut and 

d e r .  ’Ihe “distPclce” bemen the Prime Plane 
and the c l ~ t  outer plane ia )-the E W .  
elemental, and Annl Planes lic “bmeen” 
them. l l u r e  are many outer planes. many too 

Thc caser may choose the h e .  up w the 
m h u m  allowed. The DM ChaL the wer‘s 
chance of insanity once, when the h m o d  ia 
fmt contacted. If the curer is 2111 Iml 01 
greater, thc chance of inanity ia duced by 5% 
per locl of the C M Q  a b  20. 

Even if insanity d w  not rwult, the lmmrmt 
may atill not know the - w the chmnn” 
questions. or may lie, at the DM’s dLpedotl. 1 
rhc DM d w  not wish just to deride whnha rh 
Immod kmwa or is lying, he can d m th 
chartbelowtodm i s .  

far removed to be &d by Ihb @. 

C M M  OUtCr Plane 
D h c e  & 
Number of ch.nccof.. . 
Quesriotrs LMMiry Knowin# L)- 

3 5% 25% 50% 
4 10% 30% 45% 
5 15% 35% 40% 
6 20% 40% 35% 
7 25% 50% 30% 
8 30% 60% 25% 
9 35% 70% 20% 

10 40% 80% 15% 
11 45% 90% 10% 
12 50% 95% 5% 

* Or not knowing 

The spellcaser CM w thb ~pell once a monl 
at most (01 lcu often, at the DM’I oprion). & 
~MMC charmer m e n  with m. rfw L n u n  
bet ofmka of game cimc qual w thc nunbe 
of the plane contacted. 

DirolW’ 
Range: 120’ 
Duration: 3-18 daya 
Effect: Liqvitia 3000 quare feet 

This apcll c h n n p  a volume ofroil 01 rack (but 
not a consuuction) w a monu of mud. An area 
up to 10’ dcep or thick ispffecred, and m a y  bm 
up to 3.000 qquM k of& M 

magic.wr may choose the e m t  wid 
length (2o’x 150’, 30’X loo’, etc.). but - 
tLc-of~ectmust+withi.24o~ofthecw 
cr. s l m d t o l O % o f t h ~ m o v e m a t m l  Creatures moving through the mud LI( 

best, and may become s (at the DM’a dime 
cion, a victim must saving throw vs. ap*l 
to avoid becoming su ). 

The menc of chis 11 (harden) will changt 

nently A victim in the p u d  may make a ndng 
throw vs. spells 10 a* being trapped in & 
hardened mud. 

Fcob*miad 
Rmgc 240‘ 
Duration: Permnncnt u@riI dispeUcd 
Hffm: h e r s  Intclligencc mrc to 2 

This spell will only &I a mngicwer, elf, 01 

a monster which CUI cast ma&d spek it doa 
not affect thor which CM only cleric ot dmii 

the same volume of 3 d  w mck, but pcmu- 



It will make the victim helpless, unable to cast 
speb or chi& dearly (M if the victim has an In- 
telligence KO= of 2). The victim may make a 
saving throw va. rpeb to avoid the &I, but 
with a - 4  penalty to the roll. 
The fkblunind lasts until moved  by a d i -  

pelm~icspell (atnormalchancesforauccess)or 
by a deric's curcall spell. 

'Ilia spell has an c&et identical to chat of a 
hold persun spell, but will p&n MY living ma. 
are. (It does not affect the undead.) Each victim 
m u  make a saving throw vs. spells or be para- 
lyzed. The spell may be cast at a single mature 
o r a p u p .  Ifcastatasingleueennuc,thevictim 
takes a - 2 penalty to his saving throw. If cast at 
a group, it will n&n ld4 creatures (of the spell. 
caster's choice, and within spell range). but with 
no pendues to the wing throw. 

moves the paralysis of up to four vi& of hold 
pusan or holdmonsrerspells. It has no other cf. 
k t .  

M+J- 
Range: 30' 
Duration: See below 
R&t: Me over one body 

'Ilia spell causes the caster's body to fall into a 
trance. while the caster's life force is placed in an 
innnLnate object (which is called a magic jar re. 
g a r b  of its form: it does not have to be an ac- 
tual jar) within nnge. From thia object> the 
caster's life force may ammpt ro cake over any 
one creature within 120' of the ma& jnr. If the 
vicrLn makes a sucassful saving throw VI. spells, 
the ~ t t a n p t  f& and the caster may not tiy to 
take over that victim again for one turn. If the 

foils the saving throw. the caster takes 
is body and the life force of the victim is 

p i m  into the magic jar. 
The caster may =use the body to perform any 

n o d  dona, but not specid abilities (similar 
porph self& A dispel nil spell 

%&e the spellcaster's d e  force out ofthe vic. 
tim's body and back into the magic jar. When 
the spellcaster mna to his or her real body, the 
victim's life fom ~NIM to his body and the 
spell ends. 

If the poaxsscd body is demyed. the victim's 
life force dies, and the caster's life force mums 
to the mwiciar. From there the caster may w to 

'Ihe INCm of thia Spell, fm UIMStCI, te- 

take over-another body or return m the original 
bod 

$the magic jnr is destroyed while the caster's 
life force is within it, the caster is W. If the 
magic jar is destroyed while the caster's life force 
is in a victim's body, the life force is stranded in 
that body, and the l i fe force of the body's origi- 
nal owner is destloyed. If the caster's original 
body is dnuoyed. his life t o m  is stranded in the 
magic jar until the caster can rake over another 
body! 

The taking ovn of another body is a Chaotic 
Ut. 

pnmrll 
Range: 30' 
Duration: 3 turn 
Effect: Creates a hole 10' deep 

This spell c a w  a hole 5' diameter, 10' deep 
to appear in solid rock or stone only. The hole 
may be horizontal or vertical. 

The stone reappears at the end of the dura- 
tion. If someone is still in the tunnel when the 
stone reappears. he gerr a saving throw va. turn 
to stone. If he succeeds, he is hurled out the 
nearest end of the tunnel. If he fails, he is 
trapped within the reappearing stone, and dies. 

Range: 120' 
Duration: 6 rounds 
Effect: 200 en of weight per level of caster 

This spell enables the spelkaster to move a 
creature or objm simply by concentrating. The 
item may weigh up m 200 cn (20 Ibs) per level of 
the caster (a 10th level elf could move object 
weighing u to 2,000 cn, or 200 Ibs). The caster 
may mOve $e object in any d d o n ,  at a rate of 
up to 20' per round. 

An unwilling victim may make a saving throw 
vs. speh LO avoid the cffm. If he mpkn the roll. 
he doesn't budge. If a target is bein6 held by 
someone, the holder can make a saving throw 
with a - 2 penalty to retain the t ~ g e t  item. 

If the tel&n& grabs an objm that is being 
carried but not held in the hand, the owner may 
grab for it as it is yanked away. To catch the de. 
paning object, he must makc a saving throw vs. 
spells with a - 5 penalty. 

The caster must concentrate while moving ob. 
jecu. and the objecta will f d  if the caster is dis- 
turbed. 

m w  
Range: 10' 
Duration: Instantaneous 
Effect: ?tansporn one mature with equipment 

Thii spell instantly transporn the spellcaster 
or another recipient M any unmupied destina- 
tion on the same plane of existence. Distance 
does not matrer so long as the destination is on 
the same plane. The recipient arrives at the des. 
tination with all equipment he was cplrying. An 
unwilling victim CM make a saving throw vs, 
spell to avoid the spell &cas. 

The caster may not deliberately choose a desti- 
nation he knows ro be occupied by a solid object. 
and he must chow to appear on a surface (such 
as ground kvel or the top of a building); he can- 
not choose to appear far up in the air. 

Teleporcing is dangerous; there is a chance the 
telcporter will ap car in a d i d  objm. The telc. 
porter's chance &!arriving safely depends on how 
m h l l y  the CMer has studied the area. 
On the chart below. the DM determines how 

well the caster knows the destination. 

Tdeprt chances 

Knowledge nfDestinarion Ruulr 
Ouud C c n d  Exact 
01.so 01-80 01-9s succeg 

"Casual Knowledge" mcam that the caaur 
has been there once or twice. or is visualizing the 
aiming point from desriptions or magical 
means. "General Knowledge" means the caster 
has been to the ma often, or has spat several 
we& studying the area magicdy (via a y d  
b d ,  nc.). "Exact Knowledge" means t h e c e r  
has made a detailed petwnnl mrdy of the ma. 
Once the DM bas determined how well the 

character knows the destination. the DM rolls 
d96. Ifthe result is "Succep," the teleporter ar- 
tiva exactly when chc caster desired. 

If the result is "%a High:' the recipient ar- 
rives 1dlOX 10' a h e  the desired dearination, 
then falls. taking damage on impact (ld6 ints 

a fly or levitare spell. or already had a flying de- 
vice operating, he can avoid this damage.) 

If the result is "Too Low:' the recipient Miw 
Id10 X 10' below the desired h t i o n .  Any crea. 
we celeporting into a solid objca is h t l y  
killed unless a vacant ma (such a cave or 
dungeon) lies at chat point (DM's dirunion). 

WdOfSronC 
Range: 60' 
Duration: Special 
Effect: Creates lo00 cubic feet of stone 

of damage p 10' fallen). (If he had al Kcz y cast 

This spell creates a vertical stone wall n d y  2' 
thick. The caster chaoses the wall's dimensions 
and shape, but iu total ma must be 500 squm 
feer or less (lO'X50'. 20'X25'. ne.). and the 
entire wall murr be within bo' ofthe csstn. 

The caster must cmte the wall w h m  the wall 
will rest on the ground or similar suppon. and 
cannot create the wall in a space Plready occu- 
pied by another object. 

The waU lasts until it is dispelled or physically 
broken. 

If a wall of stone topples, it c a m  lodl0 
poinu of damage to what it hits, and it shaners. 

woodtorm 
huge: Touch 
Duration: Permanent 
E&t: Creates 1,WOcubicfeetofwood 

This spell creates a mam of wood equal to 
1.000 cubic fecr: it mav be Mpaped in MY fa&. 
ion the caster des& ( l O ' X  3% 10' block, 
25'x20'x2'Wall,etc.) 

Casting time varies depending on the com- 
plexity of the design. A simple wall and other 
simple shapes take 1 round. A simple staircase 
may tpke 10 rounds (1 turn). A complicated de- 
sign which is s u p p d  to adhere to very tight 
specificatiow-such as the kcel of a ship-could 
take the maximum time dowable, 12 NIM (2 
hours) just to work up in rough form. When the 
caster wants to try a complicated design, the DM 
decides how long the casting will take. 

The object must be created as a single piece, 
with no moving parts. The original caster of the 
spell may later CMI woodform on an object he 
has llrcady created with the same spell. in order 
to modifg it for up to two hours. This is how 
spellcaster artists &n make fine woodcnrvings, 
for instance. When he is satisfied with his work, 
he casu w c d t k n  on it one last time to "lock it 
in place:' and it may no longer be modified by 
~ r n  spells. 



Move Bnnh 
Range: 240' 
Duration: 6 turns 
Effect M w n  soil 

This spell c a m  soil (but not nxk) to move. 
The caster can w the spell to move ea& hor- 
ironally to make a hill, or veniuUy, to open a 
large hole (one up to 240' deep, unlas it reaches 
solid &). The spell mwes the soil at up to 60' 
per cum, and at the end of the spell duration, 
the moved soil remains where it is put. Thir 
is helpful for comnuxing cnnles. 

Range: 240 
Duration: 6 cum 
Effect: Creates one image 

This spell mates an image of the e w e r  up to 
240' away; the image will lm without coixenus- 
cion. The p r o j d  imrgc CPMM be dish. 
guished from the original accpt by touch. Any 
spell the spellcaster CMU will seem to come fmn 
the image, but the cancer must still be abk to see 
the target. 

Spells and missile attacks will not appm to ar 
fen the image. If the image is touched or mx 
by a hand-cc-hand weapon. it d~nppcara 

Rcinrolnncion 
Range: 10' 
Duration: Permanent 
Effect Creates a n m  body 

To cast this spell. the magic-user must have 
pan (however small) of a dead body. The speU 
magically mates a new body, and the lifc fola  
which was once in the dead body mlp) and in- 
habits the new one. The DM CM choore what 
sort of body is created, or w refera to the tables 
below to decide. 

If the life force is reincamared as a diITemt 
me. all dctnilr of the new me apply, inrrcnd d 
the old. Por orm le, a ckric ~ ~ i n ~ ~ ~ t e d  as an 
elf is no longer a Lric, but is able to cast magic- 
user speb and fqht as an elf. 

DI 

change unlcss restricted by the mnximum KOI 
demihumans. If the victim is reincamaced in a 
monster body, the victim's digmuat helps de- 
termine the type of monster which pppnn; a 
charmer will not be reincarnated in the body of 
a monster that canna have his plienment. A 
monster body may not gain levels of experience: 
the chPrnctcr must play as the reincnrnaccd ue- 
cure, or mire  from play. or (perhaps) be m'ha 
nated again when slain. 

9 

The victim's level of expcrimce d( 

The mass of wood must be crcated so as to rest 
on the ground or M a r  support, and w n o t  be 
cm in a space occupied by another object. 

A caster can create his wood with one or more 
rough sides. and late he or another caster can 
w Mother nwdfDnn to create wood perfectly 
joined to the fint on that side-and there will be 
no seam or weaknnr at the joining. Thia makes 
it a gcmd spell for cmting svong ships and 
wooden buildings. 

The caster may decide whnt m dwocd is cre- 
ated, within reason. The DM may tcfuse to allow 
the cuter to pick very expensive. orotic, or magi- 
cal woods. 
The wood created by this spell is not dispella- 

ble: it lasts until broken through, burned. or de- 
stroyed by spells like disintcgrare. 
The armor class and hit points of building ma- 

terials M given in the Fonifrcations Table on 
page 137. Based on those guidelines. a wall of 
wood has an AC of -4(6) and 60 hit points per 
1' chicknnr. Mort building exterior walls would 
be about 8" hick and have 40 hit points. 

Sixth Level Mapicd Spell8 
Anti.blqic shell 
Range: 0 (Caster only) 
Duration: 12 turns 
Effect: Personal barrier which blocks magic 

This spell creates M invisible barrier around 
the spellcaster's body (Inr than an inch away). 
The barrier stops all spells or spell cffecu. in. 
cluding the caster's. The castct may destroy thc 
shell at will; othetwisc. it lm for the duration. 
Excqt for a wish, no magic (including a dispel 
magic spell) can CMCCI the bmier. 

umw. 240' ~~~ ~~ 

Duration: Instantaneous 
Effect: Slays 4d8 (4-32) Hit Dice of CICaNICS 

within a 60' X 60' X 60' MU 

This spell will affect 4ds (4-32) Hit Dice ofliv- 
ing creatures within the given arta. Normal 
planw and insects M automatically slain, and 
those with no hit poinw (normal inrcew. plants 
smaller than shrub.sircd. for instance) M not 
counted in the total nffected. Undead ate not af. 
fected, nor M maturw with S or more Hit Dice 
(OI kvcls of orperience). 
The loweat Hit Dice crearures PIC affected 

fmt. Each victim must make a saving throw vs. 
death ray or die. 

Durkon: Instantaneous 
Effect Destroys one CreaNre or object 

This spell c a w s  one C ~ N ~ C  or nonmagicnl 
object to uumble to dust. A victim may make a 
s a v i q  thmw va. death ray to avoid the effect. 
(The spell can didntepre a drpgon, P ship. or a 
10' &on of wall, for example.) 

The spell does not affect magical items or spell 
&eM. 

Gk: 30' 
Duration: Until complncd or removed 
Effect GmpeL one uearure 

This spell forces a victim either to perform or 
avoid a stated action. For example. a character 
may be to bring back an object for the 
caster, to eat whenever the chance a r k .  or never 
to mal certain information. The action must 
be pmsible and not d i d y  fatal or else the gns 
will mrn and affect the caster instead! 

When the spell is first cast, the victim may 
make a saving throw vs. spells to avoid the spell's 
effect. 

If the victim ignores thegns, penalties (de- 
cided by the DM) are applied until the c h v ~ e t  
either obeys the gnv or dies. Suitable penaltiu 
include penalties in combat, lowered ability 
scores, low of spells. pain and wcaknas, and so 
forth. Dispel magic and m o w  cum spells will 
not affect a gnv. 

The gens m&n the vinim perform an action. 
but does not make him chink it is his own idea: 
Once he finishes performing his t d .  he may de. 
ddc to exact revenge on the s p e k e r .  
The mem of this spell. rcmovegcu, will rid 

a character of an unwanted gnv and its effecw. 
Honevet, if the caster is of a lower level than the 
caster of the ori inal there is a chance of 
failure ( 5 %  per L e 1  G L c e ) .  

Invhibk SrpUIcr 
Range: 0 ( h e r  only) 
Duration: Until mission is accomplished 
Effect: SUOUIIOM one creature 

This spell summons M invisible s d c r  (from 
Chapter 14) which will perform one task for the 
caster. The creature will serve the casrer regard- 
less of the time or distance involved. until the 
task is completed or until the c r e a m  is slain. A 
dispel evil spell will force the creature to mwn 
to its home plane. 

lonnmm 
Rnnge: 240' 
Duration: 10 NIM 
Effect: Cuts depths to half normal 

Thii spell caused a body of water to lower to 
half its normal depth. It will effect an area up to 
10,000 squaw fm (width and length). If cast on 
a constantly-renewed source of water (such as a 
river or ocean). it lowen that area ofwater for the 
en& duration of the spell (or until it is dis- 
pelled); surrounding water dou not rush in until 
the spell is ended. If cast m u n d  a boat or ship, 
the vessel may become stuck.  

At the end of the spell's duration. the sudden 
rush of water filling the "hole" will sweep a 
ship's deck clepr of most items (and people who 
fail their saving throws w. spells) and taust 
ld12+20(21-32)pointsofhulldnmngc. 

This 3pcll can cum a rampaging river into a 
river which the hemes' pmy can ford, can cause 

era m see what's deeper in them, ctc. If cast 
m u n d  a boat or shi 
bay or river to drop I 
come stuck. 

Some pools to Imf fnr enough for the adventut- 

I spell may cause th 
I for the v e ~ ~ l  to bc 

Reincamation Rwulw 
Type of M y  Appra~ing (Roll 1 de) 

1 Human 5 Elf 

3 Human 7 Originalrace 
4 Dwarf 8 Monster 

2 Human 6- 

(rec below) 



Type ofMonmr Body Appeuing ( R d  ld6) 
Id6 Lnwful Neurrnl Chaotic 
1 Blink Dog Ape, White Bugbear 
2 Gnome Bear’ Gnoll 
3 Neanderthal Centaur Kobold 
4 Owl, g h t  Griffon Manticore 
5 Pegasus L i z d M a n  Orc 
6 ’Exant Pmc %gkdYte 

* Any normal bepr 

The DM may add more monsters to the lists. 
Such monsters should have 8 Hit Dice or lear nnd 
should be at least semi-intelligent. 

StoncIOP*lh* 

Duration: Permanent 
E f k t :  One C ~ N R  or object 

Thia spell cum any one sratue (or quantity of 
stone up to 10‘ X 10’ X 10‘) to flesh. It is usually 
used to restore a chmctcr turned m none (by 
gorgon bmth, for example). 

The reverse of this spell, flesh m m e ,  will 
Nrn one living c r e a m ,  including d quip. 
mcnt wried. to stone. The victim may makc a 
saving throw n. Nrn to stone to avoid the dfect. 

stonefonn 
Range: Touch 
Duration: Permanent 
Effect: Creates 1,ooo cubic feet ofstonc 

120’ 

This spell creates a mua of stone equal to 
1,ooO cubic feer; it may be urangcd in any tnrh- 
ion the caster desires ( lO’X 1O’X 10’ block, 
25’X20’X2’wall. etc.). 

Casting time vsl ia  depending on the com. 
plcxity of the deign. A simple wall and other 
simple shapes take 1 round. A h p l c  stnircasc 
may cake 10 munda (1 turn). A complicated de- 
sign meant to adhere to very tight 
specifcations-such as an ornate fountain or 
statue-dd take the maximum time allowa- 
ble, 12 curm (2 hours), just to work up in rough 
form. When the CMW m u  to uy a compli- 
cated or unusual design, the DM decides how 
long the casting will cake. 

The object must be created as a single piece, 
with no moving p m .  The original caster of the 
spell may later cast stondbrm on an objca he 
has a h d y  created with the same spell in order 
m modifi it for up to two hours. This is how 
@-user prrisrs oikn make tine statues, for in- 
stance. When he is satiafied with his work, the 
magic-user CMW nonehm on it one Isn time m 
“lock if in place,” and it may no longer be modi- 
fied by stondorm spells. 
The mua of stone must be created to rest on 

the p u n d  or similar SUPPON. and cannot be 
cast in a space occupied by another object. 

A caster can create his none with one or more 
rough sides. and later he or another c a r  can 
w anoher mnefom to create none joined to 
the first on chat side-and there will be no seam 
or weakncg at the joining. This makes it a good 
spell for creating strong walls and gigantic 
buildings-colisea, palaces. etc. 
The caster may decide what ~m ofstone is cre- 

ated. within reawn. The DM may rdux to allow 
the caster m pick WY spensivc, erotic. or magi. 
cal stone. Vdui de, for instncc. is an L- 

appropriate choice. However, a caster can choote 
such stones as clear lead crystal. and so make 
thick, strong. perfcet windows with this ~pell. 
The stone is not dlpelhble; it Inns until bm- 

ken or desvoycd by s Us like disinngnre. 
 he armor c l n ~  an&r poinu ofbu~di ma- 

teripls uc given on the Porrifitiom Tnblc on 
page 137. In general. fmm thorc pidelinn. 
mnc mils have an AC of -4(6) and 100 hit 
points per 1’ chickncg; doing 500 hit poinu of 
damage m a 5’ d will definitely knock a hole 
in it. Building exterior mlls t a d  to be about 7” 
thick and have 60 hit points. 

\pnllofimn 
Range: 120’ 
Duration: Permanent 
Effecc: Creates 500 square fen of iron 

This spell creates a vcnical d of iron exactly 
2’ thick. The magic-w may chwre any length 
and width. but the total MI myll be 500 quare 
feet or I c g  (10‘x 50’, 2o’X25’, nc.), and the 
entire wall must be within 120’ o f the  caster, The 
caster must crearc the d l  w it m on the 
ground or similar support. It cannot be cast in a 
space occupied by another object. It IWS until 
dispelled. di~inr~grated. or physically broken 
(though it will resist all but giant-sized physical 
attacks). Moat other spell dfecw, including fire- 
brll. lightning bolr, nc., have no ciTcct on a d 
ofimn. If the wall is made to topple. it causa 
lodl0 (10-1M)) poinv of damage m whatever it 
hirs, and shatters. 

If the w d  is attacked, it h a number of hit 

monster can d m y  a wall ofiron with a single 
much. Otherwir. the wall can only be dam@ 
by banering; see Chapter 9 @pet 118) for more 
on battering nmcks. 

wkathu C o n d  
Range: 0 (magic-uscr only) 
Duration: Concentration 
Effect: All weather within 240 YPlQ 

This spell allows the magic-user m create one 
special weather condition in the surrounding K- 
ea (within a 240 y d  radius). The spellcnncr 
may select the weather condition. The spell only 
works ourdoors, and the weather will &ea d 
CreaNreS in the area (inch- thc curer). The 
d k t a  last aa long the spel lcar  comcmccs, 
without m w k ,  if the CWCI is being m d  (for 
examplc. aboard a hip), the cffca man a h .  
The spell’s dfem vary, but the following mulrs 
are typical: 

Run: - 2  penalty to atuck mh applies to d 
missile &. After three NIM. the ground be. 
comes muddy, reducing movement to half the 
normal rare. 

Snow: Visibility (the &MCC a creamre CM 
see) is reduced to 20’; mowment is r e d u d  to 
half the n o d  rate. Riven and MPID( m a y  
freeze over. Mud remains nfar the mow haw. 
for the m e  movement penalty. 
Pog: 20‘ visibility, half n o d  movement. 

Thorc within the fog might bccomc lost, moving 
in the wnmg direction. 

Wear: This cancels bad weather (&I. MW, 
fog) but not secondary dfecrs such 

Inreme Hear: Movement re d wed to half nor. 

points equal to the level of the casfer. A Nst 

mud). 

mal. BXM water (from rain, mow, mud mw- 
muted from rock, nc.) drin up. 
High Winds: No missile fire or flying is pa’ 

ble. Movement r e d d  to half n o d .  At ae 
ship sailing with the wind mow 50% fpncr. 1.. 
the daett. hwh winds create a ~~KOIYII, for 
half n o d  movement and 20’ vbibility. 

Tomdo: Thia creates a whirlwind under the 
magic-wconwl, atcukingandmovingasifit 
WM a 12 HD air elemental. AI aca, mat the cor. 
nado as a storm or p l c .  

Sovmtb Lovol Migicrl Spollr 
h F % l u  
Range: 120’ 
Duration 6 monthr(see below) 
Effect: Chprmr one uet or more mder PIMU 

Similpr to a charm p e r m  spell, chis a t  
causa one tree, Iia medium-*zed burha, 12 
d shrub. or 24 mall planu co bcamc 
friends of the magic-wr (no savins throw). 
However, a plant-l&e mo&r (tmnc;rhri&&, 
ex.) may make a saving thrown. rpclb w & 
the &.. ... . ... . 

The charmedplpnu will undemand and obcy 
all commands of the magic-user, as long as the 
tasks are within their ability (including the en. 
tan ling of puaen-by within range. bur not in- 

The planv will re& charmed for Iia monthr. 
until the chum is dlpelled, or until winter 
(when they deep). (Ihia spell is quite VKfUl 
around a swnghold, both h i d e  ~ 

cinuy when wd nfar a 4th IC 6 
plmuspell. and p i b l y  apcrma. _..__ - -.-.) 
Cmtc N d  Yorucca 
Range: 30’ 

Effect: Cream 1 or more ~ O M ~ C ~ S  

du t u  g movement. sensing alignment, nc.), 

Duration 1 turn 

This spell c a w  monstm m appev out of 
thin air. All monnem a& wiU undenturd 
mi obcy the aster’s CommUrLficing, w. 
rying 01 fct~hing rhinp, ctc. They will fdrhfull:~ 
obcy all c w n m ~ d s  m the best oftheir ibiiitia 
Each m o m  will nppnr wrying iu noma- 
weapons d a ~ p M g  io normal umol (if any), 
but d v a  o t h m k  unquippcd. At the end d 
one turn, all the monners u e d  wnbb b d  
into thin air. along with dl their quipmcnt. (If 
a moaner haa dropped a weapon while fighdng 
andthcnvanirhcs,thempoadtrppeur,toa.) 

The total number dHit D i n  dmonnut ap. 
pepring is qual co the Iml of the magic-uscr 

qn 01pct multiple of the morrstm’ Hit Din, 
drop all t n n i o ~ ) .  The magic-uscr may &most 
the a~ rgpe of manners created, but he must 
select only ~ O M C C M  with no special abilities 
(i.e.. no a r L k  next m the Hit Die number in 
the moaner explanation). ThL spell don not 
create humma, demihumans, or undd. h. 
cum of 1-1 Hit Dice arc counted as 1 Hit Die; 
creaturca of ‘ / I  Hit Die or leu are counted V I  
Hit Die nch. 

Emnple: With this spell, a 15th level casm 
could summon 30 giant bau, ne. 01 bbol& 
( V z  Hit Die momem); or 15 goblins, ora, or 
hobgoblins (1 Hit Die monners); or 7 IC& ba- 

C d n g  the (If the ~ h C C r ’ S  kVCl M)( 

I 
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boons, gnolls. or lizard men (2  Hit Die mon. 
stcrs); or 5 boars, draco lizards, or bugbeus (3 
Hit Die monsters); or 3 black bears, panthers, or 
giant wcascls (5  Hit Die monsters); and so fonh. 

Delayed Blast Fireball 
Range: 240' 
Duration: 0 to 60 rounds 
Effect: Delayed blast fireball of 20' radius 

As the name implies. this is a fireball spell 
whose blast can be delayed; it behaves like a 
time bomb. When he casts the spell, the magic- 
user states the exact number of rounds of delay 
(from 0 to 60) until the spell detonates. A small 
rock. very similar in appearance to a valuable 
gem. then shoots out toward the desired loca. 
tion, and remains at that location until the 
stated delay elapses. The "gem" may be picked 
up, carried, and so forth. 

When the stated duration ends. it explodes in 
an effect identical to a normal firebdl-a sud. 
den instantaneous explosion inflicting Id6 
points of damage per level of the caster to all 
within the area of effect (a sphere of 20' radius). 
Each victim may make a saving throw vs. spells 
to take half damage. 

Once the spell has been cast, the explosion 
cannot be hurried nor further delayed, except 
with a wish. The "gem" created is pure magic, 
notanactdobjcct,dcannot bemovedmagi- 
cally (by rclckinmis, CCICPOR, ctc.); however, it 
can be dispelled. 

lmnform 
Range: Touch 
Duration: Permanent 
Effect: Creates 500 square feet of iron 

This spell creates a wall of iron 2" thick (or 
leu) with an area equal to 500 square feet: it may 
be arranged in any fashion the caster desires 

Casting time varies depending on the com- 
plexity of the design. A simple wall and other 
simple shapes take 1 round. A simplc staircase 
may t h e  10 rounds (1 turn). A complicated dc- 
sign which is supposed to adhere to very tight 
specifications-such as a giant poncullis-could 
take the maximum time allowable, 12 turns (2 
hours) just to create in rough form. When the 
caster wants to try a complicated or unusual de- 
sign, the DM decides how long the casting will 
take. 

The object must bc created as a single piece, 
with no moving parts. The original caster of the 
spell may later cast imnform on object he has 
already created with the same spell, in order to 
modify it for up to two hours. This is how magic- 
user artists often make fine iron statues, for in- 
stance. When he is satisfied with his work, he 
c a s  imnfom on it one last i i c  to "lock it in 
place:' and it may no longer be modified by 
im&rm spells. 

The iron wall must be created to rest on the 
ground or similar support, and cannot be cast in 
a space occupied by another object. Unlike the 
metal created by the wall of iron spell. it does 
not have to be created in a vertical position. 

