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INTRODUCTION

You are one of a very special group of people: AD&D game Dungeon
Masters. Your job is not an easy one. It requires wit, imagination, and
the ability to think and act extemporaneously. A really good Dungeon
Master is essential to a good game.

The Dungeon Master's Guide is written for Dungeon Masters.
Discourage players from reading this book and certainly don't let
players consult it during the game. As long as the players don't know
exactly what's in the Dungeon Master's Guide, they'll always wonder
what you know that they don't. It doesn’'t matter whether you have
secret information; even if you don't, as long as the players think you
do, their sense of mystery and uncertainty is maintained.

An exception to this caveat is made with regard to the pages in this
tome that present new character races and classes that you, as DM,
have deemed appropriate for your AD&D game. These new, optional,
races and classes are provided within this tome as expanded character
creation options.

Also, this book contains essential rules that are not discussed in the
Player's Handbook. Some of these rules the players will learn quickly
during play - special combat situations, the costs of hiring NPCs, etc.
Others, however, cover more esoteric or mysterious situations, such as
the nature of artifacts and other magical items. This information is in the
Dungeon Master’'s Guide so the DM can control the players’ (and
hence the characters’') access to certain bits of knowledge. In a
fantasy world, as in this world, information is power. What the
characters don't know can hurt them (or lead them on a merry chase
to nowhere). While the players aren’t your enemies, they aren't your
allies, either, and you aren't obligated to give anything away for
nothing. If characters go hunting wererats without doing any research
beforehand, feel free to throw lots of curves their way. Reward those
characters who take the time to do some checking.

Besides rules, you'll find a large portion of this book devoted to
discussions of the principles behind the rules. Along with this are
examinations of the pros and cons of changing the rules to fit your
campaign. The purpose of this book, after all, is to better prepare you
for your role as game moderator and referee. The better you
understand the game, the better equipped you'll be to handle
unforeseen developments and unusual circumstances.

One of the principles guiding this project from the very beginning, and
which is expressed throughout this book, is this: The DM has the primary
responsibility for the success of his campaign, and he must take an
active hand in guiding it. That is an important concept. If you are
skimming through this infroduction, slow down and read it again. It is
crucial you understand what you are getting into.

The DM'’s "active hand” extends even to the rules. Many decisions
about your campaign can be made by only one person: you. Tailor
your campaign to fit your own style and the style of your players.

You will find a lot of information in this book, but you won't find pat
answers to all your questions and easy solutions for all your game
problems. What you will find instead is a discussion of various problems
and numerous triggers intended to guide you through a thoughtful
analysis of situations that pertain to your campaign.

The rules of the AD&D 3rd Edition game are balanced and easy to use.
No roleplaying game we know of has been playtested more heavily
than this one. But that doesn’'t mean it's perfect. What we consider to
be right may be unbalanced or anachronistic in your campaign. The
only thing that can make the AD&D game “right” for all players is the
intelligent application of DM discretion.

In short, follow the rules as they are written if doing so improves your
game. But by the same token, break the rules only if doing so improves
your game.

Note: Everything in this book assumes that you are familiar with the
Player's Handbook. To make your job easier, the Player's Handbook and
Dungeon Master’'s Guide have parallel organization. That means if you
know where to find something in the Player’s Handbook, you also know
where to find it in this book.

Being a Good Dungeon Master

Being a good Dungeon Master involves alot more than knowing the rules.
It calls for quick wit, theatrical flair, and a good sense of dramatic timing
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- among other things. Most of us can claim these attributes to some
degree, but there's always room for improvement. Fortunately, skills like
these can be learned and improved with practice. There are hundreds
of tricks, shortcuts, and simple principles that can make you a better,
more dramatic and more creative game master.

But you won't find them in the Dungeon Master's Guide. This is a
reference book for running the AD&D game. We tried to minimize
material that doesn’t pertain to the immediate conduct of the game.
If you have never played a roleplaying game before but are eager to
learn, find a group of people who already play the game and join them
for a few sessions.

CHARACTER CREATION

Each player is responsible for creating his character. As the DM,
however, your decisions have a huge impact on the process. You have
final approval over any player character that is created. This chapter
outlines what you should consider about character creation and gives
guidelines on how to deal with some of the common problems that
arise during character creation.

Generating Ability Score

The following methods are different from one another. Some produce
more powerful characters than others (although none produces
extremely powerful characters). For this reason, every player in your
game should start out using the same method. The default method of
generating ability scores, as per page 3 of the Player's Handbook, is
Method V.

If, at some later point in your campaign, you want to change methods,
simply announce this to your players. Try to avoid making the
announcement just as a player starts rolling up a new character, lest
the other players accuse you of favoritism. You know you aren't playing
favorites, but it doesn't hurt to avoid the appearance. The advantages
and disadvantages of each dice-rolling method are described below.

Method | (3dé, in order)

This is the fastest and most straightforward. There are no decisions to
make while rolling the dice, and dice rolling is kept to a minimum. Ability
scores range from 3 to 18, but the majority fall in a range from 9 to 12.

Typically, a character will have four scores in the average range, one
below-average score, and one above-average score. A few lucky
players will get several high scores and a few unlucky ones will get just
the opposite. Characters with exceptional ability scores will tend to
stand out from their comrades.

Method | Disadvantages: First, some players may consider their
characters to be hopelessly average. Second, the players don't get
many choices. Using Method |, only luck enables a player fo get a
character of a particular type, since he has no control over the dice.
Most characters have little choice over which class they become: Only
one or two options will be open to them. You might let players discard
a character who is totally unsuitable and start over.

Method Il (3dé twice, keep desired score)

This method gives players better scores without introducing serious
ability inflation. It also gives them more control over their characters.
The average ability is sfill in the 9 to 12 range, and players can
manipulate their results to bring the characters they create closer to
the ideal characters they imagine. Exceptional player characters are
still rare, and unusual character classes are still uncommon, but few
characters will have below-average scores.

