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FOREWORD

Is Dungeon Mastering an art or a science? An interesting question!

If you consider the pure creative aspect of starting from scratch, the “personal touch” of individual flair that goes into prepar-
ing and running a unique campaign, or the particular style of moderating a game adventure, then Dungeon Mastering may
indeed be thought of as an art.

If you consider the aspect of experimentation, the painstaking effort of preparation and attention to detail, and the continu-
ing search for new ideas and approaches, then Dungeon Mastering is perhaps more like a science — not always exacting in a
literal sense, but exacting in terms of what is required to do the job well.

Esoteric questions aside, one thing is for certain — Dungeon Mastering is, above all, a labor of love. It is demanding, time-
consuming, and certainly not a task to be undertaken lightly (the sheer bulk of the book you hold in your hand will tell you
that!). But, as all DM’s know, the rewards are great — an endless challenge to the imagination and intellect, an enjoyable
pastime to fill many hours with fantastic and often unpredictable happenings, and an opportunity to watch a story unfold and
a grand idea to grow and flourish. The imagination knows no bounds, and the possibilities of the game of ADVANCED
DUNGEONS & DRAGONS are just as limitless. Who can say what awaits each player, except a cornucopia of fantasy and
heroic adventure? So much is waiting, indeed!

This book holds much in store for you as a DM — it is your primary tool in constructing your own “world”, or milieu. It contains
a wealth of material, and combined with the other works of ADVANCED DUNGEONS & DRAGONS (the MONSTER MANUAL
and PLAYERS HANDBOOK) gives you all the information you need to play AD&D. But, as always, one more thing is needed
— your imagination. Use the written material as your foundation and inspiration, then explore the creative possibilities you
have in your own mind to make your game something special.

Dungeon Mastering itself is no easy undertaking, fo be sure. But Dungeon Mastering well is doubly difficult. There are few
gamemasters around who are so superb in their conduct of play that they could disdain the opportunity to improve them-
selves in some way. Fortunately, this work addresses the matter at length, and gives you plenty of suggestions on all aspects
of Dungeon Mastering (as well as some of the finer points) in order to help you improve your own efforis. Take heed, and
always endeavor to make the game the best it can be — and all that it can be!

Mike Carr
TSR Games & Rules Editor

16 May 1979

Cover: The book cover painting shows an encounter between three adventurers and an efreet on the Elemental Plane of Fire.
The fabled City of Brass can be seen floating over a flame-swept sea of oil.
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PREFACE

What follows herein is strictly for the eyes of you, the campaign referee. As the creator and ultimate authority in your
respective game, this work is written as one Dungeon Master equal to another. Pronouncements there may be, but they are
not from “an high” as respects your game. Dictums are given for the sake of the game only, for if ADVANCED DUNGEONS &
DRAGONS is fo survive and grow, it must have some degree of uniformity, a familiarity of method and procedure from
campaign to campaign within the whole. ADVANCED D&D is more than a framework around which individual DMs construct
their respective milieux, it is above all a set of boundaries for all of the “worlds” devised by referees everywhere. These
boundaries are broad and spacious, ond there are numerous areas where they are so vague and amorphous as to make them
nearly nonexistent, but they are there nonetheless.

When you build your campaign you will tailor it to suit your personal tastes. In the heat of play it will slowly evolve into a
compound of your personality and those of your better participants, a superior alloy. And as long as your campaign remains
viable, it will continue a slow process of change and growth. In this lies a great danger, however. The systems and
parameters contained in the whole of ADVANCED DUNGEONS & DRAGONS are based on a great deal of knowledge, ex-
perience gained through discussion, play, testing, questioning, and (hopefully) personal insight.

Limitations, checks, balances, and all the rest are placed into the system in order to assure that what is based thereon will be
a superior campaign, a campaign which offers the most interesting play possibilities to the greatest number of participants for
the longest period of time possible. You, as referee, will have to devote countless hours of real effort in order to produce just
a fledgling campaign, viz. a background for the whole, some small village or fown, and a reasoned series of dungeon levels
— the lot of which must be suitable for elaboration and expansion on a periodic basis. To obtain real satisfaction from such
effort, you must have participants who will make use of your creations: players to learn the wonders and face the perils you
have devised for them. If it is all too plain and too easy, the players will quickly lose interest, and your effort will prove to
have been in vain. Likewise, if the campaign is too difficult, players will quickly become discouraged and lose interest in a
game where they are always the bult; agoin your labors will have been for naught. These facts are of prime importance, for
they underlie many rules.

Naturally, everything possible cannot be included in the whole of this work. As a participant in the game, | would not care to
have anyone telling me exactly what must go into a campaign and how it must be handled; if so, why not play some game
like chess? As the author | also realize that there are limits to my creativity and imagination. Others will think of things |
didn’t, and devise things beyond my capability. As an active Dungeon Master | kept a careful watch for things which would
tend to complicate matters without improving them, systems devised seemingly to make the game drag for players, rules
which lessened the fantastic and unexpected in favor of the mundane and ordinary. As if that were not enough hats to wear, |
also wore that of a publisher, waiching the work so as to make sure that it did not grow so large as to become unmanageable
cost-wise. None of this was compromise, per se, but the process was most certainly a refining of what should logically be
presented in the system.

Returning again to the framework aspect of ADVANCED DUNGEONS & DRAGONS, what is aimed at is a “universe” info
which similar campaigns and parallel worlds can be placed. With certain uniformity of systems and “laws”, players will be
able to move from one campaign to another and know at least the elemental principles which govern the new milieu, for all
milieux will have certain (but not necessarily the same) lows in common. Character races and classes will be nearly the
same. Character ability scores will have the identical meaning — or nearly so. Magic spells will function in a certain manner
regardless of which world the player is functioning in. Magic devices will certainly vary, but their principles will be similar.
This uniformity will help not only players, it will enable DMs to carry on a meaningful dialogue and exchange of useful in-
formation. It might also eventually lead to grand tournaments wherein persons from any part of the U.S., or the world for that
matter, can compete for accolades.

The danger of a mutable system is that you or your players will go toa far in some undesirable direction and end up with a
short-lived campaign. Participants will always be pushing for @ game which allows them to become strong and powerful far
too quickly. Each will attempt to take the game out of your hands and mold it to his or her own ends. To satisfy this natural
desire is to issue a death warrant to a campaign, for it will either be a one-player affair or the players will desert en masse for
something more challenging and equitable. Similarly, you must avoid the tendency to drift into areas foreign to the game as
a whole. Such campaigns become so strange as to be no longer "AD&D". They are isolated and will usually wither. Variation
and difference are desirable, but both should be kept within the boundaries of the overall system. Imaginative and creative
addition can most certainly be included; that is why nebulous areas have been built into the game. Keep such individuality in
perspective by developing a unique and detailed world based on the rules of ADVANCED D&D. No two campaigns will ever
be the same, but all will have the common ground necessary to maintaining the whole as a viable entity about which you
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and your players can communicate with the many thousands of others who also find swords & sorcery role playing gaming as
an amusing and enjoyable pastime.

As this book is the exclusive precinct of the DM, you must view any non-DM player possessing it as something less than worthy
of honorable death. Peeping players there will undoubtedly be, but they are simply lessening their own enjoyment of the
game by taking away some of the sense of wonder that otherwise arises from a game which has rules hidden from partici-
pants. It is in your interests, and in theirs, to discourage possession of this book by players. If any of your participants do read
herein, it is suggested that you assess them a heavy fee for consulting ““sages” and other sources of information not normally
attainable by the inhabitants of your milieu. If they express knowledge which could only be garnered by consulting these
pages, a magic item or two can be taken as payment — insufficient, but perhaps it will tend to discourage such actions.

I sincerely hope that you find this new system to your taste and enjoy it. The material is herein, but only you can construct the
masterpiece from it, your personal campaign which will bring hundreds of hours of fun and excitement to many eager
players. Masterful dungeoning to you!
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INTRODUCTION
INTRODUCTION

The format of this book is simple and straightforward. The first sections
pertain to material contained in the PLAYERS HANDBOOK, and each
pertinent section (s in corresponding order. Much information was
purposely omitted from the latter work, as it is data which would nat
normally be known — at least initially — to a person of the nature which
this gome presupposes, i.e. an adventurer in a world of swords & sarcery, It
is incumbent upon all DMs 1o be thoroughly conversant with the PLAYERS
HANDBOOK, and at the same time you must alse know the additional in-
formation which is given in this volume, for it rounds out and compleles
the whole. While players will know that they must decide upon an align-
ment, for example, you, the DM, will further know that each and every
action they take will be mentally recorded by you; and at adventure’s end
you will secretly note any player character movement on the alignment
graph.

After the material which pertains directly 10 the PLAYERS HANDBOOK
comes the information which supplements and augmenis. There is a large
section which lists and explains the numerous magical items. There are
sections on the development of the campaign milieu, dungeon design,
random creation of wilderness and dungeon levels, and the development
of non-player characters. In fact, what | have attempied is 1o cram every-
thing vital to the game into this boak, so that you will be as completely
equipped as possible 1o face the ravenous packs of players lurking in the
shadows, waiting to pounce upon the unwary referee and devour him or
her at the first opportunity.

Thus, besides the systems, | haove made every effort 1o give the reasoning
and [ustification for the game. Of course the ultimate reason and justifica-
tion is a playable and interesting game, and how much rationalization can
octually go into o fantasy game? There is some, ot least, os you will see,
for if the gome is faniasy, there is a basis for much of what is contained
herein, even thaugh it be firmly grounded on worlds of make-believe. And
while there are no optionals for the major systems of ADVANCED D&D (for
uniformity of rules and pracedures from gome 1o game, campaign to cam-
paign, is siressed), there are plenty of areas where your own creativity and
imagination are not bounded by the poarameters of the game system.
These are sections where only a few hints and suggestions are given, and
the rest lefi to the DM.

There is so much that could have been included herein that a major part of
autharing this volume was deciding what would be omitied! The criterion
was usefulness. First came moterial which wos absolutely vital 10 play,
then came the inclusion of what would be most helpful to you, and finally
interesting items of broad appeal which tend to improve the flaver of o
campaign were sifted into the work. Material included was written with an
eye towards playability and expedition. The fun of the game is action and
drama, The challenge of problem solving is secondary. leng and drawn
out operations by the referee irritate the players. More “realistic’” combat
sysiems could certainly have been included here, but they have no real
part in a game for a group of players having an exciting adveriture. If you
will do your best to keep the excitement level of your games at a peak,
you will be doing yourself and your participants a faver which will be
evident when players keep coming back far more.

The final word, then, is the game. Read how and why the system isas i1 is,
follow the parameters, and then cul portions as needed to maintain excite-
ment. For example, the rules call for wandering monsters, but these can be
not only irritating — if not deadly — but the appearance of such can
actually spoil @ game by interfering with an orderly expedition. You have
set up on area full of clever fricks and traps, populated it with well-
thought-out creature complexes, given clues about it 10 pique players’ in-
terest, and the group has worked hard to supply themselves with every-
thing by way of infermation and equipment they will need to face and
overcome the imagined perils. They are gathered 1ogether and eager 1o
spend an enjoyable evening playing their favorite game, with the expec-
1ation of going to o new, strange area and doing their best to triumph.
They are willing fo accept the hazards of the dice, be it loss of items,
wounding, insanity, disease, death, as long os the process is exciting. But
lol, everytime you throw the “‘monster die” a wandering nasty is indi-
cated, and the party’s strength is spent trying to fight their way into the
area. Spells expended, battered and wounded, the characters trek back to
their base. Expectations have been dashed, and probably interest too, by
random chance. Rather than spoil such an otherwise enjoyable time, omit
the wandering monsters indicated by the die. No, don't allow the party 10
kill them easily or escape unnaturally, for that goes contrary fo the major
precepts of the game. Wandering monsters, however, ara included for two
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reasons, as is explained in the section about them. If a party deserves to
have these beasties inflicted upon them, that is another matter, but in the
example above it is assumed that they are doing everything possible to
travel quickly and quietly to their planned destination. If your work as a
DM has been sufficient, the players will have all they can handle upon ar-
rival, so let them get there, give them a chance. The game is the thing, and
certain rules can be distorted or disregarded altogether in favor of play.

Know the game systems, and you will know how and when to take upon
yourself the ultimate power. To become the final arbiter, rather than the
interpreter of the rules, can be a difficult and demanding task, and it can-
not be undertaken lightly, for your players expect to play this game, not
one made up on the spol. By the same token, they are playing the game
the way you, their DM, imagines and creates it. Remembering that the
game is greater than its parts, and knowing all of the parts, you will have
overcome the greater part of the challenge of being a referee. Being o
true DM requires cleverness and imagination which no set of rules books
can bestow. Seeing that you were clever enough to buy this volume, and
you have enough imagination o desire to become the moker of a fantasy
world, you are almost there already! Read and become familiar with the
contents of this work and the one writien for players, learn your monsters,
and spice things up with some pantheons of super-powerful beings. Then
put your judging and refereeing ability into the creation of your own
personal milieu, and you have donned the mantle of Dungeon Master.
Welcome to the exalled ranks of the overworked and harrassed, whose
cleverness and imagination are all too often unappreciated by cloddish
characters whose only thought in life is 1o lool, pillage, slay, and who fail
to appreciate the hours of preparation which went into the creation of
what they aim to destroy as cheaply and quickly as possible, As a DM you
must live by the immortal words of the sage who said: “Never give a
sucker an even break.” Also, don’t be a sucker for your ployers, for you'd
bener be sure they follow sage advice too. Asthe DM, you have 1o prove in
every game that you are still the best. This book is dedicated to helping fo
assure that you are.

THE GAME

APPROACHES TO PLAYING ADVANCED DUNGEONS & DRAGONS

A few brief words are necessary 1o insure that the reader has actually ob-
tained a game ferm which he or she desires. Of the two opprooches to
hobby games today, one is bes defined as the realism-simulation school
and the other as the game school. AD&D is assuredly an adherent of the
latter school. It does not siress any realism (in the author’'s opinion an
absurd effort at best considering the topicl). It does little 1o ottempt to
simulate anything either, ADVANCED DUNGEONS & DRAGONS (s first
and foremost a game for the fun and enjoyment of those who seek to use
imagination and creativity. This is not o say that where it does not inter-
fere with the flow of the game that the highest degree of realism hasn't
been attempted, bul neither is a serious approach to play discouraged. In
all cases, however, the reader should understand that AD&D is designed to
be an amusing and diverting pastime, something which can fill a few
hours or consume endless days, as the participants desire, but in no cose
something ta be taken too seriously. For fun, excitement, and captivating
fantasy, AD&D is unsurpassed. As a realistic simulation of things from the
realm of make-believe, or even as a reflection of medieval or ancient
warfare or culiure or society, it can be deemed only a dismal failure.
Readers who seek the latter must search elsewhere. Those who desire 1o
create and populate imaginary worlds with larger-than-life heroes and
villains, who seek relaxation with a fascinating game, and who generally
believe games should be fun, not work, will hopefully find this system to

their taste.
S
A

As the DM, the 1ools of your trade are dice — platonic solid-shaped or |ust
about any other sort, The random numbers you generate by rolling dice
determine the results bosed on the probabilities determined herein or
those you have set forth on your own. In case you are not familiar with
probability curves, there are two types which are determined by your dice:
linear (straight line), which has equal probability of any given integer in
the number group, and bell (ascending and descending line), which has
greater probability fowards the center of the group of numbers than at
either end. The two curves are illustrated thus:

DICE
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Linear curve

i=| (interval between integers: 10%)
Die Number: 1 2 3 4 5 ] 7 8 9 0
Probability
of number
appearing in
ascending
order: 10 20 30 40 50 &0 70 80 90 100

Linear probability develops a straight line of ascending probability when
used as a cumulative probability as shown above.

Bell distribution, when used to delineate the probability of ceriain
numbers oppearing, develops a curved line like this:

Bell Curve (3dé)
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A single die, or multiple dice read in succession (such os three dice read as
hundreds, tens and decimals) give linear probabilities. Two or more dice
added together generate a bell-shaped probability curve.

Before any further discussion takes place, let us define the accepted ab-
breviatiens for the various dice. A die is symbolized by “d”, and its
number of sides is shown immediately thereafter. A six-sided die is there-
fore “’dé”™, dB is an eight-sided die, and so on. Two four-sided dice are ex-
pressed by 2d4, five eight-sided dice are 5d8, etc. Any additions to or sub-
tractions from the die or dice are expressed after the identification, thus:
d8 + 8 means a linear number grouping between 9 and 16, while 3dé -2
means a bell-shaped progression from 1 to 16, with the greatesi proba-
bility group in the middle (8, 9). This latter progression has the same
median numbers as 2dé, but it has higher and lower ends and o greater
probability of a median number than if 2d12 were used. When percentage
dice are to be used, this is indicated by d%.

The d4 can be used to generate 25% incremental probabilities, random
numbers from 1 1o 4, with + 1 it generates a linear 2-5, eic. It can be used
togetlor2(lor2 = 1,3 0r4 = 2)orin conjunction with any other dice to
get linear or bell-shaped probability curves. For example, 2d4 = 2-8, 3d4
= 3-12, d4 + d& = 2-10, d4 4+ d20 (as d10) = 2-14. When rolled in
conjunction with another die, the d4 can be used to determine linear
number ranges twice that shown on the other die, thus: d4 reading 1 or 2
means that whatever is read on the other die is the number shown; but if
the d4 reads 3 or 4, add the highest number on the second die to the
number shown — so if d8 is the second die 1 10 16 can be generated, if a
d12 is used ] to 24 can be generated. If a d20 is used either 1-20 {assuming
the use of a standard d20 which is numbered 0-9 twice without coloring
one set of faces to indicate that those faces have 10 added to the number
appearing) or 1-40 (assuming that one set of faces is colored) can be
gotten by odding 0if 1 or 2 is rolled on the dd4 and 10 or 20 (depending on
die type) if a 3 or 4 is rolled. Linear series above this are possible simply by
varying the meaning of the dd4 number; 1 alwoys means add 0, but 2 con
be interpreted as add the value (highest number) of the second die, 3 can
be twice value, and 4 can be thrice value. Thus, a d4 reading 4 in con-
junction with a d8 (linear curve 1-32) would mean 24 + d8, or 25-32.
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What applies to d4 has similar application with regard to dé, d8, d12, and
d20. The dé has 16%% intervals, dB has 12%% intervals, and d20 can have
10% or 5% intervals. A dé is useful for getting @ random number from 1 103
(1-2=1,3-4 = 2,5-6 = 3), while 1 to 5 can be easily read from o d20 (1-2
=1,3-4=2,56=378=490=5)

The d20 is used often, both as d10 ond d20. The bell-shaped probability
curves typically range from 2-20 to 5-50, i.e., 2, 3, 4 or 5d20 added 1o-
gether. Also common is the reading as above with one decimal place
added to the result to get 20-200, 30-300, etc. In the latter case, a roll of 3
on one die and 0 (read as 10) totals 13, plus one place, or 130.

Non-platonic solid-shaped dice are available in some ploces. The most
common of these is o ten-sided die numbered 0-9. As with the d20, this can
be used for many purposes, even replacing the d20 if a second die is used
in canjunction to get 5% interval curves (1-20). Also, the die can give 0-9
linear curve random numbers, os the d20 can.

Other dice available are various forms of “averaging” dice. The most
common of these has six faces which read: 2, 3, 3, 4, 4, 5. The median of
the curve it generates is still 3.5, that of a normal dé, but the low and high
numbers, 2 and 5, are only half as likely 1o appear as 3 or 4. There is a
334% chance for either of the two latter numbers to be rolled, so the
probabilities of absolutely average rolls are far greater. Other such dice
have zeros on them, several low numbers, and so on. These sorts of dice,
along with poker dice, “put & take™ dice, or any other sort can be added in
order to give you more flexibility or changing probabilities in random
selection or event interpretation. For example:

The author has a dé with the following faces: SPADE, CLUB, CLUB, DIA-
MOND, DIAMOND, HEART. If, during an encounter, players meet a charac-
ter whose reaction is uncertain, the card suit die is rolled in conjunction
with 3dé. Black suits mean dislike, with the SPADE equalling hate, while
red equals like, the HEART being great favor. The 3dé give a bell-shaped
probability curve of 3-18, with 9-12 being the mean spread. SPADE 18
means absolute and unchangeable hate, while HEART 18 indicates the op-
posite. CLUBS or DIAMONDS can be altered by discourse, rewards, ete.
Thus, CLUBS 12 could possibly be altered to CLUBS 3 by offer of a tribute or
tavor, CLUBS 3 changed 1o DIAMONDS 3 by a gift, etc.

In closing this discussion, simply keep in mind that the dice are your tools.
Learn to use them properly, and they will serve you well.

USE OF MINIATURE FIGURES WITH THE GAME

The special figures cast for ADVANCED DUNGEONS & DRAGONS add
color to play and make refereeing far easier. Each player might be re-
quired to furnish painted figures representing his or her player character
and all henchmen and/or hirelings included in the game session. Such
distinctively painted figures enable you to immedialely recognize each
individual involved. Figures can be placed so as to show their order of
march, i.e., which characters are in the lead, which are in the middle, and
which are bringing up the rear, Furthermore, players are more readily able
to visualize their array and plan actions while seeing the reason for your
restrictions on their actions. Monster figures are likewise most helpful, as
many things become instantly apparent when a party is arrayed and their
monster opponent(s) ploced. Furnishing such monsters is probably best
underioken as o joint effort, the whole group contributing towards the
purchase of such figurines on a regulor basis. Be very careful to purchase
castings which are in scale! Out of scale monsters are virtually worthless in
many cases. As a rule of thumb, HO scale is 25 mm = 1 actual inch = &' in
scale height or length or breadth.

Figure bases are necessarily broad in order to assure that the figures will
stand in the proper position and riot constanily be falling over. Because of
this, it is usually necessary to use a ground scale twice that of the actual
scale for HO, and squares of about 1 actual inch per side are suggested.
Each ground scale inch can then be used to equal 3'% linear feet, so a 10
wide scale corridor is 3 actual inches in width and shown as 3 separate
squares. This allows depiction of the typical array of three figures abreast,
and also enables easy handling of such figures when they are moved.
While you may not find it convenient to actually use such figures and floor
plans to handle routine dungeon movement, having sheets of squares for
encounter area depiction will probably be quite helpful. If you do so, be
certain to remember that ground scale differs from figure scale, and when
dealing with length, two man-sized figures per square is quite possible, as
the space is actually 6 scale feet with respect to length. This is meaningful
when attacking a snake, dragon, etc. if characters are able to attack the
creature’s body length. With respect to basically bipedal, erect oppanents,
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scale will not be a factor.

Details of preparation and painting of miniature figures for the game are
not germane to this work. Your hobby supplier will have an assortment of
small brushes and paints for such purposes, and you may inquire there as
to the besi techniques of painting.

AIDS TO PLAYING ADVANCED DUNGEONS & DRAGONS

Various products such as modules, playing aids, and miniature figurines
will be most helpful in establishing and maintaining an interesting and
exciting campaign. There are so many such products available that it is not
possible to detail each here, but some guidance can be given.

Paper products range from record sheets for characters and special screens
for the DM, which contain frequently-consulted charts and tables on his or
her side, to complete dungeon or world scenarios. TSR provides a broad
selection of such goods, some of which are listed at the back of this work.
You can abtain a complete list by writing 1o TSR at the address shown on
the cover and asking for a current catalog. The outlet for TSR products in
Great Britain is: TSR Hobbies (U.K, Limited), the Mill, Rathmore Road, Cam-
bridge, CB1-4AD England. The anly other source of approved and official
AD&D material is Judges Guild, 1165 North University Ave., Decatur, IL
62526. Judges Guild publishes a large and continually expanding line of
materials, and you should contact them for their current catalog. While
there are many other works which appear to be useful in a campaian, only
these bearing the ADVANCED DUNEONS & DRAGONS loge and approval
mark should be used.

Miniature figures used to represent characters and monsters add color and
life to the game. They also make the task of refereeing action, particularly
combat, easier too! In combination with a gridded surface, such as the
DUNGEON FLOORPLANS (to be published by TSR in the near fulure), these
miniatures will add a whole new dimension to your playing enjoyment. It
is suggested that you urge your players to provide painted figures
representing their characters, henchmen, and hirelings involved in play,
The monsters can be furnished by you — possibly purchased through col-
lection of small fees levied on each playing session. The OFFICIAL AD-
VANCED DUNGEONS & DRAGONS miniature figures will be released by
Grenadier Models, POB 305, Springfield, PA 19064, obout November 1979,
These figures are the only ones which comply in all respects 10 AD&D
specifications and the AD&D MONSTER MANUAL. Contact Grenadier for
an up-to-date listing of available figures. Other approved lines of fantasy
figures APPROVED FOR USE WITH ADVANCED DUNGEONS & DRAGONS
will be offered by select manufacturers. Always look for the name, AD-
VANCED DUNGEONS & DRAGONS, and the TSR approval mark before
purchasing figures for your campaign.

It is also very imporfant to keep abreast of what is hoppening in the world
of adventure gaming. You may do so by subscribing fo such publications as
THE DRAGON and WHITE DWARF — or you might find it convenient to
purchase them from your favorite game supplier, For current frequency
and costs, drop a card or letter to the address shown below, and ask for the
latest information.

United States

TSR Periodicals

POB 110

Lake Geneva, W| 53147

Be certain 1o specify the names of the publications you are interested in.

Again, a word of warning. Many products might purport o be satisfactory
for use with ADVANCED DUNGEONS & DRAGONS, but only those noted
as OFFICIAL or Authorized AD&D items should be accepted. Do not settle
for substitutes or second-rate material in your campaign; ask for opproved
AD&D products only!

CREATING THE PLAYER CHARACTER

GENERATION OF ABILITY SCORES

As AD&D is an ongoing game of fantasy adventuring, it is important 1o
allow participants to generate a viable character of the race and profes-

sion which he or she desires. While it Is possible to generate some fairly
playable characters by rolling 3d6, there is often an extended period of
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attempts at finding o suitable one due to quirks of the dice. Furthermore,
these rather marginal characiers tend to have short life expectancy —
which tends to discourage new players, as does having to make do with
some character of a race and/or class which he or she really can’t or won’!
identify with. Choracter generation, then, is o serious matter, and it Is
recommended that the following systems be used. Four alternatives are
offered for player characters:

Method I:

All scores are recorded and orranged in the order the player desires. 4dé
are rolled, and the lowest die (or one of the lower) is discarded.

Method II:

All scores are recorded and arranged as in Method |, 3dé are rolled 12
times and the highest 6 scores are retained.

Method lil:

Scores rolled are according to each ability category, in order, STRENGTH,
INTELLIGENCE, WISDOM, DEXTER|ITY, CONSTITUTION, CHARISMA, 3d6 are
rolled 6 times for each ability, and the highest score in each category is re-
tained for that category.

Methed IV:

3db are rolled sufficient times to generate the 6 ability scores, in order, for
12 characters. The player then selecis the single set of scores which he or
she finds most desirable and these scores are noted on the character
record sheet.

NON-PLAYER CHARACTERS

Non-Player Characters: You should, of course, set the ability scores of
those NPCs you will use as paris of the milieu, particularly those of high
level and power. Scores for high level NPC’s must be high — how else
could these figures have risen so high? Determine the ability scores of
other non-player characters as follows:

General Characters: Roll 3d6 for each ability as usual, but use averoge
scaring by consideringany 1 asa3andany 6 as a 4.

Special Characters, Including Henchmen: Roll 3dé as for general chorac-
ters, but allow the full range (3-18) except in the ability or abilities which
are germane fo his or her profession, i.e. strength for fighters, etc. For all
such abilities either use one of the determination methods used for player
characters or add + 1 to each die of the 3 rolled which scores under 6.

THE EFFECT OF WISHES ON CHARACTER ABILITY SCORES

It is quite usual for players 1o use wishes (or alter reality spells found on
scrolls) to increase their ability scores in desired areas, whatever the areas
might be. It is strongly suggested that you place no restrictions upon such
use of wishes. However, at some point it must be made more difficult to go
up in ability, or else many characters will eventually be running around
with severol 18s (or even higher!), Therefore, when any ability score
reaches 14, then it should be ruled a wish will have the effect of increasing
the ability by only 1/10th of a peint. Thus, by means of wishes (or wishes
and/or alter reality spells) a charisma score of 16 can only be raised to 17
by use of 10 such wishes, the score going from 16 to 16.1 with the first wish,
16.2 with the second, and so on. This is not 1o say that magical books or
devices can not raise scores of 16 or better a full point. The prohibition is
only on wishes.

CHARACTERISTICS FOR PLAYER CHARACTERS

Use of the NPC personality traits and characteristics for player characters is
NOT recommended. The purpose of AD&D is to allow participants to create
and develop interesting player characters who will adventure and interact
with their surroundings. If personality fraits are forced upon PCs, then par-
ticipants will be doing little more than meving automatons around while
you, the DM, tell them how their characters react fo situations. It is thera-
fare absolutely necessary for you to allow sach player the right fo develop
his or her character as he or she chooses!

This is not to say that some of the information used for development of
NPCs cannot be used for PCs, If o player asks to have you make certain
determinations for his or her character, you may do so if you believe that



CREATING THE PLAYER CHARACTER (CHARACTERISTICS)

the player will be able 1o properly act the part as diciated by the dice rolls.
Height and weight should be randomly determined for each PC, and the
HEIGHT AND WEIGHT TABLES in the PERSONAE OF NON-PLAYER
CHARACTERS section are useful in this regard. However, these tables do
not actually give sufficient variation in upper limits of height and weight of
hurmans, so you might find it necessary to allow the following height and
weight variations for human player characters:

Human Male:  Height— 2-20; Weight — 10-200#

Human Female: Height— 2-12"; Weight — 10-120#

PLAYER CHARACTER NON-PROFESSIOMNAL SKILLS

When a player characier selects a closs, this profession is assumed to be
that which the character has been following previously, virtually to the
exclusion of all other activities. Thus the particular individual is at 1st level
ot ability. However, some minor knowledge of certain mundane skills
might belong to the player character — information and fraining from
early years or incidentally picked up while the individual was in ap-
prenticeship learning his or her primary professional skills of clericism,
fighting, etc. If your particular campaign is aimed at a level of play where
secondary skills can be taken into occount, then use the table below to
assign them to player characters, or even fe henchmen if you so desire.

Assign a skill randamly, or select according to the background of your
campaign. To determine if a second skill is known, rell on the table, and If
the dice indicate a result of TWO SKILLS, then assign a second, appropriate
one.

SECONDARY SKILLS TABLE

Dice

Score Result

01-02  Armarer

03-04 Bowyer/fletcher

05-10  Farmer/gardener

11-14  Fisher (netting)

15-20 Foresler

21-23  Gambler

24-27  Hunter/fisher (hoock and line)
28-32  Husbandman (animal husbandry)
33-34  Jeweler/lopidary

35-37  leather worker/tanner

38-39  Limner/painter

40-42°  Mason/carpenter

43-44  Miner

45-46  Navigator (fresh or salt water)
47-49  Sailor (fresh or salt)

50-51  Shipwright (boats or ships)

52.54 Tailor/weaver

55-57 Teamster/freighter

58-60 Trader/barterer

61-64  Trapper/furrier

65-67  Woodworker/cabinetmaker
68-B5 NO SKILL OF MEASURABLE WORTH
86-00 ROLL TWICE IGNORING THIS RESULT HEREAFTER

When secondary skills are used, it is up fo the DM to create and/or
adjudicate situations in which these skills are used or useful to the player
characier. As a general rule, having a skill will give the character the
ability to determine the general worth and soundness of an item, the
ability to find food, make small repairs, or actually construct (crude) items.
For example, an individual with armorer skill could tell the quality of
normal armor, repair chain links, or perhaps fashion certain weapons. To
determine the extent of knowledge in question, simply assume the role of
one of these skills, one that you know a little something about, and
determine what could be done with this knowledge. Use this as a scale 1o
weigh the relative ability of characters with secondary skills.

(See also THE CAMPAIGN, SOCIAL CLASS & RANK IN ADED.)
STARTING LEVEL OF EXPERIENCE FOR PLAYER CHARACTERS

As o general rule the greatest thrill for any neophyte player will be the first
adventure, when he or she doesn’t have any real idea of what is happen-
ing. how powerful any encountered maonster is, or what rewards will be
gained from the adventure. This assumes survival, and you should gear
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your dungeon 10 accommodate 1st level players. If your campaign has a
mixture of experienced and inexperienced players, you should arrange for
the two groups to adventure separately, possibly in separate dungeons, at
first. Allow the novice players fo learn for themselves, and give experi-
enced players tougher situations 1o face, for they already understand maost
of what is happening — quite unlike true 1st level adventurers of the
would-be sort, were such persons actually to exist,

If you have an existing campaign, with the majority of the ployers being
already above 1st level, it might be better fo allow the few newcomers fo
begin at 2nd level or even 3rd or 4th in order 1o give them a survival
chance when the group sets off for some lower dungean level. | do not
personally favor granting unearned experience level(s) except in extireme
circumstances such as just mentioned, for it tends to rob the new player of
the real enjoyment he or she would normally feel upon actually gaining
levels of experience by dint of cleverness, risk, and hard fighting.

It has been called to my attention that new players will sametimes become
bored and discournged with the struggle to advance in level of experi-
ence, for they do not have any actual comprehension of what it is like to
be a pawerful character of high level. In a well planned and well judged
campaign this is not too likely to happen, for the superior DM will have just
enough treasure to whet the appetite of players, while keeping them lean
and hungry still, and always after that carrot just ahead. And one player’s
growing ennui can often be dissipated by rivalry, i.e., he or she fails to go
on an adventure, and those who did play not enly had an exciting time but
brought back a rich houl as well. Thus, in my opinion, a challenging
campaign and careful refereeing should obviate the need for immediate
bestowal of levels of experience to maintain interest in the game.
However, whatever the circumstances, if some problem such as this exists,
it has been further suggested that allowing relatively new players to
participate in @ modular compaign game (assuring new players of
characters of higher level) would often whet their appetites for continued
play at lower level. for they can then grasp what it will be like should they
actually succeed in attaining proficiency on their own by warking up their
original characters and gaining high levels of experience. This reasoning
seems sound, and provided there is a separation of the two campaigns,
and the one isn't begun until new players have had some number of
expeditions os 1s! level characters, it Is' not destructive 1o the game as a
whaole,

CHARACTER AGE, AGING, DISEASE, AND DEATH
CHARACTER AGE

At the onset of each and every choracter’s creation it is necessary that you
establish his or her age. For player characters and henchmen you must use
the appropriate table. You may do the same for ather characters; or you
may assign age as you see fit in light of the milieu you hove developed.
There are Iwo tables, one for non-human (the demi-humans, part humans,
and the like) and one for humans.

MNon-Human Characters Table:

Race Cleric Fighter Magic-User Thief

dwarf 250 + 2d20 40 + 5d4 — 75 + 3db
elf 500 + 10d10 130 + 5d6 150 + 5d6 100 + 5dé
gnome 300 + 3d12 60+ 5dd 100 + 2d12 80 + 5d4
half-elf 40 + 2d4 22 + 3d4 30 + 2d8 22 + 3d8
halfling — 20 4 3d4 — 40 + 2d4
halt-orc 20 + 1d4 13 4+ 1d4 == 20 + 2d4

For multi-classed characters use the column which develops the highest
age and use the greatest possible oddition to the base age, i.e., do NOT
generate the age variable by random die roll, but assign the maximum,

Humans Table:
Class Age Plus Variable Class Age Plus Variable
cleric 18 + 1d4 magic-user 24 + 2d8
druid 18 + 1d4 illusionist 30 + 1d6
fightar 15+ 1d4 thief 18 4 1d4
paladin 17 + 1d4 assassin 20 + 1d4
ranger 20 + 1d4 monk 21 + 1d4

Bards begin ot the age of the class in which they first begin.
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Once character age is estoblished, you must keep track of it from game
year to game year, (Cf. TIME IN THE CAMPAIGN.) To narmel game time
yeors must be added any of the vorious unnatural causes of shortening
life, i.e. aging. These effectively odd years 1o the character’s age. The
effects of aging are given in the next section, The maximum age of any
character is likewise explained.