A caster can create his iron with one or more 
rough sides. and later he or another caster can 
use another i m h m  to create iron joined to the 

(1O'X5O'Wall, or 25 'X2O 'wa l l ,  ctc.) 

first on that side-and there will be no scam or 
wcnkncu at the joining. This makes it a g d  
spell for creating iron reinforcements for walls. 
The iron so created is not dispelhble; it lasts 

until broken or destroyed by spells like dicintc. 
grate or creatures such as N S ~  monsters. 

The armor clam and hit points of building ma. 
urials arc given in the Fortitiitions Tiblc an 
page 137. Following these general guidelines. 
we find that an iron wall will have an AC of - 
lO(2) and about 15 hit points per 1" thickness. 

lore 
Range: 0 (magic-user only) 
Duration: Permanent 
Wcct: Reveals dctailsof 1 item. place, or person 

By means of this spell. the magic-user may 
gain knowledge of one item. place, or person. If 
the caster holds the item being studied, the spell 
takes ld4 turns to complete. and the magic-user 
learns rhc item's name, method of operation and 
command words (ifany), and approximate num- 
ber of chsrgcs (if any, within five of the correct 
number). 

If the item has more than one mode of opera. 
tion, or more than one command word, only one 
fvnction will be revealed for each lore spell used, 
and the spell will not men hint that the object 
has any other functions 

If the spell is being used to investigate a place 
or person, or an item which the caster is not 
holding, the spell may t h e  ldlM days to com- 
plete. A purely legenduy topic should require 
large amounts of time. and the information 
gained may be in the form of a riddle or pacm. 
The Dungeon Master should reveal only general 
details if the place is large. or if the person is of 
great power. 

Magic Door' 
Range: 10' 
Duration: 7 uses 
Effect: Creates one passage 

This spell may be cast on any wall, floor. ceil- 
ing, or section 6f ground. It creates a magical, 
invisible doorway that only the spellcastcr may 
use. It also creates a passage through up to 10' of 
non-living solid material beyond the doorway it- 
self. It cannot be created in a living object of any 
kind. The door is undetectable except by a dc- 
1st mqic  spell. and cannot be destroyed except 
by a dispel magic spell (at normal chances for 

The magic door lasu until dispelled, or until it 
has been used seven times. Note that each one. 
way passage through the door is counted as a 
'separate use. 

The werse of this spell, magic lock. is a pow- 
erful version of the 2nd level wizard lock spell, 
but cannot be affected by a knock spell or by the 
effects of any magical item. The magic lock 
causes any one pond to become totally impw. 
able as long as the magic remain& only the spell. 
caster can use the pond. The spell can affect an 
empty 10' X 10'ponal.like arca(such as an cmp- 
ty doorway). The locked portal docs not change 
in appearance. As with a magic door, the en- 
chantment remains until the ponal h u  been 
used seven times or until removed by a dispel 
magic spell. 

succcss). 

M a s  Inviribility' 
Range: 240' 
Duration: Permanent until broken 
Effect: Creatures or objects in 60' square area 

This bestows invisibiliry (as the 2nd level 
spell) on several creatures. All the recipients 
must be within an area 60' square within 240' of 
the magic-user. The spell will affect up to 6 
dragon-sized creatures, or up to 300 man.sizcd 
creatures. After the spell is cast. each creature 
becomes invisible, along with all equipment it 
carries (as per the invisibility spell, above). An 
invisible creature will remain invisible until he or 
she attack or cuts any spell. 
The rcvcrse of this spell. (appear), will cause 

all invisible creatures and objects in a 
20' X 20' X 20' volume to bccome visible. C m -  
turcs on the Astral and Ethereal plane are not 
within the area of effect: the spell cannot reac' 
across planar boundaries. All other forms of it 
visibility are affected. both magical and natum 
and all vict im of this spell cannot become invisi 
ble again for one full turn. 

Power Word Stun 
Range: 120' 
Duration: 2d6 or ld6 turns 
Effect: Stuns 1 creature of 70 hp or leu 

This lets the caster stun we victim within 12( 
(no saving throw). A victim with 1.35 hit points 
is stunned for 2d6 turns; a victim with 36-70 hit 
points is stunned for Id6 turns. No creature with 
71 or greater hit points is affected, 

Reverse Gravity 
Range: 90' 
Duration: I/, round (2  seconds) 
Effect: Causer victims in a 30' cubic volume to 

fall upward 

This spell affects all creatures and objects 
within a cubic volume 30' X 30' x 30'. causing 
them to "fall" in a direction oppoditc the nor. 
mal gravity. In two seconds, creature and objects 
can "fall" a maximum of65'. No saving throw is 
allowed. and all victims hitting a ceiling or other 
obstruction take ld6 points of damage per 10' 
"fallen:' Note that after the two seconds have 
elapsed, gravity returns to normal and all victims 
will fall back to their original places. suffering 
more falling damage. The DM should make a 
morale check for ench NPC victim of this spell. 

b p l c :  A magic.uscr casts this spell at a 
group of approaching giants in a 40' tall room. 
The iants "fall" to the ceiling and rhcn back to 
the ioor, each taking a total of 8d6 points of 
damage in the process: 4d6 from "falling" up 
and hitting the ceiling. and another 4d6 from 
falling back down to the floor. 

statue 
Range: 0 (Magicuer only) 
Duration: 2 turns per level of the caster 
Effect: Allows caster to turn to stone 

This allows the magicwer to change into a 
statue. along with aU nonliving equipment he 
carries. up to once per round (to or from statue 
form) for the duration of the spell. The caster 
can concentrate on other spells while in statue 



for, though he can cast no new spells while in 
this form. Although this spell does not give him 
immunity to "turn to stone" effects (from a gor- 
gon's attack). the caster may Simply turn back to 
normal one round after becoming petrified. 

While in statue form, the magicwer is armor 
clnu -4, but cannot move. He cannot be dam. 
aged by cold or fire (whether normal or magical) 
ot by normal weapons. He does not breathe. and 
is thus immune to all gas attacks, drowning, etc. 
Magical weapons and other spells (such as light- 
ning bolr) inflict normal damage on him. If a 
fire or cold spell is cast at the magic-user while in 
normal form, the chancier n n d  only win initia- 
tive (with a + 2 bonus) to turn into a statue bc- 
fore the attnddng spell strikes. 

Summon Objea 
Range: Infinite 
Duration: Instantaneous 
Effect: Retrieves one object from caster's home 

By means of this spell, the magic-user can 
cause one nonliving object to leave the spellcas- 
ten's home and appear in his hand. The object 
must weigh no more than 500 cn (IO pounds), 
and may be no bigger than a staffor small chest. 
The spellcastct must be very familiar with the 
item and its exact location, or the spell will not 
work. Thc cpste~ must also hivc prepared the 
item beforehand by sptinkling it with a special 
powder that costs 1,000 gold pieces per item pre- 
pared; the powder becomes invisible and does 
not interfere with the item in any way. The spell 
cannot summon item that have not been prc. 
pued in this fashion. 

If the magic-user prepares a chest for use with 
this spell. fills the chest with weapons and magi. 
cal items, and then later tries to summon it to 
him, the chest appears-empty. All its contents 
stay behind. where the chest originally stood. 
since they have not been magically prepared for 
use with the spell. and since the spell can sum- 
mon only one prepared object at a time. 

If another being posscsscs the item summon- 
ed, it will not appcnr, but the caster will know 
approximately who and where the possessor is. 
The magicwcr may use this spell from any lo- 

cation, even if the item summoned is on another 
plane of existence. 

saod 
Range: 30' 
Duration: 1 round per level of the caster 
Effect: Creates a magical sword 

When this spell is cast. a glowing sword made 
of magic, rather than metal. appears next to the 
caster. The magicwcr may cause it to attack any 
ctcature within 30'. simply by concentrating; the 
sword flies to the target and attacks. If the cast. 
er's concentration is broken. the sword mcrely 
stops anncking. It remains in existence for one 
round per level of the spcllcaster. 

The sword moves very quickly, attacking twice 
per round and making its attack rolb at the cast- 
er's level. Dmagc is the sync as a rwo-handed 
sword (Idlo), but this magical creation is capa- 
ble of hitting any target (even those hit only by 
powerful magical weapons). 
The sword cannot be destroyed before the du- 

ration ends, except by a dispel magic spell effect 

(at normal chances of success) ot a wish. 

T&lepcc Any O b j a  
Range: Touch 
Duration: Instantanmus 
Effect: Causes 1 object to teleport 

This spell is similar to the 5th level rclcpon 
~pcl l .  but nonliving objects can be affected. Af- 
ter casting this spell, the spcllcastcr may touch 
one ctcaturc or object and cause it to teleport. 
The normal chance of ctror apply (see the dc- 
scription of the rclepon spell ab0vc)l an object 
appearing too high will fall and probably break. 
while one appearing too low will be destroyed 
instantly. If the spcllcastcr uses this spell to tele. 
port himself, there is no chance for error. Tbc 
caster may not deliberately ch- a destination 
occupied by a solid object or in open air above 
the ground. 

The maximum weight affected is 500 cn (IO 
pounds) per level of the castcr. If an object is a 
solid pan of a greater whole (such as a section of 
wall). the spell will tclcport i maximum of one 
10' X 10' X 10' cubc of material. If the castcr is 
trying to tclcpon a creature that weighs more 
than the spell allows. the spell fails. 

If another creature holds or carries the item 
which the caster is trying to telepon, the creature 
may make a saving thtow VI. spells (with a -2  
penalty). If the saving throw is successful, the 

If the cpstet touches another creature. the tar- 
get creature may make a saving throw VI. spelb 
(if so desired) to avoid being telepord. but 
with a - 2 penalty to the roll. 

tclcpon fails. 

Eighth Level Magical Spells 
Clone 
Range: 10' 
Duration: Permanent 
Effect: Grow onc duplicate creatutc from a 

A clone is an exact duplicate of another living 
creature, grown from a piece of the original 
through the use of this spell. The piece need not 
be alive at the time the spell is cast. 

A human or demihuman clone is me and may 
be vcry hgerous. A clone of any other living 
creature is i more common thing called a simula- 
crum. A character can hive only one clone at i 
time; attcmpts at making multiple clones of a 
single character automatically fail. Undead and 
~onsuucts cannot be cloned, because they arc 
not living creatures. (You could clone someone 
from flesh taken before that person became un- 
dead, but he would not be subject to the e f f w  
dcsuibed below for situations wherc two exam- 
pler of the same pctson mist.) 

Human and demihuman clones: To cteate a 
human or demihuman clone, this spell must be 
cast on one pound of the pcrson's flesh. This 
spell requires the caster to use up other materials 
coating 5 ,000 gold pieces per Hit Die of the orig- 
inal. Thc clone awakens only when fully grown; 
this takes one week per Hit Die of the clone. 
When completed. thc clone is not magical and 
cannot be dispelled. 

If the human or demihuman original is not 
alive when the clone awakens, the done ha all 

piece of the original ctcature 

the features. statistics (abilities). and memories 
poueued by the original at the time the flesh 
was taken. This IS a vcry imponant point. For ex. 
ample, a 20th level magic-user might leave a 
pound of flesh with a scroll of this s ell. so that 
he might be restored if lost: but if J e  chslacter 
gnins another ten lcvcb of experience and then 
dies. the clone will be the younger. less- 
expnienced. 20th level form. 

If a clonc duplicates a perron still living. or if 
the original perron regains life. a very hamdous 
situation develop. Each form instantly becomes 
aware of the other's existence. A partial mind- 
link exists beween them: e& can feel the oth- 
er's emotions (bur no othcr rhoughts). If either 
one is damaged. the other takes the same dam- 
age (but may make a saving throw vs. speB to 
take half damage). This effect does not apply to 
chum. SICCD. cures. or other effecrs that do not . .. 
cause damage. 

The done is immediately obsescd with the 
need to destroy its original and will do anything 
to accomplish this. From rhc time a clone be. 
comes aware of its original. it has one day per 
level of its creator li.c.. the caster of the clone 
spell) to kill the original. 

BxMlple: A 25th level fighter dies. His friend 
the 34th level magic.uscr, who poa~sses a pound 
of the fighter's flesh for this ptccix purpose, 
doncs him. Then someone else rnixs the fighter 
from the dead. The clone becomes aware of his 
original and is compelled to kill him. He has 34 
days to do so-one day for every experience level 
of his creatot. 

If the clone succecds in killing its original. it 
can continue with irs life normally; but if it fails 
and does not immediately die, it becomes in. 
sane. 

When a clone goes insane. the original cm- 
cure pcrmanentl loses one point of Intelligence 
and one point ohisdom. The original may also 
thereafter become insane ( I% chance per day, 
not cumulative). If this occurs, the victim and 
the clone die one week later, both forever dead 
and unrecoverable even with a wish. 

Special Note: If the original and the clone arc 
kept on different planes of existence. no mind. 
link occurs, and the clone is not compelled to kill 
its original. No ill effects wcur, and the two re. 
main complctcly unaware of their situation. If 
they ever m p y  the same plane, the mind-link 
occurs and cannot be broken thereaiier except by 
the destruction of the clone or its original. 

Other clones: A clone of any other livi a. 
tutc (MI i human or dcmihuman) is 
simulacrum. One percent of the original's flesh 
is needed, and the cost of other materials is 500 
gold pieces per hit paint of the original. As with 
a normal clone, the time required to grow a sim. 
ulacrum is one week per Hit Die of the original. 

A simulacrum always obeys irs creator (the 
spellcastcr). It understands all the languages 
spoken by the caster. Within a range of 10' per 
levcl of the caster, it can receive mental com. 
mands if the creator concentmtcs on sending 
them. 

A simulncrum is an enchanted monster. It can 
hc blocked by a prorecrion from evil spell and is 
magical; a dispel magicspell can (subject to nor. 
mal chances of failure for that spell) cause it to 
vanish without a tmc. 

1 



The rimulacnun's alignment is the same w 
that of the spellcMet. r ~ g d l e u  of the origind 
cream's alignment. Its armor dw, mowment 
rate, mode. and number ofnttacb ace the same 
w the 0 ' inal's 

A h%& hw only SO% d the &inds 
Hit Dim. hit poinu. and damage per attack. The 
DM K& dl00 for each specid ability; it is p m n t  
in the rimulwun if the d t  is 01.50. However. 
a M y  grown simulnoum ncver has any ofthe 
spells or spell-like abilities of the ori&ind. 

If the original creature is alive, the simula. 
m m  does not grow beyond chis point. If the 
oripind creature dies (or is already dead). the 
rimulwrm continues to incrwe in abilities. 
epiniq M additional 5 %  per week to a d- 
mum of 90% of the original's scaciscics. When 
complete. the DM rob again to see which rpe- 
cial abilities previously mining M gained. in. 
cludin speb and speULikc abilities (using the 
90% 2 awe for each: dI may be p m n t ) .  

C a t e  uuid w- 
RMge: 6s- 
Duntion: Two wns 
E&t: Creates one ot more monsters 

This spell is similac to the 7th level cmre nor- 
mal m o m m  spell, except that it CM create 
monsters with some special abilities (up to two 
~ e t b k s ) .  The range and duration M double 
chose ofthe laset spell. All other details M the 
same: the creatures M chmcn by the aster, ap' 
pear out of thin air, and vanish at the end of the 
spell duration. 

The -tal number of Hit Dice of monsters ap. 
pepring is qual to the level of the magic-wt 
c w k  the spell (again, dropping fractions if the 
caster's level is not an exact multiple of the ma.  
rum' Hit Dice). The spell don not create hu. 
mans or demihumans, but CM create undead. 
CreaNm of 1.1 Hit Die count w 1 Hit Die; crea. 
rum of l/s Hit Die or leu count w ' / z  Hit Die 
each. 
S edd Note: This spell CM create a construct ( a ,  IU dined in Chapter 14) if the spekwter UKI 

the materids normally required for the con- 
suucr's creation. Only one construct will appear, 
regardh of the cwrer's Hit Dice: but it is per. 
manent. and dou nor vanish at the end of the 
spell duration-though it still may be dupelled 
at normal chances ofsucccrr. This consmct may 
have only wa wterisks (sped abilities) or leu; 
tee Chapter 14 for lins of the known types of 
c o l u v u ~  and the number of special abilities 
they have. The m of materials is a minimum of 
5,000 p l d  pieces per asterisk (or more, depend. 
ing on your campaign). Chapter 16 contains 
more rules for enchanting magical items (includ. 
ing consmu). and hw suggestions regardii 
nondiapcllablc consuuco. 

D.acc 
Range: Touch 
Duration: 3 or more rounds 
e t :  Caw 1 victim w dance 

This spell c a w  one victim to prpncc madly 
about, performing a jig ot other dance, for 3 ot 
more rounds. The .user must touch the 
victim for the spell toZcf fect  (a norm4 attack 
roll). The victim gets no saving throw, and CM. 

not attack, use spells (or spell-like abilities), or 
flee. While dancing. the victim suffers a -4 
penalty to his saving throws, and a +4  penalty 
to his armor dw. 

The duration is thrce rounds for a aster of 
18th w 20th level; four rounds for levels 21-24. 
five rounds at levels 25-28. six rounds at levels 
29.32, and seven round8 at Icvela 33.36. 

Esploaive Cloud 
Range: 1' 
Duration: 6 wns 
Hfm: Creates a moving poisonous doud 

This spell mates M dfat  which looks identi. 
cd to the 5th level cloudkillspell (a 20' tall cloud 
ofgrecnLh g~ 30' in diameter appearing next to 
the cwter). The cloud is only mildly poisonous; 
all victims within it must make a saving throw va. 
spells or be p d y r c d  that round. Each victim 
within the doud mnlvr a new saving throw each 
round. 

The doud is Nled with rpnrkling lights (visi. 
ble only to those within it), which M d l  cx. 
plosions. Each round, all those within the cloud 
cake damage from the explosions. with no aaving 
throw allowed. This damage is 1 point for each 
two levels of experience of the mqic-uset, 
rounded down (9 points at 18th ot l%h level. 10 
inu at 2orh ot 21% Icvel, CK.). This qlosive r amagt will affect MY creature. including those 

immune ro fire. gw, clecuicity, and other apecia! 
attacks. 

Po= Pield 
Range: 120' 
Ducation: 6 NI~S 

E&t: Creates an invisible barrier 

This spell creates M invisible, immovpble bar. 
ricr or object of pure force. It hw almost no 
thickness, but cannot be broken or destroyed by 
MY means except a di9integrsre spell or a wish; 
even a dispclmrgic spell cannot affect it. A force 
field's shape is limited to a sphere. hemisphere. 
a flat d a c e .  a cylindct, a squnre or r c c w y l a c  
bm with flat sides. 01 put of such a bm. The 
sphere's radius CM be a mndmum of 20'. The 
flat surtpce or combinations thereof may be up 
to 5,000 squace feet in total am. Thc force field 
cannot be lmgullr in shape, and its surface must 
be perfectly smooth. It CM be w mall w the 
cwtet desires. 

The h e  field will not appepr within MY 
solid or creawe. Any p a n  of it that would do sn 
will not appear, leaving a hole in the force 
field-normally, a hole large enough for the vic- 
tim to crape through. Ruthennore, the edges 
of the ficld M blunt and cannot cause damage 
in any way. The h e  fidd will ICP whm it is 

MY means but a wish. 
Crcatun(s) completely enclosed by a &d 

h e  field will not starve, suffer trom lack of air, 
or otherwire be harmed by the enwement. A 
d e d  force field magically pmcnm MY within 
it from n a m d  death. This docs not prevent 
dpmpse or death fmm attach by others within 
the force field. 

Nothing can pan through a fbm field, Spells, 
missiles. blows, breath n a p ,  and all other 
attack tomu merely bounce c& it. Howmr, a 

put until it dhppenrs, and cannot & moved by 

telepon or dimanion door spell can bypass it: 
these spells allow the castet to travel into or out 
of the field without harming the field. The fbm 
fieldcxisa only on one plane ofarisrcnce. Thus, 

Though mmt A n  wed w a burier or cagt, a 

ble floor, stairway, chair, or other objm. A fare 
field can be made permanent. but the perme- . 
nence spell is still subject to dispel magic, and if 
temwed, the fomfielddhppcaa immediately. 
Even if mated with a permanence spell, a fam 
fieldwill dways vlnirh if sttuck by a disinregnt~ 
spell 01 wished away. 

MP* Chum* 
R!ange 120' 
Ducation: Specipl (w chum penon spell) 

fomfieldcan e d y  be UKd to M imid- 

Bffm: 30 k c &  of CrrPNRS 

This spell creates the same cffa u a chann 
person 01 chann m o m  spell, except that the 
spell affeca 30 levels (DI Hit Dice) at once. Each 
victim may d e  a saving throw n. speb to 
avoid the chum. but with a - 2  pen+ to the 
roll. The spell will not affect a creature of 31 or 
more ltveL or Hit Dice. 

The duration of each chum is determined by 
the victim's Intelligence (we chum puroo, 
above). If the m+user nnndra one of the 
chumed victims, only that one mature's churn 
is automatically broken. Any otha churned 
crearum teeing the attack may mnke another 
spving throw. but other ueanues' chums M mx 
*red. 

Thelevmcofthiscpcll,moKcharm,wiu 
unfailingly mow all chum & within a 

object in that area from creating chum effccw 
for one rum. 

Mindnuria* 
Range: 10' 
Duration: 1 how per Id of the caaer 
Effect: P m a  against mind-affdng spells and 

This spell affccw one c r e a m  M u 111 
tccipicnt may mate a saving throw va. .pu. m 
avoid the &a. 

The spell p m n u  MY form of BSE chimy. 
MCC, dsirnudience, ystal b d  gazi , or MY 
other form of m e n d  duence or i L a -  
pthcring (such w by a contact hi#ha plane 01 
aunmon object) from working on the target 
mature. The asret or recipient simply don not 
exist for the puqmses of those and aimilnr spell 
effmsfor the dumticm ofthe mind bnrriermpell. 

In addition, the recipient gains a bonus of + 8 
to saving throws a&s mind-iduencing at- 
I&, such w all forms of cbum, illusion and 
pbantermr, fccblcmiad, and the like. (Howevct, 
a roll of 1 always fails the saving throw, regard- 
leu ofadjunmenu.) 

The reverse of this spell. open mind, caw 
the victim touched to be vulnerable to dl the 
mind-influencing attacks given above. AU the 
victim's saving rhronr Sepinrt such dfau M pc- 
nalized by -8  for the duration ofthe spell. This 
reversed spell must be caa by couch, requiring a 
normal a w k  roll. 

20' x 20' x 20' VOhllne. It will PfCWIlt My 

items 
.... 



pcmmaue 
Range: 10' 
Duration: Permanent until dispelled 
Effect: Causa one magical effect to become per- 

By means of this spell, the magic-user can 
cause one othu magic-user spell effect of 7th 
level or lesa to become permanent. This spell will 
MI make permanent any spell which has M "in- 
s t a n ~ ~ w "  or "permanent" duration (such as 
dispelmngic. lighrningtolr, ere.); cleri- 
cal spells and 8th or 9th level magic-user spek 
ah cannot be made permanent. 

The DM CM d d n n  that the permanence 
spell will not work with any other specific spell. 
Whenever a chprpncr wishes m CMI the spell. the 
DM should ~Prefully consider whether p u m p -  
nence will affect the d e r  spell. Certain spell 
combinations could setinruly affect a campaign's 
game balance. and the DM should c&Uy rep 
ulatc all uxs  of chis spell. 

A pennpnence spell lam until dispelled by a 
dispel magic spell from either the caster or aomc 
higher-lml spellcaster (at normal chances for 
succm). When the pumanmce spell is dis- 
pelled, the other spell effect vanishes immedi- 
ately. 

Except for wcapow, an item can only receive 
onepumurencespcll, and aucature can receive 
two at mast. If a permanence spell is cast on an 
item or sea that almdy has one in effect (or a 
cream which a l m d y  has two, or a weapon 
which a l m d y  has five), both permanence spells 
wtompcLpuy fail, A weapon may have up 10 five 
permanent effects. but a 25% (noncumulative) 
c h a m  of failure applies to each permanence nf- 

fails, it dcatmys the weapon completely. 
Some spells wed on a creamre that M com- 

monly made permanent PIC: d e w  m q i q  p m  
r&n kam ~ i l ,  red languages, read magic, 
dmct h b i b l e ,  and fly Some spells commonly 
made permanent on MO~M light, phanuumd 
h e ,  conhiion, and cloudkill. 

A magic-user does not need a permanence 
spell m make any permanent magical item. Us- 
ingpemanmceto bindaspelltoanobjectisnot 
the smc ss endunting the object. Enchanted 
obiccu M more durable and xrmanent than 

manent 

IC1 the h. FUrrhCUllOIC. if the petYU&YCilCC 

ob& which have merely h d  spells perma. 
ncntly placed upon them. 

Polyumph any Obi- 
Range: 240' 
Duration: See below 
Effect: Changes form of one object or creature 

This spell is similnr to the 4th Iml polymorph 
orhen spcll, except that it will affect objew as 
well as UCaNm. If the object is p u t  of a greater 
wblc (such as a section of wall), the spell will 
affect up to a 10' X 10' X 10' volume. A creature 
m y  avoid the effects if it succcrduly makes a 
saving throw vs. spells is made at a -4 penalty m 
the roll. 

The duration of the polymorph depends on 
the degree of the change. There M thrce basic 
kingdoms of all thinga-animal, vegetable, and 
mined. If an object is polymorphed to one of a 
nearby kingdom (animal-vepble. vegetable- 
mined) the spell's duration IS one hour per level 

of the caster. If the change is fmm animal to 
mined (or the meme), it lasts for one turn per 
level of the caster. If no change in kingdom oc. 
cun (for example. if a CICPNIG is polymorphed 
into some other cream). the change is perma. 
nent until removed by a dispel magii spell (at 
n m d  chances for sue~eu). 

Note thpt cmtum cmted by meam of chis 
spell M not aummaricnlly friendly. A poly 
m q h  cannot affect a creature's age or hit 
points. (She the 4th level polymorph self and 
polymorph orhm spells for other guidelines.) 

This spell will not af€ect a c r e a m  which has 
more than 1 X the ypellrastds rrpnmce level, 
in Hit Dice. For example. a 20th level magic- 
user cannot pffm a ucanue with 41 or more Hir 
Dice. 

hw mrd Blind 
Range: 120' 
Dumtim: 1-4 days or 1-8 harn (rce below) 
Effecr: Blinds 1 C ~ N ~ C  with 80 hit points or leu 

With this spell. the caster may blind one vic- 
tim within 120' (no saving thm). A victim with 
1-40 hit points is blinded for Id4 days; one with 
41.80 hit points is blinded for 2d4 hours. The 
spell das not affect cmtum with 81 or more hit 
point% 

A blindedvictim suffcn penalties of -4 on all 
saving throws and +4 on m o r  class. A cleric:, 
cure blindam or d l  spell will not remove 
this blindnns unlesa the cleric is of a level qual 
m or higher than the caster of the power word 
blind. 

Stoclform 
Range: Touch 
Duration: Permanent 
Effect: CICatcs up to 500 SqUPIC feu of steel 

This spell is effectively identical to the 7th 
INCI irohim spell. However, the marerial uc- 
ated is of wcapan-quality; a mordrrlrer with 
this spell could cast the spell and create a finely. 
upfred. high-quality sword in 12 turns (two 
hours) or Ins. 

Following the same gened guidelines as iron- 
fbmr, a steel wall will have an AC of - 10(1\ and 
about 20 hir points per 1" rhicknesa. 

S Y d  
Range: Touch 
Duration: Permanent 
Effect Creates one magid rune 

This spell ucates a written magical drawing (a 
"rune") of grcnt power. There M six kinds of 
symbols; the caster must ~ l c c t  one whm the 
spell is memorized. The rune m y  be placed on 
an objm (such a door or Mu) or placed in 
mid& The rune cannot movc; d placed on a 
creature or moving object, it will remain at that 
point when the surfpee m o w  (pmibly floating 
in mid.&). 

When any living creature passes over or 
thmugh the rune, or touches the object on which 
the rune is inscribed, or (foolishly) mds the 
rune, the rune's effect takes place immediately 
(no saving how) .  

There is one m e  tion a mngic-uru, and any 
other c r e a m  whit\ c: normally cast magic. 

UKI speb (highkc1 thieves with aadlr do not 
count!), may make a saving thmw w. spells ifhe 
merely r e d  or rotrches (mhu than passes) drc 
symbol. If the wing throw is suceadul, the 
symbol has no &ect. 

All symbols look similnr to n o d  writings. 
Six~bolsndthcirdfccumgivmbebw;thc 
DM may cmte d m  (such as polymorph. tele. 

Denrh: Slays MY m a m  with 75 hit points ot 
leu; don not affect a mature with 76 hit points 

Porr, ch-. gnr. nc.) 

or more. 
D h r d :  The victim artndrs .uia (If anv) or is 

ochmiV confurd (as the 4th &l &&ion 
spell). The effect is rmancnr until pcmoscd by 

cm) or by a cleric's cured spell 
Feu; The victim immditely runs away from 

the symbol. at  hi^ Running Speed. for 30 roundr 
(as the wand). 

Insanity: The victim becomes insane. and can- 
not attack. c a s  spells. or use special abilities or 
item. The victim may walk. but mwt be CM- 
fully tended or may run away. Thii C&n is per. 
manent until r e m o d  by a dlpclm.gicrpell (at 
normal chances for NECCI() or by a &tic's nunU 
spell. 

awakened. The victim will wake normally in 
ldlO + 10 (11-20) houn or if magicis wed 
to negate it (at normal chan2TNcrrtr). 

Srunning; N%u my nep~ te  with 150 or 
fewer hit points. Thc victim is m e d  for 2d6 

'Ikd 
Range: 0 ( C a s C f  only) 
h t i o n :  One turn per level ofthe CMC~ 

Effm: A l h  aerial or opteous tlavel 

This spell Puows thc magic-wer to move 
quickly and fmly, m n  bmern the p h e s  of 
orirtrnce. The cwcr (only) may fly in the lpme 
manner as given by the magic-user's spell. at a 
rate of 360' (120'). The CMCI CPD dro enter a 
nearby plane of orincnce, h p l y  by connntmt. 
ing for one m u d .  He may enter a muimum of 
one plane per nun. 