Method Il Disadvantages: Creating the character takes slightly longer
because there are more dice to roll. Despite the improved choices, a
character might still not be eligible for the class the player wants.

Method Ill (3dé, arranged to taste)

This method gives the players more choice when creating their
characters yet still ensures that, overall, ability scores are not excessive.
Bad characters are still possible, especially if a player has several poor
rolls. The majority of characters have average abilities. Since players
can arrange their scores however they want, it is easier to meet the
ability requirements of a given class.
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Method Ill Disadvantages: This method is more time-consuming than |
or ll, especidally if players try to “minimize/maximize” their choice of race
and class. (To minimize/maximize, or min/max, is to examine every
possibility for the greatest advantage.) Players may need to be
encouraged to create the character they see in theirimaginations, not
the one that gains the most pluses on dice rolls.

Method IV (3dé twice, arranged to taste)

This method has all the benefits of methods Il and lll. Few, if any,
characters are likely to have poor scores. Most scores are above
average. The individual score ranges are still not excessively high, so
fruly exceptional characters are still very rare. However, the majority of
characters are significantly above the norm.

Method IV Disadvantages: This method tends to be quite slow. Players
spend a lot of time comparing different number combinations. New
players easily can be overwhelmed by the large number of choices
during this process.

Method V (4dé, drop lowest, arrange as desired)
Before choosing to use this method, think about how adventurers fit into
the population as a whole. There are two schools of thought.

One holds that adventurers are no different from everyone else (except
for being a litfle more foolhardy, headstrong, or restless). The man or
woman down the street could be an adventurer - all that's required is
the desire to go out and be one. Therefore, adventurers should get no
special bonuses on their ability rolls.

The other school holds that adventurers are special people, a cut
above the common crowd. If they weren't exceptional, they would be
laborers and businessmen like everyone else. Player characters are
heroes, so they should get bonuses on their ability rolls to lift them above
the rabble.

If you choose method V for creating player characters, then you agree
with this second view and believe that adventurers should be better
than everyone else. This method creates above-average characters.
They won't be perfect, but the odds are that even their worst ability
scores will be average or better. More scores push into the exceptional
range (13 and greater). It is easy for a player to create a character of
any class and race.

Method V Disadvantages: Like other methods that allow deliberate
arrangement of ability scores, this one takes some time. It also creates
a tendency toward *“super” characters. Unless you have a
considerable amount of experience as a DM, however, beware of
extremely powerful characters. They are much more difficult to
challenge and control than characters of moderate power. On the
plus side, their chance for survival at lower levels is better than
“ordinary” characters. See “Super Characters,” below, for more on this
subject. One last point about method V: High ability scores are less
exciting under this method, since they are much more common.

Giving Players What They Want

Players in most AD&D games use the same character over many game
sessions. Most players develop sfrong ties to their characters and get a
thrill from watching them advance, grow, and become more
successful and powerful. Your game's success depends on how much
your players care about their characters. For these reasons, it is
important to let the players create the type of characters they really
want to play.

At the same time, watch out for a tendency in some players to want
the most powerful character possible. Powerful characters are fine if
that's the sort of campaign you want. A problem arises, however, if
players are allowed to exploit the rules, or your good nature, to create
a character who is much more powerful than everyone else’s
characters. At best, this leads to an unbalanced game. At worst, it
leads to bored players and hurt feelings.

Super Characters

One of the great temptations for players is fo create super characters.
While this is not true of every player all the time, the desire for power
above everything else afflicts most players at one time or another.

Many players see their characters as nothing more than a collection of
numbers that affects game systems. They don't think of their characters

as persondalities to be developed. Players like this want to "win" the
game. These players are missing out on a lot of fun.

If players are creating new characters for your campaign, you
probably won't have to deal with such super characters. Players can
start with ability scores greater than 18 only if the race grants a bonus,
but this is extremely rare. Later in the campaign, magic might raise
ability scores higher.

The greatest difficulty occurs when a player asks to bring in a character
from another campaign where characters are more powerful. Unless
you are prepared to handle them, super characters can seriously
disrupt a campaign: Players with average characters gradually
become bored and irritated as the powerful characters dominate the
action. And players with powerful characters feel held back by their
weaker companions. None of this contributes to harmony and
cooperation among the characters or the players.

Cooperation is a key element of roleplaying. In any group of player
characters, everyone has strengths to contribute and weaknesses to
overcome. This is the basis for the adventuring party - even a small
group with sufficiently diverse talents can accomplish deeds far greater
than its size would indicate.

Now, throw in a character who is an army by himself. He doesn’t need
the other characters, except perhaps as cannon fodder or bearers. He
doesn't need dallies. His presence alone destroys one of the most
fundamental aspects of the game - cooperation.

There are no absolute rules to define a super character, since the
definition will vary from campaign to campaign. Characters who are
average in your game may be weaklings in your friend’'s campaign. His
characters, in turn, could be frail compared fo other groups. Some
experience is required to strike the right balance of power, but
characters created using the same method should, at least, be
comparable.

When someone brings a character from a different campaign and
wants to use him in your game, compare the proposed character to
those already in the game. You don't want him to be too strong or too
weak. Certainly, you should be wary of a character whose ability
scores are all 18s!

If you decide a character is too powerful, the player has two choices.
First, he can agree to weaken the character in some fashion (subject
to your approval). This may be as simple as excluding a few magical
items (“No, you can't bring that holy avenger sword +5 that shoots
fireballs intfo my campaign!”) or barring the player from using certain
special abilities (“I don't care if your previous DM gave your character
the Evil Eye, you can't jinx my dice rolls!”). If this sort of change seems
too drastic or requires altering ability scores or levels, a better option is
simply to have the player create a new character. The old character
can be used, without tinkering, in the campaign for which he was
created. The new character, more appropriate fo your campaign, can
develop in your game. Remember that just because another DM
allowed something is no reason you have to do the samel!