AGING

In order to establish the overall effects of age, it is necessary to establish a
number of standard age brackets for each race of characters. When age
category is established, modify ability scores accordingly, making each
change progressively from young odulthood, all additions and subtractions
being cumulative. The only ability which may exceed 18 due to age effects
(unless age resiricts this) is wisdom, Most adjustments are in whale num-
bers, so that 18 strength drops to 17, even if it is from 18/00, as exceptional
strength is not considered.

Age Cotegories:

Young Middle

Roce Adult Moture  Aged Oid Venerable

dwarf 35-50 51-150 151-250 251-350 351-450

dwarf, mountain  40-60 61-175 176-275 276-400 401-525

elf, aguatic 75-150 151-450 451-700 701-1000 1001-1200

elf, Drow 50-100 101-400 401-600 &01-800 B01-1000

elf, gray 150-250 251-650 651-1000 1001-1500 1501-2000

elf, high 100-175 176-550 551-875 B74-1200 1201-1600

elf, wood 75-150 151-500 501-800 BO1-1100 1101-1350

gnome 50-90 91-300 301-450 451-600 &01-750

half-elf 24-40 41-100 101175 176-250 251-325

halfling 22-33 34-68 69-101 102-144 145-199

half-arc 12-15 16-30 31-45 46-60 61-80

human 14-20 21-40 41-60 61-90 91-120

Young Adult: Subtract 1 point of wisdom, add 1 point of constitution.

Mature: Add | point of strength, add 1 point of wisdom.

Middle Aged: Subtract 1 point (or half exceptional rating) of strength and
1 point of constitution; add 1 point of intelligence and |
point of wisdom.

Old: Subtract 2 points of strength, 2 peints of dexterity, and 1
point of constitution; add | point of wisdom.

Venerable:  Subtract | point of strength, | point of dexterity, and 1 point

of constitution; add 1 paint of intelligence and 1 point of
wisdom.

It is important to remember that adjustments cannot exceed racial maxi-
mums nor can they be used if they cause abilities to exceed stated maxi-
mums. Likewise, any adjustments cannot lower any ability below racial or
class minimums,

Unnatural Aging:

Certain creatures will cause unnatural aging, and in addition various
magical factors can do so. The following magic causes loss of life span,
aging the practitioner as indicated. See also DISEASE for other unnatural
aging causes. (Longevity potions and possibly other magical means will
offset such aging to some extent.)

Magical Aging Causes

costing olter reality spell 3 years
casting gate spell 5 years
casting limited wish spel! | year
casting restoration spel| 2 years
casting resurrection spell 3years
casting wish spell 3 years
imbibing a speed potion | year
under a haste spell 1 year

Note: Reading one of the above spells from a scroll (or using the power
from a ring or other device) does not cause unnatural aging, but
placing such a spell upon the scroll in the first place will do so!

(Cf. Death Due to Age subsection of DEATH.)

CHARACTER AGE, AGING, DISEASE & DEATH (DISEASE)
DISEASE

As with poisons, this system does not attempt a specific treatment of a
subject which is beyond its scope and purpose. What is done. however, is
to give general categories of disease and maladies and their game effects,
as well as the chance to contract an ailment occording to the surroundings.
Naturally, you will often have no need for any random determination of a
disease, as the affliction will be specified, but even then you will find that
the random determinants for occurrence and severity might be helpful.

Contraction of Disease:

Each game month you may wish to check each characier to determine
whether or not he or she has contracted a disease (or disarder). Check
each week if canditions are particularly faverable:

VERY HOT WEATHER OR HOT, MOIST WEATHER
FILTHY, CROWDED CONDITIONS IN WARM WEATHER

Check each and every time the character is exposed to a carrier in @ way
which would allow the disease 10 be communicated. Note that disease
carriers can be human, animal, insect, food, drink, vermin, dirt, filth, etc,
As DM you must indicate any special disease circumstances applicable.

Contraction of Parasitic Infestation:

Each game month check for each character to determine if he or she has
become infested with some form of parasite. Check each week if condi-
tions are particularly favorable:

FILTHY CONDITIONS AND WARM TEMPERATURE
HOT, MOIST WEATHER

Check each and every time the character is exposed to a carrier of
parasites. Carriers include humans, animals, dust, earth, manure, raw (or

undercooked) meat, swamp water, etc.

CHECKS ARE MADE BY USING THE APPROPRIATE TABLES SHOWMN HERE-
AFTER.

CHANCE OF CONTRACTING DISEASE

Base Chance 2%

Medifiers:
currently diseased or infested with parasites +1%
crowding (city, encampment, shipboard) +1%
filth (city, encampment, siege) +1%
character is old +2%
environment (marsh, swamp, jungle) +2%
hot and moist climate (season or region) + 2%
choracter is venerable +5%
exposure fo carrier of communicable disease +10%
cool weather or climate (high elevation, etc.) 1%
cold weather, high mountains 2%
shipboard after being ot sea 2 weeks ~2%

Procedure: Adjust base chance of disease being contracted by applying
modifiers. When the final percent chance 1o contract a disease is found,
roll for each character concerned. If diseose is indicated, go to the DISEASE
TABLE below to determine what sort is contracted.

CHANCE OF PARASITIC INFESTATION

Base Chance 3%

Modifiers:
filth (garbage, manure, sewage, eic.} *+1%
improperly coocked meat +2%
polluted water + 5%
swamp or jungle environment +5%
cool weather or climate, desert climate 1%
cold weather, high mouniains, cool desert climate 1%

Procedure: As for disease, and check PARASITIC INFESTATION TABLE.
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DISEASE (OR DISORDER) TABLE

CHARACTER AGE, AGING, DISEASE & DEATH (DISEASE)

Dice Occurrence (dB8) Severity (d8)
Score Area of Body AHected Acute Chronic Mild Severe Terminal
01-03 bleod/blood ferming ergans 1-3 4-8 1-2 3-5 6-8
D4 bones 1 2-8 1 23 4-8
05 brain/nervous system 1-6 7-8 1-2 3-5 6-8
06-07 cardiovasculor-renal 1-3 4-8 1-2 3-4 5-8
08-09 connective tissue 1 2-8 1 2-3 4-8
10-12 ears 1-7 B 1-4 7 B
13-18 eyes 1-7 8 1-5 67 8
19-40 gaosiro-intestinal 1-6 7-8 1-5 &7 B8
41-42 generative organs 1-2 3-8 1-3 4-7 8
43-48 joints 1-4 5-8 1-6 7-8 -
49-50 mucous membranes 1-7 8 1-6 78 —
51-52 muscles 1-5 6-8 1-5 67 B
53-65 nose-throat 16 7-8 1-6 7-8 —
66-85 respiratory systemn 1-6 7-8 1-5 6-7 8
B6-96 skin 1-5 &8 1-5 5-7 B
97-00 urinary system 1-6 7-8 1-5 6-7 8

PARASITIC INFESTATION TABLE

Dice Severity (d8)

Score  Parasites Infest Mild Severe Terminel
01-10  cardiovascular system  1-2 35 6-8
11-35 intestines 1-2 3-7 8
36-40  muscles 1 2.3 4-8
4]-45 respiratory system | 2-4 58
46-75 skin/hair 1.7 B —
76-00 stomach 1-2 3-7 2]

Occurrence determines whether the disease is a single (ocute) attack or
whether the disease will recur periodically once contracted (chronic).
Chronic maladies will affect the character periodically, and if they occur at
the same time as any other malady (disease, disorder, or parasitic infesta-
tion), the severity of both will be increased, Thus, if two chronic maladies
are contracied, the character is not likely to survive another disease attack.

Severity refers to the seriousness of the diseose, disorder, or parasitic
infestation and determines the period of disability (recovery time or length
of illness which terminates in the character’s demise) and the effects of the
malady.

MILD: During the period of affliction the character is unable to per-
form strenuous activities and must rest. Some freatment must
be determined by the DM to allow a shortening of the period
of illness. A normal period is 1-3 weeks.

SEVERE: A severe malady will lower the character’s hit points to 50% of
normal and make him or her totally disabled for 1-2 weeks,
plus a further 1-2 weeks of time during which the malody is in
the mild state as the character recovers.

TERMINAL: The malady will cause death (or loss of the body part or

function) in 1-12 days (longer periods are stated hereafter in
the discussion of the various maladies).

Blood et al. offlictions will cause a loss of 1 point each of sirength and con-
stitution per week until totally cured. Thus, chronic problems here will
slowly wear the character away. Terminal cases will take 1-12 weeks.

Bone offlictions are much the same as blood problems, and chronic cases
and terminal offlictions can be treated in the same way.

Brain et al. problems will cause a loss of 1 point each of intelligence and
dexterity per occurrence until totally cured, so chronic maladies will
eveniually be fatal. Terminal affliction takes only 1-12 hours for death 1o
occur,

Cardiovascular-renal afflictions should be treated in the same manner as
blood problems, except that terminal cases last only 1-12 days.

Connective tissue diseases (such as leprosy) permanently remove 1 point
each of strength, dexterity, constitution, and charisma for each month of
afflicion — thus only an acute, mild atiack will not couse such loss.
Terminal cases will last until constitution is at 0, i.e. treat them as chronic,
severe cases.

Ear offlictions which are terminal result in hearing loss in one eor.

Eye offlictions which are terminal result in blindness in one or both eyes
(50%/50% chance for either case).

Gastro-intestinal problems of chronic nature cause the loss of 1 point each
of strength and constitution per occurrence until cured, severe aftacks
causing such loss permanently. Terminal cases require 1-12 weeks for
farality.

Generative organ disorders cause no particular problems except spread of
infection . . . . Terminal coses take 1-12 months.

Joint disorders of a chronic nature Cause the loss of 1 point of dexterity,
with each savere attack causing such loss on a permanent basis.

Mucous membrane problems of chronic noture cause the loss of 1 point of
constitution, each severe attack cousing such loss permanently.

Muscle disorders of chronic noture couse the loss of 1 point each of
strength and dexterity, severe attacks having a 25% chance of causing
such loss permanently. Terminal coses take 1-12 months.

Nose-threat afflictions of chronic nature have a 10% chance of causinga |
paint canstitution loss each time a severa attack occurs.

Respiratory disarders of chronic, severe nature are 10% likely to couse the
loss of | point each of strength and constitution (check separately for
each). Terminal coses take from 1-12 months until fatality occurs.

Skin offlictions of severe noture are 10% likely to couse permanent loss of
1 point of charisma. Chronic, mild attacks are also 10% likely to cause such
loss, while chronic, severe attacks will be 25% likely to cause such loss.
Terminal cases will take 1-12 weeks tor fatality.

Urinary system disorders of chronic, severe nature are 20% likely to cause
the loss of 1 point each of dexterity and constitution per occurrence.
Terminal cases will take 1-12 weeks.

ADJUSTMENTS TO OCCURRENCE AND SEVERITY DIE ROLLS*

constitution under 3 +2
constitution 3-5 +1
chranic disease or disorder +1
severe parasitic infestation +1
under 25% of normal hit point total +1
constitution 10-12 =1
constitution 13-15 -2
constitution 16-17 3
constitution 18 4

Note: Die score of 0 or less on either roll indicates the character does not
contract the disease.

* Not 1o be used for parasitic infestation delermination.
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DEATH

The character faces death in many forms. The most common, death due to
combat, is no great matter in most cases, for the character can often be
brought back by means of a clerical spell or an alter reality or wish. Of
course, recovery of damage sustained might be a problem, but that is not
insurmountable.

Death Due To Age:

This is a serious matter, for unless the lifespan can otherwise be pro-
longed, the charocter brought back from such death faces the prospect of
soon dying again. Beyond the maximum age determined for the character
in question, no form of magic which does not prolong life span will work.
(Thus, some characters may become liches . . . ) Of course, multiple
potions of longevity, wishes, and possibly magical devices will allow a
greatly extended life span, but once a character dies due 1o old
(venerable) age, then it is all over. If you make this clear, many partici-
pants will see the continuity of the family line as the way to achieve a sort
of immortality,

Determination Of Maximum Age:
Unless the character dies of some other couse, he or she will live to old
age. Use the following toble 1o find the exact age at which a character will

die of “natural” couses:

MAXIMUM CHARACTER AGE TABLE

Dice

Score Character Age Category Varioble*
01-10 old, lowest age +d8
11-25 old, highest age - d4
26-60 venerable, lowest oge +dé
41-90 venerable, highest oge - d10**
91-00 venerable, highest age +d20***

*Use the die to defermine the addition or subtraction according to the
span of years in the calegory:

UNDER 100 1 yeor intervals
10010250 10 year intervals (+d10**)
OVER 250 20 year intervals (£d20***)

**Treat a roll of 0 os naught rather than as 10, so in effect o random
number between 0 and 9 is being generated.

***Treat a die resull of 20 as naught, so numbers between 0 and 19 are
being generated.

Examples Of Maximum Age Determination:

The dice rolled indicate the dwarf character will live to old age, lowest
figure, +dB. As the span considered is 100 years, dB stands for decades, so
the character will live for 251 years + 10 to B0 years +0 1o 9 years,

The same dwarf considered above is to live to old age, highest figure, —4.
The variable is—10 to —40 years, -0 10 ? years.

The dice rolled for a half-orc character indicate that he will live to
venerable age, highest figure, +d20. As the span considered is under 100
years, the character will live for 80 years +0 to 19 years, or 80 to 99 years,
as o result of 20 equals 0 years added to maximum venerable age shown
for the character race.

The dice show that a high elf character will live to venerable age, lowest
figure, +d6. As the span of years for this character race is 400 years, the
character will live 10 be 1201 420 to 120 years, +0 to 19 years, or to an
age of 1221 to 1340 years. Assume that the d6 shows 4, so B0 years are
added (4 X 20 = B0) to bring life span 1o 1281 (1201 + 80), and then d20
is rolled and a 0 comes up, so total life span is 1281 years (1201 + 80 + 0
= 1281).

Death Due To Disease (Or Disorder) Or Parasitic Infestation:

Any character brought back from such a state will suffer the ravages of the
disease or infestation — permanent losses in abilities, for example, until
magically countered. Furthermore, such a character will be 90% likely to

CHARACTER RACES

still be suffering from the cause of death unless a curative is used, Even
then, the character will have o spend time recovering os if from a severe
illness. Ability losses which hove been permanently sustained will net be
corrected by a curative of any sort, including a cure disease spell. Magical
corrections (wishes, alter reality spells, and magical devices) will certainly
carrect these deficiencies.

CHARACTER ABILITIES
EXPLANATION OF ABILITIES

Strength: The strength characteristic of @ human or humanoid of any type,
and of player-characters in particular, is more than a simple evaluation of
the musculature of the bedy. Strength is o composite rating of physical
power, endurance, and stamina, A rating of 3, for example, indicates that
the creature in gquestion hos little of each of the three categories, a score of
10 or thereabouts shows that the creature has the nerm for a human adult
male (based on an assumed medieval standard where the typical
individual was in “good shape” due to the necessity of hard laber), while
o score of 18 means thot the creature hos a compasite rating for above
average in all respects. By way of comparison, kobelds will hove an
average strength rating of 9, goblins 10, ores 12, hobgoblins 15, gnolls 16,
bugbears 17, ogres 18, and trolls a sirength rating of 18+. Gnomes have
an average sirength rating of 10, dwarves 14, elves 12, halflings 8, and
giants 19 and up.

Exceptional Strength: Assume further that a strength of 18 indicates that
the creature can lift weight equal to its own body weight, or 180 pounds,
whichever is the greater, above its head. This rating is modified by o
restriction that no creature of human/humanoid nature can lift more than
twice its own body weight above its head. A human with an 18 strength
and an additional percentile dice roll is able 1o lift 1 additional pound for
every percenfage point up to and including 50%, 4 pounds for every per-
centage point from 51% to 90%, and 8 pounds for each percentage point
from 91% to 00%.

Intelligence: The intelligence rating roughly corresponds to our modern
“IQ" scores. However, it ossumes mnemonic, reasoning, and learning
ability skills in additional areas outside the written word.

Wisdom: For game purposes wisdom ability subsumes the categories of
willpower, judgment, wile, enlightenment, and intuitiveness. An example
of the use of wisdom con be given by noting that while the intelligent
character will know that smoking is harmful te him, he may well lack the
wisdom to stop (this writer may well fall into this category).

Dexterity: The dexterity rating includes the fellowing physical charac-
teristics: hand-eye coordination, agility, reflex speed, precision, balance,
and octual speed of movement in running. It would not be unreasonable
to claim that a person with a low dexterity might well be quite agile, but
have low reflex speed, poar precision, bad balance, and be slow of foo!
{but slippery in the grasp).

Constitution: This character obility rating is @ general heading under
which falls the character’s physique, health, resisiance, and filness. An
individual who catches cold if exposed 1o a slight draft has o constitution of
5or less in all probability. Rasputin had an 18 constitution!

Charisma: Many persons hove the sad misconception that charisma is
merely physical attractiveness. This error is obvious to any person who
considers the subject with perceptiveness. Charisma is a combination of
physical appearance, persuasiveness, and personal magnetism. True
charisma becomes evident when one considers such historic examples of
Julius Caesar, Naopoleon Bonaparte, and Adolf Hitler. Obviously, these
individuals did not have an 18 score on physical beauty, so it is quite
possible to assume thai scores over 18 are possible, for any one of the
named historical personalities would have had a higher charisma scare —
there can be no question that these individuals were 18’s — if they would
have had great aftractiveness as well as commanding personal magnetism
and superb persuasiveness.

CHARACTER RACES
PLAYER CHARACTER RACIAL TENDENCIES

As a general rule, the player will develop the personality and other char-
acteristics of his or her personae in the campaign, and little or no DM inter-
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ference is necessary in this regard. To find the general height and weight
ot a PC use the tables given for development of NPCs. Alignment must
certainly affect, if not dictate, much of the actual behavior of each PC, and
so it will affect characteristics as well. In this regard it is impartant for you
1o see that the particular characteristics of each persona meet with the
overall character and alignment of the individual adventurer concerned.
Racial characteristics can also be a factor. Consider the following guide-
lines.

Dwarves tend 1o be dour and taciturn, They are given to hard work and
care little for mest humor. They are sirang and brave, but they also enjoy
beer, ale, mead, and even stronger drink. Their chief love, however, Is
precious metal, particularly gold. They also enjoy gems, of course, particu-
larly those of opagque nature (except pearls which they do not like) and
diomands. They like the earth and dislike the sea. Considering that their
women tend to be bearded 100, it is not surprising that some dwarves are
somewhat forward in their behavior towards females not so adorned. If
dwarves are a trifle suspicious and avaricious, they generally make up for
such faults by their courage and tenacity.

Elves are often considered flighty or frivolous, and this is the case when
they do not believe a matter ta be of import. They concern themselves with
the natural beauty arsund them, dancing and frelicking, playing and sing-
ing unless necessity dictales otherwise. Becouse elves love nature. they
ore not fond of ships or mines, but of growing things and the lands under
the sky. They do not maoke friends easily, but friend or enemy is never for-
gotten. Their humor is clever, as are their songs and poetry. Elves are
brove but never foolhardy. They feast, but eat sparingly, drink mead and
wine, but seldom become drunk from excesses. While they find well-
wrought [ewelry a pleasure to behold, they are not overly interested in
money or gain. Magic fascinates elves, however, and if they have a
weakness il lies in this desire. If elves tend lowards haughtiness and ar-
rogance at times, they are not inclined to regard their friends and as-
sociates as anything other than equals,

Gnomes are most lively and full of humer — often on the black side or
practical jokes. They enjoy eating and can drink as much as dwarves do.
They are sly and furtive with those they do not know or trust, and even
somewhat reserved with most bigger falk such os elves or humans.
Gnomes love all soris of precious stones, and they are masters of gem
polishing and cutting. In most other respects they are not unlike dwarves,
but they enjoy the open world of growing things almost as much os their
mines and burrows.

Half-Elves are usuolly much like their elven parent in characteristics, al-
though 1o somewhat lesser extent thon a pure elf.

Halflings are quite similar to gnomes, although they eat more and drink
less. They also are prone to favor natural beauty and the outdoors more
than they do their burrows. They are not forward, but they are abservant
and conversational if in friendly company. Because they are more open
and outgoing then either dwarves or elves, they get along with most ather
races far better than the former two do. Halflings see wealth as a means of
gaining comforts anly, for they love creature comforts. If they are not
overly brave or ambitious, they are generally honest and hard-working
when there is need. Halflings love stories and good jckes and are perhaps
atrifle boring at times.

Half-Ores are boors. They are rude, crude, crass, and generally obnoxious.
Becouse most are cowardly they tend 1o be bullies and cruel 1o the weak,
but they will quickly knuckle under to the stronger. This does not mean thot
all half-orecs are horrid, only most of them. It neither means that they are
necessarily stupid nor incopable. They will always seek to gain the upper
hand and dominale those around them so as to be able 1o exercise their
natural tendencies; half-orcs are greedy too. They can, of course, favor
their human parent more than their orcish one.

CHARACTER CLASSES
FOLLOWERS FOR UPPER LEVEL PLAYER CHARACTERS

Your players know thai upon reaching certain levels and doing certain
things (such as building a stronghold) they will be entitled to attract a body
of followers. These followers might be fanatically loyal servants of the
same deity (or deities) in the case of clerics, stalwart admirers of fighters,
or whatever, Your players will eventually turn to you for infermation on
who or what they gain — and, when the time actually comes and they

CHARACTER CLASSES (FOLLOWERS)
have reached the |evel and done the right things, you will be able 1o
quickly inform each and every one concerned of what fate has decreed by
way of followers:

Clerics:

Rol| for each category (all are 0 level men-at-arms).

2-8 heavy cavalry, plate mail & shield; lonce, broad sword, and mace
3-12  medium cavalry, chain mail & shield; lance, flail and short sward
5-30 light covalry, studded leather & shield; light crossbow and pick
5:20 heavy infaniry, splint mail; batile axe and long sword
5-30  heavy infantry, chain mail; pole arm* and hand axe
5-30  heavy infaniry, ring mail; heavy crossbow and shor sword,

10-50  light infantry, padded armor & shield; spear and club

® Select 1ype or types randamly or assign whichever you desire.

Fighters:

Roll ance for leader type, once for trocps/followers (all are D level men-
at-arms).

Leader

01-40  5th level, plote mall & shield; + 2 magic batle oxe

41-75  &th level, plate mail & +1 shield; +1 magic spear and +1
dagger

76-95  6th level, +1 plate mail & shield; arms as above: lieutenant 3rd
level, splint mail & shield; crossbow of distonce

96-00 7th level, +1 plate mail & +1 shield; +2 magic sword (no
special abilities); rides o heavy woarhorse with horseshoes of
speed

Troops/Followers

01-50 company of 20 light covalry, ring mail & shield; 3 javelins, long
sword, hand axe; and company of 100 heavy infantry, scale mail;
pole orm* ond club

51-75 company of 80 heavy infaniry — 20 with splint mail, 60 with
leather armor; 20 with morning star and hand oxe, 60 with pike
ond short sword

76-90  compaony of 60 crossbowmen, chaln mail; 40 with heavy crossbow
and short sword, 20 with light crossbow and military fork

91-00 company of 60 cavalry — 10 with banded mail and shield, 20 with

scale mail and shield, 30 with studded leather ond shield; 10 with
lance, bastard sword, and mace, 20 with lance, long sword and
mace, 30 with lance and flail

* Select type or types randomly or assign whichever you desire.

Rangers:

Roll 2d12 to find the number of followers (or creatures attracted to serv-
ice). When the number is generated, adjust the following percentile dice
rolls as follows:

2d12Result  Modify d% As Follows
2 add +25% to each roll
3 add + 15% to each roll
4 add + 10% to the first rall
54 odd + 5% to the first roll
79 no adjustment
10-12 deduct -5% from =ach roll
13-16 deduct -10% from each rol!
17-20 deduct -20% from each roll
21-24 deduct -30% trom each roll

If any oddition or subtraction falls within a category no longer permissible,
or if a subtraction results in o score under 01, roll again.

When the number of rolls the ranger player character is entitled to is dis-
covered, and the adjustment necessary noted, determine the fol-
lowers/creatures using the tables below. All scores over 70 are special,
and the ranger is able to attract one follower/creature group only from
each category, as noted.

Add all creatures of any sort to find total followers, demi-humans
included.
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Dice Thieves:
Score Result
01-50 see HUMANS, TABLE | Roll 4d6 1o determine the number of lesser thieves which the character will
51.70 sea DEMI-HUMANS, TABLE I attract: Determine race and level of each thereafter, madifying the d% roall
71-80 see ANIMALS, TABLE 1 for level os follows:
8190 see MOUNTS, TABLE IV
91-95 see CREATURES, TABLEV 4d6 Result Level Modifier Percent
96-00 see SPEC|IAL CREATURES, TABLE VI 4 add + 20% to each roll
5.6 odd + 15% to each rall
7-9 add + 5% to each rall
1015 na adjustment
HEMANS, TASLE | 16-20 subtract - 5% from each roll
Dice Loval 21-24 subtract 10% from each roll
Score  Charocter Class Range
01-15 clenc 1-4 RACE OF THIEF
16-40 druid 2-5
41-85 fighter 1-& Dice Dice
86-95  ranger 1-3 Score Race Score  Race
96-00  moagic-user 1-3 01-10  dwarver* 31-35  halfling*
11-20 elven* 36-55  half-orcish*
DEMI-HUMANS, TABLE Il 21-25 gnomish® 56-00  humaon
26-30 half-elven*
Dice Level
Score  Chaoracter Race & Class Range  Number
01-15  DWARF fighter 1-4 2 LEVEL OF THIEF
16-20  DWARF fighter/thief 1 1
21-40  ELF fighter 2.5 2 Dice Dice
41.45 ELF fighter/magic-user 1 ] Score Level Score Level
46-50  ELF fighter/magic-user/thief 1 1 01-20 1 81-90 5
51-60  GNOME fighter 1-3 3 21.45 2 91-95 é
61-65  GNOME fighter/illusionist 1 1 46-65 3 96-00 =
66-75  HALF-ELF cleric/ranger 1 1 66-80 4
76-B0 HALF-ELF cleric/fighter/magic-user 1 1
g;:g: E:t;fhg'ﬁ;;ﬁ;*h'ef IIS ; * 15t level nan-human (or part human) thieves have a 25% chance of be-
96-00  HALFLING fighter/thief 1 1 ing multi-classed. Use the table below if multi-class is indicated.
Note: Followers with the professed closs of thief are always neutral good. MULTI-CLASS THIEF FOLLOWER TABLE
ANIMALS, TABLE 1 (Ono Roll Dnlr On This Tﬂh‘ﬂ} Race Other Profession (RO“ dé As |ﬂdi€ﬂ‘|.d)
dwarf fighter
Dice elf fighter (1-3), magic-user (4-5), fighter/magic-user (&)
Score  Animal Number gnome fighter (1-5), illusionist (&)
01-20  bear, black ! half-elf same as elf obove
21-55  bear, brown 1 halfling tighter
56-65  blink dog 2 half-orc  cleric (1-3), fighter (4-6)
66-80  lynx, glant 2
81-00 owl, giant 2 Assassins:
MOUNTS, TABLE IV (One Roll Only On This Table) Upon attaining Guildmaster/Guildmistress status, roll 7d4 10 determine the
number of lower level ossassins in the local guild. You may adjust this
Dice result according to the population of the areo if you deem it necessary.
Score  Mount Number After determining this number, find the race and level (below) and then
01-35 geaar 1-3 find which will stay (75% will desert the guild, as noted in the PLAYERS
36-75  hippogriff ! HANDBOOK). All new assassins coming 1o fill the ranks will be 15t level,
7600 pegasus ! but race must be determined on the RACE OF ASSASSIN TABLE.
CREATURES, TABLE V (One Roll Only On This Table)
RACE OF ASSASSIN TABLE
Dice
Score  Creature Number Dice Dice
01-50  brownie 1-2 Score Race Score  Race
51-75  pixie 1-4 01-05 dwarven* 16-25  half-elven*
76-80  pseudo-dragon 1 06-10 elven® 26-50  half-orcish*
81-90  satyr 1 11-15 gnomish* 5100 human
91-00 sprite 2-4
SPECIAL CREATURES, TABLE VI (One Roll Only On This Table) LEVEL, OF ASSASSIN
Dice Dice Dice
Score  Special Creature Number g:'; ; L'T?l :?;; l";.l
01-05  copper dragon* 1 16:30 g¢ 76-35 &
06-10  giant, storm | 8)1-45 3 36-95 7
11-30  treant 2-5 46_ &5 4 ‘?6.00 8
3175 werebear 1-2 = =
76-00 weretiger 1-2
* 1st and 2nd level non-human (or part human) assassins have a 25%
* Roll d4 + 1 fo determine the age category of the dragon. It will, of chance of being multi-classed. Use the table belaow if multi-closs is in-
course, possess no treasure. dicated
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MULTI-CLASSED ASSASSIN TABLE

Race Other Profession (Roll dé As Indicated)
dwarf no other class permitted

elf rio other class permitted

gnome fighter (1-4), illusionist (5-6)

half-elf no other class permitied

half-ore fighter (1-2), cleric (3-6)

Grandfather/Graondmother of Assassins: The leader of oll assassins (o
naminal title al times . . . ) will always have 28 followers of 2nd through
8th level os follows:

1 Bth level, 2 7th level, 3 &1h level, 4 5th level, 5 4th level, 6 3rd level,
and 7 2nd level (= 28),

In addition, there will be from 4-16 1st level followers, Dice for race using
the table above. It is recommended that you develop henchmen for the
Grandfather/Grandmother after discovering the abilities of his or her fol-
lowers. Mercenary fighlers and men-at-arms should suit the circumstances,
but in general they should be very well armed and equipped and include
cavalry, infantry, and missile-armed iroops as well. Naturally, should a
NPC Grandfather/Grandmother of Assassins be displaced by o player
character, followers will be 75% likely 10 leave, as usual, but the new
leader will eventually atract a following of up 10 44 (28 + 4-16) assassins,
the newcomers being found as if they were atiracied 1o a new Guildmaster
of Assassins, i.e. 1st level newcomers,

Unless the followers are a body, they will not come at the same time, After
the conditions for obtaining such a tollowing have been met, generate a
random number from 1 1o 30 (d10 using dé to determine 10%s, 1-2 = no
addition, 3-4 = add 10, 5-6 = add 20 1o the score of the d10). The result is
the day after completion of the requirements on which the first follower(s)
will appear — in some cases, all of those coming. Therecofier, additianal
followers due the character will arrive at intervals of 1-B doys until all have
arrived. If there is no one available 1o receive them they will wait from 1-4
days and then depart forever, In the latter case the character has lost that
follower forever. It is permissible to allow some henchman or servant 1o
care for followers if the character designates such duty.

The Paladin's Warhorse:

When the palodin reaches 4th or higher |level, he or she will eventually
call for @ warhorse (as detailed in the PLAYERS HANDBOOK). It will
magically appear, but not in actual physical form. The paladin will
magically “see” his or her faithful destrier in whatever locale it is currently
in, and it is thereafter up 1o the paladin to journey 1o the place and gain
the steed. As a rule of thumb, this journey will not be beyond 7 days ride,
and gaining the mount will not be an impossible task, The creature might
be wild and nacessitate capturing, or it might be guarded by an evil fighter
of the same level as the paladin, and the latter will then have to overcame
the former in mortal combat in order 1o win the warhorse. In short, the
gaining of the destrier is a tosk of some small difficulty which will take o
rumber of days, possibly 2 or more weeks, and will certainly test the
mettle of the paladin. Once captured or won, the warhorse knows ifs role
and relationship 1o the paladin, and it will faithfully serve thereafter for 10
years. Thereafter, the paladin must seek another mount, as the former one
will be 100 old to be useful.

The intelligence of a paladin’s warhorse is 5-7 points. The number of hit
points per hit die of the steed will never be fewer than 50% of the level of
the paladin, i.e., a 4th level paladin means the warhorse he or she gains
will have at least 2 hit points per hit die, excluding the additional bonus of
+5, while a 16th level poladin’s special steed will have maximum hit
points (8) per die, of 5 X 8 = 40 45 (additional hit points) = 45 total hit
paoints for 5 + 5 hit dice.

If the character loses palodinhood for any reason, there will be an
immutable enmity between character and mount, and the former will not
be able 1o ride the latier, while the sieed will escape at first appartunity.
SPYING

In general most spies will be hired assassins, although it is likely that some
regular spies will be employed by player characters from time 1o time

Most spying missions will fall into the following categories:

SIMPLE: Missions which require information regarding the general state of
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defenses and numbers of troops or preparations for some activity. Simple
missions require only the observations of the spy acting in a non-eritical
role, i.e. just being around as one of many individuals in the place.

DIFFICULT: Missions of this category require the spy to gain some secret in-
formation such os plans, decuments, maps, ete. Difficult missions require
the spy fo goin access to something or gain the confidence of somecne,
and so the spy must actively pursue his or her role in an outstanding
manner.

EXTRAORDINARY: Missions of long, complex, and hazardous noture which
require insinuation of the spy info an organization or operation and the
relay of detailed information on o continuing basis from the spy. Extra-
ordinary missions require long-term association of the spy with the spied-
upan and the continuing acquisition of general and specific information of
highly detailed and secret nature.

In simple missions there is little risk of discovery, while risks become more
likely in difficult missions, and very great in extraordinary missions. Where
a player character is invelved, spying missions are a matter of interaction
according fo the dictates of the player involved, through the DM, according
to the situation as known by him or her and the reactions of the spied-
upon. In the case of @ non-player character undertaking a spying mission,
a success table is used.

ASSASSIN SPYING TABLE

Level Of The Chance of Success According To Category
Assassin/Spy Simple Difficult Extraordinary

1st 50% 30% 10%

2nd 55% 35% 15%

3rd 60% 5% 15%

4th 65% 40% 20%

5th 70% 45% 25%

éth 75% 50% 25%

7th 80% 55% 30%

Bth 85% &0% 35%

Dth 85% 50% 40%

10th 90% &5% 45%

1th 90% 65% 50%

12th 5% 65% 50%

13th 95% 70% 50%

14th 95% 70% 50%

15th 5% 73% 50%

16th 95% 75% 55%

17th 5% 75% 60%

Time Required To Accomplish Mission:

The length of time necessary 1o travel 1o the region in which the spying
activity is to take place must be determined by the referee according to cir-
cumstances. Once in the necessary locale, the spy will then take a variable
period of time to accomplish the mission (or fail), accarding to the degree
of difficulty of the task:

SIMPLE: 1 to 8 days
DIFFICULT: 5 to 40 days
EXTRAORDINARY: As required

Exiraordinary missions must be determined by the circumstances of the
cose. For example, a spy sent to become o member of a secret society
might lake @ month to discover the recruiting requirements of the society,
and then spend one or more months making himself or herself eligible for
recrultment, and then become insinuated in the group. Thereofter, he or
she would gain simple or difficult information according to the time re-
quirements shown, and special information could be gained only as the
individual gained more and more stotus within the organization through
continued membership and seemingly outstanding ceniribution.

Chance Of Discovery:

There always exists a chance of discovery, no matter how simple the
mission. The base chance to be discovered is o cumulative 1% per day of
time spent spying, subject to o maximum of 10%. minus the level of the
spy. Even if the latter brings chance of discovery to a negative percentage,
there is always a 1% chance. Modifiers are dependent upon the pre-
coutions ogainst spying taken by the spied upon.
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No Precautions = 1% chance per week

Minimal Precautions = modified % (1% to 10%) chance per week
Moderate Precoutions = modified % chance twice per week
Strong Precautions = double modified % chance twice per week

Minimal precautions represen! occasional checks on individuals and their
activities and same waich an impartant infarmation. Moderate precautions
are simply more frequently carried out minimal precautions and more
careful questioning of anyone behoving in a suspicious manner. Strong
precautions include many security checks on individuals and information,
as well os counterspies operating to discover any such activity.

If a spy actually becomes a leader in a group, the chance for being
detecied then drops 1o 1that of the category of NO PRECAUTIONS, as the in-
dividual is regorded as being “above suspicion”, i.e. only certain jealous
or ferret-like operatives will still check on the individual.

Chance of discovery will increase 1enfold if o spy is cought and anciher
spy is still anempting to operate during @ period of 20 1o 50 days thereafrer

To find if o spy is discovered, roll percentile dice according to the time
period stated. If the mission takes only o fraction of the time stoted, roll o
third percentile die for 1enths of percent. Thus 1% per week equals .14%
chance per day, so a rol| of 99.9% indicates discavery on @ | day mission, If
a spy is discovered, go o the SPY FAILURE TABLE below.