The mpric-wn mny bring one orher UCUNIC 

for NC &e leveh of apericncc (rounded 
down; %r example. a 28th level magic-urer 
could bring five d e r  cmmm on the journey). 
To bring den, he must touch them, or they 
must touch him, while the spell is CM and the 
shift is made. Any unwilling cmm can makc a 
saving thmv w. speh m avoid the dfen. The 
CMCI mult take the othen with him-he cannot 
rend than while remaining behind. 

While this speU is in effect. the magic-user 
(only) may WULM gaaow h by conccnmt. 
ing for one full round. (If he is interrupted. no 
change occurs.) Unlike the potion effect. all 
equipment tarried also becomes pan of the m e  
gPreouscdoud. In chis form, the caner may mvel 
at double the normal flying rate: 720' (240'). 
While -us, the magic-user cannot IJSC items 
or cast spells, but ah cannot be damaged except 
by magic (weapons or certain spells). Also. a p .  
mu5 being cannot ppu through a promon 
h evil spell effect or an anti-mqu shell. 

a dupe1 mqic spe r (at normal chance for NC- 

SI-: The v k t h  fdb deep.  and C m M  be 

Nf~(PIthep0WKrWOrdSN~spell). 



Ninth Level Magical Spell8 
Contiaguuy 
Range: Touch 
Duration: Indefinite (see below) 
Effect: Prepares one other spell 

This powedul spell acts as a trigger for one 
srated magicuer spell; chis second spell must be 
of 4th level or lesi that docs not normally cause 
damage 

While casting a contingency spell. the magic. 
user musc describe one situation and the spell 
which is contingent upon it. When that situa- 
tion nnn occurs, the contingent spell effect trig 
gets automatically and immediately, as if cast at 
that time. 

~ ~ a m p l c s  of proper use: 
"When I am touched or suuck by any living 

creature that is not a Lawful or Ncutd cleric, ex. 
cept for my friends Charlie McGonigle and Sally 
Silvernose (contingency), then cast chum mom 
srer on the C ~ C Z ~ N I C  touching or sviking me 
(spell)." 

"When 1 have eight hit points or Ius and pm 

about to be damaged (contingency). then CM 
dimension dwr on myself IO take me to a desti- 
nation one inch above ground INCI directly up- 
ward; or, if that is greater than 360' away, to the 
furthest unoccupied prep within range that I 
have seen within the 12 hour period prim IO the 
existence of this contingency (spell effect)!' 

No item or creature can have more than one 
contingency spell cast on it; not wen a wish can 
allow multiple applications. The mntingeacy 
described can be as detailed or as simple as de- 
sired. but is somewhat limited in effect: It must 
pertain to something within 120' of the trigger. 
ing event. A contingency basd on a far-off oc- 
currence is beyond the spell's capacity. The 
target and effect of the secondary spell must al- 
ways be specified. and if any necessary details are 
lacking, the secondary spell docs not occur. 

A contingency spell effect has no maximum 
duration. It may remain for centuries before the 
siruation described comes to p w .  

Cmte Any Monster 
Range: ga' 
Duration: 3 ~ r n s  
Wect: Creates one or more monsters 

This spell is similar to the 7th level spell create 
nortnnl monsters and the 8th level spell mate 
magicnlmonstcrs, but with fewer limitations on 
the types of creatures appearing. 

The range and durntion arc triple those of the 
7th level version. The spell cannot create hu. 
mans and demihumans. but can create any other 
creature, rcgordless of the number of special 
abilities (asterisks). However, if the caster wanm 
to create a creature with three or more asterisks. 
the castet must have carefully studied one (either 
alive or dead) for at least one hour to be able to 
create another with this spell. As with the lesser 
spells. the maximum number of Hit Dice of 
creatures is equal to the lcvel of the caster. 
To crearc a construct (as desribed in Chapter 

14), the caster musr obtain the proper materials 
necessary to create the construct. The spell will 
rteate only one construct. regardless of the cast- 

r's Hit Dice; but it is permanent, and does not 

vanish at the end of the spell duration. (How- 
N C ~ ,  a dispel ma.& spell, .with normal chancn 
of succcss. CM destroy this type ofconsuuct.) 

As with the 8th INCI spell. the cost of matcri. 
ala required IO create a construct is a minimum 
of 5.000 gold pieces per asterisk (or more, dc- 
pending on your campaign). If the consttuct had 
four or more asterisks (such as a drolem). the cost 
is doubled (or more; ask your DM). Chapter 16 
contains more rules for enchanting magical 
items (including constructs). and has suggestions 
regarding nondispellable consttucts. 
Created monsters of all types can be blocked 

by a protection from eviI or anri.magic shell spell 
effect 

&IC* 

Range: 30' 
Duration: ldlOX 10 (1-1001 turns or 1 Ntn 
Effect: Opens a pond to another plane 

When the magic.user casts this spell, he must 
name one mget: the Ethereal Plane, the Astd 
Plane, one of the four elemental planes. or one 
outer plane. He must also name a rnidcnt of 
that plane. usually that of an Immortal. a ~ l e r  
of the plane. The spell opens a direct connection 
to the &et plane of exhence. 

Agateto an outer plane remains open for only 
one turn. Any other gate remains open for 
ldlOX10 (1-100) N~US, and there is a 10% 
chance per rum that some other.planu Crelturc 
will wander through the gate while it is open. 

A gate to an elemental plane actually crews a 
vortex and a wormhole, and a wish may be used 
to make them permanent. Planes. VO~ICXCS, and 
wormholes are described in Chapter 18. 

Contact with an outer plane is dangerous. and 
the magic-user must know and speak the name 
of the Immortal he wishes to contact. The Im- 
mortal he calls will probably (95% chance) arrive 
in ld6 rounds, but there is a 5 %  chance that 
some other being from the outer planes will re- 
spond. When the being arrives. it immediately 

If the casrei does not have an excellent reason 
for opening thegare, the being will probably de. 
stroy the caster. Even if the caster provides an ex- 
cellent reason. the being may merely leave 
immediately, showing no intetest. If the reason 
is of supreme  import^^ to the magicuet and 
of some interest to the being (DMs discretion). 
it may actually help for a short time. 

The INCIX of this spell. closegstc, will close a 
gate created by normal form of the spell. It can 
also be used to close a permanent gate to a near. 
by plane (such ad an elemcntal voacx). But the 
spell cannot Pffect an Immortal; it cannot. fot 
instance. make him leave if he chooses to stay. 

Hcnl 
Range: Touch (one creature) 
Duration: Permanent 
Effect: Cures anything 

This spell's &ect is identical to that of the 6th 
level cleric spell curcnll. When used to cure 
wounds, it cures nearly all of the damage. Icav- 
ing only ld6 points of damage remaining. It can 
instead remove a cum, neutralize a poison, cure 
a disease, cure blindness, or men remove a 
feeblemind effect. 

looks for the spcllcastcr. 

lmmunicy 
Range: Touch (one creature) 
Duration: One turn per level of the caster 
Effect: Bcstows immunity or resistance to some 

This spell given the recipient total immunity 
to all 1st.. 2nd.. and 3rd l ~ e l  spells. Further. 
more. 4th- and 5th INCI spells have only half 
normal effect, or one-qumer normal if the vic- 
tim makes a succcuful saving throw. Any s ell 
effect that is quantifiable is reduced in d c t ;  
there effects include reductions in duration, bo- 
nuses, penalties, damage. CIC. Round fractions 
off in the recipient's favor. 

The recipient is also completely immune to all 
missiles (normal or magical), as well as normal 
and silver weapons; he takes hnlf damage from 
magical hand-held weapons. This applies only to 
weapons; claws, bites. breath weapons. and 0th. 
cr natural attack forms arc not blocked. 

By concentrating. the recipient can drop the 
protection. allowing spells (such as CUIC wounds) 
to have normal effects for that round. If 
dropped, the immunity is absent for one round 
(including the protection from weapons), but re- 

automatically at the end of the round. 
A carefully worded wish spell can extend this 

protection. giving immunity to 4th INCI spells 
and + 1 weapons, and half normal effect from 
5th and 6th lcvcl spells. No further improve. 
menu are possible. 

Maze 
Range: 60' 
Duration: See below (ld6 turns. Zd20 rounds, 

2d4 rounds, or ld4 rounds) 
Effect: 'Raps one creature 

spells and weapons 

This spell creates an indestructible maze in 
the Astral Plane and places one victim into the 
maze (he gets no saving throw). The intelligence 
of the victim determines the time he needs to es- 
cape the maze. 

Maze Duration 
vicrim 's Time Required 
IntelIigence To &cape 
Non- to Low (1-8) ld6 (1-6) turns 
Average (9-12) 2dZO (2-40) rounds 
High (13-17) 2d4 (2-8) rounds 
Genius (18 + ) ld4 (1-4) rounds 

When he exapcs the maze, the victim ICNICU 

to the exact place from which he originally disap- 
peared. 

Meteor S w a m  
Range: 240' 
Duration: Instantaneous 
Effect: Creates four or eighr mcrcvr-nrebab 

This spell creates either 4 or 8 meteors (at the 
caster's choice). Each meteor can be aimed at a 
different target within range, but only one me. 
teor can be aimed at any one creature. Each me- 
teor slams into its target and explodes like a 
fircbdl (affecting all creatures within a 20' radi- 
us). 

If the cadtcr creates four metcon. each strikes 
for 8d6 (8.48) points of damage and then ex- 
plodes for 8d6 (8-48) points of fire damage. If 



the cuter creates eight smaller meteors, each 
svikn for 4d6 (4-24) poinu and then explodes 
for 4d6 more poinu off- damage. Note that if 
the meteors are h e d  accurately, a victim or MO 

might find itself within Overlapping bluu and 
thus take explosion damage multiple times. 

The player rolb damage for each strike and 
blur scpnrarely. A meteor never misses its target. 

Any victim struck by a meteor rakes full 
“ d e “  damage (no saving throw). Each victim 
within a blut d u s  may make a saving throw 
vs. spells to take only half ofthe given blast dam- 
age. Even fm.&ant and fire-using matures 
PIC fully affected by strikes from a meteor 
swarm, although they might be resistant to the 
fiery explosions. A scparare saving throw must 
bc made for each blut the character contacu. 

ParrrWordKill 
Range: 120’ 
Duration: Instantaneous 
IifFect: Slays or SNM one or more matures 

This spell enables the m e r  to affect one or 
more victims within 120’ (no saving throw). Ex- 
ception: A magic-uaer, and any cmture which 
can e ~ ~ t  magic-uaer spells, may make a saving 
throw vs. spells to avoid this effect. with a -4 
penalty to the roll. 

A single victim with 1.60 hit poinu is auto- 
maticdy shin: one with 61-100 hit points is 
stunned (as power word stun) and unable m act 
for ld4 nuns. No cmture with 101 or more hit 
poinu is af�ected. 

ll can ah be used to slay up to five 
victims%h h u  20 hit poinu or less (again, no 
saving throw). 

Rirmnticw 
Range: 60’ 
huntion: 6 NM 
E&: Creates a multi-colored bprrier 

The 

This spell cmtes a barrier of many colors with 
a glittering appearance as if from light shining 
thmugh a prism. This Wnll is 2v chi&. with ‘/e” 
bmren the colors. The effect must be either a 
sphere with a radius of 10’. centered on the cut. 
er. or a flat surface (vertical or horizontal) of up 
to 5M) q u a  feet in MO. 

Whatever i o  form. the prismatic d cannot 
be m d  (even by a wish). The cuter may p w  
through it freely and unharmed, with any items 
he choosn m wry. All other CreaNm and ob. 
jcm contPning or pasing through the prismatic 
d a affected by its magic, stming with the 
fm color they contact. 

It takes powerful magic to break through the 
d. A wish spell or a md O ~ C M C ~ E ~ ~ W I  will re- 
move the duce outermost remaining colors, but 
that’s all. 

To break through a prirmsric wall. an attacker 
must attack it with a spec& sequence of spells. 
Ench spell will cancel one color of the prismatic 
d l .  These remedy spells. shown on the chm 
below. must be c u t  ~n the correct order (fm. 
MY magical cold ro remove the red layer: then. 
MY magical lightning to remove the orange lay. 
er; and so on). When cut successfully. each spcU 
causa the appro date color to dicappm from 
the wall. When 4 layers are gone. so is the wall. 

A penon with an active anti-magic shed (in- 

c iud i i  the cuter ofthe prismatic mu) will not 
be able to pus through the wall. but the attempt 
will not damage either the antimagic shell or 
the prismnric d. 

The rismacic w d  mends into the n e w t  
plane ofexistence (the Ethereal Plane, if c u t  on 
the Prime Plane), appenring there u an inde- 
structible solid d. Flanpr and dimensional 
travel can therefore not bypus it. 
The colon and &em of a rirmaric wa// M 

always the m e ;  when crcntedlthe viola side is 
always closest to the cuter. The effms and colors 
of the primatic wall are summarized below. 

h*F 
Range: 0 (cuter only) 
Duration: One turn per level of the cuter 
ERect: Cuter may change form 

This spell is similpr to the 4th level polymorph 
self spell. but is far more powerful. The cuter 
actually becomes another creature or object in all 
respmr except the mind, hit poinu. and wing  
throws. The caster takes his new m o r  clnaa. at. 
tpdt rolls, special attack forms, immunities, and 
all other details from the form he h u  taken. 

A magic-wer cannot cut spells in any form ex. 
cept that of a bipedal humanoid (demihuman. 
goblin. ogre. giant, etc.). The cuter cannot take 
a completely unique form (such u that ofa spc. 
CZC chacacter, Elemental Ruler, or Immottal). 
He can gain the likeness but not the abilities of 
another character class. When wearing another 
form. he can only cast spells from his own mem. 
ory; he can’t cast from scrouC or his spell book. 
He cannot assume huge inanimate forms; if he 
vies to. the form will be a maximum of one foot 
tall per experience level of the cuter and 100 cn 
weight per level. 

Except for t h e  limiu. the m e r  CM k c m e  
any creature or object that he or she h u  ever 
seen. He cannot change into imaginary or unfa. 
milk UC~INICS; udes  there M ten-aimed uolh 
in your cmpaign. for cxun le. he c p ~ o t  turn 
into one.  he cuter may c L g c  shape at nill 
during the spcll’s duration; each change requires 
a full round ofconcmmtion. 
Note that the cuter docs puume the flaws of 

the new form u well u iu surngchs. If, for ex. 
~ p l e , t h e c a s t e r M s ~ c k b y a ~  +2, +lvs. 
dragons while in dmgon form. the + 5 bonus ap- 
plies ag+inst his new form. 

is subject to d&dma#ic. During& rpll dun- 

h epil OT anti-m&c JheU spell &. 
SUlVivnl 
Range: Touch 
Duration: One hou  per level ofthe cuter 
E&ct: Protecu one creature against all non- 

magical environmental damage 

lllb spell pmc.zu the recipient fmn ndvasc 
mndirioas of all c y p s .  id* nomd heal Q 

mld, lackofair, vnd Wfmth. while thcrpll is in 
&, rhccnacrndnopL, fwd, mnr, or Jap. 
The apdl d=mprorat SepiaamngLsldPmsge 
of~Ytypc,,~damage.*,bIWhwcpp. 
a, or p h y d  blow f m  ueacura. It does pm. 
tect against all damage caused by natural 
mdiwns on other planes ofaiacncc. 

polaatnpk. adcdcmight we this& in a 
demor blizzacd to pmmt damage fmn the ~t 
U n l d *  dagroundorwrdavpm, ala. 
bliug nwivrl without air; in w, to mrgLplly 
survive in vwum; OI on the e*mmepl p h  of 
Fin. to protect apimeondidonnl fire d.lmsec. 

lllb~llc&ctcpnnotbcmpdcpcrmMnnvnd 

tion. the cpncrannnpam through nnypmarrion 

h a t i c  W d  8&cu 
Color 8&cr 
Red Blodu all mapid missiles; 

intlicu 12 points of damage 
(no saving throw allowed) 

orange Blodu all nonmagical miesilcs; 
inflicu 24 poinu of damage 
(no saving throw allowed) 

Yellow Blocks all breath weapons; 
inflicts 48 poinu of damage 
(no saving throw allowed) 

Green Blah all dnmion spells 
(cfyrml b&, ESP, etc.); 
anyone touching it must make a 
saving throw VI. poison or die 
El& all p ~ i s o ~ .  gases, v d  
gaze attacks; anyone touching it 
must make a saving throw vk 
turn to stone or be pnrified 

touching it must make a saving 

gated to a random 
outer plane. and possibly (50%) 
lost forever 
Blacks magic of all types; anyone 
touching it must make a saving 
throw m. wands or be struck 
unconscious iuui insane (curable 
only by a cured/ spell 
or a wish) 

Blue 

Indigo Bl& all matter; anyone 

throw vs. spells or be 

Violet 

~ 

Negared By 
Any magid 

Any magical lightning 

Magic &/e spell 

Pmwdl spell 

Dkhcgmre spell 

Dipel magic spell 

Continua/ light spell 

1 



Timnmp 
Range: 0 (caster only) 
Duration: 2.5 rounds 
Effect: Allows caster to act for ld4+1 (2-I) 

rounds while everything else "stops" 

'Ib the caster, this spell seems to stop time. It 
speeds the caster so greatly that all other ma. 
tures seem frozen at their Normal Speeds, in 
"normal time:' Prom the caster's point of view. 
the effect lasts for ld4 + 1 (2.5) rounds. The cast- 
er may perform one action during each of these 
magical rounds. 

Normal and magical fuc, cold. gas, etc. can 
still hum the cwtct. While the timcsmp is in cf- 
fcct, however, other creamres M invulnerable to 
the caster's art& and spells. Spells with dura, 
tions other than "instantaneous" m y  be cte. 
aced and left to take effect when time resumes. 
Note that no time elapses while t h i s  spell is in 
effect: durations of other spells cast start after 
the timesrop ends. 

The spellcaster cannot move items held by 
thw in "normal time," but can move other 
items that M not "sNc~:' including thw worn 
at curied by othets. The caster is completely un. 
detectable by those in "normal rime." However, 
the magicuer cannot pnu through a protection 
fmm evil or antimagic shell while under this 

Wirh 
Range: Special 
Duration: Special 
Effect: Special 

A wiah is the sin~le most powerful spell a 
magic-user can have. It is never found on a 
scroll. but may be placed elsewhere (in a ring, 
for example) in rue cases. Only magic-users of 
36th level and with an 18 (or greater) Wisdom 
score may cat the wish spell. 

wording the Wish: The player must say or 
write the exact wish his character makes. The 
wording is very important. The wish will usually 
follow the litcrnl wording, and whatever the in- 
tentions of the magic-user. 

The DM should uy to maintain game balance, 
being neither too generous nor COO stingy in de. 
ciding the effects of a wish. Even a badly phrased 
wish. made with good intentions, may have 
g d  results. Homer, if the wish is gmdy, or 
made with malicious intent. the DM should 
make every aOrt to dist~rt the resulu of the 
spell so that the caster does not p d i t  from it. If 
necers~y, the DM can even disallow the wiah: it 
would then have no effect. Whenever a wish fails 
or is misinterpreted, the DM should explain (af- 
ter the g m c )  the problem M flaw in the phras. 

?re M some examplcs of faulty wisher: 
I wish that I knew everything about chis 

dungeon" could result in the character knowing 
all for only a second. and then forgetting it. 

"I wish for a million gold pieces" can be 
granted by having them land on the c h w t c r  
(that's 1 0 0 . 0 ~  pounds of gold!), and then van. 
ish. 

"I wish to immediately and permanently pas. 
sess the $ore power of a basiiikk while retaining 
di of my own abilities and items" is a cucfully 
worded wish that's out of balance. Chwan 

spell's effect. 

hg. 

able to use thcse high.Icvc1 spells M &ady 
quite powerful. This wish could mult in the 
character growing a basilirk head in addition to 
the character's Own head. 

A wish cannot be used to gain either experi- 
ence points or levels of experience. 

Pw'ble Eti$ec@s: A properly worded wish can 
substitute for any other magical spell of8th level 
or Ius.  or any clerical or druidic spell of 6th level 
or lers. at the DM's discretion. This common use 
of a wish is more likely to succeed with little 
chance for error than other uses of che spell. 
Otherwise. if the wish is used to harm another 
creature, the victim may make a saving rhrow vs. 
spells. If the save is sucrcssful. the victim des 
half the ill effects and the orhcr hdfrebounds M 
the nstu (who may also saw w avoid it, but 
with a -4 penalty to the roll). If the wish will 
inconvenience someone without huming him 
(for example. by causing him to relepm into a 
prison cell). the victim gcw no saving throw. 

A chuPctct can use a wish to gain ueasurc. up 
to a maximum of 50,000 gold piem per wish. 
However, the caster loses 1 experience point per 
gold piece value of ueasure 'ncd, and chis lonc 
m o t  b~ magicpliy r e s t o 2 '  
The magic-user can use a wish to temporarily 

change any one ability score to a minimum of 3 
or maximum of 18. This effect lasu for only six 
turns. 

Wishes can also be used to permanently in- 
crease ability m s ,  but the cost is very hqh: 
Yau must cast as many wishes as che numbet of 
the ability yore desired. All the wishes must be 
cast within a one.week eriod. 

at a time. To rSire your Strength from 15 to 16 
takes 16 wishes. To then Rw it to 17 will take an 
additional 17 wishes. Wishes cannot perma. 
ncntly lower sbili9 scores. 

A wish cannot t& the maximum experience 
level for human characten: 36th level is an abso- 
lute limit. Homer, one wish can allow dcmi. 
humans to gain one additional Hit Die (for a 
new maximum of 9 for haMings, 11 for elves, 
and 13 for d w e s ) .  This affccu only hit poinu. 
and does not change any other scores (such as at. 
tack rolls, elves' number of spells. etc.). 

A wish can change a demihuman to a human, 
or the revem. Such a change is permanent. and 
the recipient does not become magical. Half- 
lingr and d w m n  bemmc fighten of the same 
level. Elves become me-users  or fqhten (but 
notboth), atthechoiceofthecasterofthe wich. 
The changed character would then gain levels of 
experience normally A human changes to the 
same level dcmihuman, but no higher than tht 
normal racial maximum. 

If one character casu a wish to c h ~ g ~  an- 
other's chwter  class, the vi& at his option) 

bonus to resist the change. 
AwLhcan~unccLneschangetheresulwof; 

past occunmce. This is normally limited u 
evenu of the previous dry. A lost battle may b 
won, at thc Lorra may be made frr les mere, 
but impdb lc  odds cannot be overromc corn. 
pletely. A death could bc changed to a near. 
death survival; a permanent lors could be made 
temporary. The DM may wish to advise players 
when their d e s  weed the limit of the spell's 
power (or his patience). 

%u may Rire M abi e '9 score only one point 

m a y m a k c a s p v i n g ~ w . s p e l a w i t h a  \ +3 

Impomor Now: Whenever an effect u de- 
scribed as being unchangeable % e n  with n 
wish," thu aatment supurnicr all orhen hew. 
Wishes CM c a w  @cat problems if not han- 

dled p"p"!y ,% DM mu# ~e chat wishes M 
repronnb y h t e d  or rhe balance and enjoyment 
of the game will be compleccly upset. The DM 
should not allow wishes that alter the basics of 
the game (such as a wish that dragom can't 
breachc for damngc). The more unresrwable 
and &reedy thc wub is. the h likely h t  the 
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s who rhrow themrelvcs into dan. 
inrations tend to d v e  a lor longer 

haw the right rooli and equipment for 
g nration. In &is chapter, we List m m  of 
hns wrmd quipmcnt chnncrcrs will need in a 
P e .  

Money 
Some quick nms on money in the D&Dm 

game: 
S t d q  cold: Beginning characters receive a 

one-time sum of 3d6 X 10 gold pieces. This rep 
resents mone saved up che character before 

money given to him by his family Wts he lefr 
home. It should be spent on weapons, armor, 
and equipment; the DM may have tscommen. 
d a h  u to what the characters should buy. 
When tint created, the character ah can be as. 
sumed to own two or thm sets ofplain clothes, a 
plir of shoes, a belt, and a belr.pnrch. 

Abbmiuhu: The game ccdnmonly uses the 
followin$ abbreviations. 

he embarkc d on his a 2 venturing career. or 

plaunum pieces - pp 
gold pieces = gp 
elmrum pieces ep 
tihtcr pieces = sp 
wppcrpieces - cp 

type to anache wing the fowi values. 
1 sp = 10 cp 

l g p  = 2cp = lo* = 1oocp 

Cowmiom: b u  can wnwn money from one 

l ep -51p-5OCp 

pp - 5gp - 1Oep = 50sp = 5OOcp 

iponr 
t cburncn will want to carry one 01 more 
c WCS~OM. The Weapons llble shows the 
IU available in the D&D game. Some of 

these wenpons haw special &cu that arc Some 
ofthe WCS~OM in the cable will look very similar 
m one anorher. Bur these W - ~ M  often demon. 
mpte subswtid differences d you dx) use the 
o p w d  weapon mastery rules described in the 
nm chapter. 

Weapon infomation in the table is dctined 
f o l h :  

Item gives the weapon’s name. 
Damp shows che amount of damage the 
weapon does: if the wlumn shows “ld6,” 
fci inapocc. you’d roll ld6. for a mu11 of 1 
m 6 pine of damage whzncver you hit 
with that weapon. 
Ruye shows the rnnge characterirtics ofthe 
weapon if it tires projectiles or can be 
thmwn. A number like “601120/180,” for 
example. means rhnt chc weapon is at short 
mge (for the indicated + 1 to a& roll 
modifier) from 1’ to 60‘; it is at medium 
mnge (for no artack roll modifier) from 61‘ 
to 120’; and it is at long range (for a - 1 to 
a& roll modifer) from 121’ to 180’. &- 
yond 180’, it cannot hit a -I. These din. 
tanen arc mcwrcd as feet indoors and as 
yards outdoors; for example, a crogbow 
that can tire 180’ inside a dungeon can 
launcb its quarrel180 yprds outside. 
cat Irp) shows how much it casu to buy 
the m p o n  in gold pieces (gp). 

Ammunition: 
See Ammunition a b l e  

Anr: 
Axe> Battle Id8 7 60 rs2H,M 
h e .  Hand ld6 10120130 4 30 t.S 

Cmssbow, Hvy 2d4 801160/240 50 80 a.m,s.2H.L 

5 5 C,I.S.S 
Club ’ - -~~ ld4 3 50 c,r,M 
Hammet, Throwi 
Hammer Wu 

St& ld6 5 40 c.r,w.lH.M 
To~ch ld4 ‘Is 10 c.r,s 

Daggers: 
Normal ld4 10120/30 3 10 r,w,S 
Silver ld4 10/20/30 30 10 t,w,S 

pole wenpala: 
Hdbcrd 7 150 s,ZH,L 

shield walpons: 
Shirld, Horncd 
Shield, Knife 
__ Shield. Sword 
Shield, lLskcd 

swordl: 
Short 

’Iko-Handed ldlO 

OtkI%vQIw 

15 100 ZH,L 

Blowgun, ;p to 2‘ Nil 10/20130 3 6 a.m.s,w,S 
Blowgun, 2‘+ Nil 20125130 6 15 n,m,s,w,lH.M 

Holv Wawr Id8 101 30/ 50 1 C.l.C.W.S 

-.-. .- . .  
Wh$ Id2 llft lOift s,w,M 

(POI explanations of Notes, see the n m  page.) 
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-ak (N-) 
a The weapon's n o d  lopd of ammunition is &ady included in the weapon's encumbrance 

(bow: 20 -: uo*bm: 30 quarrck ding: M llo~: blowgun: 5 dam). If you W M ~  

to vaq the number of miaaila you arty with the &e weapon, 2 - equal 1 cn in 
encumbrance. 3 quarrels equal 1 cn, 5 sling m n u  equal 1 cn. and 5 d m  qual 1 cn. 
The&. a long bow without mows ha encumbrance of 20 CII; a li&t c m & w  
without qunnela has an encumbrance of40 cn. 

c Ucriu may UK rhis weapon. Druids may, too, if they can fmd a form of rhis weapon with no 

m Mirdlc weapon: never used as a melce weapon. 
n A net's em and encumbrance arc baxd on its &e. Nets rm( 1 rp pu quare foot of surfncc 

MP and have an e n c u m b c  of 1 cn per qunv foot. A Medium net (6' X 6') would 
~t36rp(3 .6sp)andhaveanencumbcof36cn .  

This weapon can be thmwn, but is only m l y  urcd this way: only charactera at the Bxpert or 
p a t n  level of weapon mutery can thmw this weapon in combat. 

m d  or stone PpN. 

r 

s This wea baa ipecial feanuu; md the weapon duuiption. 
t T h i s i s a f 2  weapon that may pbo be thmwn. 
v Thi weapon may be set vt. a ch.rge. 
w Magic-uxn may use th ia  weapon at the DM's ditunion. 
HH This weapon CM be used either one-handed or two.handcd. Used ~ohpnded, it operates 

similarly to two-handed weapon (i.e., the wielder cannot use a shield when using the 
weapon this way). Honocr, a ch~netcr using this weapon, even in its no-handed @$e, 
don not autotnaticplly k individual initiative. Halflings and other amdl ncn can we 
this weapon. 

2H This weapon i q u h  tw hands for UK. The wielder of the weapon may not w a shield and 
h a y s  lovr individual initiative to charactus not using a two-handed weawn. Half- 
lings and amdl races c m o r  use this weapon. 

s smdlwenpon. 
M Mediumweapon. 
L Lamweswn. 

~~ ~ - 
w a p Q I l ~ B & m T l l b l e  

V W I  h u m  PniledsOriryl 
ma,  et, 

W j a c k  OIWllip 
Knockout Entangle 

M o r  
HitDicc 
u p  to 1 None 
1+1to3  +1 Knodtout Entangle 
3 + l t 0 6  + 2  StUn Slow 
6 + l t 0 9  + 3  Stun Slow 

Delay 
Delay 

9 t l t o 1 2  t4 Delay 
12+ ormore + 5  Delay 

k 2  

* The effects of suae65iiIi saviru thmws arc a l a i n e d  in each weawn's description. 