Hopeless Characters

At the other extreme from the super character is the character who
appears hopeless. The player is convinced his new character has a
fatal flaw that guarantees a quick and ugly death under the claws of
some imaginary foe. Discouraged, he asks to scrap the character and
create another.

In reality, few, if any, characters are truly hopeless. Certainly, ability
scores have an effect on the game, but they are not the overwhelming
factor in a character's success or failure. Far more important is the
cleverness and ingenuity the player brings to the character.

When a player bemoans his bad luck and "hopeless” character, he
may just be upset because the character is not exactly what he
wanted. Some players write off any character who has only one
above-average ability score. Some complain if a new character is not
ideally suited to a particular class or race. Others complain if even one
ability score is below average. Some players become stuck in super-
character mode. Some want a character with no penalties. Some
players cite numerical formulae as proof of a character’s hopelessness.
In redlity, there is no such hard and fast formula.

Before you agree that a character is hopeless, consider the player’s
motives. Try to be firm and encourage players to give “bad”



characters a try. They might actually enjoy playing something different
for a change.

A character with one or more very low score (6 or less) may seem like a
loser, like it would be no fun to play. Quite simply, this isn't frue! Just as
exceptionally high scores make a character unique, so do very low
scores. In the hands of good roleplayers, such characters are
fremendous fun. Encourage the player to be daring and creative.
Some of the most memorable characters from history and literature
rose to greatness despite their flaws.

In many ways, the completely average character is the worst of alll.
Exceptionally good or exceptionally bad ability scores give a player
something to base his roleplaying on - whether nimble as a cat or dumb
as a box of rocks, at least the character provides something exciting to
roleplay.

Average characters don't have these simple focal points. The unique,
special something that makes a character stand out in a crowd must
be provided by the player, and this is not always easy. Too many
players fall intfo the *he's just your basic fighter” syndrome. In truth,
however, even an average character is okay. The only really hopeless
character is the rare one that cannot qualify for any character class.
The playability of all other characters is up to you.

All of the above notwithstanding, you don't want to force a player to
accept a character he doesn't really like. All you will dois lose a player.
If someone redally is dissatisfied, either make some adjustments to the
character or let him roll up a new one.

Players with Multiple Characters

Each player usually controls one character, but sometimes players may
want or need more. Multiple player characters are fine in the right
situation.

Once your campaign is underway and players learn more about the
game world, they may want to have characters in several widely
scatftered areas throughout that world. Having multiple characters
who live and adventure in different regions allows a lot of variety in the
game. The characters usually are spread far enough apart so that
events in one region don't affect what franspires in the other.

Sometimes players want to try a different class or race of character but
do not want to abandon their older, more experienced heroes. Again,
spreading these characters out across the world is an effective means
of keeping them separate and unique.

Whenever possible, avoid letting players have more than one
character in the same area. If, for some reason, players must have
more than one characterin an area, make sure that the characters are
of significantly different experience levels. Even this difference should
keep them from crossing paths very often.

If multiple player characters are allowed, each character should be
distinct and different. It is perfectly fair to rule that multiple characters
controlled by one person must be different classes -perhaps even
different races. This helps the player keep them separate in his
imagination.

If a player has more than one character available, ask him to choose
which character he wants to use for the adventure - before he knows
what the adventure is about. If a single adventure stretches across
several playing sessions, the same character should be used
throughout. All of the player’'s other characters are considered busy
with something else during this time.

Avoid letting players take more than one character along on a single
adventure. This usually comes up when the group of characters
assembled for the planned adventure is too smalll to undertake it safely.
The best solution to this problem is tfo adjust the adventure, use a
different adventure entirely, or supplement the party with NPC hirelings.

Multiple Character Problems

Playing the role of a single characterin depth is more than enough work
for one person. Adding a second character usually means that both
become lists of numbers rather than personalities.

Shared ltems: One single player/multiple character problem that needs
to be nipped in the bud is that of shared equipment. Some players will
frade magical items, treasure, maps, and gear back and forth among
their characters. Do not allow this! Even though one player controls
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both characters, those characters are not clones. Their equipment and
treasure are extremely valuable. Would a character loan magic items
to a character controlled by another player?2 How about an NPC?
Probably not, on both counts. Unless the character is (foolishly)
generous in all aspects of his personality, you have every right to
disallow this sort of behavior.

Shared Information: Information is a much more difficult problem. Your
players must understand the distinction between what they know as
players and what their characters know. Your players have read the
rules and shared stories about each other’s games. They've forn out
their hair as the entire party of adventurers was turned into lawn
ornaments by the medusa who lives beyond the black gateway. That
is all player information. No other characters know what happened to
that group, except this: they went through the black gateway and
never refurned.

The problem of player knowledge/character knowledge is always
present, but it is much worse when players control more than one
character in the same region. It takes good players to ignore
information their characters have no way of knowing, especially if it
concerns something dangerous. The best solution is to avoid the
situation. If it comes up and players seem to be taking advantage of
knowledge they shouldn’'t have, you can discourage them by
changing things a bit. Still, prevention is the best cure.

And remember, when problems arise (which they will), don't give up or
give in. Instead, look for ways to turn the problem into an adventure.
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PLAYER CHARACTER RACES

Many factors affect a character’s background. Two of the most
important are his race and his character class. In a sense, a character’s
class is his profession. Some characters are fighters, some are magic-
users, some are clerics, and so on. A character’'srace may affect which
character classes are available to him. Only humans, half-elves and
half-orcs have unlimited class options. All non-human races are limited
fo some extent. There are two reasons for this:

First, the restrictions are intended to channel players into careers that
make sense for the various races. Dwarves and halflings are resistant to
arcane magic and, to a certain degree, incapable of shaping arcane
energy - they can't be magic-users. Similar situations exist for the other
demihuman races.

Second, the demihuman races have advantages that are not
available to humans. Flexibility, the ability to choose from among all the
classes, is one of humanity’s advantages.