Spy Faoilure:
If, ofter spending the requisite time, the spy rolls and is not successtul,
various possibilities exist. The results are determined on the 1able below.

Note that this table is also used for spy discovery, with appropriate
modifiers.

SPY FAILURE TABLE

Dice

Score Result

01-35 Further attempts fo gain success are possible, but time 10 accom-
plish the mission must again be delermined

36-60  Any further spying attempts will be 90% likely to result in failure,
discovery, and imprisonment

61-80  Spy caugh! is in suspicious act, imprisoned, and nothing further is
heard*

B1-95  Spy is caught with positive proof of spying activity, and is tortured
(1-2 dead, 3-4 revealed everything, 5-6 turncoat)*

96-00 Spy s killed or turns coat if counterspies are present

* If counter spies are employed they will give the spy talse information
and follow him ar her to find where he or she came from and who sent
him or her 1o spy in the first ploce.

Moditiers:

Difficult Mission = 4 10% on FAILURE dice score
Extraordinary Mission = 5% on FAILURE dice score
Discovered = +25% on FAILURE dice score

Fanatical Spies:

Spies who are absoclutely dedicated to their moster or a cause cannot be
assassins normally hired 1o spy, but such can exist. These spies will never
become double agents. On any dice 1otal over 60 they simply kill them-
selves.

(Cf. EXPERT HIRELINGS for the cost of non-player character spies.)

THIEF ABILITIES

The following additional explanations of thief abilities will help you 1o
prevent abuse of these activities by thieves, and other characrers able 10
use these abilities in whole or in part, in yaur campaign.

Roll of the dice for any thief function must be kep! absolutely secret, so the
thief (or similar character) does not know the results!

Back Stabbing: Opponents oware of the thief will be able to negote the
attack form. Certain creatures (otyughs, slimes, molds, etc.) either negate
surprise or have no definable “back™, thus negating this ability,
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Picking Pockets: Foilure allows additional attempts. The wvictim might
notice and allow the thief to operate anywoy in arder to track him or her
back to the place he or she uses as a headquarters. Up 1o two attempts at
picking o pocket can be mode during a round.

Opening Locks: The act of picking the lock to be opened con take from
1-10 rounds, depending on the complexity of the lock. As o rule, most locks
will take but 1-4 rounds of time to pick.

Finding And Removing Traps: Use the time requirements for opening
locks. Time counts for each function. Small or large trops can be found, but
not magical or magically hidden trops.

Moving Silently: Silent movement is the same os nermal exploratory
movemenl!, i.e. 12° per round os the thief creeps up (croadles) upon the
area or victim or whatever. Do NOT infarm the thief that his or her dice
score indicated a lack of success at this attempted stealth, if that is the
cose. He or she thinks the movement is silent, and the monsier or other
victim will inform the charocter of his or her misapprehension soon
enough.

Hide In Shadows: As is plainly stated in PLAYERS HANDBOOK, this is
NEVER possible under direct (or even indirect) observation, If the thief
insists an trying, allow the attempt and throw dice, but don’t bother to read
them, as the fool is as obvious as a coal pile in o bollroom. Likewise, if a
hidden thief attempts movement while under observation, the proverbial
jig 15 up for him or her. Naturally, o creature closely pressed in melee is not
likely 1o bother with locking for some thief not directly in the line of sight,
but if vision would normally extend 1o the thief’s area of activity, then ob-
servation rules apply. Unobserved attempts to hide in shadows must like-
wise stand the hazard of the dice roll. A score greater than the required
number shows that the character’s ability is not on a par with his or her
intent, and although he or she THINKS hiding has been successful, the
creature locking in that direction will note a suspicious outline, form, or
whatever. Note also that a thief hiding in shodows is still subject to
detection just os if he or she wos invisible (see INVISIBILITY, DETECTION
OF INVISIBILITY table).

Hearing Noise: This is preny straightforward. The thief, just as any other
character, must 1ake off helmet or other obstructing headgear in order 1o
press his or her ear 1o the door surface in order 1o hear beyond

Climbing Walls: This is probably the most abused thief function. although
hiding in shodows vies for the distinction. The ability te climb walls is
something which is acquired thraugh training and practice, just as are most
of the ather functions of the thief. The rate ot which vertical or horizontal
movement is possible depends upon the texjure and other conditions of
the surface

WALL CLIMBING TABLE, FEET PER ROUND OF CLIMBING

Woll Surface Is Condition Of Surface*
Best Described As: Non-Slippery  Slightly Slippery  Slippery
very smooth — few

cracks &' < 3 o
smooth but cracked —

somewhal rough 12 & I
fairly rough and some

cracks — very rough 18’ 9 &'
rough and with ledges or

many projections 24’ 12 ¥

* SLIGHTLY SLIPPERY surfaces DOUBLE chances of slipping and falling. SLIP-
PERY surfaces make chances of slipping and falling TEN TIMES more
likely. Thus, o slippery surface cannot! be attempted successfully by any
thief under é6ih level, and even a 101h level thief has o 10% chance per
round of slipping and falling.

Be certain to check each round of vertical er herizontal movement for
chance of slipping and falling, Surfaces which are inclined inwards move
towards greater degrees of difficulty — a non-slippery one being freated
as slightly slippery, ond o slippery one being vinually unclimbable.
Surfaces Inclined awoy from the perpendiculor on on autward angle may
ke treated as either o bener surface condition or rougher texture, if the
degree of incline is sufficient to make climbing easier,

Mos! dungeon walls will fall into the foirly rough to rough category. Some
will be non-slippery, but most will be slightly slippery due to dampness
and slime growth.
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Reod Languages: This ability assumes that the language is, in fact, one
which the thief has encountered sometime in the post, Ancient ond strange
languages (those you, as DM, have previously designated as such) are
olways totally unreadable. Even if able 1o read o language, the thief
should be allowed only to get about that percentage of the meaning of
what is written as his or her percentage ability to read the tongue in the
~ first place. The rest they will have to guess at. Languages which are
relatively close to those known by the thief will not incur such a penalty,

THIEVES AND ASSASSINS SETTING TRAPS

Simple mechanical traps can be set by thieves or assassins, The chance 1o
do so successfully is equal 1o that of the chance shown for detecting such
traps, but in this cose the assossin operates at an ability level equal to two
levels above his or her own and exactly as if he or she were a thief, e.g. o
5th level assassin has the same chance of setting a trap as a 7th level thief
does,

Simple traps are those which involve mechanical components which the
character setling them has normal access lo, such as arrow fraps, Ifip wires,
and spring-propelled missiles. Special devices such as poisoned needles,
scything blades, and ony similar traps with special mechanicol com-
ponents will also require the efforts of one or more specialists — those re-
quired to manufacture the component parts.

Whenever a thief or assassin character desires to set a trap, require him or
her to furnish you a simple drawing to illusirate how the trap will function.
If the chance to successfully set the trap results in failure, there is a chance
of cousing injury 1o the trap setter, just as if he or she had set such a trap
off. This chonce is rolled for separately and is the obverse of the chonce for
successful setting of a trap. The drawing of the trap will modify the
chances for injury in cases where failure results. Modification can be
upwards or downwards according to the complexity and danger of the
trap. Note that even with a prepared mechanism for o poison needle, for
example, the trap must be set, and failure can resull. Gloves or protective
handwear cannot be worn when setting such fraps.

Finally, failure on the first attempt 1o sef a frap does not mean that the thief
or assassin can never sel the trap. Unlike other similar thief functions,
repeated atfempts are permissible.

ASSASSINATION EXPERIENCE POINTS

An assassin receives 100 x.p./level of the character assassinated minus or
plus 50 x.p. for every level the assassin is greater or lesser than his or her
victim. This is modified by muliipliers for the degree of difficulty of the
mission — simple (X Y), difficult (X 1), or extraordinary (X 1'4). The expla-
nations for difficulty given under SPYING should be used as guidelines
here. The experience given above is added to the regular experience
earned for killing the victim, as if he or she were a monster. Experience is
also given far the fee the assassin is paid.

Therefore, if an 8th level assassin snuck up on and surprised a 10th level
magic-user in the dungeon and successfully assassinated him, the assassin
would receive 1,000 x.p. plus another 100 x.p. since the magic-user was 2
levels higher than he. However, since it was a simple mission, the total
1100 x.p. would be multiplied by %, giving 550 points. This is added 1o the
2400 x.p. normally received for killing this magic-user, making a final total
of 2950 x,p. earned, exclusive of fees.

ASSASSINS' USE OF POISON

Assassins use poison just as any other character does, according to the
dictates of the DM. That! is, they use the normal tables for poison types
(g.v.). When an assassin reaches 9th level (assassin), he or she may opt fo
make a study of poisons. This decision should come from the player in the
case of a player character, i.e. do not suggest it or even intimaote that such
a study can be undertaken. The study will require mony weeks and cost
from 2,000 1o 8,000 g.p. per week. The assassin must find a mentor — an
assassin who hos already made such a study and actually has put the
techniques into practice. In most cases this will be a non-player character
assassin of 12th or higher level, who will charge the variable amount. The
cost reflects both time and the poisons used in the training, If a player
character is involved, he or she must actually hove a wide variety of
animal, vegetable, and mineral poisons on hand for the training; but he or
she can also set the fee as he or she sees fit,
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It is not the place of this work to actually serve as a manual for paisons and
poisoning, Not only is such o subject distasteful, but it would not properly
mesh with the standard poison system used herein. Therefore, the assassin
must spend 5-8 weeks to learn each of the following poison skills:

— proper use of all poisons effective in the blood siream only

— proper use of poisons effective through ingestion anly

— proper use of contact poisons and poisons effective when in the
blood stream or ingested

— the manufacture of poisons and their antidotes

Thus, after 20-32 weeks of study, the assassin will have complete knowl-
edge of 90% of all poisons known. He or she can then use poisons at full
normal effect and have the following options as well:

— choose to assassinate by an instantaneous poison

— elect 10 use a slow acting peison which will not begin 1o affect the
victim for 1-4 hours after ingestion

— elect 10 use a poison which gradually builds up after repeated doses
and kills 1-10 days after the final dose

The assassin must compound the poison, of course. The DM will have to
adjudicate this manufacture as he or she deems best. To simulate such
manufacture, it is suggested that a week of time and a relatively small out-
lay (200-1,200 g.p. for materials, bribes, etc.) suffice for any poison. In-
stantaneous and very slow, undetectable poisons should be more
time-consuming and costly, but not greatly so.

This does not guarantee the assassin success, naturally, for he or she must
still manage the poisoning and then escape. However, it will give a far
better chonce and also provide leverage with regard to o slow poison by
knowing the antidote. Note that the assassin can stop his or her study at
any point, knowing only the knowledge gained in the completed course of
study, Also during any course of study, the assassin may not engage in any
other activity, or he or she must begin studying again from the beginning
of the course. This means that during from 5-8 game weeks the assassin
character will be out of play.,

One type of poison which assassins can learn to compound is blade
venom. Blade venom (always an insinuative poison; see Poison Types)
evaporates quickly. For the first day after its application it does full
damage, the second day half, and by the third day none. It is likewise
removed by use: on the first hit it will do full damage, on the second hit
half damage, and by the third it will be gone. Partially evaporoted or used
death poisons allow the victim a +4 on his or her saving throw.

Poison Types:

The poison of monsters, regardless of its pluses or minuses to the victim’s
saving throw, is an all-or-nathing affair, That is, either they do no damage,
or they kill the victim within a minute or so. Poison potions generally do
the same, although you may optionally elect to have any given one be
slow-acting, so that the victim will notice nothing for 1-10 hours after
quaffing it. Monster poisons are all effective by either ingestion or insinua-
tion into the body and blood stream of the victim. Poison pations must be
ingested. If you allow poison use by characters in your campaign, users
can purchase ingestive or insinuative poisons only, having to obtain
dual-use poisons from monsters.

Purchased poisons are classified and priced as follows:

Domage lf Damage If

Paoison Cost/Dose  Onset Time Save No Save
Ingestive

A 5g.p. 2-8 rounds 10 h.p. 20 h.p.
B** 30g.p. 2-5 rounds 15 h.p. 30 h.p.
e 200 g.p. 1-2 rounds 20 h.p. 40 h.p.
pivhs 500 g.p. 1 segment 25h.p, death
E 1,000 g.p. 1-4 turns 30 h.p. death
Insinuative

A* 10g.p. 2-5rounds 0 h.p. 15h.p.
gee 75g.p. 1-3 rounds Oh.p. 25h.p.
Py 600 g.p. 1 round Oh.p. 35h.p.
D¥ee 1,500 g.p. 1 segment 0 h.p. death

® Saving throw at +4, chance of tasting/smelling/seeing poison 80%.

** Saving throw at +3, chance of tasting/smelling/seeing poison 65%.
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*** Saving throw at +2, chance of tasting/smelling/seeing poison 40%.

**** Saving throw al + 1, chanece of tasting/smelling/seeing poison 15%.

Assassins use all forms of poison, other than those listed above, at an
efficiency which gives the victim +1 on the saving throw; oll other
character types use them at an efficiency level which allows the victim +2
on saves (in oll cases). Assassins who haove studied poisoning have no
penalty. (See ASSASSINS' USE OF POISONS.)

THE MONSTER AS A PLAYER CHARACTER

On occasion one player ar another will evidence a strong desire 1o operate
as a monster, conceiving a playable character os a sirong demon, a devil,
a dragon, or one of the most powerful sort of undead creatures. This is
done principally because the player sees the desired monster character as
superior to his or her peers and likely to provide a dominant role for him or
her in the campaign. A moment of reflection will bring them to the un-
alterable conclusion that the game is heavily weighted towards mankind.

ADVANCED D&D is unquestionably “humanocentric”, with demi-humans,
semi-humans, and humaneids in various orbits around the sun of
humanity. Men are the worst monsters, particularly high level characters
such as clerics, fighters, and magic-users — whether singly, in small
groups, or in large companies. The ultra-powerful beings of other planes
are more fearsome — the 3 D's of demi-gods, demons, and devils are
enough fo strike fear into most characters, let alone when the very gods
themselves are brought into consideration. Yet, there is a point where the
well-equipped, high-level party of adventurers can chaollenge a demon
prince, an arch-devil, or a demi-god. While there might well be some near
or part humans with the group so doing, it is certain that the leaders will be
human. In co-operation men bring ruin upon monsterdom, for they have
no upper limits as to level or acquired power from spells or items.

The game features humankind for o reason. It is the most logical basis in
an illegical game. From a design aspect it provides the sound groundwork.
From o standpoint of creating the campaign milieu it provides the most
readily usable assumptions. From a participation approach it is the only
method, for all players are, after all is said and done, human, and it allows
them the role with which most are most desirous and capable of identify-
ing with. From all views then it is enough fantasy to assume a swords &
sorcery cosmos, with impossible professions and make-believe magic. To
adventure amongst the weird is fantasy enough without becoming that
too! Consider also that each and every Dungeon Master worthy of that fitle
is continually at work expanding his or her campaign milieu. The gome is
not merely @ meoningless dungeon and an urban base around which is
plopped the dreaded wilderness. Each of you must design a world, piece
by piece, as if a jigsaw puzzle were being hand crafied, and each new
section must fit perfectly the pattern of the other pieces. Faced with such o
task all of us need all of the aid and assistance we can get. Without such
help the sheer magnitude of the task would farce most of us fo throw up
our hands in despair.

By having a basis to work from, and a well-developed body of work to
draw upon, ai least part of this 1ask is handled for us. When history, folk-
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lare, myth, fable and fiction can be incorporated or used as reference for
the campaign, the magnitude of the effort required is reduced by several
degrees. Even actual sclences can be used — geography, chemistry,
physics, and so forth. Alien viewpoints can be found, of course, but not in
quantity (and often not in much quality either). Those works which do not
feature mankind in a central role are uncommon. Those which do not deal
with men ot all are scarce indeed. To oftempt to utilize any such bases as
the central, let alone sole, theme for a campaign milieu is destined 1o be
shallow, incomplete, and totally unsatisfying for all parties concerned
unless the creator is a Renagissance Man and oll-around universal genius
with a decade or two 10 prepare the gome and milieu. Even then, how can
such an effort rival one which borrows from the talents of genius and
imaginative thinking which come 1o us from literature?

Having established the why of the humanocentric basis of the game, you
will certainly see the impossibility of any losting success for @ manster
player character. The environment for adventuring will be built around
humans and demi-humans for the most pari. Similarly, the majority of
participants in the campaign will be human. 5o unless the player desires a
character which will lurk alone somewhere and be hunted by adventurers,
there are only o few options open to him or her. A gold dragon can assume
human shape, so that is a common choice for monster characters. If align-
ment s stressed, this might discourage the would-be gold dragon. If it is
also pointed out that he or she must begin ot the lowest peossible value,
and only time and the accumulation and retention of great masses of
wealth will allow any increase in level (age), the idea should be properly
squelched. If even that fails, point out that the natural bent of dragons is
certainly for their own kind — if not absaclute solitude — so what part
could a solitary dragon play in a group participation game made up of
non-dragons? Dragon non-player characters, yes! As player characters, not
likety at all.

As to other sorts of monsters as player characters, you as DM must decide
in light of your aims and the style of your campaign. The considered
opinion of this writer is that such characters are not beneficial to the game
ond should be excluded. Note that exclusion is best handled by restriction
and not by refusal. Enumeration of the limits and drawbacks which are
attendant upon the monster character will always be sufficient to steer the
intelligent player away from the monster approach, for in most cases it
was only thought of as a likely manner of game domination. The truly ex-
perimental-type player might be allowed to play such a monster character
for a time so as to satisfy curiosity, and it can then be moved to non-player
status and still be an interesting part of the campaign — and the player is
most likely to desire to drop the monster character once he or she has
examined its potential and played thot role for o time. The less intelligent
players who demand to play monster characters regardless of obvious con-
sequences will soon remove themselves from play in any event, for their
own inepiness will serve to have players or monsters or traps finish them
off.

So you are virtually on your own with regard to monsters as player
characiers. You hove advice as to why they are not featured, why no
details of monster character classes are given herein. The rest is up to you,
for when all is said and done, it is your world, and your players must live in
it with their characters. Be good to yourself as well as them, and everyone
concerned will benefit from a well-conceived, well-ardered, fairly-judged
campaign bullt upon the best of imaginative and creative thinking.
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LYCANTHROPY

There have been many different appraaches 1o the disease of lycanthropy.
Many are too complicated to understand or are structured so poorly that
the werecreoture dominates the game. Lycanthropy as a form of player
character should be discouroged in AD&D. . This can be done by promoting
the human attributes instead of the beast’s, thus making lycanthropy unde-
sirable (as it should be),

Some players may nat realize that any damage of over 50% of hit points
sustained by bites in o fight with a lycanthrope may couse them to be
offlicted by the disease. When this happens it may be months after the first
night of the change before the character begins to suspect that lycanthropy
has taken hold of his or her being. After that first night all that will be
remembered is that the character waos very ill and extremely tired. In the
morning the townspeople will quite possibly be combing the couniryside
locking for @ rampaging lycanthrope. The player character may join in the
search for the werebeast, not realizing that he or she is the lycanthrope.
Atter a few months of changing, the adventurer will (or should) begin to
suspect that something is wrong, On the nights befare the full moon the
lycanthrope will become withdrawn and a bit eday, preferring his or her
own company 1o that of others — including family. It may be the torn and
shredded clothes he or she wakes up in or the mud and scratches on the
character’s arms and |legs thai irigger the realization that he or she may be
the werebeast the townspeople are searching for. If at all pessible, the DM
should try to moderate the campaign so that the players dan't know for
several months of game time that the characler is now a lyeanthrope.

Any human player character (humans are the only beings able to contract
lycanthropy) bitten for 50% or more of his or her natural hit points has a
100% chance of becoming a lycanthrope of the same type thal attacked
him or her. If the ployer eats any belladonna within an hour ofter being
bitten, there is a 25% chance the disease will not manifest itself, and thus
the charocter will not be offlicted by it. If not, then a 12th or higher level
patriarch must be found to administer a cure diseose within three days
after being bitten. If the adventurer is only able to find a patriarch of a
high enough level after the initial three days, he or she may elect instead
to have the priest attemipt a remove curse. This spell must be performed on
the player character when he or she is in wereform. The beast will need to
make a monster’s saving throw against magic, and while in wereform the
creature will fight violently to put as much distance os it can between it
ond the paotriorch performing the spell. If all this fails, there is still
hope . . .

At this point, if the player wishes to remain a lycanthrope the two charts
given later should be consulted in handling the lycanthrope as a player
choracter. If the adventurer decides to be cured and the methods
mentioned thus for have been unsuccessful, he or she may take refuge in
o holy/unholy place such as a monastery or an abbey, There the clerics
can administer to the afflicted one holy/unholy water laced with a goodly
amount of welfsbane and belladonna prepared by the spiritual methods of
that particular religion. This potation Is 1o be consumed by the victim at
least twice a day from a silver chalice. No adventuring may be done by the
character while he or she is being treated by the clerics. After a month or
more (depending upon how advanced the disease is) the player character
should be cured and somewhat poorer in the purse, as this procedure is
very costly. The clerics will charge for the cost of the herbs and the
holy/unholy water as well as for the services rendered. The DM moy alsa
wish to include the level of the priest as well as the adventurer into the
cost of this treatment.

If the character has died in o fight with a lycanthrope and is resurrected,
the disease will be 100% certain if the cleric raising the adventurer is un-
aware of the disease or fails to follow the proper procedure o eradicate it
The aforementioned cure will work on the werestricken adventurer who
has been resurrected. The cleric can use a cure disease (if there is still
time) or a remove curse (if there isn’t) on the dead adveniurer before em-
ploying the resurrection spell. If the cleric doesn’t take the above safety
measures, then it will be necessary to wait until the adventurer becomes a
lycanthrope 1o try to remove curse or use the cure with the herbs and
holy/unhely water.

if the character opts to remain a lycanthrope, many things will need 1o be
taken into consideration, such as the mental anguish caused by the act of
changing. Other things, like conflicting alignments between the character
and his or her lycanthrope nature, and what his or her family and friends
will do ence they discover that their friend and loved one is the werebeas!
that might have been terrorizing the countryside on the nights of the full
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moon, will have to be determined. The more extreme the difference in the
alignments of the adventurer and the beast, the more mental anguish the
character will be prone fo suffer. For example, a lawful good paladin is
bitten by o werewolf, which is a chaotic evil creature, He doesn’t discover
that he has the disease until it is too late. His mental torment is great, es-
pecially when the moon is waxing full, up to the time it is full and then for
several days afterwards. (The DM may wish to select a mental disorder
from the section on INSANITY for the character to suffer from to reflect the
effects of the anguish coused by the disease). The paladin, even affer
being cured, is no longer a paladin because he is no longer pure enough
for that honored state. The DM can elect to have the gods send the paladin
on a quest in order to restore him to his paladinhood, but it is not recom-
mended.

No experience points may be gained by o player characier while in ly-
canthrope form. If the character is a fighter/lycanthrope, the fighter will
be able to gain levels only as a fighter, never as a lycanthrope. This
applies 1o all classes. The only way a lycanthrope will ever be able to
control the change from man to beast is with time measured by full moons.
There will be na control of the change into a werebeast for two years of
gome time and it will be another year before any control will be gained
for the change back into a human, On the nights of a full moen all lycan-
thropes with less than three years experience as a werebeast will change
into their wereform and remain that way from the rise of the moon 1ill
dawn.

There are other factors besides the full moon that can couse the release of
the werecreature in a person afflicied with lycanthropy. One common
cause is stress during a melee. If the character has lost more than ene-third
of his or her natural hit points during the fight, there is a 50% chance that
the werenature will emerge, causing the player character to be dis-
oriented for 1 to 2 rounds (characters with more than two years of experi-
ence as a lycanthrope will not suffer this disorientation). During this time,
the lycanthrope will be unable to engage in combat, He or she will also
sustain damage from the change os shown on the appropriate 1able given
below. Spells used in the vicinity of a lycanthrope such as monster sum-
moning IlI-VIl, conjure animals, and enimal summuoning Il might cause the
werenature fo be released. It will be up to the DM to decide what spells or
magic items could trigger the beast inside the afflicted adventurer. Argu-
ments with other player characters as well as fear could cause the change
from man 1o beost.

All lycanthropes will fight and do damage as described in the MONSTER
MANUAL regardless of how long the choracter has been o lycanthrope.
The diseased adventurer will eventually acquire the alignment of the ly-
canthrope form (if it isn’t the same already) within 2 1o 12 manths.

While in wereform the character will not be interested in any of his or her
belongings and will leave them where the change tock place. This
includes armor and weapons (except for wererats, who will carry swords),

Werebears are the most powerful form of lycanthrope. As with most lycan-
thropes, they will eventually flee to the woods. Once o werebear engages
in combat with a creature of an evil alignment it will fight until it or its
oppenent is dead. Seventy-five percent of the time, if a monster with an
evil alignment is encountered, the werebear will attack immediately.

Wereboars are the most foul-tempered of the lycanthropes. Their tempera-
ment is such that they will not join a party unless they can be the leader. If
they do join ene and are not its leader, they will argue bitterly with any-
one who disagrees with them. This action may couse them to change into
their werefarm from the stress invelved in the argument.

Wererats will want to live in the city near humans (humans being one of
their favorite foods). If a human is coptured ond not eaten immediately, it
will probably be held for ransom, A wererat will do all it can to keep the
party it is with from discovering thot it is a lycanthrope. Wererats are the
only lycanthropes that will carry a sword or use any kind of a weapon
while in animal form. When the marching order of a party is being
decided, a wereral will almost always volunieer 1o be in the rear,

Weretigers are usually interested only in what benefits them. They will
tolerate other cots to a certain extent and perhaps even have one for o
companion, In human form weretigers can be mistaken for magic-users if
they have a domestic cat for an apparent familiar. For this reason many in
AD&D will disguise themselves as a magic-user, possibly taking up the
trade just enough fo give the facade an oppearance of realism. Weretigers
might have no qualms about turning on their party if the party begins 1o
behave in a manner that the weretiger finds incompatible with its desires.
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Werewolves are chaotic evil and therefore very unpredictable, especially
in o melee. Werewolves tend to run in packs or family units. Seldom will
they jain a normal party of adventurers, and if they do, once discovered as
a lycanthrope they will turn and attack the party, usually choosing to do so
when the adventurers are in combat with another monster.

Change Table For Lycanthropes:

This table will aid the DM in determining the percentage chances of a
ployer character lycanthrope changing into and out of wereform. After six
years of experience, lycanthropes will be able te control their change ot
will.

WANING MOON 1-2 years 3 4 5
Full 100%* 75% 50% 25%
Half 75%** 25% 15% 5%
Quarter 50% 5% — —
New Moon 25%** —— = s
WAXING MOON

Quarter 50% - il !
Half 75%** 30% 20% 10%
Full 100%* 80% 55% 30%

* There is no chance for voluntarily changing out of wereform.
** There is only a 25% chance for voluntarily changing out of wereform.
Domoge Table:
This table shows how much damage a character takes from armor constric-

tion (before the strops burst and it falls off) during sudden change fo lycan-
thrope form.

Were- Were- Were-  Were- Were-
Armor Type bear boar rat tiger wolf
No Armor 0 0 0 0 0
Leather/Padded 1 1 0 1-2 i
Studded Leather/ 1-2 1-2 1 1-3 1-2
Ring Mail
Scale Mail 1-3 1-3 1-2 1-4 1-3
Chain Mail 1-4 1-4 1-2 2-4 1-4
Splint Mail/ 2-4 2-4 1:2 2-5 2-4
Banded Mail
Plate Mail 2-5 2.5 1-3 2.5 2.5
ALIGNMENT

Alignment describes the broad ethos of thinking, reasoning creatures —
those unintelligent sorts being placed within the neufral area because they
ore totally uncaring. Note that alignment! does not necessorlly dictate
religious persuasion, although many religious beliefs will dictate align-
ment. As explained under ALIGNMENT LANGUAGES (q.v.) this aspect of
alignmenti is noi the major considerafion. The overall behavior of the
character (or creature) is delineated by alignment, or, in the case of player
characters, behavior determines actual alignment. Therefore, besides
defining the general tendencies of creatures, it also groups creatures inta
mutually acceptable or at leasi non-hostile divisions. This is noi io say that
groups of similarly aligned creatures cannot be opposed or even mortal
enemies. Two nations, for example, with rulers of lowful good alignment
can be at war. Bands of orcs can hate each other, But the former would
possibly cease their war to oppose o massive invasion of ores, just os the
latter would moke common cause against the lawful good men. Thus,
alignment describes the world view of creatures and helps 1o define what
their actions, reactions, and purposes will be. It likewise causes a player
character to choose an ethos which is appropriate to his or her profession,
and alignment also aids players in the definition and role approach of
their respective game personae. With the usefulness of alignment
determined, definition of the divisions is necessary.

Major Divisions:

There are two major divisions of four opposite poinits of view. All four are
not mutually exclusive, although each pair is mutually opposed.

Law And Chaos: The opposition here is between organized groups and
individuals. That is, law dictates that order and erganization is necessary
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and desirable, while chaos holds to the oppesite view. Law generally sup-
ports the group as more important thon the individual, while chaos
promotes the individual over the group.

Good And Evll: Basically stated, the teneis of good are human rights, or in
the case of AD&D, creature rights. Each creature is entitled 1o life, relative
freedom, and the prospect of hoppiness. Cruelty and suffering are un-
desirable. Evil, on the other hand, does nol concern itself with rights or
happiness; purpose is the determinant.

There can never exist a lowful choos or an evil good. These, and their
reverses, are dichotomous. This is nat 1o soy that they cannot exist in the
same character or creature if it is insane or controlled by another entity,
but as general divisions they are mutually exclusive pairs. Consider also
the alignment graph. If law is opposed to chaos, and good 1o evil, then the
radically opposed alignments are lawful neutral — chaotic neutral,
neutral good — neutral evil, lawful good — chaotic evil, and lawful evil
— chootic good. Lawful groups might, for example, combine to put down
some chaolic threat, for example, just os readily as good groups would
combine to suppress some powerful evil. Basic understanding ond agree-
men!, however, is within the general specific alignment, i.e. one of the
nine categories. These are defined as follows:

NEUTRALITY: Absolute, or true, neutral creatures view everything which
exists as an integral, necessary part or function of the entire cosmos. Each
thing exists as a part of the whole, one as a check or balance 1o the other,
with life necessary for death, happiness for suffering, good for evil, order
for chaos, and vice versa. Nothing must ever become predominant or out
of balance. Within this naturalistic ethes, humankind serves a role also,
just as all other creatures do. They may be more or less important, but the
neutral does not concern himself or herself with these considerations
except where il is positively determined that the balance is threatened.
Absolute neutrality is in the central or fulerum position quite logically, as
the neutral sees all other alignments as parts of o necessary whole. This
alignment is the narrowes! in scope.

NEUTRAL GOOD: Creatures of this alignment see the cosmos as a place
where law and chaos are merely iools to use in bringing life, happiness,
and prosperity 1o all deserving creotures. Order is not good unless it brings
this to all; neither is randomness and total freedom desirable if it does not
bring such good.

NEUTRAL EVIL: Similar to the neutral good alignment, that of neutral evil
holds that neither groups nor individuals have great meaning. This ethos
holds that seeking to promote weal for all actually brings woe 1o the truly
deserving, Natural forces which are meant to cull aut the weak and stupid
ore arfificially suppressed by so-called good, and the fittest are wrongfully
held back, s whatever means are expedient can be used by the powerful
to gain and maintain their dominance, without concern for anything.

LAWFUL GOOD: Creatures of lowful good olignment view the cosmos
with varying degrees of lawfulness or desire for good. They are convinced
that order and law are absolutely necessary to assure good, and that good
is best defined as whatever brings the most benefit 1o the greater number
of decent, thinking creatures and the least woe to the rest.

LAWFUL NEUTRAL: |t is the view of this alignment that low ond order give
purpose and meaning to everything. Without regimentation and strict defi-
nition, there would be no purpose in the cosmos. Therefore, whether o low
is good or evil is of no import as long as it brings order and meaning.

LAWFUL EVIL: Obviously, all order is not good, nor are all laws beneficial.
Lawful evil creatures consider order as the means by which each group is
properly placed in the cosmos, from lowest to highest, strongest first,
weakest last. Good is seen as an excuse 1o promote the mediocrity of the
whole and suppress the better and more copable, while lawful evilness
allows each group to structure itself and fix its place as compored to
others, serving the stronger bul being served by the weoker.

CHAOTIC GOOD: To the chaotic good individual, freedom and inde-
pendence are as imporfant to life and happiness. The ethos views this
freedom os the only means by which each creature can achieve frue satis-
faction and happiness. Law, order, social forms, and anything else which
tends to restrict or abridge individual freedom is wrong, and each
individual is copable of achieving self-realizalion and prosperity through
himself, herself, or itself.
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CHAOTIC NEUTRAL: This view of the cosmos holds that absolute freedom
is necessary. Whether the individual exercising such freedom chooses 1o
do good or evil is of no concern. After all, life itself is law and arder, so
death is a desirable end. Therefore, life can only be justified as a tool by
which order is combatited, and in the end it too will pass into entropy.

CHAOTIC EVIL: The chaotic evil creature holds that individual freedom
and choice is important, and that other individuals and their freedoms are
unimpartant if they cannet be held by the individuals through their own
strength and merit. Thus, low and order tends to promote not individuals
but groups, and groups suppress individual volition and success.

There (s ne honor among Thicves. . ..

Each of these cases for alignment is, of course, stated rather simplistically
and ideally, for philosophical and moral reasonings are completely sub-
jective according to the acculration of the individual. You, as Dungeon
Master, must establish the meanings and boundaries of law and order os
opposed to choos and anarchy, as well as the divisions between right and
good os opposed 1o hurtful and evil. Lawful societies will tend to be highly
structured, rigid, well-policed and bureaucratic hierarchical. Class, rank,
position, and precedence will be importany, so they will be strictly defined
and adhered to. On the other hand, chaotic areas will have little govern-
ment and few social distinctions. The governed will give their consent to
government, acknowledging leaders as equals serving those who allowed
them to assume leadership. Obedience and service in a chaotic society is
given only by those desiring to do so, or by dint of some persuasion, never
by requirement.

Alignment With Respect To The Planes:

Obviously, the material planes have no set alignment, nor do the other
“inner plones” or the ethereal or astral ones either. However, the “outer
planes” show various alignments. This is bacause they are home 1o
creatures who are of like general alignment. If the curves of the alignment
table are carried outwards to the planes, only those planes at the corners
will correspond to non-neutral alignments, i.e., lowful good, chaotic
good, chaotic evil, and lowful evil. Similarly, those on the horizontal and
vertical axes correspond to the neutral-based alignments which support an
ethos, i.e. neutral good, chaotic neutral, neutral evil, and lawful neutral.
The remainder of the outer plane areas are “'gray’’ areas where align-
ments shode into each other. Inhabitants of these planes will generally
have the same world-view as their fellows on the Prime Material Plane.

Graphing Alignment:

It is of impartance to keep track of player character behavior with respect
to their professed alignment. Actions do speak far more eloguently than
professions, and each activity of a player character should reflect his or her
alignment. If a professed lawful evil character is consistently seeking to be
helpful and is respeciing the lesser creafures, he or she is cerfainly tending
towards good, while if he or she ignores regulations and consistent
behavior the trend is towards chaotic alignment (see PLAYERS HAND-
BOOK, APPENDIX Ill, CHARACTER ALIGNMENT GRAPH). Such drift should
be noted by you. and when it takes the individual into o new alignment
area, you should then inform the player that his or her characier has
changed alignment (see CHANGING ALIGNMENT). |t is quite possible for
a character to drift around in an alignment area, making only small shifts
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due to behavior. However, any major action which is out of alignment
character will cause a major shift to the alignment which is directly in line
with the action, i.e., if a lawful evil character defies the low in order 10 aid
the cause (express or implied) of chaotic good, he or she will be either
lawful neutral or chaotic neutral, depending on the factors invalved in the
action.