AmmuuitionWk 
sandprd Bnc 

r c o d ( I 0 f  Coat ( I0 fd lo t I  
S h W  W per-) 

*of 
Ammdtim 
Dm S 1 5 

- 
Blowgun 
Bow Anow 20 5 2 

Silver-tipped mow 1 5 2 
cmasbow QUUICI 30 10 3 

Silver-tipped q u m l  1 S 3 
sling stone 01 lead pellet 30 1 5 

Silver pellet 1 S S 

Brie (a) shows how much encumbrance the 
weapon has, & in coin-weights (cn). 
One coin weighs one-tenth of a pound. Re. 
mcmbu that the more encumbrance a char- 
~ e r  is wing. the dower he movcs. 
Nina refen you m the ductiption d o n  
that ducribn weapon dunctuLNcr . Some- 
timv a weapon that looks unimprurivc on 
the chm will have special features lined in 
the Nota column. nnd those snaecial fea. 

W e  weapon8 auch as bows evcntudly run 
out of ammunition: here's whot it cosu to buy 
additional ammunition 

These fipm +PLY for my W of weapon 
that g m  by the nnme shown. A m  coat the 
( m e ,  come in the m e  standard Id, and 
have the same encumbrnnce for a short bow as 
for a low bow: dam for a short blowan me 

naq missiles, acept that their mow &e 

cain monaen. Such umws nv c o m p m r k ~  a. 
pmsive andm w d y  & &e prm. ntba 
rhan in batches of20 ot 30. Likcuiae, aihu pel. 
leu me d e  fot slings. 

Atrow and quslrel cat8 include rh pria of a 
cheap quiver or CPT, both ofwhich c q  de 
ard load of ammunition. 

made of silver, which is urdul when &bt. 

w.cl)oa Ducriptk.r 
The weapons from the Wapnu Tkbk ye d 

auibed hue. They M lined in rlphrbedul o 
der for convenience. 

Axe. Bur*: Thia is a large me. or m-bLded 
chopping head fned upon a long (3'.5') woodm 
shaft. This is a no-handed wcapnn; the meldn 
ofthe weapon may mat use a shield and 
Lola individual initiative to ducMen not uaiq  
a no-haded  weapon. H.ltlLyr snd and nm- 
humam such M goblins unnor w rhis weapon. 

An, H.ad: This is a d l  cboppins blpdc 
(usually only MC blndc) &d to a anuU (1' 2 

my be thmwn. 
wooden shaft. It is a one-h.aded w q c m  ill 
BMnrd Sword See Sword. B ~ t d  (below). 

But* Arc: Sce Are. Bpnlc (above). 

BLekidr: This weapon is a d  knhu Wt. 
V.8' Long. filled with sand of mepl rba snd 

rvnp attached. It uur, l i t t le 
damage ( 1  2 points) but. if it is upcd m nriLc a 
victim's head 01 d. it can padblg nun 01 

caw unconuiouineaa. 
This weapon has no effecton avictim weatin# 

a metal helmet (which is included in any act d 
plate. banded. chain, or Vnlc mail) ot on any 
unarmored monatu d armor clan 0 01 la 
(which indicnvr very tough akin or pramire 
plating). 

The DM decides wh& 01 not romemc uc 
ing a bhkjuk  can hit hk target's herd. Ihc DM 
might decide. for cnmpk. thpt meaw who 

target can aim at the twgct's head with nopad- 
rq, or that the chmcm, in combat. can dm Y 
the enemy's head by takhg a -4 per& m d 
attack roll. ALO at the DM'r diuctioo. it d 
target is 80 much d e r  than the mdn hu b. 
attacker can't ma& hi head. then the a& csn 

Iftheat~ddarhitthetwgct'ahed,cwaJt 
the Weapon Specid Effects Xbk. ?he v i c b  
mun d e  a wing h o w  VI. dcprh my (paribiy 
with a bonw; KC the cable). Ifhe fila the nviq 
tbmw, he &n the additional &rr ahown a 
the cable, determined by his Hit Dice. l k a c  

acious and remains helpleu for dlM) (d%) 
mundr. 

mnned and will remain 
stunned until he wcnafully maka a arving 
thmw M. death my, He may tty to nuke a ner 
saving thmw each round. 

Delay: The vKtim is mildly dued:  he k 
initiative on the n a t  round. 

s d  up on p-@& 

Only idkt M I d  -. 

CffCCta PlC M fObW8: 
KnocLour: The victim is immediately won. 

Srun: Tbe victim 

I 



h 6 v m  This weapon is a rube. 6'.4' long. 
The user places a mall dsn or thorn inm it, aims 
the rube at a target, and blows air into it- 
forcing the d m  to fly townrd the target. 
The dnm c a w  no d a m y  themselves. How. 

ever, the dnm M usually treated with pohn .  A 
blowgun dm merely mtches the vi&, with 
little penmtion; it inflicu no real damage. If 
hit, thevicrLnmustmakcasavingthrowvr. poi- 
wn or d e r  the effects. Depending on the sire 
QI l o e l  ofexpcrience ofthe victim. he may gain 
a bonus to the saving throw (re the Weapon 
Specid Bffenr Table). No undead creature or 
any creature immune to poipon can be b m e d  
by a blowgun. 
The use of deadly poiwn as a weapon is not a 

good act. Because of i o  dangers, poison may be 
dcclered illegal by Id or regional ~ l e n .  In this 
CPX, hwf'ul characten do not typically UM it. 
The DM may choose not to allow player charac- 
ters ro use poiwns in his campaign. W m  players 
chat, if they want their characten m use blow. 
guns, monsters will have than as well. 
Longer blowguns are two-handed weapons; 

the wielder of the weapon may not use a shield 
and alwaya lmer indindual initiative to charac. 
ten not using a two-handed weapon. Halflings 
and d nonhumlns such as goblins cannor UK 
rhiu weapon. 

Bok This weapon is a cord with weighted 
bds on the ends. It is whirled mund  and 
thmwn at a victim. It causes very little d m y  
itself (Id2 points). but may entangle, slow, or 
delay the victim. 

If the attack roll is a 20 (not counting any 
modifiers), the victim must make a saving throw 
vs. death ray or be inuncdiately p d y r e d ;  he 
will die in ld6+2 (3.8) rounds from mangling 
udest rucued. If freed, the victim re& ef- 
fectively paralyzed for 2d6 (2.12) rounds. Crea. 
turn that do not breathe (such as constmcts) M 
immune to this effect. 
If the a w l ;  roll is succeMhrl but not a 20, the 

victim must make a saving throw vs. death ray, 
pouibly with a bonus (see the Weapon Special 
Effw Table). If the saving throw is succndul, 
the attack has no cffect except dunage. If the 
vicrim fails the saving throw. the result mica  by 
the victim's experience level or size (KC the 
Weapon Special Bffmr Table). 

The victim may uy to make a new saving 
thmv during the hand-to-hand combat p h w  of 
e& round until one is NCCCS~U: this indicates 
that the vicdm has remowd the bola. If another 
character cries to temow the bola that has struck 
a victim, the victim rolls hb own saving throw vs. 
death ray, with a + 2  bonus. When the victim 
makes the saving throw, the bola is removed. 
The victim may spend 1 round destroying the 
bola if he has an edged weapon and choosw to 
dcscmy it. Othetwisc, the bola is undunagd he 
can hold on to it or drop it. 

Possible bola effects, as listed on the Weapon 
Special Effects Table,, 4 follows: 

Borpngle: The vuum cannot attack. cast 
spells. or move until his saving thmw is s u m -  
h U y  made. 

Slow: The victim is dowd moving and at- 
tacking at half his normal rate; he cannot cast 
Spells. 

Delay: The vi& auromaticnlly l a a  individ- 

ual initiative for the n a t  round. 
This weapon can only affecr solid creatures. 

Wraiths. spectm. &red crcacum. and mon- 
sters nude of water (such as a warn elemental) 
cannot be nffcmd. 

Bolas M awkward to carry and may become 
tangled. For e& additiond bdacarried. the en. 
cumbrance of the bolas triples: 1 bola = 5 cn. 2 
bolas = 15 cn. 3 bok = 45 EO. etc. 

Bow. hq: This is a piece of wood bent into a 
cum. with a taut string holding it in that posi- 
tion: it is uxd to launch arrows. 

Thisbow isam.handed weapon; the wielder 
of the weapon may not use a shield and always 
loser individual initiative to characten not using 
a two-handed weapon. Halflin#s and mall rues 
such as goblins cannor use rhu weapon. 

Bor, %on: This bow is similar to the long 
bow, but it is smaller and not able to fire mows 
~ f ~ 1 . I t , r 0 0 , i s a ~ h a n d e d w e a p o n .  buritcan 
be used by halfling characten and small races 
such as g o b h .  

glove or thong wrapped amund the hand; n has 
rough. cutting edges on the back. sa th.c a 
punching arrack will intlii more damage on an 
op onenr. If the campaign uses the optional 

d e r  the - 4  penalty for the cesm worn on hi 
off hand. 

Club This is a simple. blunt piece of wood 
used to batter opponeno. 

Gambow, H a v :  This IS a &le weapon 
~ o n ~ i s r i n ~  of a rough bow (like a mall bow. but 
smeller and d e s  made of mal) laid c m .  
wise acm a stock with a rrigget. It fires stubby 
arrows called qunnels. 

Heavy umsbows are buky. rquinng two 
hands to use. and arc slow ro reload. A character 
with 18 strength cm draw back the string with 
one hand and fire every round, but weaker &ar- 
W ~ C N  must point the crossbow nou.down on the 
ground. bnee it with one foot. and draw back 
the string with both hands in order to reload it: 
they can only fire it once every m rounds. 
This crossbow U a rw.handed weapon; the 

wielder of the weapon may not UK a shield and 
always loscs individual initiative ro characten 
nor d o g  a two-handed weapon. Halflings and 
small nonhumans such as goblins mnor use his 
weapon. 

Crmbow. Q h t :  This wespa is similar to the 
heavy crossbow. but smaller. IC also requires two 
hands to load. but only one ro fuc. 

This c m b o w  is a cwo.hpndcd veppon; the 
wielder of the weapon may not use a shield and 
always l a a  individual initiative to characters 
not ruins 8 m.handed wawn.  Halfliw char- 

CanU: The CCSNS (PlUId: CUU) 1 SON Of 

N P es for two-weapons use, a characrn docs not 

acten ana smd races such as-goblins cankc use 
chis weapon. 

Dagger: This is a small blade with a one- 
banded grip. It may be used in haod-to-hand 
combat or thrown. Some expensive varieties M 
made out of silver for use against certain magical 
UePNles. 

H.lbad: See Polearm. Halberd (below). 

Hnmmer. Iluorinl: This is P hrt.ahaf~, 
broad-headed hammer, capable of crushing 
blows. It is balanced for thnming. 

Hrmma. \1Au: This weapon consists of a 
bmpd hammn bead-sometimes with two mik. 
ing end, instead of just one-on a medium- 
length (about 3') d e n  rhnft. 

Haad Axe: See Axe. Hand ( a h ) .  

Heavy Cro8abow: See Croubow, Heavy 
(above). 

Hdy Warn: This is watu h t  has been pre- 
pued by a spcid duic (who must be PT leaat 9th 
kvel or above). It is llormplly pkced into a 
breakable bottle or gourd and then hurled at a 
target; if it strikcs the target, the containn 
smashn and the t u p  is splashed. 

Holy water only doet the listed damage to un- 
dead monsters; dl ocher chamem and ~ O N ~ ~ I S  
M unaffected by it (except for b c i i  damp 
ened). 

If you M using the optional Weapon -wry 
rules (in the n m  chapter). all characters have 
Bdc  mastery level when wing holy water. 

Homed Shield See Shield Wcnpoar. Horned 
Shield (below). 

Javelin: This weapon is a thnUting point atop 
alight, long (4'.6') pole. Chnrmen un thmw it 
at targets or UK it in hand-to-hand combat: in 
hand-to-hand, they can use it with one hand. 
keeping the other hand free for a shield or neap  
on. Halflings (and small races such as goblins) 
Murethismnpon. 

Kdk Shicld: See Shield Weapons. Knife 
Shield (below). 

W. When in mbat on horaebed;, many 
fikhten use a special spat cpllcd a l a m .  
Fwhccn. dwarves, d elm can use the LMn At. 
tack maneuver (re Chapter 8). Mynkr M ux 
lanca, chough chq do M( have the LMn Attack 
combat maneuver; even when on the back of a 
charging hme, mystics phrayr thnrrt with the 
wcspon PI though fighting with a spat. o d v r  
human dsgn wno( use a lance effenivclv 

A chsrseter with a lance may nil1 use a shield; 
however. if yw are wing the op t iod  Weapon 
M P I I C ~  d e s  (in the next chapter). a chntsncr 
who is at Bdc  mastery with the lance cannot yet 
use a shield. Under the Weapon Mastery NICS. a 
lance can be used to gain a defenrc bonus. but 
ench round a lance is uxd to defend. it causes 
only half d a m y .  

If the wielder ofthe lance has the Multiple At- 
tacks opuon, he can indecd make multiple at. 
tack& but not ell against the same foe. He must 
m&e each attack against a dWuent target. I&. 
iug them in the c o w  of his h e  durge. 

A lame used from the bark of a flying mount 
can be used nonndly If the wielder needs to re- 
Inx the lame and tier it to his saddle sa hat it 
will not drop to the ground, he cannot defend 
with it. 



Light Crowbar: See h b o w ,  Light (above). 

bq Bor: See Bow. long (above). 

b. This is a heavy ruilling hcod attached to 
a shon. or medium-length wooden &A. 

Net A net is M open merh of rope or cord. 
Small new (up to 10' X 10') M commonly used 
in hunting d adven and EM be wed as 
c i h  a h m d . t o - h w E ' L n  weapon. n e  
net's encumbrance varies by the sue. 

This weapon is commodfl-ivpikble in most 
campaign worlda. Iw COI( is low, but it is easily 
damaged. The net is one of humankind's fmt 
tools, having been invcntediaprchirwric times, 
and it is used by mocr hundmoid mowen tot 
both hunting and defense. 

A net can only affect crepNrn made of wlid 
material. Wraiths, specrres. ctherepl cmtum,  
and momen made of water (d M water cle- 
ment&) cannot be affected. 

A net inflicts no damage on the vKtim. but 
may entangle, IIOW, or delay the vicrim. The 
wieldu makes a normal roll m hit hir target; if 
he don, the target must make a saving rhmw vs. 
death ray, p d b l g  with a bonus (see the Weapon 
Specid BITccca Tnble). 

Ifthcsavingduowm&,thenetdoeanot 
affect the target; it drops ofT him without im- 
pairing him at all. If the victim fpiL h i  saving 
throw, the result vatiu by the victim's q c r i .  
ence Iml or size. 

Once a target is trapped in a net, he may makc 
a new rpving &tow durin the bd-to-hand 

ful; a auccerdvl roll indicnw that the net haa 
becn pulled off and thrown aide. If he has a 
dagger (but nor a Ionget weap6n or a nonbladed 
weapon) in his hand when k ia hit with the net, 
k h  a + 4  to hissaving duow; ~YCCCII means 
that he haa cut his way out dthe  net, thw de- 
smyhg it. 

combat phnse of each roun d until one is N C C ~ ~ .  

Nca Tnb* 
V*cim'c Sire Jhuirnlmc* Nu Sire** 

iTp to 1' 2' x 2' 
1+'-3' 4' x 4' 

Medium 3 tO.6' 6' X 6' 
6 +'-lo' 91x91 I 

A smd net is right for a target the sire of 
a halfting; a medium net is right for hu. 
man, d d ,  and elftargew. 

** Or equivalent in q u a  fm. 

Magical nn, M rare. The few that aLt  can- 
not be damaged except by fire or acid; daggcn 
will not cut through them. An entangled victim 
can only remove the net, not dMlpBc it. 

The e&nt k e d  on the Weapon Special Bt. 
k w  Table M as foUm: 

Bnrurgle: The victim cannot anack, cast 
spells. or move until a saving throw is m&l. 

Slow: The victim is slowed, moving and at. 
tacking at half his normal rate. He cannot cast 
spur. 

Delay: The victim automatically loscs initin- 
tivc for the next round. 

A net can easily be damaged by any edged 
weapon (or daw or bite), but it can be repaired if 
rope or cord is available, which requires ld3 
turns of undirmrbed repair work. A damaged 
net h uselnr. 

New come in a vdetg of sizes; if the target h 
too large for the net, he will gain bonum to his 
saving throw to avoid the &w. U h g  the New 
Table. determine how many liEn the victim i 
larger than the net. Por each size @cater, ck- .:-- 
timgpinra t4bonu8.Amlldlisnlways . 
ure unless the bonw is t20 or @cater. 
Nn, 6' X 6' or amda may be wed one- 

handed. Lpreer net( ~ U ~ I C  ~WO hMda and SI& 
fer rbc same pmaltia M othu two-handed 
weapons. The wielder may not UK a shield, al- 
wags loMs individual inidPtlve to dnncrcn not 
using a m.hended weapon; and halfline and 
small nonbumans (such goblins) c m o t  we 
ners larger than 6' X 6'. 

Normnl Sword: See Sword, N o d  (below). 

Oil, u. This rype of weapon wually 
condm of cooking or lamp oil poured into a 
breakable container (ruch P( a bottle, gourd, or 
g h  lunp). with a furc or wicL mached. In 
combat. the wielder lighw the fvrc or wick and 
c h i t  at his target (lighting md rhrowing on- 
ly d e s  one round if the charna haa another lit 
object handy). Ifthe containa him the target, it 
bunw. rplnshn the cugu with the oil, and ig- 
nites the oil on target. 

Bumingoilcawr ldspoinwofdmqecach 
round atprgct is in the fin. oil the hnr been lit 
and throvn will bum for 2 munda. If you M w 
ing the optiond Weapon Ypncry NIU ( a m  
chapter). d durnctcn M rmuidued to have 
Wc mastery level with thrown containaa of 
burning oil. 

PiEc: see Poknmrs. Pike (below). 

polcprrm: Polcarnu consist d r u i a u w c a p l  
blades mounted on long poles. Polcpmu my be 
wed only by f ten, d w a ,  elves. and mys- 
tics. Bccaux o? I pdnrm's length, a chawter 
with a p o b  may attack a foe m n  when there 
is anothn friend 01 foe bcwea them. M e n .  
polearm wielden stand in the mend rnnk ofthe 
combat, miking ova the he& of their front. 
line comrpdu to hit front-line tighten of the en- 
a n y  fwce 

A poknnn may be used with the Fighter Cam. 
bat options. Hovmr,  the opt iod disnrm rule 
mag only be used where noted with the weapon 
type. 

The polcnrm user's attack rob suffa penaltin 
of-3foteachofrhcfdloaingcptes: 

T h e u s e r i s a d d .  
The wielder is attacking from behind a larg- 

e1 ally 
An d y  in front ofthe user is wing a two. 

handed weapon (other than a polcam) or any 
acrpon that ia swung backwad behind the 
wiekr  (e.g., a battle axe, bola, ding. etc.), thw 
endangering the polcam bearer. 

If you M using the Weapon Mrrtcry rules 
from the nat  chapter, characten trained in the 
use ofthac frehanded w c p p o ~  can d d a t  at. 
tach with them. 
Fwr NMS ofwle pmu M &own on the 

Weapons Table. They have individual en& be- 
c a w  each h u  arrpin chnrscrerlrkc that diuin- 
gvish it from the othen when using the Weapon 
Muary du. The vuiations M f o k m  

a hopping weapon. It hu a 
aspike on the top and a hook on the back. 

nms.long rpepr) has a chon, rhup spearhead on 
themddavcrylongpolc(12-18'). 
POleM: 'Ilus chq& weapw hu a d 

axehead d e d  to a pole of varying kngth (5- 
15'). It is usentially an cmn-long battle 
Poleum: All orha pokuma use this n 

the Weapons Table. A ehnnctu wing L poicam 
can say that it is a p e r i c  polcum, arhecln ry 
that he is wiq  one ofthe following apaific 
t y p e t o f d - d d p o k u m r :  

Bardichc: ThL vnpon has a hcppr m 
blade with a long r p h  projecting forwd. 

Bill: A lightweight weapon, the bill haa 
long, narrow, single-cdged b*dc (w;C a rfhc,. 

GLorme:Thistmponxambkrbillrich 
a thin spite on the back ofthe W, awing 
forvrud. 

G1Pivc:l%nenpomhprrbmad.kaif&e 
W e .  

lochaber Arc: This ncnpon has a loq 
heavy, aingbbladcd sue d a hook on th 

Pudman: The pprban has a broad speu- 
head with tvm hooks at the base, pointhg hr- 
ward. 

Ruueur: This r n p o n  ku a h n ,  dntp 
rpileflded by two hac, curved bhdopl in 
bnr. 

S p m :  The rprmm hu a long spike wit' 
two sh.rp curved blades forming a trident ship 

Spontoon: The sponmon has an d.boru 
blade, poaibb wavy or with aM. 

Voulgc: The wuip hn a large. heavy, 
broad blade like 8 clcavcr. 

Intheamp.ien,aDMcan6itnplyuse E 

ne& polcam c ~ u g  M the Weapons P.. -x 

M u t n y  des, he CM follow the guid+c~ ia 
that c h a p  for combining rhc UriD of hsl- 
b e d ,  p&ei, and polcumr into new nenparr. 

Regardlea of e dl poleumi arc fro. 
handcdmpnu;Edieldaofthennponmay 
not ux a shield end alwap lorn individual ini- 
tiative m chpnctem not wing a two-handed 
w*cppon. Hnlflinp and d nonhununa ( 8 4 1  
P) goblins) cannoruse this weapon. 

Hdbenl:l%aenponLborha 

Pike: This thnuting aenpon (uscmiauy an 

back, pointing fd. 

poleprm mrkau. or, if he's wing rbc wcapca 

po*ns: See Poknmrs, Poleaxe (above). 

W, Thmnn: This is a IO& of fur size or 
rmplln. When a chnnctcr h any o b j j  that 
cpugl impact damage, w a t  it as if it were a 
thrown rock; the DM can redua the damage 
doneifhethinlrsitisnotaspunichingasanor- 
mal rock. Strength d f i c a t i o m  apply to acmck 
rdLtddamage.  

If you YC wing thc vptiond Wnpon Murcry 
rules, all characten M conddered to have Basic 
mastery level with duown &. 

Shield Ubpotu: Thac weapons combine a 
shield with weapon bl.da. Though awkward 
and pmne 10 bmking, a shieldnapom can prr 
vide a second attack when wed with a oni 



handed weapon. Only fighters. thieves. and 
dunihumana may use these weapons. Monsters 
d y  use shield weapons. 

The larger shield weapons may b m k  during 
bank. Check for breakage whenever the attacker 
or the defender rolls the exact attack roll needed. 
(For cnmple. if a roll of 9 or bmct is needed to 
hit and L 9 is rolled on the die, check for break- 
*.) Each time a brepLnec m u m ,  one of the 
shield weapon's blades becomes unusable. 

The chance that a shield weapon will break is 
5 or lerr on ld10. Magical shield bonuses add to 
the die roll, and mngicnl weapon bonuxr of the 
focrubtrsnfromit. In addition to magical mod. 
ifius, modifg the foe's a n d  roll by - 1 per 10 
poinu ofmsrimum damage poariblc. 

Por example, a @her with a d shield + 3 
is attacked by a monster using a two-handed 
sword. The monster needs a 7 to hit his target 

ore an modifications), and he rob a 7 on 
the die. e welder of the sword shield must 
check for breakage. 

The shield wielder's base roll is ld10; on a I or 
I c s  hi8 shield breaks. His roll will have a -1 
penalty because his opponent's two-handed 
sword can do up to 10 poinu of damage. But he 
will have a bonus of + 3  because his shield is 
magical. He rolls a 6, which yields 6 - 1 + 3  - 8 .  
Hir shield docsn't break. 

The four types of shield weapons M as fol- 
h: 

Homed Shield: A one-foot cimlu shield that 
is strapped to the aim rather than held. A single 
spike projects from iu center. This shield is very 
dunble and will not break. 

Knife Shield: A s m d  budder equipped with 
one or two short blades protruding from iu 
sides. 

Sward Meld; A medium-size shield with one 
or two sword or spear blades projecting from the 
rides (ifround) or ends (if oblong). 

Zukd Shield: A luge shield with one to four 
shon bladca protruding from the sides. It may 
have a central spike. Due ro iu size. the nuked 
shield uira mo hands to use and may not be 
used 3 an additional weapon or another 
shield. Chamccers wing this weapon always lore 
individual initiative to characters not using a 
two-handed m p o n .  Hlltlings and d non- 
humans such PI goblins annot use this m p o n .  

(at 4 . 

shon Bor: See Bow, Short (abqve). 

Shoe Sword: See Sword, Shon (below). 

S I i q  This is a lepgth of mid or a long l d e r  
n n p  with a pouch m the middle. The user plac. 
a a scone 01 m d  "bullet" in the pouch, holds 
the rling by the ends. whir& it to build up sped,  
and then releasa one end ofthe suap to launch 
the missile at his tnrgct. 

Spear: The spcnr is a thrusdng head actached 
to one end of a mcdium.to.long pole (6'4). 
Fighters, dwarves, elver. and mystic8 can use the 
M spenr VI. chargc mpncuvcr ( re  Chapter 8). 

M: This is a 2" -thick d, 4'-6' long, p i .  
bly with iron-loaded ends. A staff may be used 
b y d ~ , c v c n b y q i c - u s e r s i f t h e D M s o  
permiU. 
Thestaffisawo-handedweapon: thewielder 

of the weapon may not use a ahicld and always 
loses individual initiative to chplscters not u ~ h g  
a two-handed weapon. Haltlings and small non- 
humpor annot  use this wcnpon. 

Stone: See Rodr, Thmrm (above) 

Sword. Butnrd: This populnr weapon is simi- 
lac to a normal sword (below) but has a longer 
blade and a hilt (handle) nearly as long as chat of 
a two-handed sword: the o v e d  weapon length 
may be from 3111' to 4 W .  The sword may be 
wielded either one- or no-handed. 

A ch~r~r tet  cannot use a shield while using 
thi, item two-handed. However, it does nor 
cauw the log of individual initiative. The bas- 
cud sword cannot be wed h a haltling or other 
smnll humanoid. 

Sword. N d  This is the classic weapon of 
fantasy. It consku o f a  one.handcd hilt (handle) 
attached to a long cutting or thnUting blade: the 
weapon is usually b n m n  2%' to 3'12' long. 

Sword, Short: Thh is much likc thc normal 
aword (above) but smaller; it is usudy h e e n  
2' to 2Vz' long. Haltlings and s m d  nonhumana 
such as goblins can ub+ this weapon. 

Sword. 'Ra-HMdcd: This weapon, nko cnllcd 
the great sword. is the largest type of mod. It is 
similar to the normal sword (above) but much 
longer, usually being 4%' to 6%' long. 

Thii sword is a two-handed weapon; the 
wielder ofthe w e a p  may not use a rhield and 
dwap loses individunl initiative m duncrur 
not wing a two-handed weapon. Hdflhgs and 
small nonhvmrns m h  goblins cannot use this 
weapon. 

Sword Shield See Shield Weapons, Sword 
Shield (above). 

lluowiq Iiamriw See Hammer, Throwing 
(above). 

'Bueh: A torch is bsricnlly a fluning club. Al- 
though lighter than a dub, it is on fm so it does 
the same amount of damage as a club (ld4). If 
someone UIC( M unlit mrch as a blud&coning 
wea n. it docs Id2 poinu of dunage. 

$ou use the optional weapon M-ty des, 
mastery with a dub is nko maatcry with a torch. 
H m r  (nko from the Weapon M u t q  rules), 
somcone unskilled with a torch docs not halve 
damage. but alwa inflicu ld4 points (regnrd- 

'Ridat This is a light spear with three barbed 
prory on the end, designed for underwater use. 
Any d l  c r c a ~ ~ e s  (2' long 01 lar. sucb as nor- 
mal firh) hit by a trident b m e  sruck on the 
spiked prongs. To free themselves, they need to 
make abilirg check n. Strength m free them. 
KIWI. They may makc one anunpt pu round; 
many s m d  cmcures have Stnnghr  chat do not 
exceed 1 or 2. 

This weapon can be used either one. or two- 
handed. UKd no-handed, it operatu similarly 
to other two-handed weapons (i.e.. the wielder 
cann01 use a ahield when wing the weapon this 
way). Hnrrm.  e chplscter wing this weapon, 

less if the torch is E). 

even in iu twehanded scyle, does not loK his 
initiative roll, and h&lingi and other smnll ucp- 
turn can UK this weapon. 

nuked sbicld. See Shield Weapons 'Ii-kd 
Shield (above). 

( a h ) .  

wk HMmu: See Hammer. War ( a h ) .  

whip: Thic weapon is a h g ,  braided lcrther 
rtrpp with a hade .  It may be frcan 5'-30' lmg. 
It is a hand-rohmd weapon and may be wed ro 
either cause damage (Id2 poinu) or ro enan&. 
More each combat round, the urer must d e c k  
which option is being used. Whichem he uxr, 
he makes a normal attack roll. 

If he mrn a hit, the whip either intlicu Id2 
poinu ofdamage or (if entangling is attempted) 
f o w  the victim to make a saving throw VI. 
death ray, possibly with a bonus. (See the Wenp 
on Special EfFccu nblc for hir  sa^ throw b 
nus and the d t  of the a n d . )  If the victim 
fails hL saving throw, he may be entangled, 
slowed. or delayed. 

The e&crr listed on the Weapon Special Ef- 
fccu Tnble M as follow 

Ennngle: The victim cannot attack, a11 
spells, or move until a wing throw is wcwa!i~I. 

Slow; The victim is doweds moving and at- 
t&g at half his normal rate. He cannot EM 

spells. 
I k l a y :  Thc victim a u r o m d d y  h initin. 

rive for the n a  round. 
This weapon is not very us& a a p t  as a tsc- 

tical device. It is m01f often wed by a thidor 
other character who wanu to help a front.linc 
tighter aomchow while m d y  q q i n g  in 
melee. 

A whip CM only entangle -NR# made of 
solid material. Wraiths, spccmr. ethereal ma. 
cures, and monstcm d e  of water (such as warn 
clemenrok) cannot be entangled. They will, 
however, suffer the normal damage c r u d  by a 
whip. (A normal whip will not hit a momer that 
can only be hit by magical wepponr, of me; 
that would require a magical whip.) 

Nonrtrndrrd Wmpon Umr 
(Optioarl) 

Sometimes a drPrPcter may want ro use a onc- 
handed weapon with two hands. Thh intlicu 
more dunage. but hu the following limitltionr: 

Any one-handed weapon (except "Other 
Weapons") can be used for chia option. 