Allow non-standard race/class combinations only on a case-by-case
basis. If you institute a general rule - *Gnomes can now be barbarians”
- you will suddenly find yourself with six player character gnome
barbarians. If a player desperately wants to play a gnome barbarian,
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ask him to come up with a thoughtful rationale explaining why this
gnome is a barbarian. It must be plausible and consistent with your
campaign setting. If the rationale satisfies you, allow that player, and
only that player, to play a gnome barbarian. Explain to the other
players that this is an experiment.

Don't allow any other gnome barbarians in the game until you have
seen the first one in action long enough to decide whether the class fits
into your game. If it does, congratulations - you've broadened your
players’ horizons. If it doesn’'t you may have to tell the gnome
barbarian player to retire the character or convert him to a normal
fighter. Never allow someone to continue playing a character who is
upsetting your game.

By following this simple rule, you can test new race/class combinations
without threatening your campaign. Moderation is the key to this type
of experimentation.

Incorporating New Player Races

The races listed in the Player’'s Handbook are only a few of the possible
inteligent races populating the worlds of the AD&D game.
Adventurous DMs and players may want o experiment with characters
of other races, such as orcs, lycanthropes, ogres, lizardmen, or even
dragons.

Before you do this, however, you need to know very clearly what you
are getting into. Unrestricted or ill-considered use of non-standard
races can easily and quickly destroy a campaign. Always consider a
new race from a variety of angles: How does the new race fit with the
other player characters2 How does it fit in the campaign in general?
What could you accomplish with this race that you couldn’t with
another?

The majority of players who want to play an unusual race desire only
the thrill and excitement of a truly challenging roleplaying situation.
There are, however, a few players who see such races as a way to take
advantage of game systems and campaign situations. You are well
advised to move slowly and carefully in this area.

Allowing player characters of unusual races infroduces a whole new
set of problems. In creating a new non-human or demihuman player
character race, the rules and guidelines below should be followed to
preserve game balance:

1. The race should be humanoid (i.e., it must have two hands, at
least two legs, and stand generally upright). The race must be
able to move about on land. It must also be intelligent. An orc or
a centaur would be acceptable.

2. The race cannot possess special abilities beyond the scope of
those already given for the other player character races.
Although a dragon can polymorph into human form, it makes an
unlikely player character because it has a breath weapon, can
change shape, can cast spells, and is not humanoid in its natural
state. A brownie probably would not be a player character
because it, too, has abilities beyond those of the standard player
character races.

3. The race cannot be extra-dimensional or draw on exira-
dimensional powers. It should not have innate spellcasting ability,
be undead, or possess magic resistance.

4. The race should be cooperative and willing to interact with the
human world. Duergar, a race of deep-dwelling dwarves, have
no desire to deal with humans and avoid contact whenever
possible. Satyrs resent intruders into their woods and glades,
which rules them out as player characters. You must judge this
criterion based on the conditions in your game world.

If these conditions are met, the race can be considered as a possible
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player character race. Some examples of races that definitely fit the
profile are half-orcs, orcs, half-ogres, lizardmen, goblins, centaurs, and
kobolds.

When experimenting with a new player character race, allow only one
at the start. Do not begin your experiment with a whole party of half-
ogres! Start slowly, involving only one player. If the new race is too
powerful, it can be easily eliminated. Once the new race is selected,
the real work begins. Examine the race and apply all of the following
guidelines to it.

Character Abilities

All races, regardless of type, use the same ability generation method
as all other player characters. Their scores will range from 3 to 18 unless
modified by pluses or minuses.

Creature sizes, defined in the Monstrous Manual, affect abilities as
follows: Creatures of Small size have at least a -1 modifier to Strength.
Creatures of Large size have a +1 or +2 modifier to Strength. Those with
less than average intelligence (as determined by the DM or as listed in
the Monstrous Manual) suffer a -1 penalty to Inteligence and those
exceptionally intelligent or greater gain a +1 bonus. All other ability
modifiers are assigned by the DM. Any race with an ability bonus,
particularly to strength, should have an equal penalty to another ability
score.

Racial Ability Limits

It is possible for a creature to have seemingly illogical ability scores.
However, you can set minimums and maximums on these. The Player's
Handbook shows these limits for the standard player character races. It
is the DM’s job to do the same for non-standard races.

As a guide, creatures of large size should have a ceiling of 17 to
Dexterity. Dull-witted creatures (those of low intelligence) should have
a limit of 15 to Intelligence.

The DM can waive any requirements if, for example, a player wants (or
rolls) a hill giant character with Strength of 11. Some rationale should
be offered, however. In the case of the weakling hill giant, perhaps he
was the runt of the family, cast out by his fellows and forced to take up
adventuring.

Character Classes

The DM must judge what character classes the new race can be. Use
the information in the next section as your guide and start with a narrow
range of options. You can always widen it later. While almost any sort
of creature can be a fighter, very few can be monks or paladins.

Alignment

The Monstrous Manual lists alignments for most races. Player characters
of that race will tend to be of that or a similar alignment but may, given
a plausible back-story, be of any alignment.

Hit Points
All creatures roll their Hit Points using the die appropriate to their chosen
class.

Level Advancement

The character progresses like all others of the same character class.
Being a non-standard race does not give the player character any
special benefits to his character class.




Armor

Most creatures (i.e. orcs, gnolls, and goblins) have an Armor Class of
10 (and thus wear armor for protection). Some creatures, however,
have natural armor which is retained by the player character. These
characters gain the benefit of a +1 bonus to their AC only if light armor
(such as leather or padded armor) is worn.

If heavier armor is worn, natural armor is ignored and Armor Class is
determined by the armor being worn. Odd-sized and odd-shaped
creatures can't wear off-the-shelf armor; it must be made to order and
costs extra (and takes longer to make).

Movement
The creature’s Movement Rate is the same as that listed in the
Monstrous Manual.