It is of uimaost impartance to keep rigid control of alignment behavior with
respect to such characters as serve deities who will accept only certain
alignments, those who are paladins, those with evil familiars, and so on.
Part of the role they have accepted requires a set behavior mode, and its
benefits are balanced by this. Therefare, failure to demand strict ad-
herence to alignment behavior is to allow a game abuse.,

Lawful good characters should not be allowed to ignore unlawful or shady
actions by ““looking the other way™. If, for example, a party that includes a
paladin decides to use peison on a monster that they know is ahead, the
DM shouldn’t let the paladin be distracted or “led away for a few rounds’”
when it is patently obvious that the paladin heard the plan. If the player
does not take appropriate measures o preveni the action, the DM should
warn the paladin that his lock of action will constitute o veluntary align-
ment change and then let the chips fall where they may!

ALIGNMENT LANGUAGE

Alignment language is o handy game ool which is not unjustifiable in real
terms. Thieves did employ a special cani. Secret organizations and
societies did and do have certain recognition signs, signals, and recogni-
tion phrases — possibly special languages (of limited extent) as well, Con-
sider also the medieval Catholic Church which used Latin as @ common
recognition and communication base to cut across national boundaries, In
ADR&D, alignment longuages are the special set of signs, signals, gestures,
and waords which intelligent creatures use to inform other intelligent
creatures of the same alignment of their fellowship and common ethos.
Alignment languages are NEVER flaunted in public. They are not used as
salutations or interrogatives if the speaker is uncertain of the alignment of
those addressed. Furthermore, olignment languoges are of limited
vocabulary and deal with the ethos of the alignment in general, so lengthy
discussion of varying subjects cannot be conducted in such tongues.

Each alignment longuage s constructed to allow recognition of
like-aligned creatures and to discuss the precepts of the alignment in
detail, Otherwise, the tongue will permit only the most rudimentary com-
munication with a vocabulary limited to a few score words. The speaker
could inquire of the listener’s state of health, ask about hunger, thirst, or
degree of tiredness. A few other basic conditions and opinions could be
expressed, but no more. The specialty tongues of Druidic and the Thieves®
Cant are designed to handle conversations pertaining to things druidical
on the one hand and thievery, robbery and the disposal of stolen goods on
the other. Druids could discuss at length and in detail the state of the crops,
weather, animal husbandry and foresting; but warfare, politics, adventur-
ing, and like matter would be impossible te detail with the languoge.

Any character foolish enough to announce his or her alignment by publicly
crying out in that alignment tongue will incur considerable social sanc-
tions. At best he or she will be thought unmannerly, rude, boerish, and
stupid. Those of the same alignment will be inclined 1o totally ignore the
character, not wishing to embarass themselves by admitting any
familiarity with the offender. Those of other alignment will likewise
regard the speaker with distaste when overhearing such an outburst. At
worst, the character will be marked by those hostile to the alignment in
which he or she spoke.

Alignment language is used to establish credentials only ofter initial com-
munications have been established by other means. Only in the most
desperate of situotions would any creature utter something in the align-
ment tongue otherwise. It must also be noted thot alignment does NOT
necessarily empower a creature to actually speak or understand the align-
ment language which is general in the ethos. Thus, blink dogs are intelli-
gent, lawful good creatures who have a language of their own. A lawful
good human, dwarf, or brownie will be absolutely at a loss to com-
municate with blink dogs, however, except in the most limited of ways
(non-aggression, non-fear, eic.) without knowledge of the creatures’
language or some mogical means. This is because blink dogs do net intel-
lectually embrace the ethos of lawful good but are of that alignment in-
stinctually; therefore, they do not speak the tongue used by lawful good.
This is not true of gold dragons, let us say, or red dragons with respect to
their alignment, who do speak their respective alignment languages.
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CHANGING ALIGNMENT

Whether or not the character actively professes some deity, he or she will
have an alignment and serve one or more deities of this general align-
ment indirectly and unbeknownsi to the character. Changing of alignment
is a serious matter, although some players would have their characters
change alignment as often as they change socks. Not so!

First, change of alignment for clerics can be very serious, as it might cause
a change of deity. (See DAY-TO-DAY ACQUISITION OF CLERIC SPELLS.) If
a druid changes his or her alignment — that is, becomes other than neutral
— then he or she is no longer a druid ot alll Change of alignment will have
an odverse effect on any class of character if he or she is above the 2nd
level,

Immediately upon alignment change actually occurring, the character
concerned will lose one level of experience, dropping experience points
1o take him or her 1o the very beginning of the nex! lower level, losing the
hit die and/or hit points, and all abilities which accrued to him or her with
the lost level. If the alignment change is involuntary (such os that caused
by a powerful magic, a curse, etc.), then the character can regain all of the
losses (level, hit die, etc.) upon returning to his or her former alignment as
soon as is possible and after making atonement through o cleric of the
same alignment — and sacrificing treasure which has a value of not less
than 10,000 g.p. per level of experience of the character. The sacrificial
amount is variable, so use your best judgment as to the total and what and
where it should go — magic items to build up the NPC cleric, money out of
the compaign, magic items out of the campaign, ete. Similarly, such atone-
ment and sacrifice can be accomplished by a quest. Note that, in all likeli-
hood, the character will desire 1o retain the new alignment, and it is
incumbent upen you as DM to ensure that the player acis accordingly.
Some equally powerful means (divine intervention, remove curse, efc.)
must be used to restore the original alignment before atonement can
begin.

Characters who knowingly or unknowingly change alignment through
forethought or actions permanently lose the experience points and level
due to disfavor, They must also occept a severe disability in alignment
language during o one level transitional period. Until the character has
again achieved his or her former level of experience held prior 1o change
of alignment, he or she will not be able 1o converse in the former align-
ment’s tongue nor will anything but the rudest signaling be possible in the
new alignment language. (See ALIGNMENT LANGUAGE.) Although it is
possible for a character to allow himself or herself 1o be blown by the
winds as far as alignment is concerned, he or she will pay a penalty which
will effectively damn the character 1o oblivion.

A glance af the alignment chart will show that radical alignment change is
impossible without magical means. If one is chaotic good, it is possible to
change to neutral goed or chootic neufral only, depending upon desire
and/or actions. From the absolute neutral alignment ane can only move to
some neutral-based alignment. This represents the fact that the character
must divorce himself or herself from certain precepts and views and
wholeheartedly embraoce another set of values, and human nature is such
thot without radical personality alteration (such as caused by insanity or
magic in the case of this game) such transition must be gradual.

It is assumed that the character’s initial alignment has been his or hers for
a consideroble period prior to the choracter’s emergence as an ad-
venturer. This ethos will not be lightly changed by a stable, rational
individual. It is recommended that you do not inform players of the
penalty which will occur with alignment change, so that these who seek to
use alignment as a means of furthering their own interests by conveniently
swapping one for another when they deem the time is ripe will find that
they have, instead, paid a stern price for fickleness.

MONEY
PLAYER CHARACTER STARTING MONEY

The amount of funds which each player begins with is kept low 1o pre-
vent the game from becoming too easy. Players learn from the beginning
that they are never able to obtain all of the goods they would like in
order to feel sofe ond satisfied. Explain 1o players that sums they begin
with (see PLAYERS HANDBOOK, MONEY) reprasen! inherited monies
ond savings. A magic-user, for example, has had to expend most ready
cash he or she possessed on Iraining; monks are ascetics who don’t care
about material possessions in any event, so they do net accumulate much
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money prior to becoming adventurers and treasure seekers.

If you have a difficult campaign, and you opt to bestow a limited number
of special items to player characters ot the beginning of the game (a
polion, a magic goadie such as a +1 dagger, or even something as mun-
dane as a family suit of plate mail) you should odjust siarting money
accordingly. The game is always supposed to be a challenge, to cause
players to want for something, and to wish to odventure with their char-
acters in order 1o obtain the desired things. Remembering thal goed
players will be able to gain from nearly any successful encounter —
there will always be some armor and weapons or equipment to be
gained from an adventure — you should not hesitate to be stingy and
tight right from the beginning of a campaign!

PLAYER CHARACTER EXPENSES

Each player character will automatically expend nat less than 100 gold
pieces per level of experience per month. This is simply suppor!, upkeep,
equipment, and enterfainmen! expense. These costs are 1o be deducied
by the Dungeon Master automaticolly, and any further spending by the
PC is to be aodded 1o these costs. Such expense is justified by the “fact”
that adventurers are a free-wheeling and high-living lot (except, of
course, for monks). Other miscellaneous expenditures by player char-
acters encompass such things as additional equipment expense for
henchmen or hirelings, costs of hirelings, bribes, costs of locating pros-
pective henchmen, and se on. To such costs are fo be added:

MAINTENANCE OF HENCHMEN
MAINTENANCE OF STRONGHOLD

100 g.p. per level per menth*
1% of total cost of stronghold
per month

*This is in addition to oll treasure shares

Finally, any taxation or other levies must be taken into consideration,
along with contributions o the player character’s religious orgonization,
All of these costs will help assure the PCs have a keen interest in going
out and adventuring in order to support themselves and their many
associates and holdings.

You may reduce costs according to prevailing circumsiances if you feel it
is warranted, but even so doing should not give rise to excess funds on
hand in the campaign.

VALUE AND REPUTED PROPERTIES OF GEMS AND JEWELRY

Gems:

The base value of gems found in a treasure can be determined in whole or
by lots of 5 or 10 stones by rolling percentile dice:

Dice Score  Base Volue Description (or Size)
01-25 10 g.p. each Ornameantal Stones very small
26-50 50 g.p. each Semi-precious Stones smaoll
51-70 100 g.p. each Fancy Stones average
71-90 500 g.p. each Fancy Stones (Precious) large
91-99 1,000 g.p. each Gem Stones very large

00 5,000 g.p. each Gem Stones (Jewels) huge

Value of o gem depends upon its type, quality and weight. A huge semi-
precious stone — carnelian, for example — is worth as much os an
average gem stone, quality being equal, Size may vary from stone to
stone, a 50 g.p. ernamental stone being of above average size, while a 50
g.p. gem stone would most likely be very small,
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Increase Or Decrease Of Worth Beyond Base Value: if you do not place
specific value on each gem in o treasure, showing rather the base value of
each gem instead, then variation in the worth of each storie should be
allowed. This variation will generally result in some increase, although
there is o chance for decreasing value as well (see below). To find if @
gem increases in value, roll @ d10 for each stone, and consult the table
below:

Die  Result
1 Stone increases to nexi higher bose value; roll again ignoring re-

sults above B. Stones obove 5,000 gold piece volue progress as
follows: 10,000 GP, 25,000 GP, 50,000 GP, 100,000 GP, 250,000
GP, 500,000 GP, and 1,000,000 GP — the absolute maximum. No
stone may increase beyond 7 places from its initial base value.

Stone is double base value. Do not roll again.

Stone is 10% to 0% obove base value, Roll dé to find new value.
Do not roll again on thistable.

4-8 Base value shown is unchanged.

? Stone is 10% to 40% below base value. Roll d4 to find new value.
Do not roll again on this table.

0 Stone decreases 1o nex! lower base value; roll again on this table,
ignoring any result below 2. Stones below 10 gold piece value
are: 5GP, 1 GP, 105P, 55P, and | 5P. No stone may decrease be-
yond 5 places from its initial bose value.

Lk

Whern base value only is known, use the 1able above, and roll for each
stone. Stones for which a 1 or @ 0 is rolled must be diced for again on the
table, but oll others are excluded from such rolls. If large numbers of
stones are in question, it is suggested that they be diced for in groups in
order to make the process less time:consuming.

KEY TO GEM PROPERTIES

fransparent (no nolation)
translucent (italics)
opoque *)

ORNAMENTAL STONES, Base Value 10 g.p.:

Azurite®: mottled deep blue

Banded Agate: siriped brown aond blue and white and reddish
Blue Quartz: pole blue
Eye Agate: circles of gray, white, brown, blue and/or green
Hematite*: gray-black
. Lapis Lozuli*: light and dork blue with yellow flecks
Malachite*: striated light and dork green
Moss Agate: pink or yellow-white with grayish or greenish “moss
markings”™

9. Obsidian*: black
10. Rhodochrosite®: light pink
11, Tiger Eye: rich brown with golden center under-hue
12. Turguaise*: light blue-green

L N

SEMI-PRECIOUS STONES, Base Value 50 g.p.:

. Bloodstone*: dark gray with red flecks

Carnelion*: orange to reddish brown (alse called Sard)

. Chalcedony*: white

Chrysoprose: apple green to emerald green

. Citrine: pole yellow brown

. Jasper*: blue, black 10 brown

. Moonstone: white with pale blue glow

Onyx*: bands of black and white or pure black or white

. Rock Crystal: clear

10. Sardonyx*: bands of sard (red) and anyx (white) or sard*
11. Smoky Quartz: gray, yellow, or blue (Cairngorm}, all light
12. Star Rose Quartz: franslucent rosy stone with white “star’’ center
13. Zircon: clear pale blue-green
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FANCY STONES, Base Value 100to 500 g.p.:

. Amber: watery gold to rich gold (100)

. Alexandrite: dark green (100)

. Amethyst: deep purple (100)

. Aguamarine: pale blue green (500)

. Chrysoberyl: yellow green to green (100)
Coral*: crimson (100)

ocwmh LR —
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7. Garnet: red, brown-green, or viclet (the most prized) (100} (500)

8. Jode: light green, deep green, green and white, white (100)

9. Jet*: deep block (100)

0. Pearl*: lustrous white, yellowish, pinkish, etc. to pure black (the most
prized) (100} (500)

11. Peridot: rich alive green (Chrysolite ) (500)

12. Spinel: red, red-brown, deep green, or very deep blue (the most
prized) (100) (500)

13. Topoz: golden yellow (500)

14. Tourmaline: green pale, blue pale, brown pale, or reddish pale (100)

GEM STONES, 1,000 or more g.p. Base Value:

1, Black Opal: dark green with black mottling and golden flecks

Black Sopphire: lustrous black with glowing highlights (5,000)
Diamond: clear blue-white with lesser stones clear white or pale tints
(5,000)

4. Emerald: deep bright green

5. Fire Opal: fiery red

&. Jacinth: fiery orange (Corundum) (5,000)

7

8
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. Opal: pole blue with green and golden mottling
. Oriental Amethyst: rich purple (Corundum)
9. Oriental Emerald: clear bright green (Corundum) (5,000)
10. Orientel Topaz: fiery yellow (Corundum)
11. Ruby: clear red to deep crimson (Corundum) (5,000)
12. Sapphire: clear to medium blue (Carundum)
13. Star Ruby: translucent ruby with white ““star’’ center
14. Star Sopphire: translucent sapphire with white "star” center

Jewelry:

The base value of jewelry is determined by percentile dice roll, just as with
gems:

Dice Roll Base Value Description
01-10 100-1,000 g.p. Ivory or wrought silver
11-20 200-1,200 g.p. Wrought silver and gold
21-40 300-1,800 g.p: Wrought gold
41-50 500-3,000 g.p. Jade, coral or wrought platinum
51-70 1,000-6,000 g.p. Silver with gems
71-90 2,000-8,000 g.p. Gold with gems
91-00 2,000-12,000 g.p. Platinum with gems

Once jewelry’'s base value is determined, each piece should be checked
for workmanship and design by rolling a 10-sided die. Each 1 rolled
indicates the piece of jewalry in question is of axceptianal value and thus
either goes 10 the highest possible value in its class or to the next higher
class (where its base volue is re-determined and its workmanship and de-
sign are again checked). Any piece of jewelry set with gems must also be
checked for the possibility of an exceptional stone in the setting. Any score
of 1 on an 8-sided die indicates that the value of the piece of jewelry in-
creases by 5,000 gold pieces, and these exceptional pieces are further
checked by rolling a 6-sided die, each successive 1 doubling the increase,
i.e., 10,000 g.p., 20,000 g.p., 40,000 g.p., 80,000 g.p., 1o a maximum of
640,000 gold pieces.

The Dungeon Master can, of course, name what each piece of jewelry is

(bracelet, brooch, crown, earrings, necklace, pendant, ring, tiara, etc.),
giving its substance and the number and value of ifs stones.

REPUTED MAGICAL PROPERTIES OF GEMS

Gem Type or Color Effects or Uses

Agate Resiful and safe sleep
Alexandrite Good omens

Amber Wards off diseases

Amethyst Prevents drunkenness or drugging
Beryl Wards off faes

Bloodstone Weather control

Carbuncle Powers of dragon’s sight
Cornelian Protection from evil

Cots’ eye agate Protection from spirits

Chalcedony Wards off undead

Chryscberyl Protection from possession
Chrysalite Wards off spells

Chrysoprase Invisibility

Coral Calms weather, safety in river crossing,

cures madness, stanches bleeding
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Diamond Invulnerability vs. undead

Hematite Aids fighters, heals wounds

Jacinth Luck travelling, wards off plague,
protection from fire

Jade Skill at music and musical instruments

Jasper Protection from venom

Jet Soul object material

Lapis Lazuli Raises morale, courage

Malachite Protection from falling

Malachite & Sunstone  Wards off spells, evil spirits, and poisons

Moganstone Causes lycanthrapy

Olivine Protection from spells

Onyx Causes discord amaongst enemies

Peridot Wards off enchanimenis

Ruby Gives good luck

Sapphire Aids understanding of problems, kills spiders,

boosts magical abilities

Sapphire, Star Protection from magic

Sard Benefits wisdom

Serpentine Adds 1o wile and cunning

Topaz Wards off evil spells

Turguoise Aids horses in all ways (but sione shatters
when it operotes)

Black The Earth - darkness - negation

Blue The Heavens - truth - spirituality

Clear The Sun - luck

Green Venus - reproduction - sight - resurrection

Red Hemarrhaging control - heat

White The Moon - enigmatic

Yellow Secrecy - homeopathy - joundice

NOTE REGARDING THE MAGICAL PROPERTIES
OF GEMS, HERBS, et al.

Regardless of what qualities gems, herbs, and other substances are pur-
ported to possess, the mere possession of a score of o type of gem or o
bale of some herb will convey absolutely no benefit of magical nature to
the character concerned. These special qualities are given herein merely
as information for Dungeon Master use in devising special formulae for
potions, inks, etc. The information might also prove useful in other ways,
particularly with regard to description of magic items, laboratories, and so
en. Under no circumstances should you allow same player to convince you
to the contrary!

VALUES OF OTHER RARE COMMODITIES

Furs:

Type Pelt Trimming* Cape or Jacket Coat
beaver 2g.p. 20g.p. 200 g.p. 400 g.p.
ermine 4g.p. 120g.p. 3,600 g.p. 7.200g.p.
fox 3g.p. 30 g.p. 300 g.p. 600 g.p-
marten 49.p. 40g.p. 400 g.p. 800 g.p.
mink 3a.p. 90g.p. 2700g.p. 5,400 g.p.
muskrat 1 g.p. 10a.p. 100 g.p. 2004a.p.
sable 5g.p. 150g.p. 4,500 g.p. 9,000 g.p.
seal 5g.p. 25g.p. 125g.p. 250 g.p.

*on collar, cuffs, and edges of typical garment

Roll d10 and adjust value as follows:

1= =10% 5.8 = as shown

2= _20% = +10%

3= 30% 0= +420%

4= 40%
Brocade* / Tapestry 1-20 g.p./square yard
Incense, rare 5-30 g.p./stick
lvory 3-6 g.p./pound
Pepper 1 g.p./ounce
Perfume, rare 1-6 g.p./dram
Silk 1-3 g.p./square yard
Spice, rare 1-4 s.p./scruple

Unguent, rare 10-60 g.p./gill

*Includes fine carpet and rugs as well
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ARMOR, ARMOR CLASS & WEAPONS
TYPES OF ARMOR & ENCUMBRANCE

The encumbrance factor for armor does not consider weight alone; it also
takes into account the distribution of the weight of the armor and the
relative mobility of the individua! wearing the protective material. There-
fore, weights for ormor shown below are adjusted weights, and base
movement speed is likewise shown.

Armor Type Bulk Weight* Bose Movement
BANDED bulky 354+ 9
CHAIN fairly 304 + 9
CHAIN, ELFIN nan- 154 12"
LEATHER non- 15# 12
PADDED fairly 10# 9"
PLATE (MAIL) bulky as# &
RING fairly 254 9
SCALE fairly 40# F
SHIELD, LARGE bulky 104 —
SHIELD, SMALL non- 54 -
SHIELD, SMALL, WOCD non- 34 —
SPLINT bulky 40# &
STUDDED (LEATHER) fairly 204 9"

*Assumes human-size.

Armor Types:

Banded Mail is a layered armor with padding, light chain, and series of
overlopping bands of armor in vulnerable areas. Weight is somewhat
distributed.

Chain Mail is padding plus interlocking mesh armer covering the upper
and lower body. Vulnerable areas have multiple thicknesses. Weight falls
vpon the shoulders and waist of the wearer.

Chain, Elfin, is a finely wrought suit of chain which is of thinner links but
stronger metal. It is obtainable enly from elvenkind who do not sell it.

Leather Armer is shaped cuir bouli (leather hordened by immersion in
boiling oil) cuirass and shoulder pieces and softer shirt and leggings.

Padded Armor is heavily podded, quilted coat and an additional soft
leather |erkin and leggings.

Plate Mail is light chain with pieces of plate — cuirass, shoulder pieces,
elbow and knee guards, and greaves. Weight is well distributed. (Plate
armor is a full suit of plate which is no more weighty and a bit less bulky,
considering what is known as “field plate”, If you ollow such armor in
your campaign, use the same weight, with a $° movement base and a
base armor class of 2 sans shield. Such ormor would be very expensive,
c. 2000 g.p.).

Ring Mail is relatively soft leather armor over padding. Te the long coat
of leather ore sewn metal rings. This makes the ceot rather heavy and
bulky.

Scale Mail is armor similar to ring mail, but overlapping scales of metal
are sewn fo both coat and leggings—ar a skirted coaf is worn. As with
chain, weight falls mainly on the wearer’s shoulders and waist.

Shield, Lorge, includes such shields as the large Viking round shields or
the Norman kite shields. They are made of wood, covered with leather,
and bordered with a soft iron banding at the edges.

Shield, Small, is the typical kite and heater shields or small round shields
constructed as a large shield, or else made of metal (mare rare by far).

Shield, Small, Wooden, is the same as other shields, but it lacks the metal
binding and reinfarcement, so it will be mare easily split,

Splint Mail consisis of light chain, greaves, and o leather coat into which
are laminated verfical pieces of plale with shoulder guards.

Studded Leather is leather armor to which have been fastened meial
studding as additional protection, usually including an outer coat of fairly
close-set studs (small plotes).
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Helmets:

It is assumed that an appropriate type of head armoring will be added 1o
the suit of armor in order 1o allow uniform protection of the wearer.
Wearing ot a “great helm” adds the appropriate weight and restricts
vision to the frant 80" only, but it gives the head AC 1, If a helmet is not
worn, | blow in & will sirike at the AC 10 head, unless the opponent is
intelligent, in which case 1 blow in 2 will be aimed ot the AC 10 head (dé,
1-3 = heod blow).

Magic Armor:

When magic armor is worn, assume that its properties ollow movement
ot the next higher base rate and that weight is cut by 50%. There is no
magical elfin chain mail,

Magic Shields:

Magic shields are no less weighty than their non-magical counterparis,
but they are non-bulky with respect to encumbrance

Shield Use:

A shield is basically o barrier between its wielder and his or her appo-
nent. It is used to catch blows or missiles. It can also be used offensively
to strike or push an opponent. The shield can be used fully only to the
left or frant of the right handed individual. Attacks from the right flank or
rear negate the benefits of a shield,

Small Shields: Buckiers and other small shields which are basically held
with one hand are moved rapidly by the wielder, but they cover only a
small oreq, so they are less effective by and large. Such shields are less
cumbersame and fatiguing in employment, however, so no distinction Is
made between a small and a normal-sized shield in AD&D.

Large Shields: Although a lorge shield such as a Norman kite shield or o
large Viking round shield covers much more of the body, employing one
of these shields is far more difficult, as they are cumbersome and fa-
tiguing. Therefore, large shields are treated os but +1 to armor class
rating without a shield. Optionally, you may allow them to add + 2 10 this
armaor class rating with respect to small (non-war engine or giant hurled)
missiles; if you do so, however, be certain that you also keep careful
track of encumbrance.

DEXTERITY ARMOR CLASS BONUS

This bonus is in addition to thal given by any other farms of protection.
The type of armor worn by the character with a dexterity armor class
bonus does not adversely affect this bonus, for it is assumed that his or
her physical conditioning and training compensote otherwise. (This is
particularly opplicable with regard to magic armer which is assumed to
possess an enchantment which makes it both light and flexible.) The
penalty for wearing armor is already subsumed in the defensive bonuses
given for it, and if it were further to penalize the character by denying
dexterity ormor closs adjustments, it weuld be totally invalid.

Modifiers To Dexterity Armor Class Adjustment: Neither penalty nor
bonus due 10 dexterity (the Defensive Adjustment) is considered when
the character is subjected to the following aftack forms:

Attacks from the rear flank, rear, or sirikes from behind (where the
character is virtually unable 1o see the attack coming).

Large missiles such as those hurled by a giant or some form of engine
(where the trojectory and speed and size of the missile negate dex-
terity considerations).

Magical attacks by spell, device, breath weapon, gaze, etc. {note that
Defensive Adjustments do apply to saving throws for these attack
forms).

WEAPON TYPES, "TO HIT" ADJUSTMENT NOTE
If you allow weapon type adjustments in your campaign please be cer-

tain fo remember that these adjustments are for weapons versus specific
types of armor, not necessarily against actual armor class. In most cases,
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maonsters not wearing armor will not have any weapon type adjustrment
allowed, os monster armor class in such cases pertains to the size, shape,
agility, speed, and/or magical nature of the creature. Not excluded from
this, for example, would be an iron golem. However, monsters with
horny or bony armor might be classed as plate mail if you so decide, but
do so on a case-by-case basis. Naturally, monsters wearing armor wil| be
subject to weapon type “to hit” adjusiment.

HIRELINGS
STANDARD HIRELINGS

Most hirelings are dealt with under the section entitled EXPERT HIRE-
LINGS — those which are typically employed at such time as the char-
acter in question has an established stronghold. Common, standard hire-
lings are basically the usual crafismen or laborers 1aken on by lawer
level player characters. Men-at-arms (soldiers of mercenary calling) are
dealt with under EXPERT HIRELINGS (q.v.). Typical standard hirelings are:

STANDARD HIRELINGS TABLE OF DAILY AND MONTHLY COSTS

Occupation Daily Cost Monthly Cost*
bearer / porter 1s.p. 1 gp
carpenter 3s.p. 2g9.p.**
leather worker 2s.p. 30 s.p.**
limner 10s.p. 10 g.p.
linkboy I s.p. 1 gp:
mason 45.p. 3agp.
pack handler 2s.p. 30 s.p.
tailor 25s.p. 30s.p.*
teamster 5s.p. 5g.p.
valet/ lackey 3s.p. 50 s.p.

*Monthly rate assumes that quarters are provided for the hireling,
and thai these quarters contain a bed and like necessities.

** Additional cost is 10% of the normal price of items fashioned by the
hireling.

Bearer/Porter: These individuals are laborers who will carry whotever is
directed. Each is able o carry up to 50 pounds individually, or double
that with a carrying pole or litter or the like.

Carpenter: This occupation assumes most woodworking jobs. A carpenter
might be hired 1o secure a portal, fashion a chest, etc.

Leather Worker: This accupation is principally concerned with the fabri-
cation of leather goods such as back packs, belts, straps, horse tack, etc.

Limner: These individuols do all sign painting, drawing of heraldic de-
vices, efc.

Linkboy: A linkboy is @ torch or lantern bearer, They ore often young-
sters, but mature men also will so serve.

Masen: Any stonework must be done by a mason, and this occupation
subsumes plasterers as well.

Pack Handler: These individuals aore frained at loading, handling, and
unloading beasts of burden such as donkeys, mules, horses, etc.

Tailor: This occupation makes and repairs clothing, bags, shield covers,
efc. It also subsumes hatters,

Teamster: Teamsters are basically drivers of carts and wagons. They will
also load and unload their vehicles. They are expert animal handlers
with respec! to their particular specialty of drafi animal only, i.e. horses,
mules, oxen, or whatever.

Valet/Lackey: This occupation subsumes the various forms of body ser-
vants and messengers.

Location Of Standard Hirelings: In general the various occupations re-
presented here are common to most settlements of village-size and
above, although each and every village will not be likely to furnish each
and every sort of common hireling. Towns and cities will have many
available, and eoch sort will be found in the appropriate section or
quarter of the city (or town).
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Employment Of Standard Hirelings: This requires the location of the de-
sired individual and the offer of work. If the employment is for only a
few days, there will be no real difficulty in locating individuals to take on
the job. If the offer is for long term employment, only 1 in 6 will be
willing to accept unless a small bonus is offered — a day’'s woge is too
small, but double or treble that is sufficient to make 3 in 6 willing to take
service.

Duties: It is not practical 1o Iry to determine the time and expenses
necessary o accomplish everything possible for the scores of standard
hirelings possible to employ, so each DM will have 1o decide, For ex-
ample, assume that a ployer character hires a tailor to make plain blue
cloaks for all of his or her henchmen. This will take only about 1 day per
garment ond cost the stated amount of money plus 5 c.p. (10% of the cost
of a cloak) per cloak for materials. However, if the same cloaks were 1o
be fashioned of @ material of unusual coler and have some device alsa
sewed upon them, time and materials costs would be at least double
standard, and probably more,

EXPERT HIRELINGS

If henchmen are defined as the associates, companions, and loyal (to
some degree) followers of a player character, hirelings are the servitors,
mercenaries, and employees of such player characters, and they too can
have some degree of loyalty — based on their accomodations, rate of
remuneration, and freatment. Various hirelings of menial nature ore
assumed to come with the cost of maintaining a stronghold; thus, cooks,
lackeys, stableboys, sweepers, and various servants are no concern of the
player character. Guards and special hirelings are, however, and such
persons must be located and enlisted by the PC ar his or her NPC hench-
men,

Location of Expert Hirelings: Most exper! hirelings can be found enly in
towns or cities, although some might be located in smaller communities
— providing they are willing o pick up and relocate, of course, Employ-
ment is a matter of offer and acceptance, and each player character must
do his or her own bargaining. The various types of hirelings (listed
below) will generally be found in the appropriate section of the com-
munity — the Street of Smiths, Weapon Way, Armorers Alley, etc. — or
at cheap inns in the case of mercenary soldiers.

Monthly Costs: The cost of each type of expert hireling is shown on the
list. This amount is based on all the associated expenditures which go
with the position — salary or wage, unifarm or clothing, housing, food,
and sundry equipment used routinely by the hireling. Exception: The cost
does not include arms and armor of soldiers, and these items must be fur-
nished to mercenaries over and cbove other costs. Certain other hirelings
incur costs over and above the normal also, when they engage in their
occupations. These are indicated on the table by an asterisk (*).

EXPERT HIRELINGS TABLE OF MONTHLY COSTS IN GOLD PIECES

Occupation or Profession Cost
alchemist 300
armorer 100*
blacksmith 30
engineer-architect 100*
engineer-artil lerist 150
engineer-sapper/miner 150
jeweler-gemcutter 100*

mercenary soldier —
archer (longbow)
archer (shortbow)
artillerist
coptain special
crossbowman
footman, heavy
footman, light
footman, pikeman
hobilar, heavy
hobilar, light
horseman, archer
horseman, crosshowman
horseman, heavy
horseman, light
horseman, medium
lieutenant
sapper/miner
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serjeant special

slinger 3
sage special
scribe 15
ship crew special
ship master special
spy special
steward/castellon special
weapon maker 100"

*Cost does not include all remuneration or special fees. Add 10% of
the usual cost of items handled or made by these hirelings on a per
job basis, i.e. an armorer makes a suit of plate mail which has a nor-
mal cost of 400 gold pieces, so 10% of that sum (40 g.p.) is odded 10
the costs of maintaining the blacksmith.

Description Of Occupations and Professions:

Alchemist: This profession handles the compounding of magical sub-
stances, and the odvantages of employing an alchemist are detailed
under the section FABRICATION OF MAGIC ITEMS, Potions. Alchemists
will enly be found in cities unless you specifically locate one elsewhere, It
will require an offer of 10 10 100 gold pieces bonus money, plus a well-
stocked laboratory, plus the assurance of not less than a full year of
employment, to atiraci one to service.

Armorer: This occupation cares for and manufactures armor and shields,
One armorer is always required for every 40 soldiers, or fraction thereof,
in the employ of the player character, and only spare time con be spent
on the manufacture of items, i.e. that fraction of the normal month not
spent caring for equipment of froops can be used 1o make armor, hel-
mets, and/or shields, prorating time according to the number of men — 0
= 100%, 1-5 = 85%, 6-10 = 70%, etc. This includes the armorer ond the
apprentices which are assumed fo be present and cared for by the cos
shown. A workroom and forge costing 310-400 g.p. must be available for
an armorer, and the skill of the armorer must be determined if armor is
to be fashioned:

01-50 skill level equal to ring, scale, or studded
51-75 skill level equal 1o above plus splint

76-90 skill level equal to all of the above plus chain
91-00 skill level equal to any sort of armor

If items are to be maode, the following times are suggested for on
armorer and apprentices working exclusively, assuming a 1 week pariod
in order 10 set the operation in motion before actual work begins.
Armorers occupied for part of the month with caring for the equipment of
tfroops must increase time propartionately,

banded mail 30 days
chain mail 45 days
helmet, great 10 days
helme1, small 2days
leather armor* 10 days
padded ormor** —
plate mail 90 days
ring mail*** 20 days
scale mail*** 30 days
shield, large**** 2 doys
shield, small***+ 1 day
splinted mail***** 20 days
studded leather armaor*** 15days

® Requires the services of a leather worker and facilities 1o boil leather
inoil.

** Requires only the services of g failor (who will be occupied 30 days
with the task).

**+ As with leather armor, and a tailor must be employed as well
**** Requires the services of o woodwarker.
***2* Raquires the services of a leather worker and a blacksmith,

N.B. For leatherworker, tailor and woodworker, see STANDARD HIRE-
LINGS.
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Dwarven armorers are twice as efficient but cost three times aos much,
and they will not generally labor for anyone beyond | year of service.
Gnomish armorers are one ond one-half times more efficient than
humans and cost twice as much, Dwarves add 25% 1o skill level roll,
gnomes 10%. Elvish armorers cost five times the normal rate, and they
will fashion only normal chain mail for sale, but it is of the highest
quality, and they make it in half the time a human would.

Blacksmith: There must be a blacksmith in any stranghold, and he ond
his assistants can care for the needs of up to 40 men or horses. Another
smith is required for each additional 160 men or horses or fraction there-
of. Besides the usual duties (horseshoes; nails, hinges, and miscelloneous
bits and pieces) a hired smith can turn out some weaponry each month
(each must have a workroom with bellows and forge):

30 arrow heads or quarrel tips, or
10 spear heads, or

5 morning stars, or

2 flails or pole arm heads

Dwarven smiths are three limes more efficient and cost ten limes as much.
Gnomish smiths are twice as efficient and cost four times as much.

Engineer-Architect: This profession deals with above-ground construction
and fortification. In order to build any structure more complex than o
simple hut or barn, it is necessary 1o hire one. An enginesr-architect is
paid for whole months of employment, even if the work is completed in
less than a whole month, He or she also collects an additional fee equal
to 10% of the total expenditure on the construction. The building site
must be selected or approvad by an architeci-engineer, or else there is o
75% chance the structure will collapse in 1 to 100 manths.

Engineer-Artillerist: This profession deals with the construction and use
of siege artillery — catapulls, irebuchets, eic. No such engines can be
mode or properly used withoul the services of such an Individual If
employment is for short term only, say o few months or less, then rates of
pay and costs will be increased from 10% to 60%.