The character loses individd initiative. 
The character cannot &cccivdy use a shield 

fot defense while wielding a weapon two- 
handed (no AC bonus). 

When used two-handed, weapons gain an ad- 
ditional + 1 point of damage ro their art&. 
This bonus applies to any one-handed weapons 
used with both hands. regardla of the Mi&J 
damageoftheweapon. Therefore, adaggctwed 
inthiswayinflict8 ld4+1 (24)poinuofdnm. 
age, and a spcu docs ld6+1 (2-7) polnu of 
dsmnge when wielded with both hands. 

I 



Armor 
All fighters, deria, dwarves, elvca, and half- 

Lings Can use any of the rypU Of armor described 
belar. Thirm and druids CM use the types of 
armor indicated in chc "Notes" column. Magic- 
users and mystia can use none of rhne armor 
ma. 
Armor is normally made for a spccifc race. 

The DM can impore penaltin on a charmer who 
wean rhc mol ofa differenr me. Por example. 
an elf would find a d d s  chain mail awkward 
and heavy (for M additional reduction to mwc- 
mcnt beyond what che armor's encumbrance 
calk for). a halfling would fmd it very hard to 
mow in a human's armor (he would have to save 
vs. paralysis each round to avoid ripping and 
falling down), and a dwarf couldn't gn into a 
h.ltling's armor at all! 

Armor Deicriptionr 

playucanprrnuaethnthbchenrar, a s p o f c h e  
%IdPPllM,gnsrhetyped~appmpMte 
tothePrmor(e.g., 6wn aamut lenther cap m aW 
d helm). llu player may imagine othn appm 
plipp ~ m m p a n m c r  as he choacbgpuntleo. 
.nmbrua, grcrva, c D E . 4  thcr m m u  do 
not play or amlor&. 

The armor l k d  in the Armor Table is de- 
suibcd here and is presented alphabetically for 
your convenience. 

BMded Mail: This is a suit of heavy leather ar. 
mor wirh strips or knobs of metal imbedded in 

&dl W d PPllM dNIC4 u %I. ?he 

(a) Nota 
100 D 

b) 
10 

AC 
(-1)' Shield 

0 Suit Armor 250 750 S 
* Subvnct 1 from AC if a shield is used. 
D A druid can use chi8 type of armor if it contains no metal pnm or ocher nonor@ componena 

( p m  that have never been dive). 
S Suit armor has some very special chPrscterisua; carefully read rhc description of this cypc of 

armor. 
T A thief can use rhis type of armor. 

the leather. 
WlniD Mail: This is a full.sired shin. often in- 

cluding a hood and sorncrimea including full 
pana. made of interlocked rings of m d .  It is 
worn over a quilted rhin c&d a p h o n .  
When someone with a heavy weapon hits a char. 
acter in chain mail, che gambelon keeps the 
chain mail's links from being driven into the 
flesh. (Additionally, it keeps him from being 
chilled by flesh-to-metal concact in cool weather 
and from being pinched by the rings.) 

h r h a  Armor: This armor is made of tough 
leather, ofnn boiled for exua toughncaa, or even 
boiled in wax (which produces armor known as 
CUir-lmUlll). 

Plue Mail: This is not che full plate armor 
usually srsociared wich knights. It consiw of nu- 
merous metal plates (the chestplate being the 
m w  Lnport~nt of hem) linked togerher by 
chain mesh; it's much like chc chain mail m o r  
described above except that it hu large, h p c d  
metal plates reinforcing it. 

Scale Mail: This armor con& of light lenrhcr 
armor completely covered with overlapping 
metal K ~ C S  sewn or riveted onto the leacher, 
W: A shield CM be any of a number of 

sires M follows: 
&get or Buckler (a small round shield, 

with only one nmp, held in che fighter's hand); 
Medium or Round (a larger, heavier shield, 



&en with two srraps-onc for the fighter’s hand 
and one hvther up on his forennn); or 

Wd or Tower (a huge shield nearly the size 
of the wielder. w u d y  with two maps like n Me- 
dium). 

Regntdle~ ofsize, d shields provide the s m c  
amount of proremion by lowering the armor daas 
gore by - 1. Smnller shielda are considered CM- 

ier to move into the path of danger, while larger 
shieldr m t  h e r  but are slower to mow into 
the p a 8  of danger-thus the benefit is evenly 
divided. 

suit Arma: suit MMKis the cypc of armor mo. 
dpad with the m o u n d  knights of high iwnaacc. 
It acbacs the w c ~ f  complctclV in a shtath of 
nal,withchain-linkj~to~tmovcmcnt.  It 
is & e n d e d  plate annor(* is di&renr thpn 
plntc mil), tull plate, gothic MnoT. OrjLnlshg ar. 
moL Howrva, Nit annor M m  like the* ar- 
mmadedwingrhelnrtdaysofof-mnking. 
The a x i d  of gunpwdu forced annm-mvkcn to 
chicken rhe annor rmdc, which rendered it wo 

to the atandonment of nuking armor. In the 
DaDognme,thcpraaKcdmpgLhaJhadpLnon 
thernmedfat on suit MMK. 

Advanngw: Suit armor alone is armor clpn 0. 
It may be wed yith a shield for armor dnar - 1. 

Suit armor reducu the damage inflicrcd by 
molt area &em (fire. wld, gas. acid), including 
bmch weapons. The base damage is reduced by 
1 point per die of dnmpgc, and the ~ e ~ r  gains 
n + 2 bonw to the applicable saving throw. The 
minimum bnse damage is nlwnys at least 1 point 
per die. 

For example, the damage from the breath of n 
mall red dragon (HD 10, 57 hit points) M te- 
ducedbp 1 pointper die of dam* (-10) 1047; 
the fghter in suit armor may make the wual sav- 
ing rhmw. but with a + 2  bonus, to take half 
d a m w  (24 points). 

Magical suit armor can reduce such damage 
still further, 1 pint per die of d a m w  for 
each two pluses of enchantment (rounded 
down). 

If n fighter in suit armor is m o u n d  and hrr 
Pssinrnce from Am, the didvantaga of en- 
cumbtnme, slow movement. and surprise can be 
minimized. 

Disadvnnnys: Suit armor is bulky and ex- 
pcluive. Iw encumbrance is 750 cn. It must be 
specially mnde for one wearer. Pilored exactly to 
fit; the cost is 250 gp. Magical forms are propar- 
tionndy more valuable. awmging 50% greuer 
value than plate mail of idendnl enchantment. 

Suit umor i awkwnrd in some situntions, w- 
pccidy when gating up from a prone position 
or mounting a steed. If attempted alone, the 
chance ofsucas is 1 in 6 per round. In lace me. 
d i d  rimes, the Inner problem was solved by 
the w of a svlp tied around the wearer and 
over a handy limb or bar. The knight was then 
hoisted into the air and lowered onto the mount. 
In the D&D game. w ~ e  automaric NCCCL) in 
gating up if anyone is available to help the 

Suit annor is noisy and dow. Its common 
creaka and ddw can be henrd up to 120 fm 
away and negate chances for surprise. The wear- 
er’s movement rate is 30‘ (10‘ ; most fighfen 

from honcback. 

4 pad dumsy and hprncdcpl hUr, Lnding 

weMr. 

prefer m we their suit annor o nl y whm fighung 

I Horre.wu 120’ 140‘) 4.000 8 . m  I 

An unarmored fighter ne& two full Nm ro 
dmr in suit armo~; it takes one full turn to take 
it off. 

Suit armor gim no additional protmion 
against gnzc attach (such M a medusa‘s) or elcc. 
tricicy (such as a blue dragon’s lighming bmth). 

The wearer h u  n - 5 penalty when using any 
miuilc drvicc other than a uaabow. If alone, 
the WeMr suffus a -1 penalty to be surpriccd. 
(In d e r  words. a fighter in such armor rolling 
for surprise might roll n 3, indicating no nu. 
prise. but the pendry applied will reduce the roll 
to a 2, rcsvlthg in the tight* being surprised.) 

Barding 
Some characters purchaae armor for their 

horses so that their mounts. too, will be prom. 
cd in combnr. 

500 
600 1 Plntc 

Field 
0 Joust 7w 5.m 

Most of thue cyp of barding cormpond to 
types of chnncar armor. Chnin barding, for ex. 
ample, M made up of the m e  mncerinl aa a 
chhnmncr’s chain mnil. Jourt barding is the hone 
equivllcnr of suit armor, Field barding i similnr 
m j m  barding. but lighter. 

BudiagandEncnmbrana 
On the Barding Encumbrance ab le  arc the 

types of mounts for which bnrding is w u d y  
made. Note that one aaimal’s barding will not 
fit another 
made for a w u  hone will fir a draft hone an! 
vice vena. 

Listed on he W n g  Encumbrance ab le  is 
the ~ i m a l ,  iw nonnd movement me,  the 
mount of encumbrance it can c q  at its normal 
movunmt rue, and thc amount of encum- 
brance it can caq  up to half its movement rntc. 
If loaded with an amount of encumbrance 
greater than the mount shown in the laar 
column, the h a t  will not move. 
Remember chat the encumbrance shown is the 

total encumbrance being cnrdcd by the  be^. 
Thin includa the buding, the weight of the 
rider(:) and d umor and gear. Bncumbrance 
rata  for chnncan’ gnr is listed in the Adwn- 

of animal. except chat bardin 

 ring Gear Tnble. 

B u d i a g f o r ~ A n i m n L ( ~ )  
The DM can dow characters to wmmiUion 

barding for other UcaNIu.  If he dou, here are 
m e  tulw for the DM to gauge the con and en- 
cumbrance of bardiag mpde for other cyp of 
cmnuea. 

In Chapter 14, many cmcum hnve a lLtiog 
titled “Load!’ ThL shows whnr son of Id the 
cmm can carry and with what modifuation to 
its movement rate. (Not d creams have this 
i&rmation.) With many “Load” pnragraphi is 
a “Bnrding Multipliu!’ Thi, M a number thnt 
repramv how much more W i t  it is to make 
barding for thir ucaturc and how much more 
encumbered the cmNre will be with barding. 

To determine how much it c a m  ro make bud- 
ing for any rype ofcmcure, take its barding cost 
and encumbrance multiplier and mulu ly it by 
the cost and encumbrance wlumns fk the 
Bnrding Tpbk. 
For example. a character wants to fmd the cost 

andcncumbrnnceofarmorspccinllymadeforhis 
r i f h .  We the cost and encumbrance d u n  

from the W i n g  nble and then multiply them 
by the barding colt  and encumbrance multiplier 
from thc description of the griffon in Chnpter 
14. The griffon’s multiplier M n XI. The grif. 
fon’s basic AC is 5. so it will need banded bard- 
ing (or better) to improve its condition. 
Multiplying the cost and encumbrance by 5. the 
banded armor for a would cost 2.m gp 
and haw an e n c u m b e  of7.100 cn. The grif- 
fon’s dncription sn that it can fly with up to a 
1oadof7,000cnar~;Iedo~14,000enathp~f 
speed. so the gritron q i n g  thk armor must be 
reduced ro halfflying speed. 

When barding pmidw an AC that is only 
qual w or wone than the creature’s n a m d  AC. 
itwill do no good to w a r  the umor. 

Adventuring Qear 
Thi acction dcscriba many of the itmu that 

charucen tnkc on advcnturw. 

Adventuring aarr 
Descriptions 

The equipment b e d  in the Advenmring 
Gear Tnble is described here. The itcma M as. 
ranged dphnaticdy for yow wnvmience. 

quipment on the chpncter’s back. The ahoul- 
d u  strnpa law the chmner‘s handr frec for 
ocher Ut iOm.  

Boou: Plnin boou are standard. mid.calf 

hCkp& This Iturdy pack is uwd to c q  



Umk. short- 10.' 
Cloak, long - 
Clothcs, plai 

Cloth 

Tun<< and pats; blousc and s 
dress; robe; or equivalent 

Clothes. fine See above 20 BP 20.9 
See above 30.' 

noiy symbol I Holy water Breakable vial 

I Pole Wooden, 10' long 100 

.- for one Denon 

wolfsbane One bunch 1 

* This is the item's encumbrance when empty. When goods arc placed within it. the encum- 
b m c  includes borh the item's encumbrance and the encumbrance of the goods within it. 
Thus. a fully fded belt pouch has an encumbrance of 55 cn. 

*** This is the quiver's encumbrance when empty. Pilled with arm or quarrels, it is up to 10 cn 
for encumbrance. A 5.cn encumbrance quiver + 10 cn of missiles (20 arrm or 30 quarrels) 
s t i l l  equals only a 10-cn encumbrance bundle to carp around. 

** This is the encumbrance ifpwked. Ifthe clothes M worn, disregard the encumbrance. 

lenther boots. Riding boots M more erpentivc 
footwear coming up to the knee or just below. 
Swssh-topped boo0 ue s& lenther boou that 
come up well above the knee. but the top por. 
tion folds down at knn height or below. result- 
ing in a cuff. 

Cloak The D O  game gives no special bcn. 
dit to chpnete~ w e b  cl&. but the DM 
may decide that a ch&er caught in cold 
wencher without a cloak or similnr gnnnent could 

worhcr: A charmer is p r e m e d  to SIM play 
with two or three KO of clothes of the plain vnri. 
cry. Plnin clothes M fme for most travel and ad. 
venturing purposes; the better grader of clothes 
are for social u'poses. (Charmers invited to the 
king's brill &II'I go in plain or middlc.dpar 

Cventudy Suffer frOm C X p o W e .  

clothes, after nlll) 
Garlic This is an aromatic herb that repels 

w n p h  and some other undead monsters. 
Gr&ing %& A luge 3. or 4-pronged 

hook, made ofspccinuy hardened imn, rhis item 
is ried m the end dthe top and then swung u 
or over a q t .  A successful attack roll, with dd 
d t y  moditiers as the DM decides. mema that the 
h w k  has anchored iuelfm the mrgn. With UK of 
thL mol, the rhmm can &en uapl gaps 01 
climb walls they could MI othcnLe climb. The 
hook may nlro be attpched m a n d y  to a nearby 
surface. such as when a thief climb a wall and 
then arrnches a line for his friends m climb. 

Hamma: ThL is used m drive iron spikes into 
hard surfaces. Used as a weapon, it does ld3 
points of damage and can be wielded by anyone 

who can use a war h e r .  
Hnt or Cnp: ThL is standard hcnd$w for the 

K*i &&. It is often uscdio ph&dly wud off 
vampires. and DMI mny makc holy lymbols net. 
nrnry for a cleric to Nm undnd. 

Holy Warn This k water prepared by a high 
level cleric. It will CSUK damngc to unded mon- 
sten. 

lmn S+ex These are eencinlly I-. bq 
iron naik they mny h v e  flat h d  01 circulu. 
open h d  (the lntter kind is urful fa tying 
topes to). Spikes can be used to wedge do00 
open. provide grips for climbing or lachon for 

will need 8 hammer to them into bud 
surfaces w h  as stone m R 2 .  

Lntan: This is a simple oil hntem tbsc am 
light in a 30' rndius. burning one fll of d in 
four houn (24 rums). Man r y p a  are bund 01 

enclad against wind. 
bliuoc Your chuutcr can use a mLmr to look 

around cornen. ncpmim empcy mom. md de. 
fend agaim magical gaze ann&. m e n  a dur- 
mer urn a mirror to watch an opponent. he 
rmiva  P - 2  pnulty to amck rolls w h m  he 
tries to hit that tafpc. nnd he anno( UK 8 shield 
(he's holding the mirror in his shield hand). The 
area must be lit for the mirror to rort this . n y  

Oil: Oil is burned in n lantcm for light. 

on or poured out and ignited to delay pursuit. 
Po*, wuakn: This is the proverbid 10' pole. 

vennuen, or advenrurcn in regions where such 
objcnshnveproventheiruufulnca. wpolesto 
prod piles of raga. nir mund  in watery pools, 
poke into comen. touch objecu thnt m y  have 
trap arrnched to them, tat the sturdiness of 
f l ~ ~  and ledger. and to forth. 

or quar. 
rels: irk usudy made of lenther. A leer-quality 
quiverMincludedinrhebuicco~of8bpdof 
ammuniuon. as noted on the Ammunition X. 
ble above. 

Rarioru: Your chamctcr needs to pack food 
and drink when traveling; muons M food that 
hns been pack& for travel. A single muon is 
enough food to auscpl, one vigorous ndult for a 
m k - b t  is. about 21 meals. Rntions for d. 
vencum typically come in rwa typa as follows: 
Srpn&dRsriolu:Thntrationsconrirtofub 

treated food chosen and prepared for t rnvdiq 
they will last up to a m k  when thc chnrncmr 
M traveling outdoors. Carried into n dnnk. un- 
healthy dungeon, they rpoil overnight. 

Imn Rauons: 'Ihm rations M praerved food 
(bed icrky* hard tack. dried fruiu nnd vcgcm. 
bln. etc.): they are not as tasty as randnrd ra- 
tions, bur they last for rwo months (eight w&) 
in normal travel and up to a week in brd condi- 
uons (such as dungeons), 
Ropc (50' Length): This is a heavy climbing 

tope that can support three fully loaded humans 
(i.e.. about7.500cnincncumbrancc). Ropecan 
be tied m an iron spike and used to climb up 
steep walls. It may h be useful in tying up cap 
tured prboners. pulling doors open. nc. 

Snck. rplrc: This is a burlap. doth, or lenrh 
bag, usually 2' X 4'. It is n o r d p  cnnied ovn 
shoulder (occupying one hand) or tied onto a 

mpu, pry thine loore. and to fonh. C h u v t c N  

flask ofoil may hbethroMl nsamLdle Wenp 

mndeofProod2" rhick. P ~ d d y C a u t b U d .  

Quiver: This is a container for 



CM or saddle-horn: ifcnnied in band, it is UN- 

d y  dropped when the owner p into combat. 
socl;. smrll: S d n r  to a luge sack, the 1' X 2' 

doth bag can be arried over the shoulder ( o m -  
pying one hnnd) or tied onto a cart or a saddlc- 
horn. Some characten tie it off their bclts or 
(with quick-relea h) to their spcnrhndc. 

Shoa: A character should have shw if he is 
going to travel or explore dungcons; the DM 
mi ht assign damage to barefoot characters 
W L  through bnd terrain or tlenchcrow cam. 
combs. 

Staka and 116.uet: lhne luge (18") wooden 
d e s  and a wooden d e r  can be quite useful 

quircd for picking locks, 
these i tem ue usable only by thieves. A typicpl 
ret includes vatiow lalpidrs, tine wire. ne. 

Tiadabm The tinderbox i a small box con. 
taiaing flint, steel, and tinder (wood shavings). 
Charactem UK thii to start MY firer, be it for 
their camp or their torches. Tow a tinderbox, 
roll ld6; under normd (comparatively dry) cir- 
curnstances, a fire is sweatidly ignited on a re- 
sult of 1 or 2. Someone with a tinderbox may try 
to UK it once per round. 

Tcuch: Thil is any 1' to 2' bang piece ofwood, 
its h n d  rometLM cwcred with M MPmmable 
aubatnncc such as pitch. It casts light in a 30' ra. 
diw and b u m  for one hour (h turns). See the 
dedption from the Weapons Table for informa. 
tion on wing a torch as a w p q  clerica can use 
it US a weapon. 

Watmkia: Thil flexible contaiaer is usually 
made oflcnther or apmurved animal bladder. It 
hns a liquid capacity d o n e  quart and an cncum. 
bnaee of 30 cn when filled, 5 cn when empty, 

Wine: Thil is the c a t  of a quart of common 
wine, not induding the container. 

UWfhnc: Sold dried or fruh in single sprigs, 
thk is M herb uscd to drive off l ~ ~ ~ t h r o p c r ,  
who cannot abide its presence. 

f o r d & t f o m ~ g c s .  

k n d  'Ikanrportrtion 
Equipment 

Charactets usudy acquire land Mima&, and 
d e s  cam or ryom. for uanapomtion of 
t h e ~ ~ ~ h ' c a  and their gear overland. Adventurers 

uon k e d  in the Riding AnLnd Gnu Table. In 
addition. they may pvrchw other quipment 
from the Land 'Itampomtion Gcnr Table. 

tgPKdlY bug the t p C 8  of Mhb for tIanSpOrm 

Riding Animal Ducriptionr 

e.. 

much furrher on the m e  a m m t  ofwater. 
Hona: As ampaiens develop. charactera wi l l  

characten will probably purchuc one or more 
honu to makc travel futcr and d e r .  Typa of 
h o w  ue as follow: 

DmfrHona: Thuc hones M huge. plodding 
animals usudly wed to plow ficldc and perform 
other farm labon. Characten will wldom want 
to ride t h ~ n - n o ~ ~ ~ d y  this will acur only 
when they need to vuuport M injured person or 
a lotofgcnr and rheybave noorher mount. 

Ridin#Hms: This 'ypc of hone is the h 
normal steed, but it is no help in combat. 
War Hann: These homes M larger and hnrdi. 

er than riding honec, and they may be wful in 
wilderness encounters. A wat hone M fuht, w 
ing it8 two front hoof attacks (for ld6 points 
each), with the help of the dunner riding it. 
While guiding the hone, the charmer m o t  
cast a spell. but he can attack or perform m e  
other d o n  (such as drinking a porion. c h ~ g .  
ing w p o ~ ,  ere.). When not catrying a rider, a 
wat hone will defend irrlf without needing 
such guidance. Any dpn a n  ride a wat hone. 

Mnla: Mules M cheaper, Inr g l l m o m  ani. 
mals thpn honu, but they ue VCQ durable and 
reliable mounts and pack animals. 

Ponies: Ponies ue small riding equines. Their 
diminutive stature makes than ideal mounts for 
wings, children. and nnd &ten. 

The i tem and acmutrements liatcd in the 
Landlknsporation Gear Tablc M d to ad. 
venturers who have the a h e  riding ~ h & .  

traVC1 m M y  d e s  CeMh of advellture. Mort 

Land Trrnrportation 
Equlpmrnt Dwrlptionr 

The i tem l i  in the Land lknsprtation 
Gear Table M dewibed here and arc arranged 
dphpbetLdy for your ux. 

Om: A cpll is pulled either by one or two 
draft home or by two to four mulcs. The cart's 
mpximum safe movement rate is 60' (20'); a h  
that ratc, the DM chould check once pa turn to 
see if the CM breaks down or tips mer. On 1 on a 
ld6, it break8 down, and on a 2 or 3 it tips over. 
The cart's c q i n g  Capacity is 4,000 cn when 

ulled by a single horsc, 8,000 cn when ulled 
!y two. It connor trawl through ducrt, kmt, 
mountain, or nnmp except by mad. 

saddle &'Ed: Thil is a leuha and wooden 
aaddlc with metal fnmnings. It is usvmed w in. 
dude a blanket, bridle and bit, and stimp. The 
saddle's clpacity doer not refer to the sire ofthe 
rider; it is the mount of cMunbmce the sad. 
dle can wsrq in the form ofsackc tied w the 
saddle-horn, w p  aheathesl, ctc. 

Saddle aY: This is a long, two-poclncd 
lather container that lies behind the d l e .  
Wigon: This is a luge wooden wagon pulled 

by two or four draft how (or four, h, or cigbt 
mules). The wapn's mpximum safe mOsemmt 
nte is 60' (20'): above that ntc, the DM should 
chd once per turn to sce if the wagon bmb 
darn  or tip mr. On 1 on a ld6. it b m b  
down, and on a 2 it rip mr. wagon cannot 
t m d  through desert, forest. mountain, or 
swamp except by mad. 

~ l y o r r m c n t s p a d l  
The mimb noted ahwe M pull the cmyhg 

apleirics for cam d wpgoar with no problem 
or hindrance ngninn thcu movement speeds. 
The vehicles can be l& heavier, but move- 
ment s p e d  will arffcr. 

bmcc value is e ud to or hi+ t h ~  the 
weight in the vchde, it CM pull 11 at ita normd 
speed. Ifrhcencumbranccofthevehiclc4 
the animal's M U I I ~  encumbrance value, it M 
be pulled at half the animal's normd speed. 

For enmple. one draft hone p u b  a cart bod. 
e d h n t h 3 , 0 0 0 c n o f c ~ o ; t h ~ c a r t c o u l d  
travel at the horse's mpximum rate of 90' (JO'), 
though speeds gmtcr than 60' (20') rkk upcct. 

hone con pull acart bodedwith 5.ooO cn ofcar. 
go, butthiicutmovesathrlfapeedor4~'(15'). 

shpl)' put, if the M h a l ' S  nOrmd CilCUm. 

ting the vehicle and the c u p .  The lsmc dnfr 

Water 'Ikanrportation 
When characters must trawl dong riven or 

lclo~l oceans, they'll need m find water U.N- 
portation. Vcgeb and pertinent inforrmrion M 
bred in the Sailing Vcge& able. 

the wrccls. All vcgcls should have a 
cept lifeboats, river boats, nilboats, 3%: 

Asaruleofthumb.gaUcy6donlydongthc 
c o w  they do not venture umr oceans. River 
boats and nfo ue wed for travel on rivers d 
will almost surely be d d if they venture 
too fr~m mpctnl shomT- ue n-dy 
wed on rivers. All aha Y ~ K &  M suitable for 
UK on the open ocean. 

CRW IlUmben do Mt indude the W M  of 

Watrr D.rcrlptioar 
The vessels l i  in he Suling kl Table 

ue described b c h .  

for river mve1. The len& is 20'.30', beam 
(width) is IO', and d n t  (depth under water) is 

d o n  (one of whom acts as aptain). It may be 

Bat, Rim: Thil h t  is designed specificnlly 

2l-3'. Capeeity: 30,000 Cn. h: 8 toluI, 2 

The MLnrL lirted in the Riding h h d  Gnu 
Table are deauibed here and M arranged dpha- 
berieplly for y n u  we. 
CnmeL: T h c ~  anima& are normdly only 

(a) The Bnc ti is the amount of weight the empty container adds to the load the hone cnrria. 
For - p K  fully Men saddlebag has an encumbrance of 900 cn. 

(b) The cart's or wagon's appcity varie with the number ofhona pulling it; one hone indicates 
the ICMCI capacity, two h o w  indicates the greater. Thae fipm ue b a d  M using draft 
hona. 'Iiso mulcs can NMN~C for one hone. 





add a ram for an additional I/, of the ship's ILt- 
ed cost. A wpf galley a l d y  hw a ram included 
in the cm. Other ships may not add nmr. 

limp l b m p :  A luge or small d i n g  ship 
may be converted into a uoo t r m p r t  by pag- 
ing additional V I  ofthe Lpps bred can. A 
voop transport hw ' I ,  more hull points than a 
normal &g ship, and it carries rwicc w many 
troop w the normal vercel of irr rype. The one 
uoop unnsport l i d  on the Sailing VeueL ?hbk 
is equivalent to a converted large ailing ship. 

Campulr: A longahip, any type of galley, and 
either rype of sailed warship may add one light 
catapult b o n d  rhc numbers of catapults al. 
ready described for them. The 
ship may use heavy crtapulu instc . Ordinary 
sailing ships, voop t m p m ,  and the smaller 
vessels MI mentioned above cwum mcunt a 
catapult. A catapult and 20 rounds ofshot weigh 
20,000 cn. Catapults are discuned later in this 
chapter, under "Siege Equipment:' 

Pl88l9r 
Characters don't have to buy ships in order to 

get from place to place acms the water. Thy can 
book pnrrsee on commercial vureb. The Ppusge 
T.bk shows the coat of such transportation b e d  
on the dnu ofpassage and the distance traveled. 
To we the table, determine how far the chnncrcr 
is t m v e w ,  divide that distance by the numba 
shown. and the m l t  is the cost of pwssge per 
penon (in silver pieces). 
POI a m p l e ,  an adventurer travels 80 miles at 

Ont-dpsrpucpge. Hi,mtcis~miladividedby 
1 sp - 80 sp for passage. A Merent adventurer, 

T 

W&g the SDmC 80 d e r  but @le by rhird- ' dsu,wouldpay4sp(8Omiln+ZOrp-4sp). 

Pint-clsu Milcsll sp 
Sccond-clnrc Mile/Srp 

The pur  cllrrcs lincd in the Pasmgc Teblc 
M d e s c r i a  here and M arranged alphabeti. 
cluy for your convenience. 

Pint.Clp*: T h a  M luxurious sccommdo. 
tions. The chamctu h u  his own cabin (two or 
m m  pcople rraveling togmhcr may book a sin- 
gk larger cabin). Service is fun-We, and me& 
M cxcellenr. Each character hw 10,000 cn of 
mgo rprce in the hold available, and he CM CPI. 

ily put Mother 5 , r n ~ ~ o f s p ~ ~ e  in hit cabin. He 
can urchnrc an cxtm 10,oOO cn dspncc in the 
hokffor 1/10 the mst of his pwagc. 

SCmod-Wnr. These ue decent d a .  
tiws.Thccharactcrisina~cabinwithupm 
three other pcople; some of them may be stran- 

arrange to be plpccd in the same cabin. Scrvicc is 
minimal. but merls M adquatc. B.ch character 
hw 5.000 cn of cargo -e in the hold available 
tohim,andhecancomfoMblyfitanother 1,000 
cn of gear in his cabin. He can pufchra an addi- 
rional 5,oOO cn of spm in the hold for 1/10 the 

Third-Clul: Thew M minimal a a o d a -  
tions. The character may have a bunk in a large 
common pw~nger  bold; on a sm&z boat or 
ferry, he may just have a scat opm m the sky. If 
this is p " B e o n  aship that can hold 20people 
or more, the price of ppnrge includes 1,000 cn 
of space in the cup area. A chuncm can keep 
another 500 cn of gepr near or undu his bunk, 
andhccanpurchnrcanother 1,000cnofrpllccin 
the cargo M a  for the cwt of his m e .  If 
tbia is ppnrge on a ntr. few, C . M C ,  01 other 
srnd vcarcl, the chntnncr hw no c a r p  privilep 
because of s p a  constrictions. He can bring only 
what he can comfortably carry on his pnaon. un. 
Inr he CMI m buy anorher scat at the same rate. 
The additional scat would give him about 2.000 
cn ofroom for quipmmt. P d .  ifavailable. is 
mesger and m ~ e .  

VIS if ChUUCtCD M UWChg dn& 01 & LLot 

COIt of his pausge. 