Attacks

The player character is allowed the number of attacks given his
character class and level, not the number listed in the monster
description in the Monstrous Manual.
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Size Problems

Players who play Large-sized creatures hoping to get an advantage
over others should quickly discover many problems they didn't
anticipate. Consider the plight of the player who decides to have a
hill giant. Right away, he'll have a hard time buying basic equipment.
Who makes pants for giants in a human town?2 Everything must be
special ordered at two to four times - or more - its normal cost.

This is a minor inconvenience compared to other difficulties. Buildings
and dungeons are built for humans and other Medium-sized creatures,
denying the large fellow the opportunity for both a hearty drink and
exciting adventure. Even the toughest character will fire of drinking
from measly cups and buying five dinners at a time. Will he enjoy
spending the night in a leaky stable while his companions enjoy warm
feather beds upstairs in the inn?2
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Days of fraveling will quickly show him the joys of walking while
everyone else rides (no horse can carry him), especially when his
companions gallop spryly away from oncoming danger, leaving him
inits path. The costs of replacing broken furniture will quickly become
prohibitive. Ropes will have an annoying tendency to break when the
big lunk tries to climb them. And the hill giant better have at least 20
friends handy to pull him out of that 30’ pit!

NPC Reactions

On the personal side, expect NPCs to have strong negative feelings
about unusual player character races, even to the point of bigotry
and hatred. These reactions will make life more difficult for the player
character, but they are the price the player pays for his unusual
choice.

New Races and Subraces (Optional)

The characterrace tables below show new races and subraces that you
may wish to make available to player characters. By making these
available in your game player characters are not restricted to the racial
subtypes presented in the Player’'s Handbook: dwarves need not be
limited to being hill or mountain dwarves; elves and half-elves can be
other than of high, grey, or wood elven stock; and gnomes are not
restricted to being "surface gnomes.”

The special characteristics of the additional subraces and the new
player race, the half-ogre, are given on the following pages.

For easy reference two tables are given below in order that players can
select the racial stock of their characters based on the abilities
generated and with an eye towards what classes the characters will be.

Penalties and Bonuses for Race: Certain racial stocks excel in certain
ability areas and have shorfcomings in others. These penalties and
bonuses are applied to the initial ability scores generated by a player for
his character as soon as the racial stock of the character is selected and
the modified ability scores then are considered as if they were the actual
ability scores generated for all game purposes. These penalties and
bonuses are shown below.

Ability Adjustments by Racial Type or Subtype

Race Ability Adjustments
Dwarf, Gray Constitution +1, Charisma -1

Inteligence +1, Dexterity +1, Charisma +1,

Bif. Dark (female) Strength -1, Constitution -1

Intelligence +1, Dexterity +1,
Wisdom -1, Constitution -1

EIf, wild Dexterity +1, Constitution -1
Constitution +1, Charisma -1

Strength +2, Constitution +2,
Inteligence -1, Dexterity -1, Charisma -2

Elf, Dark (male)

Gnome, Deep

Half-Ogre

Initial Ability Score Limits by Racial Type or Subtype

Race Initial Ability Score Limits

Dwarf, gray Constitution 19, Charisma 17

Elf, Dark (female) Dexterity 19, Strength 17, Consfitution 17
Elf, Dark (male) Dexterity 19, Wisdom 17, Constitution 17
Elf, Wild Dexterity 19, Constitution 17

Gnome, Deep Constitution 19, Charisma 17

Strength 19, Constitution 19, Intelligence 15,

Half-Ogre Dexterity 15, Charisma 13

The maximum initial ability scores listed include ability adjustments by
race. Unless indicated otherwise on the table above, all ability scores
have a limit of 18. Magic may alter ability scores above these values.
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Character Class Preference by Race

Dwarf, Dwarf, EIf, Elf, Grey EIf,
Class Gray Hillor Min  Dark or High Wild
Assassin Yes - Yes - -
Barbarian No - No No -
Bard - - - Yes -
Cleric Yes Yes Yes Yes No
Druid - - - Yes Yes
Fighter Yes Yes Yes Yes Yes
Magic-User No No Yes Yes No
Monk No No No No No
Paladin = = - - No
Psionicistt Yes - -
Ranger - - - Yes Yes
Thief Yes Yes Yes Yes Yes

Character Race

EIf,
Wood

No
Yes
Yes
Yes
Yes
No
Yes

Yes

Gnome Half-Elf Halfling g(;l:e Half-Orc Human
= Yes - - Yes Yes
No - No Yes Yes Yes
= Yes - No - Yes
Yes Yes Yes - Yes Yes
= Yes Yes - - Yes
Yes Yes Yes Yes Yes Yes
Yes Yes No No - Yes
No - No No - Yes
= - - No - Yes
- - - - - Yes
o Yes - - - Yes
Yes Yes Yes - Yes Yes

t See Appendix A of the Player's Handbook for rules on the psionicist class and the use of psionics in your game.

A "yes” indicates that a character of that race or subrace prefers a given class. A "-" indicates that a character of that race or subrace may choose that
class, though such a choice would be atypical. A “no” indicates that a character of that race or subrace cannot select that particular class without their
DM's approval, as characters with that race and class combination are exceedingly rare.

NEW RACE DESCRIPTIONS
Dwarves, Gray (Duergar)

Gray dwarves, also known as
duergar, are usually found only in the
subterranean depths of the earth.
While the majority of the members of
this subrace are of lawful evil
alignment (with neutral tendencies),
gray dwarven player characters may
be of any alignment. Duergar are
thinner than other dwarves, almost
emaciated in appearance, and their
skin and hair color ranges from
medium to dark gray.

Ability Adjustments

Because of their sturdy builds, duergar
add 1 to their initial Constitution
scores. Their dour and suspicious
natures cause them to subfract 1 from
their initial Charisma scores.

Combat Bonuses

Duergar have retained the defensive expertise of dwarves against
giantkind. They gain a +2 bonus to Armor Class when attacked by
giantkind (ettins, ogres, trolls, and giants).

Darkvision 120’

Duergar can see in complete darkness to a distance of 120'. Brightly
lit areas, such as areas lit by a torch or lantern, spoil their Darkvision.