Engineer-Sapper/Miner: All underground consiruction or tunneling, as
well as siege operations which require mining, counter-mining, siege
equipmen! (picks, rams, sows, towers, eic.), or trenches, ditches, para-
pets, and so forth, require the professional services of an engineer-sop-
per/miner. Dworves are useful in the capacity of engineer-miner only.
They are twice as costly and add 20% 1o the efficiency of humon miners
{and dwarven miners will work only for o dwarven engineer-miner, of
course},

Jeweler-Gemcutter: This profession allows the character to have rapd
and accurate appraisal of any precious metal, gem material, or piece of
jewelry (except those which you, as DM, specifically designate as “here-
tofore unknown’). In oddition, the jeweler-gemcutier can sei stones In
various things (sword hilts, flagons, or whatever) or fashion jewelry from
gem material and precious metals, A simple ring will 1oke o week; o
bracelel with sculpting two weeks (with stones set, three); while a crown
might require a full yeor of work, Bosically, the work merely adds either
splendar to the player character's personage by the display, or the total
value of the maiernals can be increcsed by from 10% 10 40%. depending
on the skill of the individual doing the work, Likewise, as a gemcutter
the individual might well increase the value of a raugh aor poorly cut
stone (those under 5,000 gold piece base value), or the stane might be
ruined in the process. Note that jeweler-gemcutiers cannot be held re-
sponsible for damage. Both functions are shown below:

Jeweler Skill Level

01-20  fair — 10% increase 90% likely

21-50 good — 20% increase 50% likely, +10% otherwise
51.75 supetior — 30% inerease 0% likely, + 10% otherwise
76-90 excellen) — 40% increase 70% likely, +10% otherwise
9100 masterful — 40% increase 60% likely, 4+ 20% otherwise

Gemcutter Skill Level*

01-30 shaky —d12, one roll, 1 improves, 10-12 ruins stone
31.60 falr — d12, eneroll, 1-2 improves, 12 ruins

61-90 good — d12, one roll, 1-3 improves, 12 ruins

91-00 superb — d20, 1-5 improves, 20 ruins stone

* Roll for this separately after determination of jeweler skill level.
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Important: Players should never know the skill levels of jeweler-gem-
cutters!

Dwarven |eweler-gemcutters add 20% fo skill level determination rolls.
They cost lwice os much to employ as far as gold piece outlay is con-
cerned. Gnome jeweler-gemcutters add nothing 1o jeweler’s skill but add
30% to gemcutter skill. They likewise cost double with regard to monihly
wage.

Mercenary Soldier: The likelihood of encountering any given type of
mercenary is sirictly up to you as DM, A table below shows suggested
probabilities, as well as typical numbers. Types will seldom be mixed. If
more than 5 are encountered, | will be a serjeant (o leader-type, or
equivalent of a non-commissioned officer). It is urged that 1 serjeant for
every 10 troops be used as a minimum figure with regard to regular
soldiers and leader types. (Coptains will have 1o be hired for each sort of
troop type. ) Note that regular soldiers are 0 level men-at-arms with 4-7 hit
points each.

Dice Number Encounterad (d10)
Score Troop Type 1-4 5.7 8-9* < bl
01-04 archer (longbow) 1-4 2-5 312 5.20
05-10  archer (shortbow) 1-6 2.8 4-16 5-30
11412 artillerist 1 2 3 4
13 captain 1 i 1 1
14-20 crossbowman 1-6 2.8 5-20 B-48
21-30 footman, heovy 1-6 2-12 5-30 10-60,
31-37  footman, light 1-4 28 312 5-20
38-40 foatman, pikeman 2-5 312 5-20 10-40
41 lieutenant I 1 1 1
42-44  hobilar, heavy 1-3 2.5 3-12 418
45-48  hobilar, light 1-4 2.8 312 5-20
49 herseman, archer 1-2 1-6 2-8 3-12
50-53 horseman, crossbowman 1-4 2.8 3-12 5.20
54-58 horseman, heavy 1.3 2-5 312 4-16
59-70  horseman, light 1-4 2.8 4.16 5.30
71-78  horseman, medium 1-3 2-5 3-12 416
79-80 sopper/miner 1-2 1.4 2-5 2B
B1.85 serjeant 1 1 12 1-3
84-B8 slinger 1-3 1-6 28 312

89-90 SELECT ANY TYPE OF MISSILE TROOP
91-94  SELECT ANY TYPE OF FOOTMAN
97-99  SELECT ANY TYPE OF HORSEMAMN
00 SELECT ANY TYPE OF SPECIALIST OR LEADER

* With lieutenant if more than 10 soldiers.

** With lieutenant if more than 10 soldiers, with coprloin If more than 20
saldiers

Archer (longbow): These traops will be able to operote as light infantry
when not employing bows, They can use any typical weapon, for they
must be strong and in good health.

Archer (shortbow): These troops will not fight as infaniry when not using
their baws, unless it is a desperate situation. In extremis they will flghf as
light infantry using short swords, hand oxes, and similar weapons. (You
may desire to allow certain types — such as the historical Viking warrior
types — 1o be exceptional, If so, these individuals will certainly demand
longbowman’s wages.

Artillerist: These froops are required to operate any missile engines
larger than a heavy crossbow. They will fight as light infantry enly in
extrem s,

Captain: A captain is nothing more than a capable leader, a fighter of
Sth, &th, 7th, or Bth level (according to the d10 score, 1-4 = 5th, 5.7 =
4th, B-2 = 7ith, 0 = 8th) bu! NOT capable of working upwards. A captain
con command as many scores of roops as he or she has levels, i.e., 4th
level enables command of B0 men, 5th level enables command of 100
men, elc. In addition, the level of the coptain dictates the number of
lieutenants which can be controlled, This is exclusive of serjeants ond
ony auxiliary types such as servants, cooks, eic. The monthly cost of a
coptain is 100 gold pieces per [evel.

Crossbowman: These soldiers are able to use any sort of crossbow fur-
nished. Each heavy crossbowman will typically desire a light infantryman
to occompany him to act as o shield bearer. Crossbowmen will bear
hand-held weapons and fight as light foo! if meleed by enemy troops.
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Footman, heavy: These froops are trained to fight in close formation
They do so regardless of the type of armor thay are equipped with.
Weaponry can be sword and shield, axe and shield, pale arms, etc.

Footman, light: These soldiers do not fight in close formatian. They are
useful in rough terrain, woods, ete,

Footman, pikeman: These soldiers are heavy foot who are especially
trained to fight with pikes and alse maneuver with them. Mercenary
pikemen will be high quality (not militia or levy quality). Heavy feotmen
can be placed in the center of a pike formation of 100 or more troops, if
these troops have trained for not less than two manths with the pikemen.

Hobilar, heavy or light: These troops are simply mounted infantry, able
to use horses to move bui not capable of mounted combat, Thus, hobilars
ride to battle but dismount to fight. Some provision must be mode to care
for the horses, or the hobilars will leave 25% of their number behind to
do so.

Horseman, archer: These light troops are generally nemadic types, un-
disciplined and prone 1o looting. They will fight hand-te-hand only if cir-
cumstances force this action upon them. They can wear leather, ring, or
chain mail, and they can carry small shields for use when not plying their
bows.

Horseman, crossbowman: All such ftroops are armed with light
crossbows, os heovy weapons are not usable on horsebock. They are
light treeps, but they can wear any sort of armor. They will wield hand-
held weapons in combat if necessary.

Horseman, heavy: These soldiers are trained to operate in close farma-
tion (stirrup-to-stirrup), They are oble 1o use most weapons commeon 1o
harsemen,

Horseman, light: These troops are not trained fo operate in close order or
formation. They are useful skirmish-raider types only.

“Horseman, medium: Similar to heavy cavalry, medium horsemen are
trained 1o operate in formation, but they are generally smaller individu-
als on lighter horses and do not ride as close to their fellows.

Lieutenant: A lieutenant is an assistant to o captain, or a leader in his or
her own right. Fighter level is 2nd (d10 score 1-7) or 3rd (d10 score 8-0),
and the |lleutenant can command os many decades of roops os he or she
has levels. This is exclusive of serjeants, of course. A lieutenant serving
under a captain extends the number of troops the captain can effectively
command and control. The level of a lieutenant determines how many
serjeants he or she is able to direct, these in addition to those normally
serving with the troops, i.e., 2 or 3 additional serjeants who can do
special duty. The monthly cost of a lieutenant is 100 gold pieces per
level, They cannot progress in level.

Sapper/Miner: These troops are required for any military operations
which involve use of siege machinery, towers, frenches, mines, eic.
Although they will fight only to preserve their lives, they do fight as
heavy footmen. They normally wear only light armor because of their
duties — leather or studded leather if they are active.

Serjeant: A serjeant is the leader of a small bedy of troops, a non-com-
missioned officer equivalent. All serjeants are 1si level fighters but in-
capable of progressing further. A serjeant can command up 1o 10 soldiers
os an independent unit or assure orders from lieutenanis or a captain are
carried out. There must be 1 serjeant minimum for every 10 regular sol-
diers, and there can be 1 per 5. The monthly cost for a serjeant is 10 times
the rate of the troops he or she cammands, so a serjeant of heavy horse-
men costs 60 gold pieces, one of light fooimen only 10.

Slinger: Slingers are trained from youth up [as are longbowmen), and
are thus rarely encountered. They can wear leather {including studded
leather), padded, or ring mail only, but they are also able to employ
small shields at the same time as they ply their slings. They are always
light infantry, and they are able to use only |esser handheld weapons such
os hand axes, clubs, short swords, and daggers.

Non-Human Soldiers:

There can be various units of non-human troops available for mercenary
duty, but this depends upon your milieu. It is suggested that as a general
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rule such troops be enlisted only where they actually dwell, and only if
the player character champions their cause or is a minion of their align-
ment, religion, or the like, or is a racial hero. The types of soldiers avail-
oble depends entirely on the race (see MONSTER MANUAL for such infor-
mation). The less intelligent non-humans will serve for from 10% to 60%
less cost, but these evil creatures will certainly expect to loot, pillage, and
rape freely at every chance, and kill (and probably eat) captives. Dwarves
will serve at double rates, or at normal rates if they are basicolly aiding o
chompion of their cause and people. Gnomes and halflings will only serve
in the latter case. Elves are a difficult cose to handle, for they might serve
against hated foes, or for a cause, but in either event prabably for greater
cost or special cansiderations only. Half humans such as half-elves and
half-orcs might be found amengst either human contingents ar with thase
of their non-human parent race. Possible non-human soldiers are:

bugbears halflings
dwarves hebgoblins
elves kobolds
gnolls lizard men
gnomes ores
goblins

Sage: Sages are a very special case indeed, for they are the encyclo-
pedias, computers, expert opinions, and sort of demi-oracles of the
milieu oll rolled into one. Even in o quasi-medieval fantasy world, the
sum of human knowledge will be so greal and so diverse as to make |1
totally impossible for any one sage fo know more than a smatiering
about many things, a fair undersianding of their overall field, and a
thorough knowledge of their particular specially or specialties. The

general fields of study for sages are shown hereafier, with special areas
of expertise listed under each general category.

Sage Ability:

While any sage is capable of carrying on a discussion in any field of
knowledge, what he or she actually has expertise in is an entirely dif-
ferent matter. Thus, any given sage will know the general field of his or
her chosen study well, with expertise in two or more special areas, and
in addition he or she will be able 10 give reasonable advice in one or
two other fields, but have obsolutely no expertise in any of the special
categories of the other fields. Note that expertise in a limited number of
special cotegories does not imply that the sage is limited in talent, only
that he or she has devoted major effort into limited areas, and his or her
knowledge of these special categories will be exceptionally good. When
taking the persana of a sage, it is therefore very important for the DM to
assume not only the role but also the overview and personal dedication
of the character. The number of fields of study {major and minor) and the
specialization cotegories ore determined by use of the two tables given
hereafter. Find the number of fields of study first:

Dice Score Minor Fields Special Categories In Major Field
01 -10 1 2
11-30 1 3
31 -50 | 4
51 -70 2 2
71 -90 2 3
91 -00 2 4

To use the above information on the following table, first roll for (or
choose) one field of siudy 1o be the sage's major field, then choose the
proper number of special categories within that field, Finally, roll (or
choose) the indicated number of minor fields
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Sage Fields Of Study And Special Knowledge Categories:

Humankind 01-30 Demi-Humankind 31-50
Art & Music Art & Music

Biology Biology

Demography Demography

Histary History

Languages Languoges

Legends & Folklore.
Law & Customs
Philosophy & Ethics
Politics & Genealogy
Psychology
Socialogy

Theology & Myth

Legends & Falklare
Low & Custams
Philosophy & Ethics
Politics & Genealogy
Psychology
Sotiology

Theology & Myth

Humanoids & Giontkind 51-60 Physical Universe(s) 61-70

Biology Architecture & Engineering
Demography Astronamy

History Chemistry

Languages Geography

Geology & Mineralogy
Mathematics
Meteorology & Climatelogy

Llegends & Folklore
Law & Customs
Sociology

Theology & Myth Oceanography
Physics
Topography & Cartography

Fauna 71-80 Flora 81-90

Amphibians Bushes & Shrubs

Arachnids Flowers

Avians Fungi

Cephalopods & Echinoderms Grasses 8 Grains

Crustoceans & Mollusks Herbs

lehhyoids Mosses & Ferns

Insects Trees

Mammals Weeds

Marsupials

Reptiles

Supernotural & Unusual 91-00
Astrology & Numerology
Cryptography

Divination

Dweomercraeft

Heraldry, Signs & Sigils

Medicine

Metaphysics

Pianes (Astral, Elemental & Ethereal)
Planes (Quter)

Chance Of Knowing Answer To A Question:

Question Is General Specific Exaocting
Out Of Fields 31%-50% 11%-20%

In Minor Field 46%0-65% 31%-40% 11%-20%
In Major Field 61%-80% 57%-60% 26%-35%
In Special Category 81%-100% 76%-96% 61%-80%

To use the obove toble each time a particular question is asked, first roll
(d10 or d20, os applicable) to determine the sage’s baose percentage
chance (within the ronge shown) to know the answer. When that is de-
termined, roll to see if the soge does know the answer. Rolling the
indicated base percentage or below indicates that the sage has the knowl-
edge for that particular question.

You must determine if any given question is of general, specific, or
exacting nature according to the subject. For example, ""Do giants live on
that island?” is a general sor of o question; Do fire giants inhabit the
volcanic region of that island?’” is a specific question; and “Deo the fire
giants inhabiting the velcanic region of that island possess the Artifoct of
Alamanzaliz?” is exocting. Any question asked must be within the scope
of knowledge of the player character, or his or her assaciates at the time,
and such inquiries must always be consistent with the learning of the
milieu which you have designed. Thus, if you have no gunpowder in the
milieu, no questions regarding the substance, no matter how phrased,
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would be possible, as none of the inquiring parties could possibly have
any inkling that such @ thing exists anywhere in the multiverse. Be certain
o adhere to this rule strictlyl

Knowledge of any sage character is not entirely contained within his or
her brain. As with any scholar, soges will 1end 1o collect materials which
pertain 1o the fields of study he or she pursues. Thus, the sage mus| have
both living quarters as well as study ond library and warkroom a
minimum of four rooms of ot least 200 square feet each, and if the sage
is kept busy answernng mony questions, then he or she will need more
space for the additional materials (books, equipment, lite forms, etc.)
needed to fulfill the demands of the position. (As DM, maoke o point of
asking for far more than is aclually needed, as any dedicated scholar-
scienhist will desire acquisition of absclutely everything needed or
imagined to possess a virtual university and museum. A sage who
specializes in flora, for example, might request o roof cellar, greenhouse,
fungl beds, several acres for growing various plants — all in addition 10 @
bed chamber, study, library, and warkraom, )

Sage Characteristics: As with any hireling of importance, abilities, align-
ment, and even special skills will have to be determined. STRENGTH: d8
+7; INTELLIGENCE: d4 +14; WISDOM: dé + 12; DEXTERITY: standard 3dé:
CONSTITUTION: 2dé +3; CHARISMA: 2d6 +2; ALIGNMENT: (see below)

01-05 CHAQTIC EVIL 41.60 LAWFUL NEUTRAL
06-10 CHAQTIC GOOD 61-80 NEUTRAL

11-20 CHAOTIC NEUTRAL 81-90 NEUTRAL EVIL
21-30 LAWFULEVIL 91-00 NEUTRAL GOOD
31-40 LAWFUL GOOD

HIT POINTS: 8d4 + constitution bonuses as applicable.

SPECIAL SKILLS: All soges will have some abilities with respeci to spalls,
for their studies will hove empowered them thus. Determine whether
spell abilities will be mogic-user, illusionist, cleric, or druid by studies.
Flora and founc indicate druidical talents, supernatural or unusual indi-
cates either magic-user or illusionist ability (if magic-user ralent is not
obviously indicated, assume illusionist ability), studies of the physical
universe indicate clerical ralents (as do such studies as most categories of
human, demi-human, and humanecid nature), and art & music and
legends & folklore being either clerical or maogic-user. When some
natural bent is discovered, find the maximum level of the spells known 1o
the sage by rolling a d4 +2 1o find a level between 3 and &, inclusive.
This only indicates the ability to use spells of up to the level shown — it
does not mean that the sage is able to use any spell in particular. Each
sage will possess 1-4 spells of each level, but at any given time he or she
will have ne more than | of each level avoilable for actual use, the rest
being contained in various source books. Find specific spells by random
generation. Spells such os bless; chant, proyer. commune, raise dead,
commune with nature, and contact other plane — or their reverse, if
applicable, are not within the capabilities of a sage. Naturally, the sage
will tend to keep his or her spell knowledge as highly secret, and he or
she will likewise have those spells which seem applicable for octivities
likely to be pursued during the course of the period the sage envisions.

Abilities will change due to aging or special circumstances only. Soges
will net increase in hit points, and their special abilities will not increase,
either — although if they aquire mogic items which are usable by char-
acters of the same profession as that of their special spell ability, they
will likely be able to use such items. Spell use is at o level equal to the
minimum level at which such a spell could be employed if the sage were
of that class, i.e. o soge with third level spell use in mogic casts spells at
5th level of ability (the minimum level for a magic-user to cast a third
level spell). All sages are middle-aged te venerable in age.

Hiring A Soge: Only fighters, paladins, rangers, thieves, and assassins
are able to hire a sage. (Other closses of characters can consult them,
however, as explained hereafier.) Any character hiring a sage on a per-
manent basis must have a stronghold with ample space for the sage, as
noted above. A sage will accept service only on o permanent, lifetime
basis.

Location Of A Sage: Soges will be found only in large towns and cities.
They are typically in or near colleges, schools, universities, libraries,
museums, forums, ond public specking places. Sages belong to a
Brotherhood, but as o general rule, this association is informal and not
likely ta have o headquarters at which a sage could be located. (How-
ever, the employment of a sage will become commaon knowledge 1o all
sages within the area.)
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Short-Term Employment Of A Sage: Upon locating a sage, any class of
character can ask him or her to answer one or more questions. Such
short-term employment cannot last beyond one week’s time, and the
sage will thereafter not be available for at least one game month — as
there are more important and constructive things to be done than an-
swering foolish questions, anyway! Remembering the resiriction
regording time, use the information found under the Information Dis-
covery section hereafter. Costs for short-term employment are 100 gold
pieces per doy plus the variable amount shown under Information
Discovery for question difficulty (reflecting costs of obtaining research
materials or the information proper through fees, bribes, donations, etc.).

Long Term Employment Of A Sage: If initial reaction of the sage is favor-
able to the player character attempting to hire him or her, the sage will
then entertain any offers of employment on a permanent basis which the
character chooses to proffer. As a sage will bring nothing save thinking
ability and knowledge, an offer of employment must consider the fol-
lowing:

SUPPORT & SALARY PER MONTH
RESEARCH GRANTS PER MONTH
INITIAL MATERIAL EXPENDITURE

20010 1,200 g.p.
200 to0 1,200 g.p.
20,000 g.p. minimum

Determine salary and grant expectations by random dice rolling of 2dé
for each. Initial material expenditure is a far more important matter, for
even If the sage is otherwise satisfied, if this is not met and exceeded then
the ability 1o answer specific and exacting questions will be sharply cur-
tailed due to lack of reference works, experimental equipment, and so on.
A 20,000 g.p. expenditure will allow the sage to operate at 50% of normal
efficiency, ond for each odditional 1,000 g.p. thereafter, the sage will add
1% 1o efficiency until 90% is reached (upon expenditure of 60,000 g.p.).
After 90%, to achieve 100% efficiency the cost per 1% is 4,000 g.p. (for the
obviously erudite and rare tomes, special supplies and equipment, etc, —
assuming such are avoilable, of course). All told, expenditures must be
100,000 g.p. for 100% sage efficiency in specific and exacting question
areas. Note: Additional expenditure on materials will increase sage
question answering ability in the general and specific areas as follows: For
each 5,000 g.p. and 1 month of uninterrupted study time, the sage con
increase his or her knowledge outside his or her fields of study by 1% to a
maximum of 5%. At 10,000 g.p. cost and 1 month's time, sage ability in
minar fields of study con be brought up by 1% subject likewise 10 a 5%
maximum gain. Addition of another minor field, three maximum, requires
100,000 g.p. expenditure and two years of time. Addition of a major field
of study requires 200,000 g.p. and two years’ time. Payment must be made
in advance. No questions can be asked of the sage during the stated
period of time, or all is lost.

Information Discovery: It will take only a relatively short period of time,
ond no costs 1o speak of, 1o discover information of a general nature, but
as questions become more difficult, the time and cost to give an answer
becomes a factor, This is shown en the following table:

Information Discovery Time And Cost Table:

Naoture Of Question Is

Question Is General Specific  Exacting  G.P. Costs
Out Of Fields 1-6r. 2-24d. — 100/d.
In Minor Field 14r, 2-20 d. 540d. 1,000/d.
In Maojor Field 1-3r. 1-12d. 3-30d. 500/d.
In Special Category 1-2r. 1-10 h. 2-12d. 200/d.

r. = rounds

h. = hours

d. = days

Note: All times assume thot the soge will be in o position to conduct
research and obtain necessary equipment within a doy or two of the dis-
covery of the need, and the costs shown assume these activities. If o
town or city is not nearby, double times and costs (or compute the
sojourn expendilure necessary to arrive at a ocale where the needed
materials are to be had, and determine other expenses also). However, if
the percentile dice score rolled for knowing the answer 1o the question is
in the lower 20% of the spread, then there will be no costs incurred, os
the material is on hand. Thus, if a sage has a 31% to 40% chance of
knowing a question, and the dice indicate a 32% chance of knowing i1, a
following roll of 32% or less indicates knowledge, but a roll of 06% or
less indicates that the sage has the information about the question avail-
able, and there will be no aodditional expense. Furthermore, in the
special category of study, any spread within the lower 80% has no cost;
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as this area is where the sage will have accumulated most of his or her
materials. As DM you must also use judgment as to related questions, so
that if a closely related query is made following one for which on expen-
diture was necessary, you musl determine whether or not the further
question or questions would be onswerable from the same materials
source which was formerly obtained. Naturally, all costs are NOT for
materials, some accruing os payments, fees, and bribes.

You may likewise extend the time necessary to answer specific or exact-
ing questions which you believe that the soge would have great difficulty
answering due to lack of information available or the particular nature of
the guestion. For example, a query as to how the henchman of the player
character could construct an artifact would never be able io be answered
positively, but the sage might feel obligated to continue a fruitless search
for the knowledge.

Unknown information will always require from 51% to 100% of the maxi-
mum time shown to determine that the knowledge is beyond the ability
of the sage. All costs will accrue at only half of the stated amount,
however. Thus, suppose a sage is asked a question out of any of his or
her fields of knowledge. If the question is of general nature, the sage
will hedge and talk around the point, or just possibly sit and look wise for
4-6 rounds before answering that the question is beyond his or her learn-
ing, and there is no cost involved, as a day was not spent researching.
Were the question specific, he or she would require 13-24 days to dis-
cover that it was unanswerable and relate this 1o his or her employer/
master. The cost would be 50 g.p. per day, or from 650 g.p. to 1,200 g.p.
(in this case probably paid out to others as fees, stipends, and the like
trying to find someone with the answer).

Rest And Recuperation: After spending more than 1 day of time answer-
ing @ question, a sage will need at least 1 day to rest and relax for every
3 he or she spent in research. During this time, he or she will not be able
fo answer any further queries of anything other than general nature, and
if the player-character bothers the sage often during this “time off”, the
sage will demand from 1-2 odditional days of time for “special re-
search”, and until such time is granted, the sage will expend the maxi-
mum amounts of time and expense in answering questions.

Non-Humon Or Part Human Sages: Most sages will be human, but if your
campaign milieu seems right for sages of dwarven, elven, or any other
such race, feel free to use them. However, old and venerable category
non-human sages will not be likely to be interested in employment with
humans, just os human sages will tend to favor employment with
humans, unless their specialization dictates differently.

Scribe: A scribe is principally o secretary or copyist. He or she will be
able 1o record normal things, but never anything of magical nature.
Specialists such as scribes able to make maps (or copy them) — carto-
graphers — will be scarce indeed, and generally they will command ten
times the costs of a normal scribe. Other specialists would be those oble
to use codes or ciphers and those able to read and write a language
other than the common tongue. These scribes ore likewise rare ond ten
times as costly as the normal sort.

Ship Crew: As with a captain, crewmen must be of the sort needed for
the vessel and the waters it is 1o sojourn in. That is, the crew must be
sailors, oarsmen, or mates of either fresh water vessels or solt woter
vessels. Furthermore, they must be either galley-trained or sailing-vessel-
trained. Sailors cost the same as heavy infaniry soldiers (2 g.p. per
month) and fight as light infantry. They never wear armor but will use al-
most any sort of weapon furnished. Oarsmen are considered 1o be non-
slave types and primarily sailor-soldiers; they cost 5 g.p. per month, wear
any sort of armor furnished, and use shields and all sorts of weapons.
Marines are simply soldiers aboard ship; they cost 3 g.p. per month and
otherwise have armor and weapons of heavy foot as furnished. Mates
are sailor serjeants who have special duties aboord the vessel. They con-
form to specifications of serjeants and cost 30 g.p. per month.

Ship Master: This profession covers a broad category of individuals able
to operate a vessel. The likelihood of encountering any given type
depends on the surroundings and must be determined by the referee.
Types are:

River Vessel Master

Lake Vessel Master
Sea-Coastal Vessel Captain
Galley Captain
Ocean-going Vessel Captain
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The latter sort should be very rare in a medievaol-based technology
milieu. Note that each master or coptain will have at least one lieutenant
and several mates. These sailors correspond to mercenary soldier lieu-
tenants and serjeants in all respects. For every 20 crewmen (sailors or
oarsmen) there must be 1 lieutenant and 2 mates. Sailing any vessel will
be progressively more hazardous withoul master or captain, lisutenants,
and mates. (See WATERBORNE ADVENTURES). The proper type of master
or captain must be oblained o operate whatever sort of vessel is oppli-
cable in the waters indicated. Cost for masters, captains and lieutenants
is 100 g.p. per month per level of experience. They also are entitled 1o a
share of any prize or treasure taken at sea or an land in their presence.
The master captain gets 25%, each lieutenant gets 5%, each mate 1%,
and the crewmen shaore between them 5%. The remainder goes to the
player character, of course.

Spy: Spying is a profession which is typically reserved for assassin char-
acters. Other types of characters can be paid to spy, but such activity must
be at the discretion of the Dungeon Master, The player character must
locate a likely prospect and then employ him or her in some capacity
which is in accord with the prospeciive spy's station and occupation or
profession. Then, by means of discussion and offers of payment, the
player character must convince the choracter that he or she should
become a spy. The sums offered can range from as little as 100 g.p. 10 as
great as 10,000 or more depending on the situation and the person being
opprooched. If the area where the spy musl go is distant, the person or
persons 1o be spied upon dangerous, or the prospective spy of high
station, the likelihood of acceptance is low unless the pay is exceptional
— in money and possibly magic or land or position or some other valu-
oble consideration. Payment must always be made by installmen!, pan
on taking the assignment, the balance on completion of the assignment.
Use the ASSASSIN SPYING TABLE 1o determine the success of any mis-
sion, treating the spy as a 1st level ossassin on his or her first mission, 2nd
on the second, etc. Such spies can never become more proficient at spy-
ing than Bth level in any event.

"This had better work!"

Steward/Castellan: This occupation perfains to the overseeing of a
castle, particularly If the player character owner of the stronghold is not a
fighter or cleric or If he or she intends to be awoy for a time and desires
to make certain that the castle is well-run ond safe. A steward/castellan
is the same as a mercenory soldier captain with respect to level but cost
of employment is double (200 g.p./level). However, as he or she is deal-
ing with troops within a stronghold, command ability is double, l.e. 40
troops per level. Generally, a trusted copiain will be appointed castellan
or steward. Once so appointed, the character will feel offront if asked to
take the field as if he or she were nothing more than a common mercen-
ary captain| A casile with a steward/castellan will always be sufficiently
garrisoned, have ample food, water reserves, oil, siege equipment and
engines, missiles, etc., and will be kept in good repair. Of course, the
player character must initially establish the stronghold and its attendant
needs for men and supplies of oll sorts. Once this hos been accom-
plished, bought, and stecked, the castellan or steward will see that levels
are maintained according to the dictates of his or her master. The costs of
such work come from standard support costs of the strongheld, but a
steward/costellan will see that such funds are actually spent on what
they were meant for. Note: Loyalty of such a character must be kept high
or else disaster mighi result the first time on enemy approaches the place
when the player character is away.

Weapon Moker: A weapon maker is a sort of smith-armorer specializing
in the manufaciure of high-quality arms. As DM you might desire to
divide weapon makers into the three following classes:
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BOWYER-ARROWSMITH-FLETCHER
SWORDSMITH-DAGGERSMITH
WEAPONER GENERAL

The bowyer would fashion any sort of bew, including crossbows, and
missiles for same. Swordsmith work would be sirictly with all forms of
swords and doggers. The weaponer would fashion all weapons not made
by the other two classes of weapan makers. As with other hirelings of this
sort, the weapon maker must have a forge and o workroom. He or she
will have various apprentices which are subsumed in the monthly cost. A
weapon maker is necessary to support troops, 1 being reguired to support
each 80 men or fraction thereof. If the weapon maker has free time, he
or she can turn out weapons at the rate of 1 weapon per day after an ini-
tial start-up period of 1 month. Exceptions fo this rate are composite and
long bows which require a start-up time of 1 year and are turned out at
the rate of 2-5 per month thereafter, heavy crossbows which are turned
out ol a rate of 15 per month, and swords which are made os follows:

scimitar 10/month
sword, bastard 8/month
sword, broad 15/month
sword, long 12/month
sword, short 20/manth
sword, two-handed 5/month

Scabbards for all swords will have 1o be manufactured by a leather
worker of some sort. Location of a weapon maker willing to take service
with any player character should be difficult.

Daily Employment: Expert hirelings are generally net available for
periods of less than one or more months. Soldiers can be hired, but not
captains, lieutenants, or serjeants. They recognize hozardous duty, ond
the cost per day is the same as per month. The supply of such men-at-
orms willing to work day-to-day is sirictly limited, so if the PCs lose them
adventuring, more will not be likely to be found.

HENCHMEN

Henchmen, whether male or female, are greatly desired by the discern-
ing players, for they usually spell the difference between failure and
success in the long term view. They are useful in individual adventures as
a safety measure against the machinations of rival player characters,
provide strength to the character and his or her stronghold, and lastly
serve as a means of adventuring when the player choracter is unable to.
Because they are so useful, and because they are Iypically so devoted,
there are charisma limitations as to how many henchmen a PC is able to
attract. Knowing this, the real question for the Dungeon Master is who
will be attracted? where will they be found? when will they come? and
what will the cost be? These questions are answered in detail hereafter.

Level Of Prospective New Henchmen:

As a general rule, only characters of 1st level of experience will be
attracted to service with.a player character. (If the NPC has already
gained a level or more of experience on his or her own, why would the
aegis of a PC be sought?!) If the player character attempting to find an
NPC henchman is over 6th level, there is a 10% chance that the character
found will be 2nd level, and seeking service because of the renown of
the PC; if the player character is over 11th level, there is a 25% chance
that NPC will be 3rd level, 25% chance for 2nd level, and 50% for !st
level.

Roce Of Prospective Henchmen:

The locale in which the non-player character henchman is being sought,
the racial distribution in that locale, the race of the prospective liege, and
the manner of seeking henchmen, will all bear upen the race of any
possible henchmen.

Locale and Racial Distribution: The amount of territory within which the
henchman is being sought is of importance, for it determines what
character races are available for acquisition. Determine racial
percentages that exist within the area, and group them into incremenis of
5%. For example, a large city of 25,000 might be B0% human, 10% half-
orc, and 10% “all others’ (dwarf, elf, gnome, half-elf, and halfling).

Racial Specifications: Unless special note is made that only certain races
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of adventurers are desired, or the notices and broadsides specifically ex-
clude races, the whole of the population base will be eligible, so random
samplings will be attracted.

Number of Prospective Henchmen: Human and half-orc characters suit-
able for level advancement are found at a ratio of 1 in 100. Other races
have an incidence of 1 in 50. However, as most of these characters will
be other than low level adventurers and already in a situation they are
satisfied with — and humans more so than other races, unless the devel-
opmen! of the area is primarily ether than human — about 1 in 1,000
population will be interested in offers of employment as a henchman.
NOTE: This figure must be adjusted by the DM according to the locale, for
if it is an active adventuring area, the incidence of prospective
henchmen might be as great as 1 in 200, while if it is o settled ond staid
area, incidence might be as low as 1 in 5,000.

Effective Location of Henchmen: While there might be as many as 25 or
more prospective henchmen in the city of 25,000 cited above, the player
character desirous of locating one or more for service must be able to
reach the NPCs in order to let them know there is a henchman position
available. In order to get this sort of information around, there are
several methods which can be used singularly or in combination:

Method Cost Effectiveness
POSTING NOTICES iN PUBLIC 50g9.p 10% - 40%
HIRING A CRIER 10g.p. 1% - 10%
HIRING AGEMNTS TO SEEK PROSPECTS 300 g.p. 20% - 50%
FREQUENTING INNS AND TAVERNS special special

Each method can be tried but once o month with ony hope of success.
Reduce the percentage chance of effectiveness of each method by 5%
when used in combination; this reflects the duplication of effort. The
special costs for frequenting inns and taverns is o combination of the
price of a round of drinks for the house and a fee to the barkeep 1o men-
tion the prospective employer to adventurers. For each 10 g.p. (50 g.p.
maximum) of fee, there is a 1% - 4% chance of reaching a henchman.

"Dave, get the barbarian in the corner another drink, quick!”

Up to ten establishments can be so worked, but for each visited, the ef-
fectiveness of the others is reduced by 1%. Therefore, the PC hod better
spend in excess of 20 gold pieces in payments 1o innkeepers and bar-
keeps if he or she is planning ta try this method in more than a few es-
tablishments. Example: The PC decides to try a media blitiz to find a
henchman. He posts notices and gets o 30% effectiveness, hires a crier
who is 3% effective, hires agents who are 30% effective, and spends 500
g.p. in fees in inns and taverns 1o get an average 15% effectiveness after
overlap. The total coverage is 30% + 3% 4 30% + 15% = 78% 15%
(use of 3 methods beyond the first at -5% per method) = 63% final total
effectiveness. Assume 65% of the total eligible NPC henchmen characters
will seek service. Whatever final percentage figure is arrived at, this is
multiplied by the total available non-player characters available as
henchmen. Use proportions for racial types, Unless the methods of in-
forming prospective NPCs neglected some area where a specific race is
concentrated.

Length Of Time Required For Responses:
It will take from 2 to 8 days for all prospective henchmen who are going

1o apply 1o locate the player character and seek him or her out to apply
far the job. During this period of time, the PC must remain in the place he
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or she made known as the spot to go for employment. Failure 1o do so
will result in a loss of any applicants coming that day and each day
thereafter he or she is not available. When the 1otal number of applicants
coming are known by you, divide this number by the number of days
during which notice is getting around (2-8), and this will give the number
of applicants per day. Always have any odd numbers remaining come
during the first or second day.

Treatment Of Prospective Henchmen:

When a characier arrives for employment, it is considered poar manners
te enspell him or her in any woy (except possibly in the case of know
alignment or detect good/evil), to say nothing of physically searching
him or her. Direct questions about alignment and religion are usually
taken poaorly.