Siege Equipment 
Should c h r n c a n  decide to lay dege to a M- 

&ation or q u i p  a sniling vessel with bcavy 
weapons, siege wea onry and mLcellsnnw 
siege information is A n d  in thii section. 

Many of the siege weapons duuilxd here 
need m be opcrared by mined CIM. POI him. 
plicity's sake, the DM CM u ~ m c  thu ld6 days 
V n t  working with the W t a  is suEcimt to 
m n  the clew with it. If the campaign wcl the 
optional General Skib Zrom Chapter 5. the d- 
lev skill ccunrr US uaining with e w y  exking 
type ofsicge wcapn. 

Wea n information lined in the Siege Wcap 

Con (a) show, only the mst dtbc aeppon 
itaclf; pmmunirion c a w  M shown on Mnhu 
column. 
Bnc (0) is the weight ofeach weapon. 
AC show, the weapon's mor clsu when fired 

upon at mge;  in m e k  combat. conrider siege 
weapons to have ACI 066. 
W show, the weapon's hit points. When L 

wea n hw d e n  its listed number of hit poinu, 

PullCrrrindicatatheoptimumsLeofam 
m operate thio piece of equipment. More clew. 

O N  T.K is w f o h  

it is 4p mken and will 110 longer work. 

men will not improve iu pedmnsnce. It a un, 
is less than full. but at lenn W the Used num- 
ber, the weapon's rate of fue is half normal. If 
the clew is reduced bclar half but not below 114 

the lined number. rhe ueppon's race offin is di- 
vided by four. b u n d  down all fractions. 

Damage is the mount of damage cndr vepp. 
on can do. 

m i d e w  n. However, the "Min" fiyrc is 
the cl-c c a t  which t h e m p o n  can fire 
at e target. A light carapulr can't fire at anything 
dwr h a  150 yards. for inrpncc. Aa usual, tar- 
g e t s ~  t1tobi ta tshonmgeand -1tohitpt 

h@ should be d PI you noUld foc My 

iow mge. 
Fire hte derribes the maximum rt lt 

which the mpon can fire; for aample, I con- 
tinuously manned brllicta can fire one pmjeccile 
evny two munda (20 Sceonds). 

AmmoCaa/Wd rdlen, the amcunt dun. 
munition uscd during a d u d  mk-long 
siege. Dud- longtr dcgn. you'll w the nrln 
in the "Siege Gambat" section of Quptn 8. 
This section hw more dsuiled rula PaDining 

lisred in the Mircellureous Siege Equipment ?h. 
ble on 74 M Elf-cxphtofy: the runria- 

AC rha the equipment's own .rmn d.as, 
whm someone attar& the quipmmt itself, this 
is the nrmor dsu he must hit. 
AC+ show, the prmof dnu bonw that the 

equipment provides m thocc who M prorated 
byit. Ifanarmorclu6chlnnerMinaideabel. 
fry, hisnrmor clan against outside attackem is a 

mordnuis6. 
HP rha the quipmmt's hit poinu: once 

the equipment hw d n c d  that numkr of hit 
points, it col*paa, bewanes useless. and rnrn 
m protea thae wirhin it. 

m chc we ofdegempoac. 
The "coa:' "Scmdud Size:' and "Enc (my 

ing c o l u m  M w f o l k  

-2. O~CC the be* is d e ,  h-, 01. 

S i m p  Wmpon D~lcrlptionr 
Ihc aeppons listed in the Siege WClpOnr ?h- 

blc M described here and M una(ed alpha. 
b e j d l y  for your convenience. 

u o u h  and ww mually the cro*bon's fore. 
runner. It is much larger (& )'.lo' long) and 
mounted on apladom or wheeled carriage. The 
bpllistp dnuibed in the Siege Wnponr Tpblc is 
the lprgcst one available. It is mounted on 
wheels or on a m p ) ,  or it can be placed on a 

a ship or a defensive fortiticarion. 
B a l k  mununition resemble spcm, but 

Bdlisa: A brlliisvagrimilar to anormal 

pivot. A .  e kur M the PIC when it is m d e d  on 



they have larger heads. The ammunirion is new 
ly useless pBniMt ~ n r u u ~ t i o n ~ .  but they EM in- 
flict some damage ro equipment. They are 
deigned for use against men, PnimPL, and 
molwfcm. 

The crew of a bpuim must be mined to we 
it, but the weapon does nor require that an mil- 
lerisr be prexnt (we "General SMh," in Chap 
rer 5 for the millcry &ill). 

If a bpllisra is o erared b a trained crew, one 
of whom is an arcferisr, it fues at the fighter ex. 
perience level ofthe mille&. (Ifthe artillerist is 
not a fighter, use the equivalent fxhting ability 
of his dpu; for nmmple, a magic-user of 1st-5rh 
level hw the m e  a d  toll w a fightct of 1s. 
31d level.) If operared by a Mined uen with no 
arrillerisr p m t ,  take the size of the operating 
crew (maximum: 4) and we the sire as if it were 
the emeriencc level o f a  fuhrer: in other words, 
&e &allcr thc crew. the w&c the arrack roll be. 
coma. If operated by OD untrained crew. the 
ballbra fver w though it were a n o d  man 
with a -8 penalty to the attack toll. 

Bote A bore k a long. heavy l o g b  devicc 
hung from chrirU: i o  m d  tip is rimilar to a 
corkauew. lmcd of being carried. it ma with. 
in a cmdle of chum IO it can be freely m t c d .  
Roper M wtapppped rightly around it and M 

pulled alternately fmm each side bv two crews of 
four mcn each. 

In use, the bore is rolled up ro iu ruga (nor- 
m d y  t h ~  gate of a fortifiiarion). Two men hold 
the bore f d y  +lUt thc tprlec l V y r m f C  while 
the other men. in TWO p u p a  of four, pull the 
ropu in xquence to forate the bore-fi~t one 
direction. then the othcr. Thc bore u t u d y  drills 
io way into the target. The borc don not t q u k  
a siege specialist to use. but its crew does need to 
be Mined in ia use. A bore is roodow to anack 
a mobile t ~ g a  ofpny won. 

C ~ t a p ~ l t :  A catapult it a huge wooden 
'4rpoon" mounted in a wooden fmme. Iu lower 
end is fued by n k c d  rope. IO that the t cbon  
on the ropes keeps the spoon ponion nearly up. 
right. When the spoon is pulled down. the ropn 
k o m c  nut. Thc qoon u lmucd in this posi- 
tion, loaded with shot. and releued. The spoon 
maps quickly upward until it hia a borizonnl 
aarbu and mps: the shot continua on iu way, 
following M arched crajmi-y. The range d e s  
by the UIIOM~ of tension on the ropa. 

A tlained vdllerin knw the proper amounu 

campult requkr the prerencc of an d e & .  If 
you M using the General Skih mlcs from 
Chapter 5 ,  anyone with thc millcry sill CM 

captain a catapult. Othctwix. the millerin 
m u  be a hired NFC specialist. 

There M two common qpci of cacapulu- 
li hr and heavy. Either map be mounted on a 

ly blocked in place when used. Lighr cmpulu 
map plro be mounted on hips. 

Carapulu cannot be fircd at moving tntpeu. 
An exception is the shipmounted catapult. 
which u aimed by v h e  of the ship acering in 
the correct direction; it can only be aimed at very 
hgc  momn and ocher hips. 
If a catapult is operated by a trained crew. one 

of whom is M artillerist. it firn at the fighter ex- 
perience lcvel of the &&. (If the UrillULt is 
not a fighter, UIC the q u i d c n t  fighting ability 

of W b o n  for d o u r  IUlgU of fm. UK of the 

w i eeled c d q e  for towing. but it mwc be fm. 

of his class; for example. a mngic-user of lar-5th 
level hw the same Mpdr toll w a fighter of 1st. 
3rd level.) If openred by an untrained crew. or 
by a trained uen with no dlcrist p m n c ,  it 
fm M though it were I normal man with P - 8 
pmaly to the attack roll. 
Ilun, Bnmriry: A barrcring mm is a luge, 

heavy log or h i l a r  devicc mounted on wheels. 
The log is usudly apped with menl. Thir end is 
repeatedly dammed pkinrr a ruga  (such as a 
door or gate), using bmre f o ~ e  to cause damage. 

The standard bancdng mm is 10' long and 
necds a Isman uew ro operate. Pot a longer 
ram, add one crewman pa e m  foot of length. 
A mm can be nwponed by fmcr m a  than it 
rakes to openrc it. 

The ram is commonly wd by fwrening ir me- 
curely to smut c h h  atpehed ro a wheeled gal- 
lery shed ceiling or belfi-y (see "Mi~ccllnneous 
Siege upmmt:' below). The 'pm is then cwi- 

When a ram is used in this manner, only one 
man is needed for each 2' of the nm's length: a 
fiveman crew is sufficient for a 10' barrering 
mm.Thcc~~~ofabaucdngmmdocanothave 
to be Mined in iu use. 

Tmbnclm Somewhat similar to the catapult, 
aucbuchet is a huge wooden bu with ading at 
one end, mounted on P wooden fmme in KCSSW 

fashion. Insread of using to cs and tension ro 
ptopel it. the b ~ r  is mountJon  a pivor so that 
pm of the bu projccu r m d  the target. A luge 
busker or nct is hung from thia end and is fded 
with weights. Ropa M used to pull the long 
din arm down and to hold it for loading. 

d h e n  rel-dr the weighu pull the shon ann 
d o w n d  and the lorq ann pivota quickly up. 
ward. The ding d w  ~ n u e l l y  w the weighu 
mch the bonmn ofrhe ~IC and tlics open. caw. 
ing the &or m fly &in a high, Mhed trajectory. 
n e  rnnge dfirc is dctermiaed by the amounr of 
weight in the W e r  or net and by the exacr poi- 
tion ofthe bwkccon theshort m ofthe bnr. 

If D ucbuchet is opzmted by a Mined crew, 
one ofwhom is M artilleht, ir fires at the fqhrer 
u p u i c n c e l e v e l d t h e M .  (Ifthc&ist 
is not a fqhrer, we the equidmr fighting abili- 
ty of his cIPU; for example, a magic-um of lsr- 
5th lcvel has the m e  amek roll w a tigbter of 
lst.3rd level.) If operated by M uatlpincd crew. 
or by a Mined crew with no arrillcrisr p m n r .  it 
tun w though it were a normal man with a -8 
penalty to the atrack toll. 

A l ~ t i ~ T y p a d h u n i r i o n  
Previously, weapon tabla have shown damage 

and c m  k r o n  for  mal ammunition. Normal 
ammunition is ammunition of a conrirtcnt qual- 
ity, weight. pnd h e .  
In the field. chrnrren metima have to re1 

on avrilpble nones and proj+du to l a d  
fiom their weapons. This greatly dum the ccwt 
of operating a weapon continuously. but is a 
drain on manpower due to having ro lind am- 
munition. The DM will decide in ~g Nch in- ~ 

stance whether rhis f ing for ammunition 
dowr down the rate of% or diminhhn the 
weapon's c f f c c t i v a ~ .  Polagcd rub may not 
bc as sccumre w srmndlrd ammunition. and the 
DM CUI assign atrack roll prmlties to those who 
we them. Only carapulu and rnbudKw may 
utilize found SOIICI. 

Iy to a '  up ro and swung agemat the targcr. 

Another type of ammunition piah hot. 
Pitch shot wnsh of. luge bpu of pitch ( m e -  
rima mixed with gmvel) louied into the weapon 
and lir just bctorr ir's fired. Pitch rhot doer not 
do normal dunnge. Where it hiu. it doer ld6 
fm datu* in P IO' X 10' M a :  it ignites MY 
flnmmnble rmeu (such w oil) thar ir hiu. 

wooden sU;ctu& can be &aged by pitch 
attach. Damage sraru out slowly--innnd of 
raking ld6 poinu of dams(*, d n  scnbmm 
rake only 1 point. Bur d e n  muctwa at- 
racked by fm can be set &, cauungi!rthc~ 
damage. A building's chance to catch is 5% 
per poinr of dPmPge cawed by each fue attack. 
This is ~mulnrivc during any one-day 
in other d s ,  a building ht by one 2% 
hw a 5% chance to catch fm. a 10% chance on 
the n a r  attack. and ao on. Anything xt &IC 

will rake 1 point of damage the fun mund, 3 
more poinu by the end of the furr tum. 6 poinu 
the second turn, and 12 poinu for cnch nun 
thuenfar unril dnuoyed. 

Carapulu and ucbucheu can UK pitch h; 
thcir fuing bowb musr be spednlly reinforced 
cosung 50 gp) to fire pitch shot. Pitch shot ccdu i '  ivc rimes w much w normal shot. 

Mlecellaneour Mqe 
Equipmnt D ~ l ~ r i p t l o ~  

The quipmenr bred in the Mi~ehmvr  
Sicgc Equipment Tnble is ducribed hac and k 
arranged alphabnicdy for your convenience. 

aelsrl: A belfry (or siege tonu) is a pmtemd 
rrplwnp. The IC& belfry is a 30' dl build- 
ing on wheel, d e  ofa mut wood fnmc with 
chinwpllr. Thewalbptcewcd with unmrcd ot 
w e  animal hides and b W m  to minimize fire 
damage. The interior of the building con& a 
well-built rtnlrsng. One or two doon lead inro 
the bddingatthe bwe. Adtawbridge near the 
top of the beltry is controlled from inside. A fi- 
nal set ofsrcps I d s  to the &of the belfry, 
with a ~ e w  protmcd by a uap door boned on 
the h ide .  
In use. the be@ is pushed or pulled up to a 

wall; uoop, then enter the doom and climb the 
srninrpy. When ready, rbq lower the drawbridge 
w thar it givcs acccu m the top of the djacenr 
wall, and rhm charge acms to melee. Some 
troops may rake a pmiuon atop the belfry, add. 
ing rniasilc fuc to the melee atop the wall. 
If a be& is subjected to fm nrmck, it rpLa 

full initid firc damage. but it hw only a 1% 
chance to ignite for each 2 poinu of& damage 
it wrains. (See the description above for pitch 
shot and see Chapter 8 for more dctpils on fm 
and fire fighting.) 

G d l q  Shed: This p m r i v e  device is a wood- 
en building with a light frnmc comc~~ccion. It 
h w s i d c d  but no end wall. The mofu nor- 
m d y  md with animal hid- or w e  b l d e u  
to minimirc 6re damage. The standacd gallery 
shed is 20' long, 10' wide, and 10' ull. Ir can be 
c d d  by 20 men. and ir g i m  a - 12 banus to 
the m o r  duo of thole within it. A gallery shed 
is most &en used dong with a ram or  bo^^, 
which is w n d e d  by chaina from the ceiling of 
the shed before advancing on the enemy. 

HoLt: A hoirt is amachine used toliftvnall 
numbem oftmops over or to the top of a d  or 
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h e ,  similar to a belfrfi, with a long beam 
projecting from the top and a pulley on the 
beam. A lnge bn*ct, mpabkofMyineup to 
four men, i niKd by ropa through the puky 
andconnected to amnch. The rate ofurcntvu- 
iu by the number d cmmen operating the 
houc and by the nvmberoftmopa in the b.rtn. 
A hoiat M normdly wed to rnLc d-umed or 
higher level uoop (thore who CM withstand 
m e  mirilc firc bcforr engaging in melee) to 
the top of a w d .  
Inddu: The siege I& u a large. mrdy VU. 

i o n o f t h e t h c o n l ~ . I t t m a t c & c r i v e  
when used by surprir or @t d&ndem d- 
read~ occupied by amfkcn from a belfty 01 
hwt.  U d  &ne, ladden M d y  toppled 01 
brokm by defenden. 
To toppk a I&, Utc the number of de. 

fendem trying to topple the ladder (numbat 
greater t h ~  four c u t  M four) and multiply 
that number by tout. The amckcr (on the Ind. 
der) must toll above rhat rrrult on ld20 PI a nv- 
ing throw each round 01 the ladder L toppled. 
The attacker may attempt thu aave once pcr 
round. 

Utkt: A mMtln L a Modca wall, built 
with whccb for eug movcmcnt. The rpndvd 
mlndet u 8' long and 4' high and un lhicld up 
tofivemcn.Thwepmwctcdbythemmtktgain 
a -4 bonus to MIWI dam. M~r lmueof ten  
u d  by tmo who arc puahing a.bdtigp to a 
~nndbytR"oeoprpvlyro('IpIang wof 
P hoist. 

Timbn Port: A timber fort u L heavy modm 
wall built i n d o t u .  It inmovlbkonly with dif. 
fiorlw. k h  I d o n  of the 4 U 8' h l g  and 4'- 
>'high. Thac pmtected by a timber fort gain a 
-8 bonus to armor dur. 

P ~ N o w ~ m S i c g c ~  

pw: c h h e r e  in thM book in the "S~ege 
chine" d o n  ofchrprer 8. 

Specid nddicionnl ruk~fi~rthncweapoor a 



o types of special abilities (called weapon 
astery and general skills) can be uscd by 

pldyk characters in campaign games. These two 
scm of abilities are optional; the Dungcon Mas. 
fer decides whether they will be used in his or 
her world. 
Weapon mastery is a character's ability to use 

weapons with greacer skill than the game nor- 
mally allows. All characters. not just fighters. 
can learn to usc weapon mastery. 

General skius arc abilities that characters can 
l m  and usc in the campaign. Few general &ills 
are useful in combat, but many arc helpful 
throu hout the course of a campaign; they also 
help &iinc the character and make him or her 
seem more real. 

Weapon Mastery  
In the D&Dm combat system. each character 

automatically knows how IO use every weapon 
available to his character class for use. The fol- 
lowing system gives player characters the option 
to either study one weapon in de th or co study a 
few weapons to a less intense Lgrcc. When a 
character is using the wcapon(s) he has mas- 
tered, he has an advantage over those who have 
not studied thcsc weapons. 

Weapon Choicer 
With the weapon mastery rules. when a hu. 

man character is started. he docs not know how 
to usc any weapons. He is given weapon choices 
so that he may choose to learn individual wcap. 
ons. Dcmihumans do not gain or usc weapon 
choices; due to their longer lifespans and 
wildcrncss.oricntcd lifestyles. demihuman char. 
acters stm with basic skill in all weapons not re. 
stricted from their classes. However. 
dcmihumam can increase their weapon mastery 
through training, as outlined below. 

Number of Weapon Choices 
Fighters start off at 1st level with four weapon 

choices; all other character classes start off with 

Human characters gain one new weapon 
choice at each of the following experience levels: 
3 , 6 , 9 , 1 1 , 1 5 , 2 3 , 3 0 , a n d 3 6 . F i g h t e r s ~ ~  
weaponchoicesat levels 19.27, and 33. Allchar. 
acters gain one ncw weapon choice for every 
200.000 experience points they cam above their 
maximum experience Icvcl. 

The Weapon choices by Experience Lcvcl Ta- 
ble shows the character's number of weapon 
choices. 

What to Do With Weapon Choices 
For each weapon choice he has, a character 

may choose to learn one weapon at the basic 
levcl of ability. By "one weapon:' we mean pre. 
ciscly that-one weapon from the Weapons Mas. 
tcry Table uscd in one fashion only One 
weapon. for example. might mean a "normal 
sword"; ic does not mean "all swords!' 

When a weapon can be used in two different 
fashions (ix.. one-handed and two-handed, as 
with the bastard sword), a weapon choice buys 
only one of those fashions. A character can have 
different levels of mastery. for examplc. with 
one-handed bastard swords and two-handed 

two. 

bastard swords, depending on how he has allot. 
ted his weapon choices. One exception is the 
net; training with the net allows a character to 
use small ncrs onc.handcd and larger nets two- 
handed, so the net has only one e n y  on the 
weapons Mastery Table. 

Basic level of ability is the same level of ability 
you're already familiar with; basic levcl allows 
the character to use the weapon effectively by 
doing the damage and special functions listed on 
the weapons Table in Chapter 4. However, a 
character docs not have to use every weapon 
choice he has to buy basic level of ability with a 
ncw weapon. Instead. he can c h m  to specialize 
by applying his weapon choices to a weapon he 
already knows, thus improving his ability with 
that weapon. These degrees of ability arc called 
levels of masrery and M listed in the Leveb of 
Weapon Mastery Table. 

Weapon Choices by Experience Level Table 
Weapon Choices by 

Expcticnce CharacterWass: 

1 4 2 
3 5 3 

Level Fighters hll Othcra 

I 19 I 

1 * + 1 weapon choice per 200,000 XP above 
the character's mumum experience level. 

k c b  of Weapon M a s t e q  Table 
N u m k  of Weapon k e l  of I 

Masteq I choicesspent 0 Unskilled I 
1 
2 
3 
4 
5 

1 Basic 
2 Skilled 
3 Expert 
4 Master 
5 Grand Master Grand Master I 

At  1st experience level. a character must 
spend all his weapon choices on different wcap- 
ons; he may not yet progress beyond basic ability 
with any weapon. He may spend subsequent 
weapon choices to either buy basic ability with P 
ncw weapon or to gain the opportunity to im- 
prove his level of mastery with a weapon he al- 
ready knows. 
In general. the higher a character's level of 

mastery with a weapon. the more damage he 

does with the weapon and the greater number of 
special results he can achieve with the weapon. 
The different levels of mastew arc detailed un- 
der "Training:' next. 

Training 
Although characters can gain basic levels of 

mastery simply by expending weapon choices. 
characters cannot attain higher levels in the m e  
way. Once the character has spent his 1st level 
choices. to gain additional knowledge of the usc 
of a weapon he must be trained by someone who 
has equal or greater knowledge of that specific 
weapon. That someone could be another PC. 
but it is usudy an NPC teacher found during 
adventures or through word-of-mouth. In =me 
campaigns, weapon masters run academies 
where they teach the proper use of specific wcap. 
ons; sword academics are common. In other 
campaigns, mystics may allow nonmystics to 
l m n  at their monasteries; many mystics are 
weapon masters. 

Dcmihumans can train to reach higher levels 
of weapon mastery just as human characters can. 
However, dcmihumans M eligible to train only 
at levels 4 and 8 (and lcvcl12 for dwarves) and at 
every 200,000 experience points after reaching 
their maximum Ievcl. 

After finding a trainer who will provide the 
necessary instruction, the student must pay 111 of 
the required costs before training can begin. The 
costs and time required for weapon training vary 
by the level of mastery sought, and they are list. 
ed in the Training Times and COJrs Table. 

A student can train only co the nm rank of 
ability above his own. He can go from Basic t, 
Skilled. for exmple. and next time go fron 
Skilled to Expert. but he can never jump straight 
from Basic to Expert. 

A student can vain in the hope of achieving 
the next level of mastery-and yet fail to do so. 
The student character has a chance of failure ap. 
plied to each training period. His chances of suc 
cess and failure vary by the mastery levels o 
himxlfand his trainer, as given in the Chance o 
Tnining Success nble. From the character's pel 
spectivc, failure may O C N ~  because the trainc 
has insufficient knowledge or lacks the ability t< 

train others or because the student cannot full' 
absorb the ncw information. 

Pdure does not mean that the character ha 
lost his weapon choice for that experience level 
The weapon choice is still there, and it's still 
dedicated to the weapon and level of mastery he 
has chosen for it. The student has lost the time 
and money he has spent, but he may spend more 
time and money until he reaches the level of 
mastery for which he has spent his W I  1 
choice. 

The chance of succcss is checked hvrway 

lkainiq Tirnea and Costs Table 

level of Time Con Per 
M m c q  Sousht R q u i r d  (wks) Week (a Basic (new weapon) 1 100 
Skilled 2 7 w  . 
Expen 4 
Master 8 
Grand Master 12 

-,.I 

500 
750 

1,000 



chance ofnailing suae* Tnbk 

99% 99% 
-* 
W i C  1% 50 % 70% 90% 95 % 
Skilled - 1% 40% 60% 80% 

- 1% 30% 50% - 1% 20% 
e n  
Master 

1% Grnnd Master - - 

%a's Knowledge 
ram G-IYW Bndc SLillCd Ilrpur 

60% 80% 95 % 1 None 

- 
- - 

- - 

through the wining period. le student is 
immediately informed of d rlu. (In the 
role-playing situation, this usudy consisu of the 
teacher caking the student aside and telling him 
that he is nor ready yet and that it is uselcar for 
him to continue at this time.) The student may 
then either conrinuc (despite his teacher's rec. 
ommendation) or nop the training. 

If the success roll failed but the student de- 
cides to continue waining for the fvll period. the 
student may then study the same level a pin bur 
with a Merent trainer, and his chance Jsuccess 
is increaxd by 10%. 

If the student chooses to sop  the wining 
midway, he may then study the same level with a 
different master at the same chance for success. 
The two advantages to this option M that the 
character docs urn lose the res of the time he 
would spend with the fun teacher and that the 
furt rePdKt normally refun& hdf the cos of 
uaining. (Chaotic teachers mi#hr not offer re. 
fun&.) 

As you can see from the Chance of 'hining 
SUCCCM Table. it is posrible (1% chance) for a 
c h w t e r  ro learn a superior level of weapon mas- 
tery from a teacher who is actually the charmer's 
qual.  (Such unusual mining marches usuaUy 
end up with the tnehcr &ring and anuounc. 
ing that his student has surpassed him: "Now. 
you M the master, and I am the student!") 
However, learnin from an qual-level teacher ia 
very difficult to d",. Whenever possible. the stu- 
dent should fmd a teacher who is morc skilled 
than he is; when that isn't possible. homer ,  he 
will have to Upin with a teacher who is his equal. 

At the morc advanced levels, characters M 
k l y  to tnin with their equals and jus  as likely 
to fpil their chance ro succeed the fus rime 
around. Mort characters will choose to f& 
trpiniog with that reacher anyway so that they 
will have a 10% bonus with the n m  reacher 
they min under. Obviously, it takes quite a 
while to main the grand master level of compe- 
tency. 

Unrkilled Weapon6 U6r 
A character who is not trained in any weapon 

(i.e.. hehasnotdevotedevenoneweaponchoice 
m a weapon is c l d i e d  as unskilled. 

weapon has iu basic mastery chprnereristics and 
bonuses or penalties, but it does only h d f d m -  
age. Thus. if an unskilled charmer uses a weap. 
on that don Id8 inu of damage, he will roll 
Id8 and then h$ the result (rounding fm. 
Uons down) for the accual damage. Missile weap. 
OM used at the unskilled mastery level also 
meive a - 1 penalty to attack rolls. 

If an u ndd led character uws a weapon, the 

Skilled Wraponr Urr 
When using the weapon maatcry dea .  the 

weapons from last chapter's Weapons Table ac- 
q u h  new abilities and damage ranges. All thee 
new bonuses, damage rypes. and spedd y6u M 

given in the Weapons Mastery Tnble in rhk chap. 
ter. Wenpons that were nearly identical in the 
pmrious tules become much more distinctive 
here. 

Characters might choose to spcciplirc in a par. 
riculnr weapon because of iu bmer damage 
against weapon-using opponenu, or they might 
choose a weapon for iw special uses (such as par. 
rying blows or wipping opponenu). 

The DM may mcdify the Weapons Mastery Ta- 
ble if he chooses, either by adjusting lid weap. 
on charpcceristics or by adding new weapons. He 
should not add any new weapons that M sign& 
candy more pwmful than the ones listed in the 
table; new weapons should bc vrigned balanced 
bendiw and weaknesses. 

TppaOfBenetia 
Characters gain scved bendits from wcnpon 

mastery. These bcndirs include mra damage, 
annck roll bonuses, i m p m d  range with mis- 
siles and thrown weapons, abiliry to throw some 
hand-to-hand weapons, bonuses to armor drrr. 
and other special mults (stunning, paralpis, en. 
tanglement, etc.). 

Applyiq Benetiu 
Some maneuvers and special weapon effecu in 

thnc tules provide bonum to anack rollr in 
combat. These bendiu arc applied before other 
modifiers. Using this method, high.erperience 
fighters and demihumans might gain enough 
bonuses to bring the atrack roll needed to 2 or 
less. nctivaring their Muld le Acta& oprion. 
(Multiple Attacks are dcrcrikd in the "Combat 
Maneuvers" section in Chapter 8.) 

M e r  weapon mastery bcndiu can be applied 
during the normal course of the combat M- 
quencc. Benefits such as the greater dam 
available can be acrucid factor when doublcdT 
a chiefs Backstab ability. 

Some benefits can ormr only if the playa an- 
nounces that his character is deliberately using 
them (such as ddlmin , disarming, ex.). The 
player must always tell tffe DM he is using one of 
these options. He must mention this use Ma 
he mh tu hit. It is too late to mention it nfar the 
die hw been cast. 

Armor clvr bonuses gained through weapon 
mastery should be applied automatidy in aU 
applicable situations. However, players may 
w t  to remind the DM once or twice. 

Attack and Dofenw Benefit8 
There M a number of a& and defense 

bendiu avnilable to drnrnncrs when wia~ the 
weapon mastery NI-. nee M outlined i;l the 
following tm. 

OppollcntTYP.ndD.mslcBon- 
Many damage inucasn and a m k  roll bo- 

nuses vary with the type ot op 
nenu that atrack with t w o - h s  mhile% 
devices have similar dcfenm to thae that a& 
with n a n d  body wcpponry. ThL rype ofoppa. 
nent is designated "M" (for Mhile or Mmscet) 
on the Wcapcns Msner). Tnble. 

Defense is very dHerent for opponents &g 
hand-held weapons that M swung (such as 
swords and axes) or thrown (such as dngpcn and 
bolas) and opponenca wiag migik-fue mapom 
that need only one hand (din@. shorr blowgum. 
prelopded light cwbons). On the W e a m  
Mastery Table, thw opponents M dwignated 
"H' (for Hand-held). 

If an opponent could fir into both categolies 
(such as a wererat carrying a sword, who has both 
~ n d  body weaponry and a hand-held weap 
on), the chwter atracking that opponent uws 
his weapon's damage ruulu that M moa favor. 
able to the opponmr (not to the attacker!). 
However, if this type of opponent drops the 
weapon it holds, it unmediately becomes cate- 
gory Y for all dculauons. 

Mort weapons M betrcr when rttacking one 
or the ocher of these defenx categories. On the 
Weapons M ~ n u y  Table, w h  weapon's liating 
shows a primpy opponent (the caregory of de- 
fense a g h  which the weapon is most effective) 
and a rccondpry opponent (the ocher category, 
a g h  which it is leu effective). A few weapons 

bepr the rable nocarion [P-A], where "A" 
mds for All. 