Immunities and Resistances

Duergar are highly resistant to magic, gaining a +4 bonus to all Saving
Throws versus magic. Duergar are immune to illusion/phantasm spells,
poisons, and paralyzation spells and effects.

Level Equivalency

All duergar characters, due to their racial abilities, add 2 to their
characterlevel when determining the experience needed to progress
inlevel. Assuch, a 1stlevel duergar cleric would effectively be 39 level
for the purposes of determining the experience points needed to
reach next level. Thisincrease in effective level only serves to slow level
advancement and grants no benefits to the character's level-based
abilities, Attack Bonus, or Proficiency Bonus.

Light Sensitivity

Gray dwarves live most of their lives deep beneath the surface of the
earth. They will not venture forth into the surface world except at night
or on the gloomiest of overcast days. Duergar suffer a -2 penalty to
attack rolls, Armor Class, and Dexterity checks when in daylight.
Spellcasters and psionicists must make a DC 10 Concentration Check
in order to successfully cast spells or activate psionic abilities while in
daylight. The relatively dim light given off by such sources as torches,
lanterns, magic weapons, Light spells, and Faerie Fire spells does not
adversely affect a gray dwarf.

Permitted Classes

Duergar may advance in all character classes except for the
barbarian, monk, and magic-user. Their preferred classes are the
assassin, cleric, fighter, psionicist, and thief.

Proficiencies
Duergar begins play proficient in the following skills:
(Undercommon and Dwarven) and Profession (Miner).

Languages

Size and Movement Rate

Even though duergar typically stand little over 4’ tall they are
considered Medium-sized due to their broad shoulders and sturdy
build. Duergar move at a rate of 45’ per round due to their short
stature.

Skill Bonuses

Duergars' expertise at mining and working stone allows them to spot
unusual or unique stonework construction. Duergar gain a +2 bonus to
all Craft, Perception, and Profession checks when dealing with
stonework construction, including finding secret doors and stonework
fraps. When passing within 10" of a secret door, duergar automatically
make a Perception skill check to nofice it.

As natural miners, duergar can automatically determine how far
below ground they are and can automatically determine which
direction they are traveling in when under ground.

Duergar have the ability o move about noiselessly and conceal
themselves. They gain a +2 bonus to all Stealth checks.

Spell-like Abilities

All duergar may use the following spell-like abilities once per day:
Enlarge Person, Invisibility, and Reduce person. These abilities function
as the spells of the same name but may only be cast by duergar upon
themselves. The caster level is equal to the duergar character’s level.



Elves, Dark (Drow)
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Dark elves, also known as drow, are the most divergent of the elven
subraces. Their form similar to that of other elves, but their skin color is
the inky black of a moonless night and their hair is normally pure white
or silver.

A dark elf player character is considered an outcast from his
homeland deep within the earth, whether by matter of choice,
alignment, or merely being on the losing side of some family-wide
power struggle.

As such, drow characters do not have immediafe access to the
weaponry, armor, cloaks, and poisons that are normally found in the
possession of non-player characters of this subrace. Likewise, the
default magic resistance rating possessed by NPC dark elves must be
slowly gained by dark elf player characters. It is likely that, for NPC
drow, this ability comes as a result of their extended dabbling in the
dark arts as well as the blessings of demoness Lolth. Once having
made the decision to leave their homeland, a drow player character
can only gain magic resistance through level advancement.

Player character drow can still rise in power and dominate fellow dark
elves, should they attempt areturn to their people. In drow society only
females may be clerics, priestesses to the demon queen Lolth, though
player characters are not bound by this restriction (unless they choose
Lolth as their patron deityl).

All dark elves can use a Knowledge: Language skill proficiency to learn
Drow Sign, a language of complex hand signals and gestures,
combined with facial expressions and body language. The range of
communication in this silent tongue is only 60’, but it is as informative
as any other language within that range. Only the drow may fully
master this tongue, though other races may be taught its basic signs
and symbols.

Ability Adjustments

Drow males and females gain different ability score adjustments due
the vastly different roles of the two genders in drow society and due
to Lolth’s blessings upon female drow.

Drow females gain a +1 bonus to their initial Intelligence, Dexterity, and
Charisma scores, but suffer a -1 penalty to their Initial Strength and
Constitution scores.

Drow males, on the other hand, gain a +1 bonus to their initial
Intelligence and Dexterity score, but suffer a -1 penalty to their initial
Wisdom and Constitution scores.

Combat Bonuses
Dark elves are trained in the use of two-weapon combat and offset
two-weapon fighting penalties by 2.

Darkvision 120’
Dark elves can see in complete darkness to a distance of 120'. Brightly
lit areas, such as areas lit by a torch or lantern, spoil their Darkvision.

Immunities and Resistances
Dark elves are immune to ghoul’s paralysis, just as their surface cousins
are. Drow are also immune to all magical sleep and charm effects.
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Drow are highly resistant to magic, gaining a +4 bonus to all Saving
Throws versus magic.

Player character dark elves have an MR rating equal to their
Proficiency Bonus (to a maximum Magic Resistance rating of 10 at 20t
level). The Magic Resistance rating of 10 possessed by NPC dark elves
is not shared with player character drow, who are considered to have
abandoned their homeland.

Level Equivalency

Female drow characters, due to their racial abilities, add 2 to their
character level when determining the experience needed to progress
in level. Male drow characters add 1 to their character level when
determining the experience needed to progress in level due to their
limited abilities.

As such, a 1st level female drow magic-user would effectively be 3rd
level for the purposes of determining the experience points needed to
reach nextlevel. Thisincrease in effective level only serves to slow level
advancement and grants no benefits to the character’s level-based
abilities, Attack Bonus, or Proficiency Bonus.