Classes Of Prospective Henchmen:

Of the total number of prospective characters who are capable of working
upwards in level, the distribution of class'will be as follows:

CLERICS 20% (dé, 1 = druid)

FIGHTERS 44% (d10, | = ranger, 2 = paladin)
MAGIC-USERS 20% (d&, 1 = illusionist)

THIEVES 15% (db, | = assassin)

MONKS 1%

Nen-human characters located will have two classes if they have scares
of 14 or greater in two major ability areas, three closses if they have
ability scores of 14 or greater in three major areas which match up with
those of classes which they are able to work in simultaneously, Excep-
tion: Those races which can work anly in two professions at once will not
be exceptional, and regardless of their ability scores they can work in
only as many classes as stated in the PLAYERS HANDBOOK.

Cost Of Successful Employment:

In addition to the costs of getting prospective henchmen to seek employ-
ment, the player character desiring to hire one or more of them must be
prepared to make a substantial affer which is comprised of the following
considerations:

Initial Payment: Not less than 100 gold pieces per level of the applicant
must be offered. This will give a base 25% interes! in accepting the posi-
tion, For each additienal 100 gold pieces, interest increases 10% 1o a
maximum of 55%.

Equipment: The prospeclive henchman must be provided with complete
equipment according to his or her class or classes. Any magic items in-
cluded will make the character more interested in accepting the position,
assuming he or she can use such items, of course. For each magic item
(exclude arrows except in groups of 5), increase interest by 15%.

Quarters and Support: The PC must offer reasonable housing and prom-
ise free food and clothing as needed to the praspective henchman. This
simply adds 5% to interast level when offered, bur failure 10 promise
such guarters and support will lower interest by 25%,

Activity and Shares: The ployer character must state what amount of ac-
tivity the prospective henchman will be given, and what duties and posi-
tion is envisioned for him or her. Furthermore, the prospective henchman
mus! be 1old wha! share of reasure he or she can expeci from adveniur-
ing, and what division of magic items can be expected.

Characteristics of Henchmen: The characteristics, including alignment, of
NPC applicants are discussed under the section, PERSONAE OF
NON-PLAYER CHARACTERS. You, as DM, can decide how best to reveal
all of this infarmation 1o the PC, some by relating what Is “seen”, some
by octually ploying the role of the applicant. If the character asks specific
questions, remember that the applicant might take this amiss.

Acceptance Of Employment:

When the basic level of interest is found, and characleristics discovered,
roll percentile dice if the PC states o desire to accept the applicant as a
henchman. Adding the player choracter’s charisma reaction adjustment
1o the interest level, and if the dice score does not exceed Iinterest and
charisma reaction adjustment, the NPC accepis employment.
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Equipment Of Henchmen:

All henchmen will come with nothing except the (normal) clothes they
weat. Although they will have a few copper and silver coins, they will
have nothing of value — no armor or weapens, nothing! Their wretched
state is, in fact, one of the prime maotivations for their seeking employ-
ment with a successful adventurer.

Exceptional Henchmen:

From time to time player characiers will manage to capiure or otherwise
have in their power characters of higher than 2nd level. This in itself is of
no conseqguence, but what if the player character then mokes an offer of
henchman status to the other character!

1. If the non-player character is more than twa levels greater than the
player character, only associate status, possibly for bul | adventure or
undertaking, perhaps for two, will be accepted, regardless of the
amount of inducement offered.

2. If the non-player character is from two levels lower to two levels
greater than the player character, the NPC will consider anly offers of
becoming a temporary hireling or an associate for 1-4 weeks or ad-
ventures/undertakings.

3. If the non-player character is three or more levels under the level of
the player character, he or she will consider the offer, but all of the
normal requirements of offer and acceptance must be handled as
usual. If the offer is forced (do it or else you die, etc.), the loyalty of
the henchman will be that of a slove. It will be that of coptured and
enlisted unless o considerable sum of additional money or considera-
tions of magic are given.

Such exceptional henchmen are the sole exception to the rule that
henchmen come unequipped, as they might well have considerable
goods.

LOYALTY OF HENCHMEN & HIRELINGS, OBEDIENCE AND MORALE

The loyalty of all non-player characters associated with a given player
character depends upon many factors. First and foremost is the charisma
of the PC, of course. This initial loyalty is modified by subsequent faciors
and the continuing relations between liege and his or her henchmen and
hirelings. Loyaltly is important when trouble arises — whether it is some
insidious plot fram within, a challenge from a rival, or in adventures or
warfare. Typical situations which require a check for loyalty, obedience
or morale are shown hereafter. Checks are made by adjustment of the
base loyalty score [due to the PC’s charisma rating). The final total is
compared to the result of the percentile dice roll, and if the total is less
than the number shown on the dice, the figure or figures in question are
disloyal, disobedient, or have peor morale,

TYPICAL LOYALTY, OBEDIENCE, AND MORALE CHECK SITUATIONS

Situation Failure Result
offered bribe co-operates
ordered o testify against liege ogrees

hos a chance to steal goods steals

left alone in possible danger deserts
abandoned deserts
ordered into possible danger refuses
ordered to perform heroic act refuses
ardered to parform heroic and dongerous act refuses
ordered fo rescue party member(s) refuses
ordered to rescue liege refuses

in combat with possibly dangerous foe runs away
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liege incapacitated or slain runs away
offered sutrender terms surrenders
surrounded by superior foe surrenders
ordered to use up or diminish own magic item refuses

NORMAL LOYALTY BASE: 50%, + /- charisma adjustment

LOYALTY OF HENCHMEN AND ALLIED CREATURES

Adjusted Loyalty Score Loyalty

Less than 01 None — will attempt to kill, capture, harm,
or desert at first possible opportunity

01-25 Disloyal — will always seek own advantage
regardless of circumstances

26-50 Little — will seek own advantage ot first sign
of weakness

51.75 Fair — will support cause if no greot risk is
involved

76-00 Loyal — will always attempt 10 further the
ends of the liege, even at great risk

Greater than 00 Fanatical — will serve unguestioningly and
lay down own life if necessary without
hesitation

LOYALTY BASE MODIFIERS:

Enlistment Or Association Modifier
associated non-player character -10%
captured and enlisted -15%
henchman +5%
hired mercenary 0%
hired mercenary, short term 5%
slave -30%
Length Of Enlistment or Association*® Modifer
less than 1 menth - 5%
less than 1 year 0%
1 to 5 years +10%
more than 5 years + 25%

*This includes time between service or length of time that the player
character has been generally known and familiar to the figure(s) in

question.
Training Or Status Level Modifier
unirained or peasant -25%
little training, levied troops -15%
newly recruited regulars - 5%
trained regulars +10%
elite, sub-officers, minor officials/expert hireling +20%
guards, officers, or major officials/henchmen +30%
Pay Or Treasure Shared Modifier
none —20%
partial, late, or unfair -10%
average 0%
obove average, cholice shares +5%
exceptional, bonuses, gift items* +10%
*Typically magic items if @ henchman Is concerned

Discipline/Activity Modifier
none/ane -10%
lax/little - 5%
firm and harsh/occasional 0%
firm and fair/often +10%
General Treatment By Liege Modifier
inhuman and heartless -25%
cruel and demineering -10%*
indifferent and uncaring or variable - 5%
just and invariable +10%
just, kind, and invariable +15%

*Applies only when the liege is not present, is incapacitated or dead;
if the liege is near and in power, minuses are ireated as pluses —
otherwise treat as 0% adjusiment (fear).
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Racial Preference For - Liege Assoclated Group
antipathy —5% —10%
good will + 10% +5%
hatred ~20% ~15%
neutral 0% 0%
preferred +20% +15%
tolerance 0% — 5%

NOTE: Preference adjustments are cumulative, but only with regard to
liege and associates, and with respect o the latter group only the
mosi disliked or most liked are counted.

Alignment Factars

Alignment Is Llege Assoclated Group
1 place removed 0% 0%

2 places removed -15% - 5%

3 places removed _35% _20%
Examples: lawful evil - lawful neutral = 1 place removed

lawful evil - lawful good = 2 places removed
lawful evil - chaotic good = 3 places removed

Alignment of Liege Modifier
lawful good +15%
lowful neutral +10%
fowful evil +5%
neutral good 0%
neutral 0%
chaotic good - 5%
chaotic neutral -10%
neutral evil -15%
chaotic evil -20%
Special Considerations Modifier
killed faithful henchman or hireling in

front of a witness{es) - 40%
tortured faithful henchman or hireling in

front of a witness(es) ~30%
reputed 1o have slain faithful henchmen or

hirelings or actually left them to die _20%
foresworn or oath breaker or deserter -15%
rumored to have tartured faithful henchmen

or hirelings -10%
discharged faithful henchmen or hirelings

without couse - 5%
given a choice gift or bonus within last two

months (hireling) or three months (henchman) +5%
risked life for within last six months (hireling)

or one yeor (henchman) +10%
ransomed or rescued within one year +15%
saved life directly or personally +25%
uses and diminishes his or her own magic to

benefit the NPC (including use of spells,

especially cures). +25%
returned henchman or hireling to normal state

from death-like state, had raised or resur- +50%

rected

NOTE: Apply only one penalty and ene bonus maximum, whichever of
either cotegory is the higher,

Situation Modifiers Modifier
liege dead or surrounded and outnumbered —25%
liege hors de combat -15%
each henchman dead or hors de combat - 5%
each hit die or level dead, friendly - 3%
each hit die or lavel alive, enemy - 1%
each hil die or level dead, enemy +1%
each hit die or level alive, friendly +2%
each henchman present, in sight, alive +5%
liege present, in sight, alive +15%

When all modifying factors have been checked, adjust the base loyalty
and roll percentile dice as noted above. (if you are certain of your DM
ability, most of these facters should be apparent without actually check-
ing them out, simply by empathizing with the character or group In
question, and having them oct accordingly. Until you are absolutely
ceriain, however, it is urged that you use these tables.)
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These rules should be used in conjunction with those given under Morale
in COMBAT,

TIME
TIME IN THE CAMPAIGN

Game time is of utmost importance. Failure to keep careful track of time
expenditure by ployer characters will result in many anomalies in the
game. The striciure of time is what makes recovery of hit points mean-
ingful. Likewise, the lime spent adventuring in wilderness areas removes
concerned characters from their bases of operation — be they rented
chambers or battlemented strongholds. Certainly the most important time
siricture pertains to the monufacture of magic items, for during the period
of such activity no odveniuring can be done. Time is also considered in
gaoining levels and learning new languages and more. All of these
demands upon game time force choices upon player charocters, and
likewise number their days of game life.

One of the things stressed in the original game of D&D was the importance
of recording gome time with respect to each and every player character in
a campaign. In AD&D it is emphasized even maore: YOU CAN NOT HAVE A
MEANINGFUL CAMPAIGN |F STRICT TIME RECORDS ARE NOT KEPT.

Use whatever grouping of days you find desirable for your milieu. There
is nothing wrong with 7 day weeks and 31, 30 and 28/29 day months
which exactly correspond to our real system. On the other hand, there is
nothing to preveni you fram using some other system if it pleases you
and you can keep it straight. What is imporiant to the campaign is that
you do, in fact, maintain a time record which logs the activities and
whereabouts of player characters and their henchmen.

For the sake of example, let us assume that you begin your campaign on
Day 1 of the Year 1000. There are four player characters who begin ini-
tially, and they have adventures which last a total of 50 days — 6 days of
actual adventuring and 44 days of resting and other activity. At this point
in lime two new players join the game, one of the original group decides
to go to seek the advice of an oracle after hiring an elven henchman,
and the remaining three “‘old boys'” decide they will not go with the
newcomers. So on Day 51 player A’s character is off on o journey, those
of B, C, and D are resting on their lourels, and E and F enter the dungeon.
The latter pair spend the better part of the day surviving, but do well
enough to rest o couple of game doys and return for another try on Day
54 — where they stumble upon the worst monster on the first level, sur-
prise i1, and manage to slay it and come outl with a handsome treasure,
You pack it in for the night. Four actual days later (and it is best to use |
actual day = 1 game day when no play is happening), on Day 55, player
characters B, C, and D enter the dungeon and find that the area they
selected has already been cleaned out by player characters E and F. Had
they come the day after the previous gome session, game Day 52, ond
done the same thing, they would have found the monster and possibly
gotien the goodies! What to do about that? and what about old A and his
pointy-eared chum off 10 see the oracle?

Some penalty must accrue to the non-active, but on the other hand, the
over-active can not be given the world on a silver platter. Despite time
differences, the activities of the newcomers 1o the compaign should be
allowed to stand, as Destiny has decreed that the menster in question
could not fall 1o the characters B, C, and D. Therefore, the creature was
obviously elsewhere (not dead) when they visited iis lair on Day 52, but
it had returned on Day 56. Being oware of time differences between
groups of player characters will enable you to prevent the BIG problems.
You will know when the adventuring of one such group has gone far
enough ahead in game time to call @ halt. This is porticularly true with
regard to town/dungeon adventures.

Returning to player character A and his trek fo visit a far-off source of
supernatural lore, he and his elven companion set off on Day 51, journey
across the lond for 11 days, visit the oracle and remain 3 days, then come
back in another 11 days (wonder of wonders!), This comes to a total of 25
days all told, counting Day 51, so they come “home” on Day 75 and are
sel to adventure on Day 77, let us suppose, as a brief rest is in order,
Allowing that activity to be not unusual for a single session of play, then
player character A and his henchman are ready to play about the same
aclual time as the other players — only A is at Day 77, B, C, and D are at
Day 54, and E and F are at Day 58. The middle group must go first, and
alone, or it can opt to “'sit around” waiting for A or for E and F or for both
parties, or they can operate alone for another short adventure in terms of
game time, thus taking odvaniage of their temporal position. Other
options include any of the players singly or in time-related groups going



TIME (TIME IN THE DUNGEON)

off on outdoor adventures. In the case of players so segregating their
characters, it then becomes necessary for you, as DM, to inform prospec-
tive participants in o game session thot there is a hiatus which will
necessitate only certain members of their number playing together, os
their respective characters cannot locate the others of the separated
groups. At this juncture they should be informed of their options, and if
players B, C, and D do not choose to take odvantage of their favored
position, then game time will pass more swiftly for them, os the other
participants must be allowed 1o adventure — in the dungeon if they so
desire. Thus, players E and F would have the choice of awaiting the return
of A or of going on adventures which involved only the two characters. In
effect, player character A is out of it until game time in the central playing
area reaches Day 75, when communications can be made — or until other
player characters contact him on his return from the oracle, let us say,
assuming nothing important transpired during the return trip.

In effect, the key is the relative import of the player characters’ actions in
the time frame. Generally, time passes day-for-day, or turn for X number
of real minutes during active play. Players who choose to remove their
characters from the center of dungeon activity will find that “a lot has
happened while they were away”, os adventures in the wilderness
certainly use up game days with rapidity, while the shorter time scale of
dungeon adventuring allows many game sessions during @ month or two
of game time. Of course, this might mean that the players involved in the
outdoors someplace will either have to come home to “sit around” or
continue adventuring in wildernesses and perhaps in some distant
dungeon as well (if you are kind); otherwise, they will perforce be ex-
cluded from game sessions which are taking place during o period of
game time in which they were wandering aboul in the couniryside doing
other things. This latter sanction most certainly applies 1o characters
learning @ new language, studying and training for promotion in level, or
off someplace manufacturing magic items,

At some point, even the stay-at-hames will be forced to venture forth into
the wilderness due to need, geas, quest, or possibly to escape the wrath
of something better ovoided. The time lines of various player characters
will diverge, meet, and diverge again over the course of game years,
This makes for interesting campaigns and helps form the history of the
milieu. Groups of players tend fo segregate themselves for a time, some
never returning to the ken of the rest, most eventually coming back to
reform into differen! bands. As characters acquire henchmen, the better
players will express a desire to operate some of theirs independently
while they, or their liege lord, are away. This is a perfectly acceptable
device, for it tends to even out characters and the game. Henchmen tend
to become associates — or rivals — this way, although a few will remain
as colorless servitors.

You may ask why time is so impartant if it causes such difficulties with
record-keeping, dictates who can or can not go adventuring during a
game session, and disperses ployer characters to the four winds by its
strictures. Well, as initially pointed out, it is a necessary penalty imposed
upon characters for certain activities. Beyond that, it also gives players
yet another interesting set of choices and consequences. The lotter tends
to bring more true-10-life quality to the game, as some characters will use
precious time to the utmost advantage, some will treat it lightly, and
some will be constantly wasting it 1o their complete detriment. Time is yef
another facet which helps to separate the superior ployers from the lesser
ones. If time-keeping is @ must from a penalty standpoint, it is also an
interesting addition from the standpoint of running @ compaign.

TIME IN THE DUNGEON

Keeping track of time in the dungeon (or on any other type of adventure)
is sometimes difficult, but it is ot least as Important as the accurate re-
cording of time in the campaign. As has been mentioned elsewhere, the
standard time breakdown is ten one-minute rounds to the turn, and six
turns to the hour. All referees should keep a side record of time on a
separate sheet of paper, marking off the turns os they pass (melees or
other actions which result in fractional turns should be rounded up to
make complete turns). It is essential that an accurate time record be kept
so that the DM con determine when to check for wandering maonsters,
and in order to keep a strict check on the duration of some spells (such as
bless. haste, strength, etc.). The DM must also know how long it has been
since the last time the party tock a rest. A party should be required to rest
at least one turn in six (remember, the average party packs a lot of
equipment), and in addition, they should rest a turn after every time they
engage in combat or any other strenuous activities.

CHARACTER SPELLS (ACQUISITION OF CLERIC SPELLS)

On occosion, o party may wish 1o cease movement and “hole up™ for o
long period, perhaps overnight, resting and recuperating or recovering
spells. This does not exempt them from occasional checks for wandering
monsters, though the frequency may be moderated somewhat, depend-
ing on conditions. Too-frequent interruptions may make spell recovery
impossible. Keeping correct records of duration of these periods is abso-
lutely essential.

CHARACTER SPELLS
DAY-TO-DAY ACQUISITION OF CLERIC SPELLS

It is well known to all experienced players that clerics, unlike magic-users,
have their spells bestowed upon them by their respective deities. By
meditation and prayer the clerics receive the specially empowered words
which form the various spells possible for them — although as with the
spells of magic-users, the utterance of any given set of key sounds not only
causes the desired spell 1o take effect, but it likewise wipes the memory of
the sounds from the mind of the utterer, as each set of sounds is an energy
trigger (see SPELL CASTING). Of utmost importance, then, is the
relationship between cleric and deity,

Eoch cleric must have his or her own deity, so when a new player opts to
become a cleric (including a druid), you must inform them as to which
deities exist in your campaign milieu and allow the individual to select
which one of them he or she will serve. This will not necessarily establish
the alignment of the cleric, so at the same time the cleric player characrer
should also state his or her ethos (not necessarily to the other players). If is
then assumed that prior 10 becoming a first level cleric, the ployer
character received o course of instruction, served a novitiate, and has
thoroughly read and commitied to memory the teachings of and prayers 1o
his or her chosen deity, so that the character is dedicated to this deity and
is able to perform as a cleric thereof. It is this background which enables
the cleric character to use first level spells.

Furthermaore, continued service and activity on behalf of the player char-
acter’s deity empower him or her to use second level spells os well, but
thereafter another agency must be called upon. g

Cleric spells of third, fourth, and fifth level are obtained through the aid of
supernatural servants of the eleric’s deity. That is, through meditation and
prayer, the cleric’s needs are understood and the proper spells are given 1o
him or her by the minions of the deity.

Cleric spells of sixth and seventh level are granted by direct communica-
tion from the deity itself. There is no intermediary in this case, ond the
cleric has a direct channel to the deity, from whom he or she receives the
special power to cast the given spells of these |evels,

Lesser clerics, then, draw only upon their education, training, and experi-
ence fo gain spells, just as higher clerics do when they renew their first
and second level spells. In order to gain third, fourth, and fifth level
spells, however, higher clerics must reach intermediaries of their respec-
tive deities in order 1o have these powers bestowed upon them from the
plane of their deify. When clerics become very greal, they must petition
their deity personally in order to receive the powerful words which
enable the casting of sixth and seventh level cleric spells. It is obvious,
therefore, that clerics wishing to use third or higher level spells must be
in good standing.

If they have not been faithful to their teachings, followed the aims of
their deity, coniributed freely 1o the couse, and otherwise acted accord-
ing to the tenets of their faith, it becomes unlikely that they will receive
intermediary aid unless they make proper atonement and sacrifice, There
can be no guestion that such clerics must be absolutely exemplary in
their activities, expressions, ond attitudes if they dare to contact their
deity directly!

In the former case, where the unfaithful cleric desires third through fifth
level spells, the minions {angels, demi-gods, or whatever) will be likely
to require the cleric 1o spend 2-B days in prayer, fasting, and contempla-
tion of his or her transgressions, making whatever sacrifices and atone-
ment are necessary thereafter, before freely granting those powers ance
again. Sacrifice and atonement will probably be left to the discretion of
the cleric, and it is possible that the minions of the deity will empower
him or her with spells to complete these steps, but the cleric had better
do the correct thing, or face the consequences.



CHARACTER SPELLS (ACQUISITION OF MAGIC-USER SPELLS)

In the latter case, where the unfaithful cleric desires spells above the fifth
level, the deity is certainly going to be highly displeased and absolute.
The deity (you, the DM} will point out all of the transgressions, state @
course of action which must be followed to regain good graces, grant the
spells which the deity deems are necessary to complete the course (but
never in excess of those which the cleric could normally use!), and pro-
nounce anathema upon the cleric uniil satisfactory redemption has been
made — i.e., the cleric can not again call upon any help from his or her
deity, or its minions, until he or she has regained favor through o course
prescribed by the deity.

A cleric who, ot this or any junciure, changes deities is going 1o have a
difficult time. His or her former deity will mark the cleric. The new deity
(and ossociated minions) will be suspicious. Once a cleric changes
deities, he or she must thereafter be absolutely true to the new calling, or
he or she will be snuffed out by some godlike means. It is 90% unlikely
that the cleric’s first deity will accept him or her back into the fold ofter
falling away, unless some special redemptive agency is involved. There
is no salvation for a thrice-changed cleric; he or she is instantly killed.
Any change of alignment which causes such a deity change is applicable,
unless the change is involuntary, (See CHANGING ALIGNMENT.)

Note that the above applies to paladins with respect to their clerical spell
powers and 1o rangers with respect to their druidic clerical spell powers.

ACQUISITION OF MAGIC-USER SPELLS

Inform those players who have opted for the magic-user profession that
they have just completed a course of apprenticeship with a master who
was of unthinkably high level (at least 6thl). Having been a relatively apt
pupil, worked diligently, and mode every effort to please, master (or
mistress, as the case may be) was kind enough to prepare a special
present for the character before he or she goes out into the world fo seek
his or her fortune. At this juncture request the player to ready o piece of
paper which will go into his or her records as a permanent fixture.
Instruct the player 1o entitle the page “FIRST LEVEL SPELLS KNOWN",

While the intelligence of the player character will dictate how many and
which spells can be and are known, this knowledge is not automatic.
Each and every spell, except those which “‘master” was generous enough
to bestow upon the character, must be found somewhe+e and recorded in
the character's spell books. Thus, if Redouleent the Preatidigitator, intelli-
gence 15, has a repertoire of 7 spells and finds a scroll with yet another,
there is a 65% chance thal the spell can be understood by that worthy. If, in
fact, it can be comprehended, Redouleent must then record the spell in his
book (thus desiroying that portion of the scroll, of course), and he is now
the proud possessor of 8 first level spells — just 3 short of the maximum
he’ll be able to know.

Returning to the recently-completed apprenticeship, let us now consider
the spells given to Redouleent by his wise old master. Obviously, an
apprentice must know how to read magic to be of use to his master. It is
also an absolute must to anyone following the profession of magic-user,
sa that spell is AUTOMATICALLY on each magic-user character’s list of
known spells. Then select by random means one spell each from the
offensive, defensive, and miscelloneous categories listed below. Redou-
leent, or any other player character magic-user will than have a total of 4
— count them — 4 spells with which to seek his (or her) fortunel

Offensive Spells Defensive Spells Misc. Spells
1. Burning Hands Affect Normal Fires Comprehend Languages
2. Charm Person Dancing lights Detect Mogic
3. Enlorge Feather Fall Erase
4, Friends Hold Portal Find Familiar
5. Light Jump Identify
6. Magic Missile Protection From Evil Mending
7. Push Shield Message
8. Shocking Grasp Spider Climb Unseen Servant
9. Sleep Venirilogquism Write
0. (choose) (choose) (choose)

Choice should be left to the player. Note that both Nystul's Magic Aura

and Tenser's Flooting Disc must be located by the character; they can

never be known at the starl. If your campaign is particularly difficult, you

may wish to allow choice automatically. You can furthermore allow an

;alm "defensiva or miscelloneous spell, so that the character begins with
spells.

CHARACTER SPELLS (SPELLS BEYOND THOSE AT START)
Acquisition of lllusionists’ Spells

Illusionists do not need the spell read magic or anything like it in pursuit of
their profession. All illusionist spell books and scrolls are written in a secret
tongue which every apprentice learns from his ar her mentor. This arcane
and difficult language is common to all phantasmal magics, and is neces-
sary for illusionistic conjuring. When an illusionist gains read mogic at the
14th level (along with several other 1st level magic-user spells), this
merely allows him or her to utilize magic-user scrolls that contain spells
different from those on the illusionists’ list,

When a 1st level illusionist receives his first level spell book from his
master, it contains only three spells (read magic being unnecessary). The
DM should require the player’s character to roll a d12 on the table of 1st
level illusionist spells, rolling three times and ignoring any rolls that result
in duplication. If a DM feels his or her campaign is unusually difficult, he or
she may ollow the player 1o choose one or avan two of these initial spells.

Spells Beyond Those At Start:

Naturally, magic-user player characters will do their utmost fo acquire
books of spells and scrolls in order to complete their own spell books. To
those acquired, the magic-user will add 1 (and ONLY 1) spell when he or
she actually gains an experience level (q.v.). Therefore, most will be
frantically attempting to purchase or cozen spells from non-player char-
acter magic-users, or even from other player character magic-users,

How yeu handle NPC magic-users is of utmost importance. There is a
special section of the rules regording non-player characters, and you
should follow the suggestions therein carefully, By doing so, players will
find thot their magic-user characters are unable to acquire new spells —
al worst — or must pay so dearly for them in money, magic items, and
quests that the game is hardly worth the candle. Of eourse they will pay
the price nonetheless, and that will help you o maintain the campaoign os
fresh and challenging, os it will rid it of excess rreasure and give ployer
choracters reason to adventure at the same time.

Superior players will certainly co-operate; thus, spells will in all prob-
ability be exchanged between PC magic-users to some exfent. No special
sanctions need be token to prevent such exchange — altheugh this co-
operation should never be suggested or otherwise encouraged, either,
The DM should leave this interaction strictly alone. This is NOT the case
when PCs deal with NPC henchmen or hirelings. Non-player character
hirelings or henchmen will ABSOLUTELY REFUSE to co-operate freely with
player characters, even their own masters or misiresses. Again, this
matter is deall with separately under the section pertaining to the DM’s
role in operating henchmen and hirelings. As a general rule, they will
require value plus a bonus when dealing with their liege. If they will
deal with other PCs (or NPCs) at all, they will require double value plus o
considerable bonus. For example, Thigru Thorkisen, Magician in the hire
of Olaf Blue Cheeks, o 10th level Lord, knows the spell, suggestion; and
Olof's associate, Halfdan the Necromancer, requests that he be allowed
to copy this spell into his book of third level spells, If Qlaf is willing,
Halfdan can approach Thigru. If Halfdan has been at least civil to the
magician, Thigru will ask nothing more than a third level spell in refurn,
plus another spell, plus some minor magic item such as o set of three
potions, a scroll of 3 spells, or perhaps a ring of invisibility. If Halfdan
hod formerly insulted the magicion, then the price would be more dear;
but supposing the necromancer had actually saved Thigru's life at one
time, the cost would be reduced to but a spell exchange and o single
potion or scroll of 1 spell.

Naturally, the personality of the henchman or hireling would modify the
bargain to some extent, A very avaricious or greedy NPC would ask for
more magic items and/or gold too! As a good DM you will have de-
veloped the character of each henchman and hireling to the extent that
such determinations will be relatively easy,

Finally, the romifications of spell scarcity are bound to aid your
campaign, and not only with regard to excess treasure and magic items.
A scroll of but a single spell becomes highly meaningful to the magic-
users in the game, especially when it is of a spell heretofore unknown.
The acquisition of a book of spells from someplace in the dungeons or
wildernesses of the campaign is a benison beyond pricel PC and NPC
alike will take great pains to guard scrolls and spell books. Magic-users
will haunt dusty libraries and peruse musty tomes in the hopes of glean-
ing but a single incantation to add te their store of magic.
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RECOVERY OF SPELLS

Spell recovery, whether cleric/druid or magic-user/illusionist, requires
about the same period of time. In order to proy and meditate for a new
spell 1o replace one used, or in order to study and memorize such a spell,
it is necessary that the spell-user rest and revitalize his or her mental
faculties. Whether one or more spells are to be regained, the minimum
time required for compleie rest (usually sleep) is that required for the
highest spell to be recovered. Minimum rest periods are shown below:

SPELL LEVEL 1-2 3.4 5-6 7-8 9
Rest Time 4 hours 6 hours 8 hours 10 hours 12 hours

Thus, if a cleric or magic-user needs only memorize first or second level
spells, he or she need only sleep for 4 hours and will then be able to
memaorize or regain as many such spells as he or she is normally entitled
to. On the other hand, if the character in question also wished to include
a seventh level spell, rest time would be 10 full hours, even though but a
single seventh level spell were to be thus regained, while half o dozen
second level spells were also to be regained.

Once rested, an additional one-quarter hour per level of spell must be
spent in study/prayer and meditation in order to memorize/acquire the
ability to cast each spell.

SPELL CASTING

All magic and cleric spells are similar in that the word sounds, when
combined into whalever patterns are applicable, are charged with
energy from the Positive or Negative Material Plane. When uttered, these
sounds cause the releose of this energy, which in turn triggers a set
reaction. The releose of the energy contained in these words is what
causes the spell to be forgotten or the writing 1o disappear from the sur-
face upon which it is written.

The friggering action draws power from some plane of the multiverse.
Whether the spell is an abjuration, conjuration, alteration, enchantment,
or whatever, there is a flow of energy — first from the spell caster, then
from some plane to the area magicked or enspelled by the coster. The
energy flow is not from the coster per se, it is from the utterance of the
sounds, each of which is charged with energy which is loosed when the
proper formula and/or ritual is completed with their utterance. This
power then taps the desired plane (whether or not the spell user has any
idea of what or where it is) to cause the spell to function. It is much like
plugging in a heater; the elecirical outlet does not hold all of the elec-
trical energy to cause the heater to function, but the wires leading from
it, ultimately to the power station, bring the electricity to the desired
location.

Many spells also require somatic motions in conjunction with words. The
spoken words trigger the release of the magical energy, and the hand
movements are usually required in order to control and specify the
direction, torget, orea, etc., of the spell effects. When spell energy s re-
leased, it usually flows to the Prime Material from the Positive or Negative
Material Plane. To replace it, something must flow back in reverse. The dis-
solution and destruction of material components provides the energy that
balances out this flow, through the principle of similarity. Sometimes this
destruction is very slow, as is the case with druids’ mistletoe, Those spells
withou! opparent material components are actually utilizing the air ex-
haled by the magic-user in the utterance of the spell.

Release of word/sound-stored energy is not particularly debilitating to
the spell caster, as he or she has gathered this energy over a course of
time prior to the loosing of the power. It comes from outside the spell
caster, not from his or her own vital essence. The power to activate even
a first level spell would leave o spell caster weak and shaking if it were
drawn from his or her personal energy, and a third level spell would
most certainly totally drain the caster’s body of lifel

CHARACTER SPELLS (TRIBAL SPELL CASTERS)

Because spells tap power from other planes, any improper casting is
likely to cause the spell not to function (the heater is turned on, but you
haven’t plugged it in, or you've plugged it in but not turned it on) or to
malfunction (you held onto the prongs of the plug when you tapped the
current, or you accidently dropped the heater as you were plugging it in,
or perhaps you plugged in some other appliance or device by mistake).
Such hoppenings are covered in the various chances for spell malfunctian,
If your players inquire as to how spells work, or fail fo do so, you can
exploin, without difficulty, the precepts of the AD&D magic spell systems.
{For background reading you can direct campaign participants to Vance's
THE EYES OF THE OVERWORLD and THE DYING EARTH as well as to
Belloir's THE FACE IN THE FROST.)

TRIBAL SPELL CASTERS

Tribal spell casters are found amongst the following races of creatures:
BUGBEARS, CAVEMEN, ETTINS, GIANTS, GNOLLS, GOBLINS, HOBGOBLINS,
KOBOLDS, LIZARD MEN, OGRES, ORCS, TROGLODYTES, and TROLLS, These
spell casters are divided into two types, shamans and witch doctors.

Shamans are tribal clerics of 7th level or under. Shamans have only the
following spells (and the reverse, if opplicable) which they are able to
cast:

First Level Third Level
cure light wounds cure blindness
detect evil cure disease
detect magic dispel magic
light locate object
protection from evil prayer

resist fear remove curse

Second Level Fourth Level
augury divination

chant exorcise

detect charm neufralize poison
resist fire fangues

snake charm
speak with animals

Note that wisdom does not affect the number of spells of tribal clerics, ond
the number of spells any such iribal cleric possesses is determined as if the
shaman were a choracter of the appropriate level. There is a limit accord-
ing to the race of the shaman as to how many levels of experience he or
she can possess:

3rd level maximum 5th level maximum 7th level maximum

ettin bugbear giant (hill, stone, fire, frost only)
ogre gnoll goblin

troglodyte kobold hobgoblin

troll orc lizard man

Witch doctors ore tribal cleric/magic-users. In addition to the maximum
level of clerical ability noted above, witch doctors of various races are
able to use the following spells (and the reverss, if applicable):

First Level
affect narmal fires
dancing lights

Second Level
audible glamer
detect invisibility

identify invisibility
push levitate
shield magic mouth
venirilaquism scare

The maximum level of magic-user is dependent upon the race of the witch

doctor:

2nd level maximum 4th level maximum
bugbear caveman*

gnoll goblin

kobold hobgeblin

lizard man orc

* Cavemen tribes have normal clerical members.

A tribe will hove either shamans or witch doctors, but not both (except
cavemen). It is suggested that you include these figures into those ftribes
you personally determine, not random groups.



SPELL EXPLANATIONS (CLERIC SPELLS)
SPELL EXPLANATIONS
SPELLS: SPECIAL COMMENTARY FOR REFEREEING

Some considerations, os well as practicality, make it impossible to give a
concise list of each spell herein, with name, level, range, duration, area of
effect, and so forth tabulated and then special notes appended. A playing
aid of this sort will likely be done in the not-1oo-distant future, and that will
serve your needs far better than a spread herein. There are, however,
quite a number of special notes which you must be opprised of, os spells
are often abused by ployers.

The type of magic is given in the PLAYERS HANDBOOK in order that you
may creatively develop material regarding spells — new spells, spell
components, spell formulae, or even limitations due to magical repres-
sion or other reasons on certain types of spells in some areas. Likewise,
specialists can be developed as non-player characters, basing their abili-
ties around the type of magic invelved. In shori, the type of magic
involved in the casting of each spell is there to give you flexibility and a
foundation for creativity.

Spell components for a spell are generally lost/used when the spell is cast.
Exceptions: holy/unholy symbols, druids’ mistletoe, eral.

Commentary regarding certain spells follows. Be certain to read all of the
material and have it at hand whenever a spell user casts a spell for
which special considerations are noted.

CLERIC SPELLS

First Level Spells:

Detect Evil: Basically the degree of evil (faint, moderate, strong, over-
whelming) and its general nature (expectant, malignant, gloating, etc.)
can be noted. If the evil is overwhelming, the general bent {lawful,
neutral, chactic) has a 10% chance per level of the cleric of being detect-
able.

Detect Magic: Only the fact that a dim or strong magic exists can be
found by clerics (cf. magic-user spell of the same name]).

Light: It should be noted that if this spell is cast upon the visage or before
the visual organs of o creature, it will tend to blind it (rather as if a strong
light were placed before its eyes), and its attacks and defenses will be o
-4 on “to hit”, saving throws, and even armor closs. Note also that the
spell is not mobile, although it can be cast upon a movable or mabile
object or creature.