Att~ck Boll Bonuaa 
Characters with skilled or better weapon mas. 

teries mcive bonuses ro the a m k  roll with the 
mastered weapons. as nored in the Attpck Roll 
Bonuses Table. When the cheractcr succcsdullg 
completes Mining and acbinna a new level of 
weapon mastery, he gains his new applicable at- 
rack roll bonuses and d ocher rpeual weapon 
bcndiu from the new lonl of ma~ery (ILtcd in 
the Weapons M ~ t c q  Table and described 
weapon d d p t i o n a  section below). 

ent. 0 

are q d y  g o d  again8 both target rupn; they 

~ 

AmrlrRollBrr~ue~lhL~k 
Levelof Bonw BonM 
M-fY n.Rimnrg n.secondaq 
unskilled Nobonus Nobonus 
B p r i C  No bonus No bonus 
Skilled t 2  t 1  

I 

Even with the additional boouses gained from 
weapon m ~ e r y ,  don't forget to apply a chpmc- 
ter's Strcngth adjustment to aU melee a& rolls 
and to melee and thrown-weapon damage rolls. 
A h  apply big Dmcriry adiuscmcnt to all 
thrown and missile attack rol&. 



Improved Range 
A character at skilled or better mastery with a 

ranged weapon can often fue or hurl it fanher 
than someone Ins accomplished. AU notes on 
improved weapon ranges arc on the Weapons 
Mastery Table. Remember that the ranges for 
thmwn and miasilc weapons M calculated in 
feet in indoor settings and in yards in outdoor 
combat. 

Thmwing Ability With Hand-to-IInnd Weapons 
Weapon masters can throw m e  weapons chat 

other charutcr's can't throw effectively. Masters of 
bade PXM, dubs and mrchn, w hanunen, b 
ard svords. n o d  swords. and shon swords can 
throw these in combat st& at the q c n  level 
of mastery. Ranges for these weapons arc given on 
the Weapons Mastery Table, and there are rulu 
for rarely thrown weapons after the table 

Bonlua m h e  Wielder's A r m  C1.u 
When a character is using a weapon he has 

mastered. he gains an m o r  clpu bonus (above 
any he might receive from his armor or defensive 
maneuvers . The m o r  clpu bonus he receives 

round. That number is given on the Weapons 
Mastery Table, and it may apply to Y (Missile/ 
Monster) attackers. H (Hand-held) attackers, or 
A (AU) attackers. as shown on the cable. For a- 
ample, if the table says that the character has M: 
-ZAC/Z,itrne~athathegcua -2  armorclpu 
bonus against the first two atcpeks made against 
him that round by miuiles or monster attpdien. 
Liliewise. A: -6AC/3 indicates that the charu. 
ter gcu a -6 armor claw bonus against the furt 
three attacks made against him that round by 
my miSrilc or monster attacker. 
Some shields do not have a number pftcr a 

slash mark; that means that the shield pnnrides 
the character an additional m o r  clpu benefit d 
the time the shield is held, not ius  for a certain 
number of amcks per round. 

Having an armor c1.u bonus don nor count as 
a maneuver; the character may still move and at- 
tack at normal rata. 

Ddul�ive Malleuvcp 
In addition to the above m o r  clpu bonuses. 

a character may have an armor dm adjustment 
due to Fighting Withdrawal and Parry defensive 
maneuvers, as described in Chapter 8. 

applies on I y to a given number of act& per 

Special Reiultr 
Weapon masters can do some amazing things 

with their weapons: they get '*more perform- 
ance" out of the weapons they've mastered. 
Most ofthe specid results M lined in the "Spe- 
cial Bffcccs" column ofthe Wea na Mastery Ta. 
ble and are described in ge secrion on 
descriptions of special effects. which follows the 
table. 

However, one special result M common to aU 
weapons: the despair &I. 

D@Efkt 
A weapon master's Pmp2in.g ability with his 

weapon can cause despair and fear in some o p p  
nents. This is called the despair dfect. When it 
happens. the targets affected must make a 
standard morale check (described in Chapter 8). 

Opponents must be above animal intelligence to 
be affected. 

Tslgcts that fail their mode rolls try to flee or 
surrender at their n m  oppomniry. The DM 
should describe the erpmsions of the monsters 
who'vc had m make special despair mode 
chedu, but he or she shouldn't describe whether 
the monsters successfully made theu rolls until 
it's time for them m act. 

When to Roll for Dapaiu The DM should 
have affected monsters and NPCc make their 
mode rolls under any of the following drcum. 

The weapon user inflicts maximum podtiblc 
damage with his weapon. 
The weapon wr avoids d damage in a round 
by deflecting the opponent's blows. (Dcflm. 
ing is described in the 8cccion on dcdptiona 
of s cid cffccts after the Weapons Mastery 
Tabr)  
The weapon user disarms two or more o p p  
nents in the same round. 
The DM may choose m check for despair dur- 

ing other special situations if he desires. 

K V i a i m ~  of Dapair: Player characters un. 
der a despair effect must make a saving throw vs, 
death ray. If they succeed, the9 PK merely im- 
p r d ,  thm who fail must reveat in awe for 
ld6 rounds. 

N u m b  A&ned: The despair effect CM on. 
ly affect a cerrnin number of enemies at a time. 
Thic Vpricr with the character's level of mastery as 

stnnces: 

follows: 
Bwii-no despair effect possible. 
Skilled-up.m 4 hit dice or levels. 
Expen-up to 8 hit dice or levels. 
Master-up IO 12 hit dice or levels 
Grand Master-up to 16 hit dice or levels. 
When the despair effect is turned on a group, 

it always affects the lamt-level (or lownt-HD) 
enemies furt. 

P q w q  of Use: A weapon master can only 
w his despair ability once per fight (once the 
current situation leaves the comht sequence. 
the fight is over). 

Other Note6 
When choosing a chnncar's weapons, keep 

the character in mind; be sure m select the weap. 
ON the cbaracrer (MI n e c d y  the player!) 
would choose. Be a m  of standad weapon re- 
strictions. Wings can only use d l  weapons. 
for example. 

Weapons that do a wide range of damage M 
present in each category. Low damngc is usudy 
offw by specid bench. Once a suitable weap. 
on is found, review the other weapons within 
that category with comparable dunage or special 
effects and consider the weapon's potential 
(avdablc with funher training). Weapon mas- 
tery choices. once taken. cannot be c h ~ g c d .  
Remember chat weapon mastery bonuses ap. 

ply only when the character is using the weapon 
he has mastered, not when he urn other wenp- 
ons, even similar onn. 
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How t o  Road tho Woapon 
Martory Rble 

The columnr on the table provide the follow. 
ing information: -. This column gives not only the 
weapon name but also many other details nbout 
its use; compare the symbols beneath the weap 
on name m the list of nbbmrintions at the bot. 
tom ofthc cable. 
Id: This heading stands for "lcvcl of mas- 

tery." Each weapon has statistics listed for five 
different levels of mastery. If your character ha8 
orpvl msrrery with n n o d  sword. he'd find 
the enuy for normal sword and skip down to the 
line lnbelcd "EX" (for Bxpen) in chis column. 

RMga: This column shows the weapon's 
range when thrown or launched. Not all weap. 
ons hnve rangcs listed. Note that the weapon's 
rnry incram with each new level of mastery. 
Damy: This column shows the damage the 

wenpon d w .  Dnmnge, too. increases with each 
new lcvel of mastery. This column often hu ~ p .  
amte entries far "P" and "S"-thc weapon docs 
di&lcnt amounts of damage to its primary and 

Ddenr: This column shows the &ecn the 
weapon has on the armor claw of its wielder. 

mndary  tnrgn VPU. 

Special Wau: This column summarizes the 
weapon's special abilities; you wiU need m read 
the t a t  after the table to u n d e m d  what t h e r  
notntions mean. Certain r ~ n p o ~  have M addi- 
tional aymbol ("I") in this column; thu lymbol 
indicates that these weapons have apceid &ecu 
beyond the other weaponr' special effects. Read 
the following tm for more information on these 
particular weapons. 

The"I"Nootioa 
Pivc weapons-the blackjack, blowgun, bola, 

net. and whip-* listed on the Wenpons Mas. 
tcry lible with an "I" symbol in their "Special 
Effects" column. This mans you need to d e r  
to the following Special Effects libles to KC 

whnt else these weapons do m their victims. 

Spoclal Effoctr Dowriptionr 
The specid CffmJ lined for weapons in the 

Weapons Mastery 'hble M described here and 
M arranged alphnbetically for your mvm- 
imce. 
B& Whenever the wielder of a ahicld 

weapon orhis foe rolls the exact number needed 
to hit the other, there is a chance chnt one of the 
shield wcnpon's blades will break. With a mbse- 

Specid l3fk11 Wle One: Blowgun md Net 
V*tim'S Bonui m 

M a  z RemltI ob Pailed sdvill# muow 
HitDia  Blowgun Net 
u p  to 1 None Death antnngle 

16 t 1 or more + I  LwoflO% hp Delay 
save n.: POilOll Death an9 

3 + l t o 6  
6 + l t o 9  
0 + 1  t n l ?  

loss ot I O %  hp + p y l l y r ~  

r n c c n f ? < %  hn 

Slow 
Lors of 50% hp Slow 

6+1  t o 9  
9 +  1 to 12 

l i l t 0 3  + I  Kncckout Knockout 

Stun 
1 6 t  1 or more +5 Delay Delay Delay 
Save n.: Depth anv Death Rav Dcsth liav 

sped.lB&coTable Three: Boln and Whip 
V W I  Bonus m RemltsofPriledSa~Thror ' 

Gmul 
MMtU 

B P d C l  -1 
slrilled MnnU 

M or 
Hit Dia 
UD to I Bntnnnlc 

6 + l t o 9  
9+1  to 12 

to 1 
16 t 1 or more + 5  Delny Delay Dclny 
save n.: - a9 an9 Death h 9  

qucnt roll of I or lea on ld10. a blade breaks. 
Cbarp: If the wielder charge 20 ya& or 

more and d e s  hii target, the victim cake8 dou 
blc dunage. 

Deah The victim is d u d  to 0 hit points. 1 

Ddlccr. In nddition m any attacks. the &Id- 
er of this weapon mny attempt m deflect the 
number of melee and thrown weapon attacks in- 
dicated in one round. To denM each nttack, the 
character m w  make a saving throw n. death 
my. 

W y :  The victim hit by chis weapon m w  
make a saving thmw or IOIC inichtive rh t 
round. If the type of wing throw is not . 
fied, it is a saving thmw VI. padpis. Por mwe 
amclu. this effect o c ~ n  only at the indicated =: The wielder of this wenpon mny at- 
tempt m disum an opponent i m d  ofrruking 
a n o r d  attack. The attacker m w  roll m hit the 
target. The victim CM save his wmpn by mUhg 
lur than or equal to his Dancrity on 1dK). If the 
nttacker has the Disarm h b 8 t  Opion, the vie. 
tim must add n + I  penalty to his die mil. ?be 
DM should determine Dmerity Yoru hr Nfca 
and monsters or elu euume a Dexterity score of 
11. In addition, for ach  level o f m ~ ~ c r y  the at. 
d e r  has spined beyond buk, the victim d. 
fern a penalty of t 1 to his roll n, the effect. 

Double Damage On a nntud d l  of th 
number(s) indicated. the wenpon inflins douM 
damage. 

Earan& An entangled vi+ cannot atcad 
cast speb, or mow. The victim may m& a PV 

ing throw vd. death rny each round m 
H d : l N t c a d o f m n L i n g a n o d n ~ t h  

wielder of this weapon mny attempt to hook ana 
puli down a foc. The attacker mwt roll to hit. 
This causes the minimum h a g e  pmible for 
the weapon; the victim m u  make a saving 
thrown. paralysis o r f d  darn. A +4 bomu m 
attack rolls applies when acmkiog a fallen foe. f 
fallen fw also has a -4 penalty to 111 savin 
throws and a - 2  pendry to attack rolls while 01 
the ground. A duncter can s w d  up in on 
mnd. 

lyite: Pire has a chance m ignite nnythini 
flammable that it hits. The chnnce is qual 11 
5% (rolled on Idloo) per point of d w  
caused in nch round. If M item igniaa it wil l  
burn for ld6 munds causing Id4 points of dam. 
age each round. 

KnocLorrt: The victim is rendered u&m .. 
for 1dlOO munds. 

isusin& 
the optional %o W- E E h a  (see 
Chnpter 8 and consult the DM). the CWLM docr 
not take n -4 pendty or the - 1 weapon mpc 
ten lcvel ~apltiea when uscd in the &-hand. I- 

No OE-?l8nd Penalty: If n 

the chnrktcr UKS two MU. he can strike wid 
both weapons at the same cham far maen. 

Pnnlydx Pntnlyrir freezes a U ~ N R  in place 
for 1-6 turns. A paralyzed uenturc ia n w c  of 
what i h a p p i n g  but cannot mare, nttack. 
talk. or cast spells. Any cures ll can negate the 
e f f m  of pdyais, but they not cylc dunage 
in addition m removing the paralysis. 

n e e  for cf�afs. 
semnd Attack: The wielder is abk to d e  a 

r m n d  nctack with this rhicld mpon while nt- 

Poimn: see the special Bffeco %Me8 one- 

cneking With another oac-hmdnl weapon in hh 



other hand. This second attack is made with no 
&-hand penalty. 
Sn n. Chug= If the wielder is aware of a 

charging enemy, he may set this weapon against 
the chnrge. A charge only takes place when the 
enemy rushes the wielder nt 20 yards (or more) 
this round. If the wielder's weapon hits the 
charging foe. it inflicts double listed dnmnge. 

Skewer: If the target has no more than the 
number of Hit Dice indicated. the wielder of 
this weapon may decide to &mer him instead of 
strike him nonndy. A normal attack consists of 
striking the target and withdrawing the trident 
for another attack; with the skewer, the attacker 
thrusts his trident into the target and twists it so 
thnt it is not easily mnctcd. Once the weapon 
hits. it is stuck; it will remain stuck for ld4+4 
(5.8) rounds. after which time the victim's 
movements will cause it to come free. For each 
round a victim remains skewered, he automnti- 
cally d e s  ld6 points of damage. 

Slow: The victim is slowed and can move and 
attack at only half his n o d  movement rates. 
He can cast no spells while slowed. 

StmngIc If the attacker makes a natural roll of 
the number(s) indicated, the victim must make 
a succ:Caaful saving throw vs. death my or bcmmc 
immediately paralyzed and die in ld6+2 (3.8) 
rounds unleu rescued. If the victim escapes. he 
survives but remains p d y r e d  for 2d6 (2.12) 
rounds. 

SNn: If the victim is approximately the same 
size as the attacker or smaller, he is sNnned if he 
fails a saving throv vs. death ray. A stunned 
character moves at ' h  speed and cannot attack or 
can spells. The character also has a + 2  armor 
c lw penalty and a - 2 saving throw penalty. A 
stunned character can make a saving throw w. 
death my each round to recover from the stun 
effect. Por missile weapons, this effect occurs on- 
ly at the specified ranges. 

Individual Weapon 
Dercriptionr 
Some of the weapon, on the Weapons Mastery 

Tpblc M marked with either one or two aster- 
mks. When a weapon is marked with one asterisk 
(*), refer to Ian chapter's Weapon Dncriptions 
to lcpm about the item's s ecid characteristics. 

that weapon is dercribed here. Item M ar- 
ranged alphabetidy for your convenience. 

BIowgu~~: A victim hit by a poisoned blow- 
gun dart fmd by someone with skilled or bettcr 
weapon mastery makes his saving h a w s  at a 
penalty. The weapon master knows how to accu- 
rarelv fire the dart into veins. arteries. and other 

I If a weapon is marked wi t i  two asterisks (**), 

cnti;al areas. thus introducing the p&on more 
quickly into the bloodsucm. 

Polcprmr, Other: The last chapter mentioned 
that Units of the halberd, pike, and poleaxe 
could be combined to individualize the other 
c y p s  of polearm mentioned. This is an optional 
rule to be used if the DM wishes these weapons 
to be individualized. Thee additional polearms 
nrc detailed as follows: 

Eardicbe: This polearm UXI halberd statistics 
but plra has the deflect abilities ofthe pike. The 
bardiche may be set vs. n charge. 

Bill: This weapon urn poleme satistics and 
deflect scores. In addition. the bill has the hook 
ability o f a  halberd. 

Giwmc: This polearm urn pike statistic# and 
deflect KOICS. The gisarmc also has the hook 
ability of a halberd. 

Gluve: This weapon uses poleme statistics 
and deflect scorn. The glaive c a m  double 
damage like a dagger. This weapon may be set 
VI. admge. 

halberd NICS. but the lochaber axe may a h  stun 
at the highest m masteries. 

pnrrirnn: This wenpon follows all the pike 
N I ~ .  but the partizan may also disarm. This 
weapon may be set vs. a charge. 

Ranseur: This polearm IUS halberd statistics 
and deflect KOM. The l p ~ e u r  map plra be used 
ro disarm at skilled level and above. This weapon 
may be set vs. a charge. 

Spetum: Thii weapon uses pike statistics and 
deflm scores. The aperum may also disarm at 
skilled or greater mastery. It may be set M. a 
charge. 

Spntoon: This polearm uses spenr statistics. 
but it may not be thrown. It IUS the deflect 
scores of a halberd. The spontoon does double 
damage like a dagger and may be set vs. a 
charge. 

bulge: This weapon w s  poleaxe statistics, 
but it c a w  +2  points of damage. The voulge 
uses the deflect scores for a halberd. It mny c a w  
double damnge like a dagger. 

loehsber Axe: This p0lnnn follows all of the 

Throwing Rarely Thrown 
Weapon8 

Several of the weapons listed in the Weapons 
M ~ t c t y  Table, while nonndy used in melee. 
can be thrown by a wielder at high levels of mas. 
tery in desperate situations. 

To rhtow these weapons, the attacker must 
make a nonnal attack roll m d e d  by Strength 
(but not by Dexterity). 

Since the maneuver is unerpccrcd. the attack. 
er fm checks to see if his foe is surpdMd (a roll 
of 1 or 2 on ld6). If the victim is not surprised, 
the victim makes a saving throw vs. death ra to 
reduce damage by half. If he is surprised or if he 
faih his saving throw, he tnLa fvll damage from 
the attack. 

Retroactive Weapon 
Martery 

If a campaign has deady begun but the DM 
would like to add weapon mpnery to it, it's not 
[oo late. The DM should sci~ by cnrehrlly exam. 
ining each character. Chnmcten &en have a few 
favorite weapons. Auume that these M the 
character's prcferencn, these will be the weap. 
ons for which the character h learned increased 
mastery, while the knowledge of the p r o p  use 
of other wcapons has faded through lack of use. 

The DM may then give the chnrpcru the num- 
bcr of weapon choices appropriate for his c lw 
and experience level. Weapons that M the char. 
acter's penonal trademark can be bought up to 
experr mastery; weapons thnt the character uses 
frequently can be bought up to skilled mastery; 
wcarmna thu the c k e r  has been knnwn to 

tety. If the charactu nill has any wcnpnn choker 
I&. his player can assign them as he plerm to 
buy Basic masteries with other mnpo~: he can- 
not buy higher than bnsic mpnety for these addi- 
tional wenpons. 

When fitting these tules into an existing cam- 
paign, the DM should not allow a chplncm to 
buy a w-n skill above crpen level udur the 
character is at 24th experience lml or grcnter. 
He or she should not dow a chunnu to buy a 
weapon skill a h  master Iml unlcss the chu- 
acter is plrcady 30th lml or bmcr. 
Refer to "Reality Shift" in Chapter 13 for ad- 

di t iod  sugenrion, about wing with sudden 
retroactive changes in a campaign. 

Weapon-Uring Mon8ton 
Monsten may use we- mpnety Nkl if 

they ordinarily w weapons to attack. Just as 
with player characters. a monster must find a 
trainer willing to teach it. Its maximum possible 
skill is determined by its Intelligence. as given in 
the Mancry Limits for Weapon-Using Monsten 
Table. (See Chapter 13 for advice on detcnnin- 
ing monster Intelligence scores.) 

Note that only humans and demihumans can 
bemme grand masten: momen cannot. 

Mdnnng ltniu for Wapon-Urin# MOIUI~ 
IhbIe 

Yonuer Mar imamMd 

u p  to 11 BPsir 
12.15 skilled 
16.17 &pen 
18 + Master 

-- 
Qeneral Skill8 

General skills M abilities that characters can 
use in the campaign. There M many g e n d  
skills. but no dwneter will have more than a few 
ofthem. soncharacter'schoiceobckillswillhclp 
make him mote distinctive and more individu- 
d y  urdul in some campaign situations. 
Using g m e d  *ills is o p u d .  If the DM 

doean'twnnttowtheminhisorhercam~ 
they won't be used. 

Beginning Sklllr 
All 1st level characters IM with fop1 "blank 

skills. often called rlors. (When a *ill is chocn 
it stops being a slot.) 

Characten who have M InteUigmcc of more 
than 12 stan with more than four rw1 hu. If 
the character has an I n t e + u c  of 13-15, he 
gets 1 additiod skill slot; d his Intelligmce is 
16-17, he gcu 2 additiod rw1 dota; and if his 
Intelligence is 18, he gets 3 additional skill alns. 

Different things determine which skills M 

choscn to fd the chnncter's slots. The la cr 
m a y c h - s o m e o r d o f t h e l t i l l s t o ~ ~  
available skill slots. Or the DM may inrirt that 
the player select c e m h  skill choices appropriate 
for the character background the player h cho- 
sen. 



HOW Skill8 A n  Uird 
Each skill is bwed on one of the character's 

ability K O ~ S  (Strength. Intelligence. Wisdom. 
Dexterity, Constitution, and charisma). 

Whenever the DM feels a character's eelected 
skill is appropriate to a game situation. he of she 
will ask the player to roll ld20 against the corres- 
ponding ability score. This is called a skill rollor 
skill check. If the roll on the ld20 is equal to 01 
lerr than the ability score. the skill UK succeeds. 
A roll of 20 always fails. no matter how high the 
chance for swcrr. 

Example: If the character is riding a horse and 
the hone is suddenly spooked and begins rcar- 
ing, the DM will decide that the character's Rid- 
ing skill is appropriate to check in this situation. 
The player will roll ldZO against his skill-related 
ability s ~ u e  (Dexterity). If the character's Dex. 
tcrityis 15, theph er hwonl to rolla 15 orlcrr 
to UK his Riding s h l l  succe~ully. 

Sw&ly rolling the skill normally dwn 
the character to paomplish the twk he is at- 
tempting. For instance. i fa  character is trying to 
track an animal through the fomt and he suc. 
cessfully makes his k k i n g  skill check. then he 
is able to follow the Mcka of his prey. 

Srmplr Skill8 
The Sample Skills nble lists a number of skills 

appropriate to most D a m  game campaigns. 
The players and the DM may add skills to this list 
w the DM sns fit. The DM determines which 
ability K O ~ C  pertpinr to each new drill. 

Skill6 Di8CrlptiOnE 
The skills listed in the Sample Skib Table are 

described hue and M arranged alphabecicdly 
for your convenience. Roll skill rob again61 the 
abiliq undu which thesc skillr were listed in the 
table. 

AcmbafL.: The character with this skill can 
perform impressive pcrobaric feats, balance on 
taut ropes and wit-, etc. A succtsBul skill roll is 
required to pcrform any acrobatic feat; failure 
may ruult in the character falling. A succcadul 
roll dwn a character to reduce the CRKUVC 
height of a fall by 10'. A DM can give an PM- 
batic c h w r  a + 2 to save VI. mechanical craps 
where agility would helpsuch M tilting floors 
and pit craps. Many entenainers. thicva, and 
nimble warriors have chis skill. This skill is not 
the equal of a mystic's pcrobaciu ability, bur the 
mystic's special ability can be presumed to in. 
cludc this skill; a mystic don nor have to pur- 
c h w  the acrobatiu skilI. 

Acting: This is the ability to make MC'S living 
w a stage actor, but it also i m p m  the ability to 
assume a different pemnslity or to show fnlx 
emotions. Succevful UK of this skill nllan a 
c h m t u  to tell mnvincing lies over a limited 
period of time. 

Alchemy: This skill provides the ability to rec- 
ognize and identify common alchemical sub. 
(MIICCS, p ~ t i o ~ .  and poiaons. Succus with chis 
skill will dow a chrrpner to create an Mtidon 
porion for one specific type of poimn-if the 
DM says that this is possible in his campaign. 
Almnea:successfulwcsofthisakiuplloarthe 



charmer to drpw n mpoa without losing MY 
timc, to avoid the c&crr ofrurpria. nnd to 
d e  up at the slightat out-of-plue noire. 

Ahanate Y+ This &ill giver n chlnner 

to stnndard spcllcplcing. It includa knowing 
many mngical nbilitia of well-known Prime 
Plnncnndatmpluurmonnurnnddlmmortal 
beiagr. The DM d c f i i  what typn of knowl- 
edge chis skill provider in his or her cnmpaign. 

A n i d  ‘hi&# (chmc tlp): The charmer 
knows how to &, unin, and M for one type 
ofpnimnl.ThcnnimalMbetaughtlomeh. 
DIC uick or b ~ k  orden. A chamcter who 

bMic tuniliprifgwith mgia that PIC not rdpted 

HowGr, a home uninc~can 6- any wn of 
n d  horse or pony and a d e r  can wain 
any hrccd of d . Any culm rhu featurea a 
m g  bond w i 3  wme mimd type will have 
many memben with the cormponding AnLnnl 
Baining *ill. 
An: This is the *ill ofcmting art. There PIC 

merpl different fvpcs of Art *ill p““, 
rculpfure. aoodcpmng. mocric, etc.). e plny. 
a must ap+ one wn of art his durscrer pnc- 
&a: a chpnctcr CUI d e  the *ill wed times 
Md be p&nt in smnl different fom of 
art. Art&illcan be wed to improve the rcsnion 
ofNPcl to the party: if the PnLt can p e n t  M 
NPC with n pormit or m l p m  of that penon 
(and makc hia An roll), the artist rccciva n +2 
to reaction. The playucanchoore for hir charac- 
tu‘s Art skill to be b e d  on Widom inand of 
Intelligence. 

Anilla7: A durscrer must have chis skill if he 
in to command the uew of a piece of d l u g  
(catnpult or ucbuchet). He does not have to 
makc his skill roll with d rhn: merely know- 
ingthe skill Menayh. Thc DMcan d on him 
to make his &ill roll d time the eh.rpctuor 
thcuewlLnsnt nncw prget: the skill nllonr the 
charmer to makc d pertinent cdcuhtionc of 
tn’aor, dirrsnce. and duow weight. 
ku &I can n~tunnriv~ly l l l o ~  the dunctcr 

to ovcmce the building and repair of d Vsrinier 
of siege quipmcnt. The character c~lln know 
both how to build and how to effectively opem 
artiUugwcnpomunlear he cnka thc *ill twice. 

A d &ill roll nllonr n 
chpnctcr to get the bat d n l  nvnilnble for &, 
remica. or informntion. It’s not usuallv waihle 

hoot uacargmwithout beingablctoseeitiitu 
t y p i d y  wcd when the ChUMu M in dnrknca 
or when the target M outside the range of his 
sight or i n f r a v h .  The dunctcr must be able 
to henr the prget wthat iu paition M be ml- 
uated. If the duncta maker his *ill check, hc 
can then fa uthe tnrpx; he ncedrmattnck roll 
to hit the target, but the chlnncr doan’t ur&I 
the n o d  d h u c  &ria. 
Em-: Withn.succaofulwcdchis*ill,the 

ch- can mist thc c&crr of nny magical 
fimL An h’PC wing rhic SUI . s u c c d y  can ig. 
nore the d o  of mode chccka 01 of&& nrch 
PI Intimidation. 

where one M while exploring underground cava, 
This in M ability t O  dmyt know 

n v u n  cumplera. rivers, cfc. A character with 
chis sw1 d nutomnWy Lwv the route hc 
has taka to get whne hc M (if hc  PI conxiow 
d the rime). Many d m m ,  have chis skill. 

The Caving skillcan .Lo be used in n maze. 
Skill c h h  ue ncamry when the chpnctcr hu 
become disoriented. If he is forced to f*e for a 
long met&, he must make a &ill check to keep 
fmm being lost. (Wmncrcrs without thin skill 
aucoma&puY kcmM loa in sudr a u d o n . )  

CeranLmy (Chmelpcifif ImmMsl): A char. 

mortal chlough U ~ a l  nnd ceremony: the skill 
a l l ~ a d c r i c c h a r a c t c r m p e ~ ~ n ~ r i ~ a h  
of his dcrical order and could cvcn (ifthc DM 
allow) pumit a chunnu to gain an Immonal’r 
attention (through d m u t  pnyer, king,  d- 
fm of poucnionr, etc.). This *ill i d u d a  
knowing the mde of behavior and the rimah 
p W n g  to the Immortal. 

In culiu DaD. gnme pmducu, chis *ill wa~ 
A n  &red to as “Honor (@i immortal)!’ 

Cheating: Thia i the skill ofwinning nt gpm- 
bling gama by cheating-by dcpling ard~ from 
the bottom of the deck. etc. The chen chnr- 
acta h u l d  make hia Cheating s w 1 3  ench 
ch- he playt with M make one skill roll 
(Cheating at the ~d level. Gambling at n - 1 @cy, or a brce Intelligence check at n -4 
&cy, whichevu in an) against the chnmncr’r 
chdng roll. If one or more of the other playen 
makca his roll loncr than the cheater does (see 
“Using Sills Again~t !3ach Other“ in chis chap 
ter), hc detect8 the c h e h g .  This sw1 M limited 
to duncrur ofchsotic dignmcnt. 
cnh (eboor tlp): The character know one 

cgpe of cmft; cumplcr indude atmor-making. 
bow-making, tnttooing, leathemrking. smith- 
ing, wenpan-making. etc. The dunncr must 
choore which aoetype of& the *ill pertains 
to: ofewrse. he can spend more dom and have 
med typer of craft &&. 

‘Ihc chpnctcr can make hi living u chis pro. 
fcssion and, with n 6ucc&l roll. makc cxpcrt 
opinioau on mbjcm purninine to hia *ill. 