Light Sensitivity

Drow live most of their lives deep beneath the surface of the earth.
They will not venture forth into the surface world except at night or on
the gloomiest of overcast days. Drow suffer a -2 penalty to attackrolls,
Armor Class, and Dexterity checks when in daylight. Spellcasters and
psionicists must make a DC 10 Concentration Check in order to
successfully cast spells or activate psionic abilities while in daylight. The
relatively dim light given off by such sources as torches, lanterns,
magic weapons, Light spells, and Faerie Fire spells does not adversely
affect a dark elf.

Permitted Classes

Dark elves may advance in all
character classes except for the
barbarian  and  monk. Their
preferred classes are the assassin,
cleric (for females), magic-user (for
males), fighter, and thief.

Proficiencies

Drow begin play proficient in the
following  skills: Languages
(Undercommon and Elven) and
Profession (Miner). They also have
proficiency with the following
weapons: hand crossbows,
longbows, shortbows, longswords,
and short swords.

Size and Movement Rate
Dark elves are Medium-sized
creatures. The base Movement
Rate of male drow is 60’ per round.
The base Movement Rate for
female drow is 75’ per round.

Skill Bonuses
The long years that the drow have spent expanding their web of
subterranean cities have given them expertise at working stone. Drow
gain a +2 bonus to all Craft, Perception, and Profession skill checks
when dealing with stonework construction, including finding secret
doors and stonework traps. When passing within 10’ of a secret door,
dark elves automatically make a Perception check to notice it.

As natural miners, dark elves can automatically determine how far
below ground they are. Drow can also automatically determine
which direction they are traveling in when under ground.

The natural grace of the drow gives them the ability to move about
noiselessly and conceal themselves. Dark elves gain a +2 bonus to all
Stealth checks. In addition, their keen senses grant them a +2 bonus to
all Perception skill checks.
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Spell-Like Abilities

All dark elves have the innate ability to use the following magic spells
once per day: Dancing Lights, Faerie Fire, and Darkness, 15" Radius.
Upon attaining 4t level in any class, dark elves gain the ability to cast
Detect Magic, Know Alignment, and Levitate, also once per day.
Females of 4th level or higher also can use Clairvoyance, Detect Lie,
Undetectable Lie, Suggestion, and Dispel Magic, each once per day.
The caster level is equal to the drow’s level.

Elves, Wild (Grugach)

Wild elves, or grugach, shun outsiders even more fervently than other
elves, and are xenophobic even with regard to other elven races.
They are similar in appearance to wood elves, but are smaller, thinner,
and very fair.

Ability Adjustments

Grugach are nimble and naturally graceful, adding +1 to their initial
Dexterity score. At the same time, they are slight of build and suffer a
-1 penalty to their initial Constitution score.

Combat Bonuses
Grugach begin play with a +1 bonus to attack rolls made with the
following weapons: longbows, shortbows, shortswords, and spears.

Immunities
Wild elves are immune to ghoul’s paralysis, and to all magical sleep
and charm effects.

Proficiencies

Grugach begin play proficient in the following skills: Language (Elven)
and Survival or Profession (Trapper). They also have proficiency with
the following weapons: longbows, shortbows, spears, and short
swords.

Permitted Classes

Grugach are more limited than other elves in the classes they can
practice; they can only be assassins, barbarians, bards, druids, fighters,
rangers or thieves. Their preferred classes are the druid, fighter, and
ranger.

Size and Movement Rate
Grugach, like other elves, are Medium-sized creatures. Grugach move
at 75’ per round.

Skill Bonuses

The natural grace of their race gives grugach the ability to move
about noiselessly and conceal themselves. Wild elves gain a +2 bonus
to all Stealth checks. Likewise, the keen senses of elves grant them a
+2 bonus to Perception checks and allows them to spot secret and
concealed doors more easily than others. When passing within 10" of
a secret door, elves may automatically make a Perception check to
noftice it.

Twilight Vision
Elves can see normally by moonlight and can see up to 60’ away by
torchlight.

Gnomes, Deep (Svirfneblin)

Deep gnomes, also known as
svirfneblin, are members of a breed
of gnome that lives deep beneath
the surface of the earth. They can
be of any class or combination of
classes that is permitted to surface
dwelling gnomes. Deep gnomes are
more muscular than their above-
ground cousins, their gnarled skin
ranging from medium brown to
grayish brown in color. They have
gray eyes and tend to be bald.

Player character deep gnomes
must be male, since no females of
this subrace have ever been known
to take up adventuring careers.
Player character deep gnomes do
not possess the innate magic
resistance of non-player character
svirfneblin.

Unlike non-player characters of this
subrace, player character svirfneblin do not automatically improve in
natural Armor Class as they progress in levels. The reasons why player
character deep gnomes lose certain abilities may be similar to why
this happens to dark elves (see above).

Ability Adjustments

Deep gnomes, like dwarves, are exceptionally robust and add +1 to
their initial Constitution score. They are more muscular than is typical
for gnomes and, as such, do not adjust their initial Strength score,
though their somber nature imposes a -1 penalty to their initial
Charisma score.

Combat Bonuses

The age-old hatred that exists between deep gnomes and both kuo-
toa and drow affords them a +1 bonus to attack rolls against these
racial enemies.

Years of battling giantkind has trained deep gnomes how fo use their
height to their advantage against such foes. They gain a +2 bonus to
Armor Class when attacked by giantkind (ettins, ogres, trolls and
giants).

Darkvision 120’

Deep gnomes can see in complete darkness to a distance of 120'.
Brightly lit areas, such as areas lit by a torch or lantern, spoil their
Darkvision.



Immunities and Resistances

Deep gnomes are immune to all illusion/phantasm spells. Deep
gnomes are highly resistant to all baleful effects and gain a +4 bonus
to all Saving Throws.

Level Equivalency

All svirfneblin characters, due to their racial abilities, add 2 to their
characterlevel when determining the experience needed to progress
inlevel. Assuch, a 1stlevel deep gnome illusionist would effectively be
3rdlevel for the purposes of determining the experience points needed
to reach next level. This increase in effective level only serves to slow
level advancement and grants no benefits to the character’s level-
based abilities, Attack Bonus, or Proficiency Bonus.