Protection From Evil: Note that this excludes (keeps out) monsters using
natural (body) weapon attacks which require touching the protected
character.

Second Level Spells:

Augury: This is a general future determinant with only a half hour maxi-
mum, 50 you need not be too exacting with regard to your vagueness.
When the augury is cast, simply compare the knowledge you have and
give the charocter general impressions of the question asked. “Will we
do well if we venture onto the third level?”” Answer: “Those who survive
will be richl” Basis: You have a terrible troll near where the character
will enter the level (if he does), but the probable party is strong ensugh
to beat it after a hard fight, and the monster guards 10,000 silver pieces
ond a + 1 shield.

Detect Charm: Charm spells cast by creatures entitle the charmee to o
saving throw versus magic, and if the save is successful, the derect charm
spell does NOT pick up the fact that the charm exists.

Find Traps: This spell will be 10% likely per level of the cleric casting it to
be able to note the type of mogic invelved, |.e. alterarion, divination,
etc., if it is o magical or magically-concealed trap.

Silence, 15 Radius: If this spell is cast at @ magic resistant creature, and
resistonce works, silence does NOT encempass the creature. Turning of
the spell, in whole or in part, will negate its effects, save for muting
sound, if it is turned beyond its radius.
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Snoke Charm: This spell will be effective against any ophidian or aphi-
dianocid monster such as naga and couatl. Of course, hit point resfrictions,
resistance to magic, and saving throws apply at all times.

Speak With Animals: This spell will not necessarily make the animal type
being conversed with the good and true friend of the cleric, so terseness
and evasiveness are likely in basically hostile and reasonably intelligent
creatures. The more stupid ones will moke inane comments tool Re-
member to assume the role of an animal, with the appropriate mentality
and viewpoint.

Third Level Spells:

Animate Dead: It is, of course, possible to animdte the skeletons or
corpses of demi-human and humanoid, os well as human, sort. If crea-
tures with more than a basic 1 hit die (or 1 + hit die) are so animated,
the number of such skeletons or zombies will be determined in hit dice
rather than total numbers. Thus, a cleric of &th level could animate 6
skeletons of human or humanoid sort which in life hod less than 2 hit
dice, 3 such undead which in life had less than 3, but 2 or more hit dice,
or a single undead creature which had 6, but less than 7, hii dice. For
each such additional hit die, the skeleton or zombie will gein anather
die. Thus, the onimated skeleton of o fire giant, an 11 hit die monster, is
10 over the norm for a skeleton normally animated, so it would have 1 +
10 hit dice (11d8). Likewise, a fire giant zombie would have 10 dice over
and above the sort of creature typically made into a zombie, so it would
have 2 + 10 hit dice {12d8). N.B.: This does nat enable a cleric to make
skeletons or zombies of charocters of 2nd or higher level have more hit
dice; such undead are simply human skeletons or zombies with | or 2 hit
dice, nothing more.

Continual Light: As does o light spell, this will tend to blind o creature if
it is placed on its visual sensory areo. The spell can also be placed upon
a smallish object, and a lightproof case subsequently used to encase the
object so as to make it dark until the covering is removed, i.e. a continual
light source which expends no fuel and will not blow out. (Darkness
spells are the bane of this device . . )

Cure Blindness: This spell will not restore lost visual organs, whether
such cause Is due to injury or disease. Thus, af your option, the spell can
simply remove magical blindness and cure disease or disease-like con-
ditions such as cataracts and glaucoma and various farms of nearsighted-
ness, farsightedness, or astigmatisms common to human eyes; or it can
be effective against other eye disorders as well, save those noted above.

Dispel Magie: If this spell is cast upon a magic itemn it mest certainly will
have the effect of causing it to be non-operational for 1 round thereafter
if the item does not make a saving throw — if the item is net in the pos-
session of any creature, then the ilem gets no saving throw, and it is non-
operational for 1 round. Note that artifacts and relics are NOT subject to
this effect. Any dispel magic spell must be cast directly ot the object, not
anything or anyone else, 10 be so effective.

Glyph Of Warding: If a cleric is on hand 10 determine that o glyph of
warding is certainly in existence, an associated magic-user can thereafter
use an erose spell and pessibly (50% + 2%/level of the m-u) remove the
glyph. As to the design and the nomes of glyphs of warding, design your
own or use an encyclopedia to find interesting alphabets to use. You may
refer also to THE WORLD OF GREYHAWK for other runes and glyphs. For
example, here is one such series of glyphs, named.

x 25\ I—LI
|
FIRE (fah)  LIGHTNING (leh)  COLD (cuh)  BLIND (beh)

PARALYSIS (peh)  ENERGY -+ DRAIN (eha-doh)

As a detect traps spell will see the farm of the glyph, a cleric might be-
lieve he or she knows the name of the glyph from past experience, and
try to bypassit — possibly with success.
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Locate Object: This spell will not enable the caster to find o general class
of objects unless the form is nearly the same as that of the majerity of
athers in its class. Thus, stairs have risers and are generally similar, so by
means of the spell the coster would be oble to locate a flight which
closely resembled those he or she pictured in casting the locate object
spell. However, attempting to find jewelry or a crown or the like requires
a certain mental image, and if the image is not generally similar to the
desired objeci(s) within range, the spell will not work, for the image is
not familiar/similar to that of the real. In short, desired but unigue
objects cannot be located by this spell unless they are similar to objects
known by the caster.

Prayar: If a proyer spell is uttered while another cleric of the same deity
is chanting, the effect of the two spells are cumulative, i.e. +2 for friend-
ly creatures, -2 for foes. Note that the two spells must be cast by clerics
of the same religious persuasion, not merely the same general align-
ment, and that the chont must be in progress while the prayer is said.

Speak With Dead: This spell is often subject to abuse due to too liberal
DMing. When the cleric asks questions, follow these rules: 1) give an-
swers which are brief, 2) take all questions absolutely literally, and 3) be
as evasive as possible if the questioned creature was not friendly to the
characters or class or alignment of the spell caster when it lived.
Remember, speaking with the deod assumes that the creature has an
essence which still exists somewhere, and if it can remember answers to
questions, it can remember other things as well . . .

Fourth Level Spells:

Detact Lie: This dweomer does not reveal the truth, nor will it necessarily
reveal evasions of the truth; it empowers the caster to detect a lie.

Fifth Level Spells:

Atonement: As the all-in-all of the campaign milieu, you must assume
the role of the supernatural powers judging the choracter making
atonement. If the action appears to be very sincere, then the deity will be
prone to allow atonement by means of the spell, with little or no sacrifice
in addition, according to the deity’s overall nature; so that could mean a
few coins in the poor box or a major quest for a relic. The less sincere the
character, the greater will be the actions required to complete the spell,
i.e. a hollow voice rings forth and commands: “GO FORTH FROM HERE
AND RETURN NOT UNTIL YOU BRING CAPTIVE THE HIGH PRIEST OF OSIRIS
AND ALL OF THE ALTAR SERVICE OF HIS TEMPLE AS SACRIFICES TO ME IN
TOKEN OF THE SINCERITY OF YOUR TRUE REPENTANCEI” And that will be
the final word from that deity until the deed is accomplished.

Commune: The questions permitted must be asked consecutively in as
brief a period as possible, as there is ioo much bother and disturbance
for the supernatural powers otherwise, If the spell caster lags or goes off
to do anything else, the spell is broken, over and done with. Note that it
is possible for o deity to answer “l don’t know™, as most deities are not
omniscient.

Plane Shift: The material component is similar to a tuning fork, of course,
and siriking it at the proper time allows the energy vibrations of the per-
son or persons or creature or creatures involved to match those of the de-
sired plane. All you need to do is determine which notes, if you will,
attune to which planes, and then when the caster has a metal rad, inform
him or her of the note it sounds — an A sharp, for instance, might take one
to the Astral Plane, while an A flat will move one to the Elemental Plane of
Air, and an A to the Ethereal Plane, Naturally, you can include the octave
and even have chords to move o creature to some sub plane, i.e,, F sharp
minor might move the coster or the subject to the 9th Plane of Hell.

Quest: If the person quested agrees to o task, even though this
agreement might have been gained by force or trickery, then any chance
of avoiding the quest (the saving throw) is negated| Those of the same
religion as the cleric are not able to avoid a just and deserved quest
either, and even those of the same alignment having 1e undertake a just
ond proper quest must have a -4 if they wish to avoid it. A quest can be
negated by a cleric of greater level than the ane which placed the spell,
if the cleric so doing is of the same religion as the quested creature.
Some artifacts or relics can probably negate the spell, and any deity can
do so, but only directly.
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Sixth Level Spells:
Aerlal Servant: The spell caster should be required to show you what

form of protective inscription he or she has used when the spell is cast,
The three forms mentioned are:

MAGIC
CIRCLE

THAUMATURGIC

PENTAGRAM TRIANGLE

Blode Barrier: This spell is absolutely stationary. It does not move in any
way except with respect fo the circling of the blodes around the fixed
point of the spell center. The plane of rotation of the blades can be hori-
zontal, vertical, or anything in between, however. Note that creatures
within the area of the barrier when it is invoked are entitled fo a saving
throw, and if this save is made, the blades are avoided and no damage is
taken.

Conjure Animals: For the list of these creatures see APPENDIX L:
CONJURED ANIMALS,

Find The Path: This spell is subject to the same sort of abuse as a locate
object spell is. A locale is not an object. The spell will enable the caster
to find a way Into or out of some area, but this area must be known or
identified in itself, not for what it might house. Thus, one could use it 1o
find a great forest of ash trees but not 1o find a forest where a green
dragon lived. In the latter case the desire is to find an object, not an area
or locale. Similarly, use of a find the path spell to locate the way te a hoard
of platinum pieces is obsolutely useless, as it must not be allowed, bui the
spell could be used fo find a level known to have such a hoard of coins, or
a cavern with a pool in it might be pointed to, etc. The spell finds a way to
a locale or an areg, and whatever objecis are therein are not meaningful
1o the spell,

Heal: This spell will not cure serious forms of mental disorders not related
to spells or inflicted by injury to the brain.

Word Of Recall: For each plane that the cleric is removed from the plane
of his or her designated Sanctuary, there is a 10% cumulative chance that
the cleric will be irrevocably lost in the intervening astral or ethereal
spaces.

Seventh Level Spells:

Astral Spell: Any magic items can go into the Astral Plane, but most will
become non-magical thereon, or on any planes removed from the Prime
Material Plane. Those which contain spells which you determine will
function an any given plane will function on that plane. Armor and weap-
ons which are + 3 or better might also function on other planes, but this is
at your option. All artifacts and relics should be allowed to function
anywhere. ltems which draw their power from a particular plane will be
likely to be for more powerful on the plane from whence their power
comes, e.g., a ring of fire resistance on the Elemental Plane of Fire or a
sword of life stealing on the Negative Material Plane, For creatures en-
countered see APPENDIX C: RANDOM MONSTER ENCOUNTERS, ASTRAL
& ETHEREAL ENCOUNTER TABLES.

Control Weather: To find the prevailing conditions at the time the spell is
cast, you must know the clime and the season, of course. Sky conditions
(cloudy, foggy, partly cloudy, clear), precipitation, wind speed and dir-
ection, and femperature must be dstermined according to the area.
Knowing this, you should have no great problem informing the would-be
spell caster as to what sort of weather exists.

Earthquake: Structures very solidly built, with foundations reaching to
bedrock, will sustain half domage. Castles so built will take only one-
quarter damage if they score above 50% on a saving throw roll. An earth
elemental in the spell area has the effect of negating 10% to 100% of the
spell effects (d10, 0 = 100%) if the elemental is of forces opposed o the
cleric casting the earthquoke spell.
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Gote: Unless you have some facts regarding the minions serving the
being called forth by the casting of the gate spell, it is necessary to have
the being called come. Then, if it is a trifle, it can leave or attack; if it is
of middling importance, it can take some positive action fo set matters
aright, and then demand appropriate repayment; and if the matter is ur-
gent, it can act accordingly ond ask whatever is its wont thereafter, if
appropriate. However, Asmodeus might send a pit fiend to see what the
problem was, and some deity of lawful good might send a ki-rin on the
same mission. As to the likelihood of the goted being returning without
doing something, use a factor of 20% for a trifling matter, 15% of return if
the affair is of medial importance, and from 1% to 50% if the matter is
very important — 1% indicating that the being finds itself well able 1o
handle the situation and everything pleases or displeases it greatly, 50%
if the situation would be risky and it is displeased. Thus, Asmodeus
summoned by a party of chaotic good characters o save them from a
type VI demon could be g trifle to an impertant act, depending on what
was involved — such as a relic of lawful evil. Asmodeus would certainly
do away with the summaoners as well as the demon if at all possible. On
the other hand, Asmodeus summoned to pit himself against Bahamut
would be very likely 1o turn and do a speedy exit unless the matter was
of eritical importance to Hell.

Holy/Unholy Word: The speaker must be from the plane upen which it
speaks in order to have the utterance send other cregtures to their own
plane, i.e. a devil on the Prime Material Plane could not use the spell to
send away anything, although it could so do If it were in Hell. Creatures
sent to their original plane cannot return for 1 day. Creatures slowed by
such a spell lose their first round of attack and each odd-numbered round
of attack thereafter until the duration of the effect wears off.

Restoration: This spell will cure any and all forms of insanity.

DRUID SPELLS
First Level Spells:

Detect Magic: Only the fact that a dim or a strong magic exists in the
area will be noted. (Cf. magic-user spell of the same nome. )

Locate Animals: This spell is another which requires a bit of effort on the
part of the DM, As it is quite unlikely that each and every species of ani-
mal in the area of the spell caster will be recorded, you will have 1o use
the probabilities of your milieu. Obviously, there is 0% chance of locating
a polar bear in the jungle, or a jungle cat in @ cavern thousands of feet
below ground, etc. So the locale is second after the region as fo whether
or not some animal will be within spell range. Then consider the terrain
— mountain lions do not typically roam the prairies, for instance, Lastly,
consider the frequency of the animal desired in relation 1o all of the
above. If the animal is within the area of probability, allow a straight
percentile roll for frequency: COMMON = 50% chance, UNCOMMON =
25% chonce, RARE = 10% chance, VERY RARE = 5% chance. Circum-
stances will always prevail, so modify as necessary to allow for the sur-
roundings.

Speak With Animals: As noted for the cleric spell of the same name
{g.v.), this magic will not make the animal altogether friendly and
co-operative,

Second Level Spells:

Animal Friendship: This spell will only function if the druid actually wishes
o be the animals’ friend. If the druid has ulterior motives, the animals will
always sense it.

Charm Person Or Mammal: If af the same time this spell is cast the sub-
ject is struck by any spell, missile or weapon which inflicts damage, the
creature will make its saving throw at +1 per point of doamaoge sustaoined.
Naturally, this assumes damage is inflicted by members of the spell
caster’s party.

Remember that a charmed creature’s or person’s priorities are changed
as regards the spell-caster, but the charmed one’s basic personality and
alignment are not. The spell is not enslave person or mammal. A
raquest that a charmee make itself defenseless or that he/she/it be re-
quired to give up a volued item or cost a valuable spell or use a charge
on a valued item (especially ogainst the charmee’s former associates or
allies) could allow an immediate saving throw to see if the chorm is
thrown off. In like manner, a charmed figure will not necessarily tell
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everything he/she/it knows or draw maps of entire areas. A charmed
figure con refuse a request, if such refusal is in character and will not
directly cause harm to the charmer. Also, a charm spell does not substan-
tially alter the charmee’s feelings toward the charmer's friends and
allies. The charmed person or creature will not react well to the
charmer’s allies making suggestions like “Ask him this question . . .” The
charmee is oriented toward friendship and acceptance of the charmer,
but this does not mean that he/she/it will put up with verbal or physical
abuse from the charmer’s associates.

Create Water: |1 is not possible to creare water within living material, i.e.
it is not possible to cast the spell upon o creature and create liquid in any
part of its body.

Feign Death: The recipient of this dweomer consumes air at 1/100th of
the normal rate. Any poison within the system of the spell recipient is
effectively slowed so as to cause no harm whatsoever for the duration of
the spell.

Fire Trap: The spell can be removed/negated by o dispel magic as is
normal.

Heat Metal: Elfin chain mail is not subject to this spell. All ferrous-based
magic armer is entitled 1o a saving throw versus Magical fire, If the save
is successful, the heat metal spell does NOT affact it

Locate Plants: For the likelihood of any given plant type to be within the
area of the spell, consult the foregoing discussion regarding the spell
locate animals. It will generally be more difficult 10 adjudicate matters
botanical, however, as the distribution of plant species is not as widely
known os that of enimals. As a rule, most herbs will grow only in
temperate regions, most spices in tropical regions. If you hove never
heard of the plant, assume it is rare or very rare, and give appropriate
percentages.

Obscurement: A gust of wind spell will cause the vapor to swirl and
dissipate in 25% of the normal time, so that instead of the obscurement
lasting for 4 rounds per level it will last for but 1 round per level, ance
the gust of wind has been casl, of course.

Produce Flome: If the druid chooses 1o hurl the flome, treat it as o
missile, but any target is considered 10 be at short range. If a miss occurs,
use the grenode-like missile principle to determine where the flame
strikes.

Warp Wood: Attempting to aftect the wood of a magically held or wizard
locked door is another matter. The level of the druid is compared 1o the
level of the magic-user, and only if the latter Is of lower level than the
former will the spell have any chance of working. For each level of
experience greater than the magic-user, the druid has a 20% chance of
warping dweomered wood.

Third Level Spells:

Call Lightning: If a djinn or on air elemental is on hand 16 form a whirl-
wind, the druid is able 1o summon half-strength lightning strokes there-
from.

Snare: The material of the noose can be cut with any magic blade, or a
non-magical sharp instrument with @ 10 hit"” bonus of +2 or better.

Summon Insects: |f thick smoke or hot flames are near the 1arget crea-
tures, the insects called forth will NOT go near the intended victim —
those who might are considered dazed or burned to a crisp. The spell
thus fails. Likewise, if the victim steps into such an area, all insects are
gone that instant, so that next round it may act normally.

Tree: Note that the druid can appear as a conifer, bush, etc. The armor

class of such a plant is that of the druid, and its hit paints are likewise
those of the druid.

Fourth Level Spells:

Animal Summoning I: For probable animals in the orea see the foregoing
commentary on Locate Animals. The animaols typically summaonable are:

APES BABOONS
BADGERS, GIANT BEARS, BLACK

BADGERS
BEAVERS, GIANT



SPELL EXPLANATIONS (DRUID SPELLS)

BOARS, WILD BOARS, WARTHOGS  BULLS

CAMELS, WILD CATTLE, WILD CROCODILES, NORMAL
DOGS, WILD EAGLES, GIANT GOATS, GIANT

HERD ANIMALS* HORSES, WILD HYENAS

JACKALS JAGUARS LEOPARDS

LIZARDS, GIANT LYNX, GIANT OWLS, GIANT

RAMS, GIANT RATS, GIANT SNAKE, POISONOUS
SNAKE, SPITTING WEASEL, GIANT WOLVES

WOLVES, DIRE WOLVERINES

*Summonable only by specific type of animal.

You will note that animals with 4 + n hit dice are included. If the druid
names such an animal type, allow summoning if otherwise indicated, but
limit the number appearing to 1-3.

Call Woodland Being: These sorts of creatures are the fype which should
generally be indicated on area maps as to location and numbers. How-
ever, if by chance you are faced with the problem of a druid casting this
spell where such information is not at hand, use the following random
percentage possibilities:

Creature Type of Woodlands

Type Colled Light Moderate/Sylvan Densa/Virgin
2-8 brownies 30% 20% 10%

1-4 centaurs 5% 30% 5%

1-4 dryads 1% 25% 15%

1-8 pixies 10% 20% 10%

1-4 satyrs 1% 30% 10%

1-6 sprites 15% 10% 5%

1 treant 0% 5% 25%

1 unicorn 0% 15% 20%

Add 1% per level of the druid casting the spell except where 0%. Check
in order for each type by rolling percentile dice, and if at the end of the
list nothing is indicated, there are no woodland beings within spell
range. For example, a 10th level druid begins the spell in a sylvan woed.
There is a 30% chance for brownies, but the dice roll shows 35, so none
come, then a 40% chance for centaurs gets a dice score of 72, but finally o
35% chance for dryads gets a dice roll of 10, so from 1-4 dryads will come,
Since the call was successful, no further checks are made.

Dispel Magic: See the comments on the cleric spell of the same name for
the effects of the spell upan an item.

Hallucinatery Forest: Touching the illusory growth will neither inform the
individual as 1o its nature nor will it affect the magic.

Fifth Level Spells:

Tronsmute Rock To Mud: Rote of sinking is 1" per segment, i.e. 1" per 6
seconds or 10’ per minute (round). Brush thrown upon the surface will step
sinking of creatures able te climb atop it (use discretion os to the
amount of brush and the weight of creatures). Ropes can be used to pull
creatures out of the mire, assuming that sufficient power is available — |
man/man, 10 men/horse (or vice versa).

Wall Of Fire: It is no! possible for the spell caster to move ot all and
maintain concentration on the wall of fire.

Sixth Level Spells:

Anti-Animal Shell: This shell is non-mobile. Humans, even though able to
use magic, are non-magical, as are dwarves, elves, etc.

Conjure Fire Elemental: A holy unholy word will send any elemental
back to its plane.

Fire Seeds: As with missiles of the type produced by a produce flome spell,
all fire seed missiles are considered to be short range, and misses are
handled as described in the GRENADE-LIKE MISSILES subsection of COM-
BAT.

Turn Weod: Even magical weapons with wooden sections will be turned.
An anti-magic shell will protect from this spell, and o dispel mogic will
have normal chances of wiping out its effects.

Wall Of Thorns: Dexterity bonus 1o armor class is NOT considered in this
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case. If a wall of fire results from the burning of the thorns, the side
towards the druid will be the non-harmful ane.

Seventh Level Spells:

Chariot Of Sustarre: This vehicle and its steeds are from the Elemental
Plane Of Fire; therefore, they are subject to forced return 1o this plane
{such as by dispel magic, holy/unholy word, etc.).

Conjure Earth Elemental: As noted regording fire elementals, a holy/un-
holy word will send the creature back to its own plane.

Fire Storm: The reverse, fire quench, will cause a flame tongue (flaming)
sword to be extinguished unless it makes a successful saving throw ver-
sus a CRUSHING BLOW. Once extinguished thus, the weapon becomes
non-magical.

Reincarnation: Regardless of the form of the creature in which the char-
acter is reincarnated, allow the new form to progress as far as possible in
characteristics and abilities. For example, a badger character could grow
to giant size, have maximum hit points, plus bonus points for a high con-
stitution, and the Intelligence level of its former character. A centaur
reincarnation might eventually gain hit dice up 1o 5, 4, 7, or even 8, and
it would be eligible to wear armor, use magic items, etc.

MAGIC-USER SPELLS
First Level Spells:

Charm Person: Atlacks causing domage upon the subject person will
cause a saving throw bonus of +1 per hit point of damage sustained in
the round that the charm is cast.

Comprehend Languages: The reverse, confuse longuages, can be cast
upon a scroll to make it unreadable, but o second comprehend lan-
guages spell will then succeed.

Detect Magic: This spell detects the intensity of the magic (dim, faint,
moderate, strong, very streng, intense) and there is a 10% chance per
level of the caster that the type (abjuration, alteration, etc.) can be found
as well, although if a dual type, the detection percentage applies to both
and must be rolled for separately.

Enlorge: All garments and equipment worn by & subject of this spell
should be considered to automatically drop off if held by strops or fasten-
ers, otherwise to split away during growth, so it Is not possible to
“squeeze someone to death in their armor” by means of an enlarge.
Material components possessed will not change size. Coats of mail,
however, will be ruined if growth occurs while worn. Nete that you can
op! to make o farget wearing objects an impossible task for an enlarge
spell unless the character is actually touched so as to distinguish the
creature from the objects.

Erase: This spell might be useful against a glyph of warding (q.v.).

Find Familiar: If the magic-user opts to send away a familiar, he or she
may never again find another until the former is killed or dies. Purposely
killing or causing to be killed a familiar {(or former familiar) is most likely
to find great disfavor with the gods, assuming, of course, that this per-
tains to the magic-user and his or her associated familiar. Note that spell
duration concerns the finding of the familiar. Once it is found, the fa-
miliar will serve until killed. To determine animal availability, see the
fourth level druid spell, Animal Summoning I.

"One false move, wizard, and your familiar gets itl"
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Light: This spell can effectively blind an epponent as noted under the
commentary on the cleric spell of the same name,

Message: This is not a tongues spell, and speech will be as normal for the
spell caster.

Protection From Evil: This spell prevents attacks which employ paris of
the body of offected creatures. (Cf. cleric spell of the some name.)

Sleep: Unless a single creature is designated as the target of a sleep
spell in a mixed group, the sleep spell will first affect the lowest level/hit
dice torgets.

Tenser’s Floating Disc: The caster cannot ride on the Disc. The Disc al-
ways follows the magic-user.

Unseen Servant: The created force has no shape, so it cannot be clothed.

Write: Ink for use with this spell is only 10% likely to be located at any
given apothecary/alchemist in a town, or double that for a city. Ink will
come in a flask which will be sufficient 1o inscribe 2-4 spells. The cost will
be 200 to 500 gold pieces. You should devise whatever formula for man-
ufacture of this substance you desire. Icher of slithering fracker, octopus
ink, and powdered gems are a fair place to start from.

Second Level Spells:

Detect Evil: The magic detects only the intensity of the evil. (CF. cleric
spell of the same name.)

Invisibility: See the INVISIBILITY section under THE ADVENTURE.

Locate Object: See the cleric spell of the same name for complate com-
mentary.

Rope Trick: Those climbing the rope and gaining the sofety of the
extra-dimensional space are able to see out of it clearly, as if they were
observing through o window of about 3" width by 5" height. Those oulside
can not see in.

Stinking Cloud: A gust of wind spell will blow this awoy in 1 round after
contact. If it is cast in o place where there is considerable air movement,
the stinking cloud will move in the direction of the air current af from 1°
to 6" per round, depending on air speed. For each 1™ of such movement,
shorten its duration by 1 round.

Web: If this spell is cast without two firm anchoring ploces, the webs
collopse and entangle themselves, effectively negating the spell.

Wizard Lock: The caster can always poss through his or her own wizard
locked portal freely.

Third Level Spells:

Dispel Magic: For the effects of this spell on a magic item, see the cleric
spell of the same name,

Feign Death: For the rate of air consumption and effects on poisening,
see the cleric spell of the same name.

Gust Of Wind: This spell is particularly useful against such spells as
obscurement, stinking cloud, and cloudkill (qg.v.).

Lightning Bolt: Note that physical damage is not exceptional, so that if a
solid wall is siruck, the bolt effectively rebounds its full remaining dis-
tance. If it strikes a barrier which is shattered/broken through by the
force of the stroke, then the bolt continues beyand.

Monster Summeoning I: For a list of monsiers summoned see APPENDIX M:
SUMMONED MONSTERS.

Phantasmal Force: The magic-user must know of and understand the
force/creature he/she is making an illusion of. Thus, if the caster has
never cast a fireball or hos never seen a dragon turtle, his illusion of such
will be very poor.

Protection From Evil, 10" Radius: As heretofore noted, this spell prevents
use of body weaponry by affected creatures.
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Fourth Level Spells:

Charm Monster: It is needful to point out that this spell does not suddenly
empower the caster, or his or her associated characters, with any special
means of communications. If the caster is unable 1o convey 1o the
charmed creature his or her instructions, then the monster will simply re-
frain from harming the spell caster, and the others in the area, if any,
will still be subject to its ottentions, hostile or otherwise. Similar to a
charm person spell, if damage is inflicted on the charmee al the same
time (round) as the spell is cast, then the saving throw is made at +1 for
each | point of damage so inflicled.

Dig: This spell will inflict 5-20 hit points of damage if cast upon a clay
golem.

Extension I: This spell must be cast after the spell 1o be extended, whether
by another spell-user during the same round, ar the initial spell caster or
anather immediately preceding the casting of the extension. If a round
elapses, the extension goes for naught.

Fire Trap: A dispel mogic has the possibility stoted to remove the fire
trap. If it fails to do so, the trap is not affected and is not triggered.

Minor Globe Of Invulnerability: The globe gives off a faint shimmering
when it forms. Third level spells fram devices — fireballs or lightning, for
example — will not penetrate its sphere.

Monster Summoning ll: For o list of monsters summoned see APPENDIX
M: SUMMONED MONSTERS.

Polymorph Others: As is continually pointed out, henchmen and hire-
lings will NOT desire to be subjected to the effects of this spelll Further-
mare, level of experience is not a part of a charocter’s form, so it is quite
foolish and totally impossible to ottempt to polymorph a creature into an
nth level characier. Likewise, profession is not form, so aftempiing to
polymorph to o fighter, thief, efc. results in humon form and nothing
more. Shape changers (lycanthropes, deities, druids, vampires, certain
dragons, jockalweres, dopplegangers, mimics, et al.) will be offected for
but one round, then will return to their former form.

Rary's Mnemonic Enhancer: When this is used 1o gain additional lower
level spells, the magic-user must then memorize the spells and equip
himself or herself with the requisite components.

Wizard Eye: The ocular device magically formed has substance and it has
form which might be detected (cf. INVISIBILITY). Salid objecis prevent
the passage of a wizard eye, although it can pass through a space no
larger than a small mouse hole {about one-half inch diameter).

Fifth Level Spells:

Animate Dead: See the cleric spell of the same name for o detailed
commentary.

Cloudkill: The caster is able fo cast this spell so that if forms around him
or her, if this is desired. However, any creatures staying within the cloud
for more than 1 round, even though they have 7 or more hit dice/levels,
will take 1-10 hit points of damage on the second and each succeeding
round.

Conjure Elemental: See the cleric spell, aerial servant, for details of pro-
tective inscriptions.

Contact Other Plane: See the section an INSANITY,

Extension ll: See extension |, above.

Leomund's Secret Chest: For o list of random creatures which might
come from the Ethereal Plane, see APPENDIX C: RANDOM MONSTER
ENCOUNTERS.

Monster Summoning lll: For a list of monsters summoned see APPENDIX
M: SUMMONED MONSTERS.

Transmute Rock Te Mud: For commentary see the druid spell of the same
name.

Wall Of Force: A rod of concellation or a sphere of annihilation will bring
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down the wall of force, the former being used fully in the process,
and the latter drawing any and all small objects into its vortex in the pro-
cess. (Small objects are those weighing less than 100 g.p. and within 1°
radius of the sphere.) The diamond dust for the spell must be the equivo-
lent of stone(s) of not less than 10,000 g.p. value.

Wall Of Iron: If the wall of iron is created vertically, there is a 50%
chance either way for its falling left or right, ahead or backwards, de-
pending on its placement. It would 1oke not less thon 30 sirengih points
with at least 400 pounds mass to affect this probability, and then only 1%
for each pound over 300 or strength point over 30. If the caster concen-
trates specially, it is possible to double the area by halving the thickness.

Wall Of Stone: Any use of the wall as a bridge must be arched and
buitressed. This will require 50% of the total volume of the wall, so a 20th
level magic-user normally may create 400 square feet in surface area 5
feet thick. To use it as bridge, only 200 square feet can be considered, so
o span 5 feet wide and 40 feet long could be made (ossuming the chasm
to be bridged was abou! 38" wide). Unsupported spans will automatically
collapse of their own weight if over 20 across.

Sixth Level Spells:

Anti-Magic Shell: It must be pointed out that creatures on their own plane
ore normal creatures, so this spell cast upon the Elemental Plane
of Fire, for example, would hedge out none of the creatures of the plane.

Control Weather: For commentary on this spell, see the cleric spell of the
same name.

Death Spell: Creatures with less than 1 hit die count as only '4 o creature
which otherwise hos less than 2 hit dice. If such creatures ore subjected
to the spell, count them off thusly, although the maximum number of-
fected cannot exceed 80 in any event.

Enchant An Item: When casting the permanency spell on an item, the
magic-user need only roll 2 or better with d20 to avoid loss of a constitu-
tion point. Formulae for magic items are suggested under FABRICATION
OF MAGIC ITEMS (q.v.).

Extension lll: See extension I.

Geas: The casting time is also the total time the magic-user has to word
the geas spell. It is otherwise similar to a quest (g.v.).

Glossee: The strength of the glassy area is the same as that of the origi-
nal material,

Monster Summoning IV: For a list of monsters summoned see APPENDIX
M: SUMMONED MONSTERS.

Move Earth: The practical limitation on the area of etfect of this spell is a
24" square areo, with four hours of casting time, exclusive of elemental
conjuration,

Ofiluke's Freezing Sphere: The sling stone-sized opplication of this spell
has a 4" range if hurled by hand, otherwise as a sling bullet. All ranges
by hand are short; olherwise treat it as a slung missile. Use the GRE-
MNADE-LIKE MISSILES TABLE to find where misses strike.

Reincarnation: See the cleric spell of the same name for commentary on
this spell.

Spiritwrack: Only one specially illuminated vellum sheet may be pre-
pared by the magic-user and be in his or her possession and/or control at
the same time. This will be realized by any magic-user as soon as a
second is begun. It is not possible to have two such sheets naming the
same being either, as the magic of the noming will be held within the
first, but as soon as the second is made, it will go therein. Finally, no
creature can moke such a sheet noming itself.

Stone To Flesh: In casting this spell upon a stone block, the magic-user

can caouse the area of effect 1o be cylindrical if so desired, so a passage
can be thus mode. Maximum diameter is3 , minimum 1.

Seventh Level Spells:

Drawmij's Instant Summons: The special jewel used will have a maogic-
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olly-created inscription naming the object it will summon. The inscription
is invisible and readable only by means of o read magic spell 1o all but
the caster of the spell. ltems contained within a Leomund’s Secret Chest
are not subject to this spell.

Duo-Dimension: See APPENDIX C: RANDOM MONSTER ENCOUNTERS,
ASTRAL & ETHEREAL ENCOUNTER TABLES.

Monster Summeoning V: For a list of monsters summoned see APPENDIX
M: SUMMONED MONSTERS.

Phose Door: This spell provides an escape route for high level
magic-users, although phase spiders can see and use it with ease. A gem
of seeing, true seeing, and frue sight will reveal the presence of a phase
door,

Eighth Level Spells:

Clone: Only humans, demi-humans and humanoids may be cloned.

Glassteel: The armor class of this substance is 1.

Monster Summoning Vi: For a list of monsters summoned see APPENDIX
M: SUMMONED MONSTERS.

Permanency: There is only a 5% chance of the spell caster actually losing
a point of constitution if the spell is cast upon a non-living thing,

Serten’s Spell Immunity: Although it should be rather abvious, the spell
works against nearly any form of enchantment/charm. Thus:

Forges, Hypnotism, Ray of Enfeeblement +9
Antipathy/Sympathy, Confusion, Mass Suggestion +7
Chaoos, Feeblemind, Otto’s Irresistible Dance +5

Any other such spells can be odjudicated from the list in the PLAYERS
HANDBOOK and herein,

Ninth Level Spells:
Astral Spell: See the cleric spell of the same name for cammentary.
Gate: See the cleric spell of the same name for commentary.

Imprisonment: To find what number of creatures are freed, roll percen-
tile dice to find the density of imprisoned creatures before rolling for the
number. Multiply the first roll by the second, rounding any remainders to
the nearest whole. For each such creature freed there is only a 10%
chance thot it will be in the area of the spell coster. Use the RANDOM
MONSTER TABLES of APPENDIX C for these, using d20 for level, any
number of  ar higher indicating a 9th level monster.

Monster § ing VIl: For a list of monsters summoned, see
APPENDIX M: SUMMONED MONSTERS.

Prismatic Sphere: At the commencement of this spell, each color is shim-
mering, but each represents a successive layer, rather |ike an onion. The
first MUST be brought down before the second can be affected, eic. Any
creature passing through gets the effect of each and every color layer
still existing.

Time Stop: Use a stop walch or silent count 1o time this. The caster must
be able to complete his or her acts before spell duration expires, or else

he or she will likely be found in an embarrassing act. The use of a releport
spell just before the spell duration of the time stop expires is permissible,

ILLUSIONIST SPELLS
First Level Spells:

Goze Reflection: The creature that has its gaze reflected by this spell is
entitled to a saving throw.