Daapr Sauc: A .succewful skill roll mcpM 
rhnt the ch- M detect M imminent dan. 
gu. The c4nmctcr will n n  h the MW or 
SOUKC of the dnnga. The DM, not thc player, 
mnka thc&ill roll. and he or hcdrould not tell 
the plnyer thnt n roll hu been mnde unlear the 
roll M a NCCCU (nnd thne M dpnller pment). 

Dcaiving: ThM M the ability to pemnde n IL- 
tenu of the “truth” Md -ty of whu the 
speaker M 8aying. despite the fact that the &ill 
user in lying through his teeth. Succ&l UK of 
chis skill CPWI an NPC IO believe an u n m  
stltement or to aacpt n mialndiag stncwnent PI 

honat and ainarc. Pdm indicucr that thc 
charmer wundr unconvincing. This skill cannot 
be w d  M player duncten. 
Dcaa Doccpion: This M the nbilicy to recap 

&e dcaptive behavior in an NPC. This don 
normnlthcuuthorhLchoodofs~scec-  
menu, the n m t i v n h o f t h c  apcakcr, or the a- 
act nature dthc deception. This skill only *ufu 
the chprsnu to dirm the deceptive NE. The 
DM mnka the &ill toll for the Chupnu. inform- 
i n g h  ofthe mk. The &ill don not work on 

DLguk This in the ability tomakc acharac- 
ter Id like lomeone cbe. A 6 u c c e ~  D e  

accawithchis *ill knows how to honor M h- 

player chpmctua. 

dmk b required f o r d c h w t u  or group of 
chnnnurthuthcdhg&dchuvcerMtrying 
to fool with hisdhg&. zllc rrger rhu thc dia. 
guiacd character M crying to fool must make a 
WLdolnroll tbeD . rollinordato 
pennrnte t h e z L c  ( s e e T  a u r r - w  
Each orher” u the end of chis chnpm). 

EadlarMce: This skill giva the chwtutk 
ability to perform nriring r u t  for long papdr o 
time. A d ChCcLwuu thu thc chuw 
ter M able to run (or perform amc dcmtndLy 
ark)foran hour without collapsing. Theclunc- 

forma the a*, with a cumuhdn &cy of + 
f o r d  cxun how. Once the chuxtahucom 
plmd his task or frik a skill roll and c d h p a .  
he must laforthrce times the unountdtimc 
he WM pefforming thnt ark. 

signing, and buuding luge CDIUrmCriODl L-. - 
houres, bridgw, dam. andwfofth. Unks~buil 
u n d a t h c c y c d a d e d c n & c a , r h r g  
a m r m r r c - n ~  built by msnpowu and ma 
tuiah or pure uugic-will inevitably coUcpc o 
n&rwmc nhercnlnmity. Eqincciing &ill eu 
nL0 beuscdtomluuccwanvtiauthcpaty i 

when and by whom they auc huik. and won. 
b a p c :  The chuvar Moftcn nbkmget k 

when tied or M e d  up. A d l  *ill mU 
meam chat thc character in nbk [o get rid of hk 
ciu. Another roll M needed to open n locked 
door. The DY a n  apply bonuca and pen& 
to the dmk bwd on the quality dthc mpa 
and h u ,  the inukncy of the bck, the lack of 
lodrpicking too&. etC. 

PLclkildLu: This M thc ability tom a firr 
withoutntiadubm.Achuvarrirhni - 
c d y  (no roll mearpnl) in ordiaug msditirm. I‘ 
the durscrer M crying to build 0th without I 

tinderbar. he will ~ n d y  tlumd; h mur. 
make a ld6 roll d round, d o n  a 1 or 2 he 
ignim the fm. If the c h v l n u  M crying [o build 
afire in ndveme w n d i h  (duringhighwid o 
win# wec mod), he must make n rldll chal 
with &ria Pgigva the DM. 

PoodTutLy: ThisM the nbility totnu 
and mer to KC ifthcy have rpoikd. Thl 
dunncrcan nvoid N&ringfrwnfoodpdae 

will wrdctccrpoimm sdded to n dish uokgtlu 
DM determines rhu thc pim hu n w e  ( i ~  
which cp(e it may be too hte anyny). 

BMla of*lll(- Cud 6nmw. fi 
ample) and bating. T ~ M  rn& hooea pioc 
(cheating in mered chcwhne). urd 1 d 
check incMcs the c h w n ‘ r  dwm for win 
niag monq at the gama. 

ability to went rounda 
nnd ding no^ illne*er nmong humuu nnd dcmi 
humam. A 6 u c c d  skill roll a chlnne 
to ren~rr ld3 hit poinu to awounded chrnctn 
(A related skill, Vnerianry Heding. don rimi 
lu UcDrment 0fMim.L and m o w . )  

This skill Mnorbewedonawoundedchar. 
acter more thur once for the lyllc rn ofroutdr. 
If the dunctcr rccciva new wounds. Haliap 

Liedqainuthc~roundr.Ilu 

VidUpuY qainu ench injuq. ( n e  wm “sn of 

hgiacu@ Thia ia the &ill of plannil 

pnniag chlough or om: whnt sh8p rhcy‘re in 

ing by arcfully tuting hiafo0dfirf.C. Thbabuiq 

Gambliry: Thia is the ability to win mol 

H.sltu. This M 

g rreE&nst D sn of rounds, t)o( id 



' 

wounds" usually refers 10 all the hir points lost 
by a character in a single combat situation.) 

If a healer rolls a natural 20 when using this 
skill, he accidcnrally i d i c r s  ld3 points of dam. 
age to rhc parienr, and he may not treat that set 
of wounds again. 

Successful skill rolls allow the healer to diag 
nose type of illness. In addition. a toll made by 5 
ot more will allow the character to determine 
whcrher an illness is natural or magically in- 
duced. 

Hunting: This is the abiliry to locate, stalk, 
and hunt large and small game with the bow, 
sling, or spear. Successful use of this skill gives 
the character a + 1 10 hit with a bow, sling, or 
spear against an unaware target in a peaceful 
outdoor setring; rhc skill is not usable in most 
combat situations, 

The character can automarically supply him- 
self with food over a long period of rime if he is 
in a fairly fertile area and has a missile weapon. 
spear, or javelin. In areas nor normally rich in 
game he must make a skill roll and receive penal. 
tics to that roll (penalties determined by the 
DM). If he is trying to supply more than just 
himself. he must make a skill roll if he is supply- 
ing one other person, and he takes a - 1 penalty 
for cach additional person afrcr the first he is try 
ing to supply. He musr roll each day, and failure 
indicates char he has nor found enough food to 
feed everyone that day. 

A character with the Hunting skill forages au- 
tomatically in fertile areas (even when on the 
move) and uses his Hunting skill roll to dcrcr- 
mine how succcssful he is during full days spent 
in search of game. 

Intimidation: This is rhc abiliry 10 bully non- 
player characrers into doing what the player 
character wants them 10 do. Success means that 
NPCs arc intimidated into doing what the char. 
actcr wants. This &ill cannor be used againsr 
PCs. NFCs who have this skill used upon them 
arc unlikely 10 ever become friends with the in. 
rimidating player characrcr. 
Use of this skill means that the character is ei- 

rhcr implicitly or explicitly threatening the tar. 
get with violence or orhcr dire consequences if 
the target doesn't comply. For this reason, In- 
timidation works best against low-level charac. 
ten. It docs not work at all on player characters 
or on NPCs of 5th level or higher. The DM can 
also, at his or her option, decide that ir does nor 
work on someone who is obviously in a much 
stronger position than the character using the 
skill. For example, a king surrounded by elite 
guards, even if he himself is a 1st lcvcl character. 
is unlikely 10 feel rhrearcncd. 

Knowledge (ch- type): The character is an 
expert in one field of study such as the culture ot 
geography of an area, history, legends, theology, 
ex. A character can usually make his living by 
teaching his skill or acring as an expert on the 
subjecr; with a successful roll, he can make ex- 
pert commentary on information relating to his 
skill. The character raking this skill musr specify 
whar sort of knowledge he is acquiring, A char- 
acter can xlcct multiple Knowledge skills. using 
one for cach diffcrenr field of study, 

labor: The character is very accomplished at 
one type of labor such as bricklaying. farming, 
mining, stonecutting, etc. Thc character can 
make his living with the skill. With a successful 

roll, he can interpret information in light of his 
occupation. A character must specify which type 
of labor he knows, and he can sclect multiple La- 
bor skills 10 be proficient in many types of jobs. 

Language (choose rype): See "Optional Rule 
for Languages:' later in this chapter. 

Law and Justice: This is the knowledge of the 
laws and judicial system of one culture ot coun- 
try; chuncrcrs who wish IO be a judge or advo- 
cate (lawyer) musr select this skill. Each empire 
or nation has its own codes, so characters who 
wish to be conversant in different narions' codes 
should choose this skill for each set of laws they 
wish to study. 

Leadership: Successful use of this skill adds 
t 1 to the morale of any NPCs under the charac- 
ret's control. It can also be used to convince other 
NPCs to follow the character's commands. The 
DM can decide that any NPC who has a good 
reason not to follow the leader is automatically 
succcssful at resisting this skill. Unlike Intimida- 
tion, Leadership does not bully, antagonize. or 
make enemies of the NPCs ir is used upon. 

Lip Reading: To use this skill. the character 
must be able to see the lips of the rarget person 
or crearure and understand the language being 
spoken. A successful check allows a character to 
"overhear" the conversation; if rhc lip reader 
understands rhc language being spoken, he can 
understand the speakers' words. The distance 10 
the rarget and the available light should be rak- 
en inro account-the DM should apply skill roll 
penalties for difficult situations. 

Magical Engineering: This is the ability to rec. 
ognize the blsic principle of some unfamiliar 
magical devices. It does nor include practical 
training in design or fabrication of magical arti- 
facts. It does allow rhc characrcr to recognize 
most common magical irems with a successful 
skill roll. It doesn't allow a characrer to recognize 
uncommon magical items or to disringuish 
trapped or cursed items from safe ones. 

Mapping (Crurognphy): If a character has this 
skill. he can understand and make maps even if 
he cannot m d  and write. The skill allows rhc 
character to comprehend simple maps wirhour a 
skill roll; the character should make skill rolls to 
interprcr 01 draft complicated layouts or to map 
an area by memory. A characrcr does not have to 
have this skill in order IO map a dungeon as the 
characters explore it. A character who can map 
but not read obviously cannor understand the 
words on a map. 

Military Tactics: This skill allows a character to 
interpret the movement of enemy forces and to 
move his own forces better. When using this 
skill, the player (nor the character) first canines 
the situation and decides what he thinks is 
right-what he thinks the enemy is doing or how 
he should set up his units. 

The DM. not the player. mlb the characrcr's 
Military Tasrics skill. On a successful roll, the 
DM will trurhfully tell the player whether he has 
calculated correctly; if he has not calculated cot- 
rccrly but the roll was successful. the DM should 
offer some advice on how the player should set 
up his forces. If the roll is a failure, the DM 
should re11 rhc player his characrcr cannot inter. 
prct the enemy troop movements well enough to 
use them to his advantage. The succcss of the roll 
drrctmincs bonuses or penalties for the troops 
during m w  combat. 

M h k y :  This is the ability 10 mimic animal 
noises and foreign-language accents. This is a 
very useful skill in the wilderness especially. 
When characters use recognition codes or signals 
char imitate the screech of a hwt owl or a noise 
from wme orhcr animal, this skill allows them to 
mimic those noises convincingly so that enemy 
listeners arc not automatically ripped off that 
there are spies in the area. 

Mountaineering: This does not replace a 
rhids special climbing ability; it is the skill of 
mountain-climbing with the u x  of ropcs. pi. 
tons, and other climbing gear. A character who 
has Mountaineering skill can use such gear to 
climb difficult mountain and cliff faces and can 
tig lines IO enable nonclimbers to tackle those 
faces as well. 

Muscle: This skill is experience with heavy lift- 
ing and hard labor. The character can direct 
groups of laborers so that their cfforrs are the 
most effective pwiblc. This character under. 
stands the u x  of simple machinery such as 
wedges, pulleys, and Icvcrs. With a successful 
skill check. the character receive a + 2 bonus on 
Strength rolls for tash such as n ning doon. 

fer to play one group of related instruments in - 
skilled manner. The player chooscs the group ( 
instruments that his character knows, and th 
chsnctcr can rake the skill several times in order 
to know multiple instrument groups. Groups in- 
clude stringed instruments. brw. percussion, 
woodwinds, ctc. This skill is often raken in con. 
junction with the Singing skill. 

Myatickrn: This skill. rhough similar to Cerc- 
mony (above). is taken by nonclcrics. This skill 
dows rhe character to instinctively know the 
best C O W  of action to please the Immonals in 
general. A successful skill roll, for example, 
means that the character recognizes an idol dedi- 
cated to an Immortal and that the characters 
should give ir its due respects. 

Nature Lore: This skill is the knowledge of 
common plant and animal life forms of one spc. 
cific terrain: desert. forest. jungle, mountain/ 
hill, open sea. plains, or arctic. The character can 
gain several Nature Lore skills by spending one 
skill slot for each differenr terrain he learns. 
This skill gives the character knowledge of 

such things as edible and poisonous plants. heal- 
ing herbs, and signs of unnatural danger (such as 
unusual quiet. absence of normal plant or ani- 
mal life, atypical animal behavior. CCC.). 

When the character uses this skill in his home 
territory, he receives a - 2 bonus to the die rolled 
for the skill check. When he uses ir in rcrriroty 
very similar to his home, he receives no bonus. 
"he less it resembles his own home territory, the 
grearer the penalty he will receive, up to a +4. 

Navigation: By taking directions from the po- 
sition of the sun and the stm (or of whatever at. 
mosphcric phenomena arc appropriate in your 
campaign), the character can always know 
roughly where hc is. Successful skill rolls, with 
positive or negative modifiers for the character's 
distance from his home rcrritory and familiarity 
with his surroundings, will cell the character 
mote precisely where he is. 

Penwion: This is the ability to persuade 
NPCs of your character's honesty and sincerity, 
This isn't a liar's skill; the speaker musr believe 
the truth of whar he says. Successhrl use of the 

M d c  (chwse type): This ski1 F allows a charac. 



skill means the listener believes what the speaker 
rells him. It does not mean that the l h n e r  will 
agree to actions propascd by the speaker. The 
DM can & modifiers from t 1 to t 8 to the 
skill roll if the audience is hostile. This is a good 
skill for diplomars and negotiators to have. 
pilninl (h type): This is the equivalent 

of the Riding skill but applies to sailing vnaels. 
(It can also apply to large flyin vessel8 such as 
aerial ships and flying castles. dsuch things arc 
prcsent in a campaign. The use of magical items 
such as flying cnrpcu and flying brooms does not 
require the Piloting skill.) A character must use a 
different category of Piloting for each different 
type of vewcl. as ddmed in the Piloting Skill: 
Types of Vurcls Table. As such. he will need to 
spend more than one skill to pilot more than one 

Planu Gmgrnphy: This skill gives the charac- 
rer a general howledge ofthe Prime. inner, out- 
er, A s d ,  and Ethercnl Planes as described 
elsewhere in this book. This skill includes knowl- 
edge of techniques of travel among the planes 
and common inhabitants of known planes. 
Rohadan: The character is accomplished at 

one type of nonlabor profession such as politics, 
cooking. estate management. horse grooming, 
scribing (the character must be literate), ctc. The 
character EM make his living with his skill, and 
(with a succendul roll) make cxpcn commentary 
on subjects pertaining to his skill. The player 
must indicate which specific p&sion his chu- 
actcr knows; a character can buy rcveral different 

Dmw: A successful skill check with this 
allows the character to nock and fm an ar. 

row with a + 2 bonus to individual initiative. 
Nding ( c h o w  type): This skill includes the 

buif carc and feeding of a riding animal and the 
abiliv to control it under difficult c' ucumstanc. 
es. &ding rolls arc required if a charmer is try. 
ing to use a weapon fmm the back of a riding 
animal; fnilure means that the mount is moving 
too much for the character to uac the weapon. 
Each Ridin4 skill allows the character to ride 

onctypeofanunnl;ifachuaacrwishestohw 
how to ride two different types of beasts, he 
must buy two different Riding skills. Hones con. 
stitute one type of animal; giant eagles consti- 
tute another. 

When a character uses his Riding skill on the 
wrong animal (for a m p l e ,  when a hone rider 
tries to ride a camel), he suffers a +4 ro his Rid- 
ing mlb. When a chprnnn with no Riding skill 
at all tries to ride an animal, he must make a 
Danerity check at a +8 penalty to his die roll. 

Homer, a character doun't have to make the 
NCCM roll except in difficult situations, such as 
when the animal is s p o k e d .  Othetwk. he CM 

stay on the animal's back without diffiilty. 
Science (cho@ac type): The character is an a. 

pen in one branch of scientific study such as as. 
tronomy, geology, m d u r g y ,  etc. Characters 

type of V C M I .  

p skills. 

with this skill can make their living with it, usu- 
ally as spccialisrs in large cities. The DM should 
not allow thu skill to characters belonging to 
more primitive cultures. but it is entirely appro- 
priare to characters from highly Civilized arcas of 
the world. The player must indicate which 
branch of science his character has mastered: a 
chunner can buy multiple Science skills to know 
multiple diuiplincs. 

shipbuildin#: This is the skill of designing 
and building ships. It d l m  a character to super- 
vise the construction of profcssional.quality 
ships, whether they M made by muscle or by 
magic. The Shipbuilding skill will also let char- 
mers evaluate the ships they encounter. deter- 
mine who built them and when, ex. 

siylplinl (&me Ip): Succcasful use of &is 
skill allows the character to leave messages that 
can only be understood by another Signaling 
specialist of the same culture. d e  guild. mili. 
t q  tome, or "rchool:' For ~MIMCC. one dwarf 
character with the Signaling skill could pile rocks 
into a clwret: it would Mmmunicate nothing to 
most characters. but another dwarf character 
with Sinaling would recognize it as a signal and 
be able to interpm its meaning. 

When a character d e s  a Signaling skill. he 
m w  specify the type and culture of signals that 
he will be studying and he must have the oppor- 
tunity to learn such signals. Appropriate type of 
signah indude military tNmpct naval 
flag signals. smoke signals. drum signals. ctc. 
Singing: 'Ibis is the ability to sing in a skilled 

m m c r ;  a charmer CM make his living with thic 
&ill and (if he is good enough) can become a fn- 
mow cnteminet or bud. 

Snnra: This is the skill of building traps to 
Caplure &ah. monsters. and unwanted visi- 
tors. A suaerdvl skill roll means the trap func. 
tions properly. The DM can assign modifiers to 
the alll roll bpvd on the mount of time the 
character had m set up the trap. the availability 
of materials. ctc. 

srrplch (chme Prrnin): Thii is limilar to the 
rhicfs Move Silently ability, with some impor. 

skill must chooae one type of tctnin in which the 
skill works from the following list: city/ 
outdoors. indoonlcaws. foresr/junglc. plains. 
desert, ax&. and mounraindhills. The skill on- 
ly works in that type of ternin. (Horcver. the 
chunner could conceivably spend m e n  dors. 
one for ench type of Stealth skill,) 

CitylOucdoors is used in the sttern. in &- 
strewn alleyways. on moftops. and in similar ur- 
bm environments. IndoorslCnvn is used in 
dungeons and catacombs, in caverns and cava. 
atid in m t  enclosed spaces. The other terrain 
types arc rlf.nrplM8tory. 
Humans. demihumans. and humanoids can 

take the Stealth skill. The character will move 
vcty quietly in the terrains for which he has the 
skill. When he is vying to sneak up on x)mconc 

tMt diffCrmCCS. ' IhC  chUS.CWt &g the StCdth 

pilnLu sldll: Typa o f V d  W k  

Small boats 
GnUcys 
Water vcuelr 
Flying veuels 

Type of vnrel v d  in Thil CStCgW 
River boat, sailing boat, canoe. ship's lifeboat, nfc 
Small gnllcg, luge galley, war galley, longship 
Luge d ing ship. smd rpiling ship, noop TtansFmrt 
Aerial b a t ,  aerial ship 

or when there is a chance that he will be heard. 
he must make his skill check. If the DM doesn't 
want him to know that the DM can make the 
skill check for him. 

Storytelling: This is the ability to captivate a 
audience when telling stories. The character ca 
earn his living p1 a teller of stories; if he also hr. 
Knowledge skill8 of such things as history, he can 
be a mrytcllcr of history. 

sumvnl (ChOoK ternin): This skill allows th 
chsrncter to easily find food (especially vegm 
bln and fruits), shelter, and water in a singl. 
type of terrain, xlcctcd from one of the follow. 
ing: desert. forest/jungle, mountaidhill, open 
sea. pkinr. mtic. Descm Survival doesn'c give 
the charmer the ability to survive in the form: 
he must Plso take F o m  Survival for that. 

A character with the Survival skill forages au- 
tomatically in fertile U C M ,  wen when on the 
move. If he is tryin m supply more rhpn jw 
himself, he must m& a skill check at a t 1 pen- 
alty to his die roll for each additional person that 
he is vying to supply. He must mil each day, and 
failure indicates that he has mt found enough 
food for everyone he is trying to supply. 

The character can follow uacks. The 
DM is frec to increase or penalize the chance t 
success depending on the cimmstnnm (age ( 
the uacks. type oftemin, number of& k- 
ing followed. and so forth). 

Vcminq Haling: This iC the same as Hd- 
ing (above), but this skill pertsins m creatures 
that arc neither humans nor demihumans-in 
other words, nonhumans, monstur, nonnal mi. 
malr, and so forth. 

A character can take this skill in one of two 
ways: 1) as a General Veterinary H d a g  skill. 
which m u  that he makes his roll with a t 1 
penalty for every type of c r e w  he treats; or 2) 
as a Specialized Veterinary Haling skill that pep 
rains to one class of c r e a m  (for oumpk, 
equines). The charmer with a Specialized Vmr. 
inary Healing skill takes no penalty when treat. 
ing the creatures that arc his specinlty, but he 
takes a t 2 penalty with d other tqcs pf CICY 

m. (A character could take the rh m c e .  one 
General and one Specialized; he would have his 
listed roll for the creatures that were his specialty 
and only have a t 1 penalty when mating all 
other creatures.) A character with Vctuitlpry 
Hesling skill vying to treat a human or dcm- 
human rolls at a t 3 penalty. 

Wrestling: In wrestling combat, a succc& 
roll will give the character a t 1 to his wrestling 
rating (see the "Unarmed Combat" NICS in 
Chapter 8). Higher skill give higher bo- 
nuses, x) a character with Wrestling t 1 would 
receive a t2 bonus. w d  so on. 

Optional Rule for LanBuaw 
With the DM's permission, characters can use 

skill slots to take additional languages. (Addi- 
tional Ian ages M an InreUince-bad skill.) 
For each sg spent on a new language. the char. 
acter can speak the language (not mcnrprily very 
well) and can read it (if he is intelligent enough 
to read his regular languages). Characters sri l l  
get dl the frec hguages they' re entitled u n 
their Intelligence and rncinl abilities. 

Characters have m u b k  spcakiq thnc !ami- 
tional "skill languages:' A charmer speaking P 



skill language will automatically understand 
someone speaking slowly and simply. If the char. 
acter is listening IO someone who is excited or us. 
ing technical speech, he must make his skill roll 
to understand the language. Pailurc means he 
didn't understand what was said. 

The character speaking a skill language com- 
municates in the same way. When he's sttug 
gling to explain something fast, complicated, or 
technical or when he's flustered or excited, he 
must make a skill roll to get the idea across. 

Improving Sklllr 
Characters' skills can be increased to higher 

scores. Simply ux more skill choices to improve 
skill rolls. and the PC will gn a -t 1 to his skill roll 
for every skill choice added IO that skill. A skill 
choice can be uacd to either improve an existing 
skill by one point or to buy a ncw skill, not both. 

h m p / e :  Alaric has only i Charisma of 12, yet 
he wants IO be i nitural leader. Instead of using 
only one skill choice to purchase the Leadership 
skill. he chmcs to usc dyee on that skill. The 
tcat choice gives him his Leadership skill; he 
must roll his Charisma KOIC. 12, for all Lcader- 
ship checks. His two extra skill choices give him 
M idditional + 2 IO his rolls ( + 1 for each skill 
choice spent). His Leadership checks'will now be 
made at 14 instead of 12. 

Learning More Skillr 
Your character can choose to purchase more 

skills or improve existing ones. All characters get 
i ncw skill slot every four orpericncc levels. 
Thus. humans get four slots (plus bonuses for 
high Intelligence) at level 1, then an extra at 
INCI I, another i t  INCI 9. another at level 13. 
and so on. See the Skill Slot Acquisition (Hu- 
mans) 'Ihble. 

Skill Slot Acquisition (Humam) Table 
Jhpcience skill Slots 

lcvel Gained 
1 4. 
5 1 
9 1 

1 13 
17 1 .. 
21 
2 s  
29 1 
33 1 

' Not counting bonuses for high Intelligence 
scorcs. 

Above 12th level. dwarves get another skill 
slot at 1,200,000 experience points and another 

Skill Slot Acquiaition @emihumnnr) 'tbk 
Dwarf Level Numbu of 
or XP Pta l  N m  Slm 
1st ]Ne1 4' 
5th 1071 1 
9th level 1 
1,200,000 1 
+ 800,000 1 

* Not counting bonuses for high Intelligence K 

slot for every 800,000 experience earned after 
that. Above 10th level, elves get another slot at 
1,310,000 experience points and another for 
every 1,MX).OW experience poinrs earned after 
that. Above 8th level. hPlflings get another slot 
at 300.000 experience points and another for 
every 1,200,000 points camcd beyond that, 
Thesc points are outlined in the Skill Slot Acqui. 
sition (Dcmihumans) Tnblc. 
The DM can simply s u r n e  that your charac- 

ter is meeting with P teacher who can instruct 
him in the skill, or the DM can introduce an 
NPC who is the character's teacher. Unlike the 
situation with weapon mastery, the character 
never has to roll anything to acquire the skill. If 
the DM says the skill is ivailible to player charac- 
ters and if the PC has an empty skill slot and ac- 
ccu to a teacher, he can take the skill. 

Important DM's Note: Intelligent monsters, 
such as ora and giants, can also hive general 
skills. The DM may prdcr only to give skills to 
monstcIs that have distinctive personalities and 
roles within a campaign. 

Skillr and the DM 
It's the responsibility of the DM to see IO it 

that players don't abuse these skills and achieve 
results totally inappropriate IO their use in the 
campaign. It's also the responsibility of the DM 
to rcward characters who use their skills cleverly 
and in the context of the adventure. 

The DM decides when i character can try his 
skill roll. and the DM also decides what SOK of 
effect the skill can have in a situation. The DM 
shouldn't make the characters roll over and over 
for the same task, only at critical points in play 

Poitive and Negative M&im 
When the character is using a skill. the DM 

may wish to s i g n  positive or negative modifiers 
to make the character's roll easier or harder. 
Thesc modifiers arc based on circumstances. 

Circumstances that make a job sli htly more 
difficult warrant a + 1 or + 2  modifier. Those 
that make the job substantially more difficult 
warrant a +3 or +4 modifier. Those that make 
the iob very hard-such as not being able IO see, 
working on the rolling deck of i ship during a 
mere storm, and so forth-can warant penal- 
ties of + I, + 10, or even + IS to the roll. 
On the other hand, circumstances that make 

the job easier-such as having all the marcrials 
needed. having IOU of time. and so fonh- 
warrant positive bendits at the s m e  scale. 
The character always has a chance of success, 

however bad the odds, as long as the DM says it's 
remotely pmiblc to succeed. A natural roll of 1 
on Id20 is an automatic success, just as a roll of 
20 is an automitic failure. 

BLfLsvd Numbu of 
or W lbral N m  Slow 
1st 1 N C l  4' 
5th 1 N C l  1 
9th level 1 

1,310,000 1 
-t 1.000,wo 1 

ores. 

Time Use 
When it's importint to know, the DM decides 

how much time each use of a skill represents. 
The time it takes to look i t  the stm and make a 
basic Navigation roll might be ibout a minute: 
the time it uku IO makc i superior spear. both 
head and shaft, will be i fcw days; and the time 
it takes IO make a Tracking roll to recognize what 
son of creature Idt the prints Wore a character 
may only be a second or two. 

using skills %gcrhcr 
Often. when the character's skill roll has 

failed. all the other characters with the same skill 
will say. "He failed?! Let me make myskill roll!" 
This isn't a good thing IO do. If the DM lets 

everyone make a skill toll for the same task when 
someone has failed. one character will eventually 
succeed: it's therefore pointless to have a skills 
system since every task will be "nutmatically" 
(that is, "cvcntually") successful. 

The DM should usually decide that the cir. 
cumstinces that led one character to fail will 
make all the others fail. For cxample. a character 
tracking his prey fails h~ roll and loses the t d .  

The DM decides that it's because the creature 
went to the trees. a rainfall obliterated the 
tracks, or whatever, there we no tracks m find. 
Therefore, the other characters CM'I make their 
own Tracking skill rolls here, except IO confiim 
the fwt that there arc no tracks. 

HWNCI, sometimes it's rewanable for char. 
acters to use their skills together to solve i task. 
For example, when cwo healers are trying to di- 
agnose a disease, two can be better thin one. 
The characters can choose which of them is the 

chid problem-solver for this situation (usually 
the PC with the highest skill), and that PC and 
the others with the same skill i l l  make their skill 
rolls. The DM uxs  the roll of the chid problem- 
solver and gives him a - 1 modifier for every one 
of his friends who mndc the roll and a + 1 modi- 
fier for every one who fiilcd it. The chief 
problem-solver can never receive more than a - 3 bonus this way. but there is no limit to the 
penalty he can receive if his allies all roll badly. 

U6ing slrius A p i m  Each Other 
Sometimes situations will come up where two 

skills are in conflict. A character with Deception 
can try to fast-talk a character with Detect De. 
ception, or two Bargaining characters can hag. 
gle. When the DM sees this situation occur, he 
can have both panics roll their appropriate skills. 
The character with the lowest succMsful roll wins 
the contest. When a tied roll occurs, the DM has 
to analyze the situation: he ma have them teroll 
for a clear decision or he may dyeidc that the sit- 
uation is unchanged. 

Number of 
or w lbIal N m  Slots 
1st level 
5th level 

+1.200,000 