Light: This spell can effectively blind an opponent as noted in the com-
mentary of the cleric spell of the same name.
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Second Level Spelis:

Detect Magic: For commentary on this spell see the cleric spell of the
same name, NOT the magic-user spell.

Fog Cloud: A gust of wind spell will dissipate the cloud in a single round.

Invisibility: See the section on INVISIBILITY for commentary.

Third Level Spells:

llusionary Script: The cost of the lead-based ink is 100 to 400 gold
pieces, plus the alchemist’s profit of 100 g.p.

Invisibility, 10' Radius: See the INVISIBILITY section.

Rope Trick: See the magic-user spell of the same name for commentary.

Fourth Level Spells:

Improved Invisibility: Improved invisibiliry hos the effect of moving con-
siderations for detection of such invisibility downwards by two places
compared to other forms of invisibility, See INVISIBILITY for commentary.

Phantasmal Killer: If the offected individual is somehow brought to an
unconscious state, the spell can not do harm.

Fifth Level Spells:

Shadow Door: The invisibly fleeing illusionist can be detected (cf. INVISI-
BILITY), but there must be active and concentrated attempts to do so. This
will not simply be noticed in passing, as attention will be on the shadow
door.

Shadow Magic: The caster is actually tapping a power source, even
though the majority of the spell is illusion, thus the 1 hit point of damage
per level of the caster.

Sixth Level Spells:

Conjure Animals: For a list of animals see APPENDIX L: CONJURED
ANIMALS.

Demi-Shadow Magic: This spell also allows the caster to tap a source of
power as noted under shodow magic.

Seventh Level Spells:

Astrel Spell: See APPENDIX C.: RANDOM MONSTER ENCOUNTERS,
ASTRAL & ETHEREAL ENCOUNTER TABLES for a list of creatures which can
be met.

Vision: Consider this spell similar to a contoct other plones for handling
purposes, Unrelated visions should contain some cryptic clue as to what
the caster is seeking. Even on a 10 or better, be certain to make the vision
as unclear and indirect as possible.

Final Note:

Remember that the reverse of any spell mus! be separately memorized,
and that each requires special compenents.

THE ADVENTURE
ADVENTURES IN THE OUTDOORS

It is necessary 1o have a reasonably well-detailed, large scale map for
conducting adventures outdoors, Naturally, the initial adventuring in the
campaign will be those in the small coammunity and nearby underground
maze. For whatever reason — player desire, quest or gees, or because of
your own direction — adventuring will sooner or later move 1o the out-
doors. What you must do to hondle this is not difficult following the
general procedures given below.

First, decide how you wish to proceed regarding the world at large. If you
have plenty of time and ideas, you should design a continent (or o large
portion thereof) which perfectly meshes with your initial setting, If this is
nof possible, obtain ane of the commercially available milieux, and place

THE ADVENTURE (LAND ADVENTURES)

the starting point of your campaign somewhere within this already created
world. At the risk of being accused of being self-serving, | will mention
parenthetically that my own WORLD OF GREYHAWK, (published by TSR),
was specifically designed to allow for insertion of such beginning milieux,
variety being great and history and organization left purposely skeichy 1o
make interfacing a simple matter. Whatever course you opt for, the scale
of such world maps should be in the neighborhood of 20 to 40 miles per
hexagon. Such areas allow mapping of considerable territories and are
optimal for movement and smaller scale maps as well, dividing each large
hex into blocks of smaller hexes, 5 across the middle or 5 across each face,
as desired.

Adventuring outdoors actually covers several sorts of adventuring, for it is
a catch-all term for all activities not in underground or urban settings.
Thus, under this general heading will be 4 major subheadings: LAND
ADVENTURES, ADVENTURES IN THE AIR, WATERBORNE ADVENTURES,
and UNDERWATER ADVENTURES.

Movement rates for land and water adventures are shown under move-
meni. Underwater movement is the same as dungeon and similar indoors
movement rates, as the locale of such adventures is always limited in
areq.

LAND ADVENTURES

Starting from the point of origin, your players will move over not only
varying types of terrain but through areas of varying human/demi-human
population as well. Just as terrain will affect the frequency and type of
monsters encountered, so will population dictate likelihood and type of
encounter. You must, therefore, show population density on your large
scale map — or at least have some idea of it in mind as adventurers move
across the land, The chance of encounter is set with the following bases:

Chance Of Encounter:

Population Density Base Ch Of E t
relotively dense 1in20

moderate to sparse/patrolled 1ini2
uninhabited/wilderness 1in10

FREQUENCY OF ENCOUNTER CHANCE TIME CHECKS:

Type Of Check For Encounter At

Terrain Morning NMNoon Evening Night Midnight Pre-D
Plain X - % - x -
Scrub
Forest
Desert
Hills
Mountains
Marsh

x =
x x

oMM oMM

H® oM PN M X
t SR S|
oW oW oM MM

=
t 3

X%

x = check for encounter
- = do not check unless party numbers over 100 creatures

Procedure: Daylight hours consist of morning, noon, and evening; night
consists of night, midnight, and pre-dawn. These times equate to periods
of about an hour after the party sets forth for the day, the mid-point of the
journey, and near the end when camp is being made with respect to day-
light hours. During hours of darkness, equate the periods to first, middle,
and end sleep periods. Where only 1 or 2 chances for encounter exist, you
may vary the time as you see fit in order 1o aveid player reliance on in-
formation which they should not be privy 0. When an encounter check is
indicated, roll the appropriate die, and if a 1 results, an encounter takes
place. In this event, go to the oppropriate table for the terrain, and
determine randomly what sort of monster is being encountered. Note: In
aregs where you have detoiled the monster population, o rondom de-
termination should not be necessary, as this information should be re-
corded by you.
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When an actual meeting does occur, consult the explanations accom-
panying the table for any special procedures 1o follow. Attempts by the
encountering party to evade are deall with under COMBAT, PURSUIT
AND EVASION OF PURSUIT (q.v.).

Encounter Distance: |f either party is surprised, the encounter distance is
determined by subtracting the value of surprise [os determined by the
die which indicated that the condition existed) from normal encounter
distance. Normal encounter distance is 6" to 24" (6d4). Thus, on a surprise
rall of 1, for example, encounter distance is 5" to 23" (6d4 -1), on a 2 the
distance is 4" to 227, etc. In addition 1o shortening encounter distance, sur-
prise also allows the surprising party 1o have that number of segments as
shown on the die as the surprise factor as free and unanswered activity
to move, ottack, flee, etc. (See SURPRISE.) In addition 1o moditfication for
surprise, terrain will also modify encounter distance as follows:

Serub— -1 perdie onall 3'sand 4's
Forest— -1 per die on all numbers (00's are possible)
Marsh— -1 perdie an all 2's, 3's, and 4's

Plain, desert, hills, and mountains do not alter encounter distance vari-
ables unless one of the three modifying types of terrain also exists. If
final encounter distance is 17 or less, than a confrontation will usually
take place.

Confrontation: Confrontation indicates that the adventurers and some
monster have me! at close proximity, and some interaction is likely to
take place. There are, however, modifying circumstances:

1) If the monsters are intelligent and would normally deem themselves 1o
be weaker than the party of adventurers, then they will always seek to
avoid such confrontation.

2

If the party of adventurers surprises the monsters and elects to flee the
encounter, they may attempt to avoid confrontation by using free
segments of action to move out of confroniation distance and evode
the monsters.

Confrontation interaction can consist of any number of actions, singly or
in combination — parley and reaction, spell casting, missile fire, melee
combat, efc.

Movement:

As mentioned previously, movement rates have been given elsewhere.
There rates assume that a party of fram 1 to 100 creatures are concerned.
If more than 100 are in the party, reduce movement rate by 1 mile per
doy fer each additianal 100 or fraction thereof, but in no event should
such adjusiment slow the rate of movement of the party to below 50% of
normal speed.

Becoming Lost: Any party not guided by a creature knowledgeable of the
countryside through which the party is moving, or which is not following
a well defined course (river, road, or the like), or which is not using a
well-drawn and ¢orrect map, might become lost. This is determined prior
to the commencement of a day’s movement. Determination is based on
the terrain:

Terrain Type Chance Of Becoming Lost Direction
Plain 1in 10 60" left or right
Scrub 3inlo 60" left or right
Farest 7in 10 any

Rough 3in10 60" left or right
Desert 4in 10 &0° lett or right
Hills 2in10 80" left or right
Mountains 5in 10 120" left or right
Marsh 6in 10 any

To find the direction of movement if a party is lost, roll d6, 1-3 indicating
left, 4-6 indicating right. Each hex face is 40, If o loss of direction of 120°
is possible, roll a second dé, 1-3 indicating a 60° direction |oss, 4-6 indi-
cating 120". In any direction, loss is possible, roll o single d&, with results
being read off clockwise considering the intended direction of travel as
12 o’clock, and giving 2 charnces for complete loss and movement in the
exact opposite direction, thus: | = right ohead, 2 = right behind, 3-4 =
directly behind, 5 = left behind, and 6 = |eft cheod, i.e. there is NO
chance of the party ever occidentally moving in the desired direction
when the die indicotes the condition of being lost exists. Direction of lost
movement is illustrated below:
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Direction
of travel
desired

Procedure For Lost Parties:

As soon as the die roll indicates the party is lost, determine the direction. If
itis onto a space which has previously been travelled over and mapped by
the party, then they will recognize that they became lost. Tell them the
they moved in X direction, rather than that which was desired, but they
have seen landmarks and realize their error, If movement is into an araa
where the party has not already been and mapped, then immediately rall
again to determine if the party will be lost the next day also. If no such los!
direction is indicated, then the party will realize it has made an error the
next day; but meanwhile describe terrain as if they had actually moved in
the desired direction, i.e. as if they hod not been lost with regards 1o
direction. This will, of course, result in the erroneous mapping of a space
until corrected. If the porty will also be lost the following day, the
procedure above is followed uniil they are no longer lost. At thot point,
they will realize that they have not been moving in the desired direction,
or series of directions, but they will NOT know just where they became
lost. They will have to back-track and attempt to locate the last space
which they mapped correctly and go on again from that place

It must be understoad that parties following o correct map will never be-
come lost. Procedures are only for exploration of unmapped terrain.

Rest: Movement rates are postulated on sufficient daily rest periods so as
to obviote the necessity for any protracted rest periods of a day or more
during the course of any journey. If normal movement raie is exceeded,
however, then special rest periods in addition to any subsumed brief
breaks in travel are required. This is detailed below:

Forced Movement: |f is possible to make forced marches up to twice the
distance shown for daily movement rate. Such forced movement in-
creases the daily rate in 10% increments, fram 10% to 100% at the option
of the party, to a maximum of double normal movement rate; but as soon
as a total of 100% of additional normal movement rate is reached, or as
soon os the porty determines 1o assume non-forced movement, whichever
tirst occurs, a mandatfory rest period musi be enforced. Rest period
depends upon the total percentage of forced movement:

10% - 30% = 1 hour per 10%
40% - 60% = 2 hours per 10%
70% - 100% = 3 hours per 10%

To find the time required for enforced rest, simply find the toral per-
centoge of rest time and deduct this from normal daily movement rate.
Thus, 30% means that 30% of movement the next day Is deducted, as the
party rested during tha! period. At 3 hours per 10% increment of farced
movement, 70% equals 210%, so 2 full days, plus 10% of a third day must
be spent in rest from the farced march.

Failure 1o rest ofter normal movement is equal to 100% means tho! beasts
of burden have a cumulative chance of dropping dead of 10% per 10%
increment of additional movement of any sort. Other creatures lose |
level of ability or hit die in the same manner, until 0 Is reached and
exhaustion kills them. Such loss of vitality, whether by beast of burden,
creature, or character requires o full B hours of additional rest for each
such 10% increment, hit die, or level of ability lost. For example. a 12th
level fighter who maves an additional 90% of movement ofter exceeding
normal movement by 100% must rest 72 hours, consecutively, in order o
regain 12th level of ability. Prior to that period of rest, the character is
effectively 3rd level!

ADVENTURES IN THE AIR

To be able 10 fly is one of monkind’s oldest and strongest fantasies. In the
world of AD&D, this wish can often be fulfilled. However, travel and
combat in the air is often much different from that which takes place in
the two-dimensional realm of the earthbound, so much so that it must
needs have a special section devoted to it.
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AERIAL TRAVEL

Long-distance cerial travel can be accomplished by use of either magical
device or flying mount. Certain magic items (such as a broom or carpet
of flying) do not have limited duration of use, and thus are the most
efficient forms of such travel (though a broom of flying may not be very
comfortable to use for hours on end).

Your players may want to know how far they can go in a day on a flying
carpet (or other similar device). For the purposes of long-distance aerial
travel, assume every 3" of speed equals one mile per hour. Thus, a broom
of flying, with a speed of 30", can fly long distances at an average speed
of 10 m.p.h., and can cover about 100 miles in a day {assuming ten hours
of semi-continuous fravel during daylight). The above formula does not
necessarily apply to short-distance travel.

If your players are unimpressed by these kinds of distances, remind them
that in a pre-technological civilization they are little short of miraculous.
Some of your ployers may have walked as far as twenty miles in one
day. Ask them to remember how far it was.

Flying Mounts:

Most flying mounts will be either griffons, hippogriffs or pegasi, All of
these should be very difficult 1o acquire, and even harder to train. None
of these types will mix with the others (griffons will eat pegasi or hippo-
ariffs if given o chance, and hippogriffs confined with pegasi will bully-
rag them whenever possible).

Griffons are often nasty ond bod-tempered. If captured when very young
and trained, however, they can become fiercely loyal mounts. Their
loyalty is non-transferable once fixed, so they must be disciplined and
trained solely by the intended rider. The griffon must be trained and
exercised by its owner on a fairly regular basis while it is o fledgling (up
1o age six months) in order to accustom it 1o his or her presence and the
bridle, blanket, saddle, etc. When the griffon is half-grown a period of
intensive training must begin, which will last at least four months. The
daily routine must never be broken for more than twe days, or the griffon’s
wild nature will assert itself and all progress will be lost. After two months
of this intensive training, it will be possible to begin 1a fly the griffon. This
will be o periad of training for mount and owner alike, as the rider must
learn how 1o deal with a new dimension, and he will probably have no
teacher but himself. Imagine the canfusing tumult of gian! wings, the rush
of air, the sudden changes in altitude, and you will realize why an
inexperienced rider absolutely cannat handle a flying mount.

Griffons, like all large flying creatures, eat enormous amounts of food,
especially ofter prolonged aviation. Moreover, they are carnivores, and
thus very expensive o feed. Care and keeping of a griffon will be a
constant strain on the largest treasure hoard. Costs will probably run in
the area of 300-800 g p. per month. It will require special quarters, at
least three grooms and keepers, and occasionally an entire horse for
dinner (diet will differ, but similor arrangements must be mode for all
flying mounts).

Hippogriffs are not so difficult to train as griffans, but neither are they os
dependable in a pinch. A training process basically similar o that pre-
viously described will be necessory, though occosionally an animal
trainer can substitute for the master for short periods if he or she is tied
up elsewhere, Once broken, hippogriffs may possibly serve mare than
one master. They are omnivores, and thus somewhai less expensive ta
feed than griffons.

Pegasi are greatly valued for their speed, which makes them virtually the
fastest things in the air. Their training is a long process similar in many
respects to that of griffons. They will serve only good characters — all
others will find them totolly intractable. Like griffons, their loyalty is
| given to only one master in a lifetime.

All flying mounts must rest one hour for every three they fly, and they
can never fly mare than nine hours a day. During their rest periods they
will eat as if famished: this means meat for griffons or hippogriffs, and
green living plants, preferably of a succulent nature, or fine hay and
oats, for pegasi.

Use of more exotic types of flying mounts will generally require some
form of spell control (such as charm monster), though the more intelli-
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gent ones may possibly give their permission and cooperation in certain
circumstances. This does not ensure ease of handling and stability on the
part of the rider, however. Likewise, griffons, hippogriffs and pegasi can
be charmed and ridden.

To be able 1o fight while flying any aerial mount requires considerable
practice. To becorne adep! at aerial archery entails at least two months of
continual practice (cf. AERIAL COMBAT, Aerial Missile Fire).

AERIAL COMBAT

Meost creatures which can fly do so by means of wings, either natural or
magically augmented {as in such inherently magical beings as demons
and devils, dragens, griffons, etc.). Most winged creatures must be con-
stantly flapping their wings to provide enough thrust to keep their weight
in the gir. Some creatures are light enough and powerful enough 1o
allow them to actually hover in one place, but most must be constanily
moving forward. This means that aerial combat is nearly always geing to
be a swoop and slash, hit-and-run aftair. Grappling of opponents in the
air will generally result in both of them plummeting to the ground,
unless they are at a high altitude and disengage almost immediately,
Even then, it is a risky business. Only beings with the ability to hover
(gained either through quick and powerful wings or some form of
magical flight) will be able to engage in combat that resembles the
round-ofter-round melee system employed in ground batile.

It will therefore be seen thal maneuverability is of prime importance in
conducting aerial combat. Flying combatants — whether they are eagles
or dragons, men mounted on breomsticks, or hippogriffs — must make
attack passes at their opponents, wheel about in the air, and aftack
again. Those which are more maneuverable will be oble to change
direction and speed in a sharter time than these which are less maneau-
verable, and thus hove some advantage in pursuit and avoidance.

To conduct an aerial battle, a DM must know the speed, maneuverability
and attack modes of each creature invelved.

Speed:

Speed of flight of each creature is listed with the other information in the
ADRD MONSTER MANUAL, and it will be noted again in the list of aerial
creatures at the end of this section. When conducting aerial combat that
takes place entirely in the air, it will be convenient to convert inches per
turn to inches (or hexes) per round.

For the sake of standardization, all flying creatures can climb at one-half,
and dive at twice the stated movement rate. They will be able to climb
ane foo! for every three fee! they move forward, but they may dive up to
one foot downward for each foot travelled forward (i.e., al o 45-degree
angle. None of the above applies to creatures with class A maneuver-
ability, which can move in any direction they choose.). When diving, all
creatures’ physical attacks will do double damoge to all fargets which are
not themselves diving, This includes diving attacks at earthbound crea-
tures which come from a height of 30 feet or more. There is ne damage
penalty for attack while climbing. No creature will be able to climb
above 5000 feet (due 1o lack of breathable air) as a general rule, but you
may alter the ceiling if you wish.

Maneuverability:

Naturally, every type of flying creature maneuvers differently from every
other type, but in order to make the game playable and aerial combat
possible, maneuverability has been broken down into five classes. These
vary from A to E, most maneuverable 1o least maneuverable: Note that
the stated amount the creature can turn per round assumes that the
creature is moving at full speed. Creatures moving of half speed turn as
one closs better. Winged creatures cannot move at less than one-half
speed and remain airborne (except for class B).

Class A: Creature can turn 180" per round, and requires | segment to
reach full airspeed. Creature requires | segment to came to a full stop in
the air, and can hover in ploce. Class A creatures have total and almost
instantaneous contral of their movements in the air. Examples: djinn, air
elementals, aerial servants, couatl.

Class B: Creature can turn 120° per round, ond requires 6 segments 1o
reach full airspeed. Creature requires 5 segmenis to come 1o a full siop in
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the air, and can hover in place. Examples: fly spell, sprites, sylphs, giant
wasps, ki-rin,

Class C: Creature can turn 90" per round, ond requires | round to reach
full acirspeed. Examples: carpet or wings of flying, gargoyles, harpies,
pegasi, lammasu, shedu.

Class D: Creature can turn 60° per round, and requires 2 rounds to reach
full girspeed. Examples: pteranadons, sphinxes, mounted pegasi.

Class E: Creature can turn 30" per round, and requires 4 rounds to reach
full airspeed. Examples: dragons, rocs, wyverns.

Attack Modes:

As mentioned previously, grappling in the air is usually out of the ques-
tion. This means that many different creatures will use considerably
different combat tactics in the air, and their “natural” methods of attack
will often be substantially altered. The following list should help the DM
determine how certain creatures will fight in the air. Speed and maneu-
verability class are also listed. For reasons of space or redundancy, not
all flying creatures have been included. Once familiar with the system,
the DM should be able to apply it o any aerial monster.

Aerial servant: 24", class A. If forced to fight, an cerial servant usually
resoris to baltering.

Chimera: 187, class E. The chimera is a clumsy flyer, and prefers to use its
breath weapon in aerial bottles. It can use its clows or attack with one of
its heods.

Cockatrice: 187, class C. The cockalrice is not a strong, steady flyer, and
will not go above 300" unless provoked into one of its screaming fits of
rage. In any case, it will never fly for more than 2-5 furns before landing
to rest. The cockatrice’s pawer to turn flesh to stone is an owful ane, as it
often need only hit to destroy its enemies, and those petrified in the air
usually fall and shatter!

Couatl: 187, class A. The couatl’s faverite tactic is to throw loops around
other flying creatures and consirict them so that neither couatl nar prey
can fly. Both plummet fo the earth, but the couatl turns ethereal just
before impact and thus escopes being crushed,

DAEMONS:

Nycadaemon: 36", closs D. Though heavy, nycadaemans are powerful
flyers, and can build up great speed and momentum. They act much
like flying battering rams, striking for 2-12 points of domage when
they hit (or as much as 3-18 if they hit ancther flyer head-on, though
this will also damage the nycadaemon 1-4 points). A nycadaemon
will try to run its prey close to the ground and then close for o grap-
ple. The wings will be used to batter and confuse and slow their fall,
as it attempts 1o bring its opponent down to the ground where lever-
age and its full physical strength can be brought to bear.

DEMONS:

Succubus: 18", class C. Succubi prefer not to melee in the air or on the
ground, and will use guile, treachery and etherealness whenaver
possible.

Type I: 187, class C. These vulture-demons generally slash with their
rear talons.

Type IV: 12, closs E. Type VI: 157, class D. These two huge demon
types will iry to bring their foes to the ground, much like nycadaemons.

DEVILS: All devils’ power of illusion makes them difficult and dangerous
aerial opponents.

Erinyes: 217, class C. Erinyes will slash with their envenomed dagger
or use their rope of entanglement to foul opponents’ wings and make
them fall.

Horned devil: 18", class D. Horned devils will attempt to impale with
their fork and rip with their tails as they pass,

Pit Fiend: 157, class D. These mightiest of devils will usually attempt to
force their prey to the ground, where they can leisurely tear them
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limb from limb, Their clubs and 1ails are dangerous weapons in the
air.

DINOSAURS:

Pteranodon: 15, class C. These crealures’ light bone structure makes
them unwilling to collide with other creatures in the air, bur if
necessary they will altempt to spear with their long, pointed beaks.
Their preferred method of attack is 1o drop upon earthbound creatures
from above, lifi them up to several hundred feet and then allow them
to plummet to their deaths.

Dijinni: 247, class A, Djinn, like all creatures from the aerial plane, are
nearly impossible to catch in the air, When a swooping creature ap-
proaches them, they simply move oside. In addition, their ability to
create illusions and become invisible ensures that all aerial combat will
take place only when and where the djinni desires. They are openly
contemptuous of those who need wings to fly, or magical aviaters such
as magic-users and efreet.

Dragon: 24° or 307, closs E, Lack of maneuverability due to large size may
seem to pul dragons at a disadvantage in the air, but their powerful
breath weapons somewhat make up for this. On an attack pass, a dragon
can either bite or use i1s claws — never both. A drogon may choose to
breathe on an approach and then pass and slash with fang or claw,

Eagle, giant: 48°, class D. Giant eagles commenly attack with their talens,
They share with their smaller cousins the ability to plummet almost ta the
ground and then suddenly break their fall and pull out or land safely,

Efresti: 24°, class B. As with djinn, efreet use their invisibility and illusion
abilities to good effect in aerial combat.

Elemental, air: 36", class A. Air elementals gain 41 to hit and +2 on
each die of damage they inflict when fighting in the air. They move in
the same manner as djinn.

Gargoyle: 157, class C. Gargoyles will attempt 1o spear with their horn or
slash with their claws (never both).

Griffon: 307, class C (class D when mounted). A griffon will either slash
with its forward 1alons or bite with its powerful beok

Harpy: 157, class C. Harpies will use either their leg 1alons or a weapon
in cerial battle, Like eagles, they can plummet straight down and then
pull aut.

Hippogritf: 36", class C (class D when mounted). Hippogriffs fight in
much the same manner as griffons.

Ki-rin: 48, class B. Ki-rin will generally attack with their horn to impale.

Lammasu: 247, class C. Lammasu will use their claws if forced 1o fight.
They are hard to hit in the air, as they can dimension door oway from an
attack path.

Manticore: 187, class E. Manticores are clumsy flyers, but they will not
hesitate io fling their tail spikes at opponents who come toc close (cf.
AERIAL COMBAT, Aerial Missile Fire). They can also employ their froni

claws.

MEN: Men, like monsters, must behave differently in the air than on the
ground. Most flying combat involving humans consists of magical or
magically-equipped flyers rising obove a melee to gain a positional ad-
vantage for the purpose of spell- or missile-casting. This aciually isn’t as
easy as most players would like o think it is, as the different forms of
magical flight often have requirements which interfere with such actions.

Levitation: Once effected, this spell tokes no concentration on the
part of the caster except during changes of height, so it is quite useful
when a magic-user desires to rise above a melee to acquire an open
field of fire for his or her spells. The major drawback is that figures
rising our of a banle are outomatically assumed to be magic-users
and will immediotely attract most if not all of their opponents’
missile fire. Recipients of the levitation spell who wish to use bows
from their elevated position will find that they are nol totally stable,
and thus shooting is slightly more difficult. Such archers will shoot at
-1 10 hit", This js cumulative, subftrocting another point from the
archer’s chance 1o hit for each successive round of fire until -3 is
reached, as the archer becomes increasingly unstable. Continued
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firing will not lower the archer's chances beyond -3, and any round
spent not firing (or fighting) will allow him or her to stabilize and start
ogain af -1, Slinging, casting javelins or spears, or actually swinging a
weapon (such as a sword) will be af double the minuses 1o hit” for
archery, i.e., -2, -4, -6. Due fo the lack of leverage and something to
“push” against, it is impossible to cock o heavy or medium crassbow
while levitating (let your players find this out for themselves!).
levitating persons are marvelous targets for flying creatures. They can
generally be treated as earthbound targets which are easier to get at,
and fight at a disadvantage.

The DM should remember that though the recipient of a fly spell has full
control of his or her movement, the height of a recipient of levitation is
alwoys under the conirol of the caster, and if that person is otherwise
occupied, no vertical mavement is possible (of course, this does not apply
fo magical devices such as boois of levitation, though everything else in
the foregoing section is applicable).

Fly spell: Utilizing a fly spell takes as much concentration as walking, so
most spells could be cast while fiying, either while hovering or moving
slowly (3" or less). There is no penalty for archery while flying (assuming
the archers are hovering — if they are moving, see AERIAL COMBAT,
Aerlal Missile Fire), bul there are minuses for slinging or swinging
weapons, and these are the some os the penaliies for archery while levi-
tating, i.e., -1 to hit, cumulative per successive rounds until -3 is reached.
Persons using a fly spell (or @ magical device which confers that power
upon the bearer, such as a ring of flying) will move at maneuverability
closs B. Flying persons involved in ground melees attract missile fire much
as levitotors do. Flying persons involved in combat with other aerial
creatures do so in the same manner as any other creature of their
maneuverability class.

Broom of flying: These devices must be moving at least half speed 1o
function. With practice, they can be controlled by the rider's knees, so
an experienced broomsman can melee in the air. However, all spell
use is impossible while riding a broom, though some magical devices
(such as wands) could be used. Brooms are maneuverability class C.

Carpet of flying: Carpets are the most stable of flying devices, and
thus the most valuable. Though they are class C as pertains 1o ma-
neuverability, they can hover or move at any speed the controller
desires (up 1o the stated moximum). While hovering or moving slowly
they are ideal platforms for spell- or missile-casting (quick motion
tends fo disrupt magical concentration, even if the spell-user is not the
one controlling the carpet). They are not so easily odapted to aerial
melee, os passengers will tend 1o get knocked off the carpet and fall
to the ground. Attempits to weave siraps or seat belts into a flying
carpet will generally destroy its dweomer.

Wings of flying: These devices are maneuverability class C and the
wearer mus! be moving at least half speed to maintain flight. Though
the wings leave the aviator’s hands free for fighting, it is impossible
o concenirale enough to cast spells due to the continual bodily
motion invelved. This does not prohibit the use of some mogical
devices tha! duplicate spell effects (rings, wands, etc.). Like an eagle,
the wearer of wings of flying can plummet a great distance and still
pull out safely if the wings have not been previously damaged.

Flying mounts: All flying mounts will move at ene maneuverability
closs worse than normal when mounted. This applies even if the rider
is as small as a halfling or gnome. The only exceptions to this are E
closs creatures such as dragons, which are large enough to carry
human-sized riders at no penally, Normal spell use while riding a
flying mount is of course impossible (though certain magic devices
may be used).
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Pegasus: 48, class C (class D when mounted). In flight, pegasi fight with
their front hooves.

Peryton: 217, class C. A peryton will attempt to impale with its sharp
horns.

Pseudo-dragon: 24", class B. Pseudo-drogons rely on their poisonous
stingers in aerial combat.

Roc: 30", closs E. Rocs generally attack using their huge and powerful
talens. Amazingly enough, considering their great size, they can
plummet straight down like eagles and then arrest their fall by a sudden
unfurling of their wings.

Shedu: 247, class C. Shedu will strike with their powerful hooves if they
become involved in cerial combat, though their power to become
ethereal allows them to avoid this if they so desire.

Sphinx: 247, 30" or 36", closs D. The various sphinxes nearly always
employ their fore claws in an aerial battle, though the roar of the an-
drosphinx is also a potent weapon, as it weakens opponents and could
make them unable to fly.

Wyvern: 24", class E. On an attack pass, a wyvern will attempt to either
bite or sting.

Conducting Combat:

Conducting aerial combat will be much simplified if the DM will
remember that most flying monsters simply cannot execute complicated
maneuvers like barrel rolls or loop-the-loops. Most can do nothing more
than climb, dive and/or turn, and all of these actions are easily simulated
and quantified using speed and maneuverability ¢classes.

There are two methods you can use to conduct aerial combat. The first
way is simple but less accurate. The second method is more accurate but
requires the use of hex poper or a hex map. Though both can be done on
paper, the best way 1o visualize the relative positions of the combatants
is to employ miniature figures or paper counters. A running record of
absoclute (or relative) altitude should be kept, either on a separale sheet
or on a small piece of paper under each figure or counter.

The simple method is to move each flyer in the direction they are facing
at the beginning of the move, and execute the turn at the end by simply
refacing the flyer in its new direction. Speed would be in actual inches of
movement, or some ratio thereof.

0 30
60'
90"
120°
180"

A more accurate method entails the use of hex paper so that actual arc
turns can be indicated, and so that these turns may take place at any
time during o move.

Class A:
1807

T ClassD: /< )< )
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Turns will actually take place through several hexes (the anly exceptians
to this are creatures from the elemental plane of air, which can turn en a
dime in any direction they wish). A turn need not be executed through
consecutive hexes. To illustrate, here are possible variant turns for a ¢lass B
fiyer, which can turn up 10 120" in one round:

The arders for the first example would read: Straight 1, right 407, straight
3, right 607, straight 1.

Each flyer can move 1 hex per 37 of speed; thus, a gargoyle, with a speed
of 157, could move 5 hexes, while o griffon, with a speed of 30", could
maove 10. Keep in mind climbing and diving speed alterations.

In both the simple and complex methods, movement should be simul-
toneous. If there are severol players involved, you may wish 1o have
them write out their moves ohead of time (the DM, of course, is not obli-
gated to do this). It two opponents are clearly making for each other, and
it is within their ability 1o intercept but their written orders would cause
them to miss, some slight adjustment should be made.

Aerial Missile Fire: For all missiles fired in the air. ireat short range as
medium (-2 1o hit) and medium range as long (-5 to hit) as pertains 1o
chance of hitting. Fire of objects ot long range will always miss. The
above applies 1o missile firers on flying mounts or using a broom or
wings of flying only if they have spent several months in praciice.
Otherwise, they will not be able to hit ar all. The range penalties also
opply 1o missile-firing ereatures such as manticores (ireal as compaosite
leng baw as pertains to range). Note that the above applies only to those
who are moving. Those hovering with a fly spell or on a corpet of flying
will suffer no penalties. Those levitating will be penalized os delineated
in earlier subsection Attack Mades, Men: Levitation.

Dragons and similar creatures with breath weapons (such as chimerae)
will have a slightly harder time hitting other flying creatures. For this
reason, moving aerial torgets of flying dragens add 42 to their saving
throws.

Damage: Any winged creature which sustains domage greater than 50%
of its hit points will be unable to maintain flight and must land. Any
winged creature which sustains more than 75% damage will not even be
able to control its fall, and will plummet to the ground. This simulates
damage to the wings, as in aerial combat, the wings will be a prime
point of vulnerability. Feathered wings are not as sasy o damoge as
membranous wings, and in flight should be given an extra hit point value
equal to one-half the nermal hit points of the creature they support, for the
purpose of figuring how much damage need be token befare the
creature can no longer fly. Thus, @ griffon with 30 hit points would add an
additional illusory 15 points in aerial combat, far a flight-damage total of
45, ond thus would be able o take 23 points of damage before it would
be forced to land. In controst, @ membrane-winged creature like a
succubus with 30 hit peints would enly be able te sustain 15 points of
damage before it could no longer fly. Under no conditions are the extra
flight-domage points to be aodded to the monster’s actual hit points for
the purpose of absorbing damage. A flying monster will only be able to
sustain the normal amount of damage it usually takes in order to incapa-
citate or kill it, i.e., if the exemplary griffon above takes 31 paints of
damage from dragon breath, it is deod

As a final note, remember that heroic aviators who leap Into the saddle
of their hippogriff and rise 1o battle without taking a couple of rounds to
strap in will tend to fall out in the first round of melee, and it is 1-& hit
points of damage for every ten feet they fall (up to @ maximum 20-120
points),
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WATERBORNE ADVENTURES

In due course your players will evince a desire to travel by water. Rivers,
lokes and the seas have always provided mankind with @ means of trans-
portation and livelihood os well. From the first rafi ond reed boat,
ombatche and caotamaran, the waters have beckoned men 1o come and
explore. This form of adventure certainly awaits the participants of an
AD&D campaign — with @ vengeance! Encounters are dealt with in AP-
PENDIX C: RANDOM MONSTER ENCOUNTERS, WATERBORNE EN-
COUNTERS, this being subdivided into fresh and salt water encounters. In-
formation regarding ships, their armament and crews, Is detailed here.
The rules are general in nature to allow playing at any scale or upon any
playing surface desired (hex or square grid, floor, etc.),

General Classes of Vessels:

Rowboat: Small boats, with or withoui a sail, which are rowed by oars or
paddled, fall into this category. A ship’s longboots, dugou! canoes, skiffs
ond punts are likewise considered rowboats. A normal crew for a rowboat
can be from one to ten or maore men depending on ifs size. Rowboats do
not come equipped with armament and don’t function well in breezes
above 19 miles per hour.

Barges/Rafts: These are long, somewhat rectangular craft designed
primarily for river transportation. A few larger and sturdier types are used
for lake and coastal duties. Barges generally have a shallow draft, as do
rafis — the former having o bow and side freeboard, with the latter having
neither. The Egyptian Queen Hatshepsut's obelisk barge is a prime
example of a working barge. Crafts constructed of fogois bound together,
or made of stretched hides, such os the umiak, are considered barges in
most cases. The same is true of sampans and jangadas. Narmal crew for a
barge varies between 20 and 100 or more men, depending on the size of
the ship and its purpose. If the barge is a working vessel, such as Queen
Hatshepsut's, it is conceivable that it could require as many os 100 men, if
not more, to man such @ mammaoth barge. Sampans and jangadas, on the
other hand, do net require a great crew to man them, Sampans need only
three to ten men while jangadas require as few os ane. Barges and rofts
dan’t usually come with armament, but can be so equipped if desired.
These types of vessels do not funciion well In winds above moderate
breezes.

Galleys: These are long, slim oored ships. Some of the earlier ypes of
galleys are the Greek and Roman biremes, trir