Light Sensitivity

Deep gnomes live most of their lives deep beneath the surface of the
earth. They will not venture forth into the surface world except at night
or on the gloomiest of overcast days. Deep gnomes suffer a -2 penalty
to attack rolls, Armor Class, and Dexterity checks when in daylight.

Spellcasters and psionicists must make a DC 10 Concentration Check
in order to successfully cast spells or activate psionic abilities while in
daylight. The relatively dim light given off by such sources as torches,
lanterns, magic weapons, Light spells, and Faerie Fire spells does not
adversely affect a deep gnome.

Permitted Classes

Deep gnomes may advance in all character classes except for the
barbarian and monk. Their preferred classes are the cleric, fighter,
magic-user (illusionists in particular), and thief.

Proficiencies
Deep gnomes begin play proficient in the following skills: Languages:
Undercommon and Gnomish, as well as Profession: Miner.

Size and Movement Rate
Deep gnomes are Small creatures. Deep gnomes move 45’ perround.

Skills Bonuses

Gnomish, like dwarven, expertise at mining and working stone allows
them to spot unusual or unique stonework construction. Deep gnomes
gain a +2 bonus to all Craft, Perception, and Profession checks when
dealing with stonework construction. When passing within 10" of a
secret door, deep gnomes automatically make a Perception check
fo noftice it.

As natural miners, deep gnomes can automatically determine how far
below ground they are and can automatically determine which
direction they are traveling in when under ground.

Deep gnomes are adept at moving about noiselessly and are able to
conceal themselves with relative ease. They gain a +2 bonus to all
Stealth checks. When hiding in an area of unworked stone, svirfneblin
are virtually invisible and gain a +5 to all Stealth checks made to hide.
The keen senses of deep gnomes grant them a +2 bonus to all
Perception checks.

Spell-Like Abilities

Player character deep gnomes may use the following spell-like abilities
once per day: Blindness, Blur, and Change Self, as if cast by a magic-
user of the character's level. A deep gnome also radiates
Nondetection as the spell, though this applies only to the individual
alone and does not affect an area.

When a deep gnome becomes a player character, he forfeits some
of the benefits that derive from close association with the Elemental
Plane of Earth. However, deep gnomes do retain the innate ability of
svirfneblin to summon an earth elemental once per day.

When a deep gnome reaches 6 level, he can perform this feat in a
fashion similar to the magic-user spell Conjure Elemental. The type of
creature summoned, if any, is determined by rolling d20 and referring
to the following table:
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D20 Roll Result

1-2 Summoning fails, no further attempts that day
3-5 Xorn
6-14 8 Hit Die earth elemental
15-17 12 Hit Die earth elemental
18-19 16 Hit Die earth elemental
20 24 Hit Die earth elemental
Half-Elves

Half-elves of high elven ancestry are fully described on page 9 of the
Player's Handbook. Because wild elves do not trust humans any farther
than they can toss them, no instances are known of half-elves
descended from grugach stock. Half-elves of drow descent retain
their elf parent’s Light Sensitivity and have Darkvision 120’ in place of
Twilight Vision. They are looked upon as outcasts by the dark elf
population and are greeted with suspicion or outright hostility by
humans and other elven folk.

Half-Ogres

Half-ogres are rare crossbreeds of human and ogre. Half-ogres range
from 7' to 8’ in height and weigh between 300 and 400 pounds. Skin
color and hair color is variable but tends to be brown, grayish, black,
dull yellow (skin only) or one of the above with a slight grey-green hue.
Overall, half-ogres have swarthy, dull complexions with dark, lank hair.
Most half-ogres have human-like eyes, though about 20% have the
white pupils common to ogrekind.

Half-ogres, though generally outcasts among humans and feared for
their ugliness and size, can find some acceptance among ogres and
ogrillons.  Half-ogres in an ogre band need to prove themselves
constantly to their larger kin, however. For this reason, half-ogres found
among an ogre band are cruel, violent, and strong; weaker half-ogres
usually wind up in the stew pot. Most half-ogres found among full-
blooded ogres are leaders of the ogre band or are at least well on
their way to becoming leaders. Long years suffering the harsh
tfreatment of their kin help half-ogres develop a sense of cunning and
a strong will to survive. Therefore, ogres under the leadership of a half-
ogre fight more effectively, even engaging in planned ambushes and
complicated tactics that are beyond most ogres.
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There are a number of advantages and disadvantages to being a
half-ogre. On the positive side, their greater size and mass allows half-
ogres to use bastard swords one-handed to their full effect. Their
greater size and strength would also allow the use of items such as a
rod of lordly might or hammer of thunderbolts to better advantage. At
the same time, half-ogres aren’t big enough to fully employ either the
mattock or maul of the fitans. Luckily, protective rings, bracers, and
amulets may be used by the race, despite their size.

On the negative side, half-ogres are cursed with evil dispositions, prone
to sullenness and bouts of rage. Even when this is not the case half-
ogre characters are viewed with fear and suspicion by most humans
and demihumans they come upon.

Furthermore, the cost of specially-sized armor and clothing required
by half-ogres is high, two times the norm for any other Medium-sized
creature, and weight is 50% more than usual. Large shields, while easier
to manipulate for a half-ogre, only provide a +1 bonus to Armor Class
because of the limited area protected by the shield. They are also too
big to ride anything but a huge horse or an elephant, neither of which
is readily available or of low cost.

When struck by any weapon designed to slay humans or ogres, half-
ogres are considered to be of either race. Rangers attacking half-
ogres gain the benefits of the Favored Enemies class feature. Finally,
half-ogres, whether PCs or NPCs, fight at a disadvantage against
dwarves and gnomes, who gain a +2 Armor Class bonus against giant-
kind, including half-ogres.

Ability Adjustments

Ogres are brutish creatures who gain a +2 bonus to their initial Strength
and Constitution scores but suffer a -2 penalty to their initial Charisma
score and a -1 penalty to their initial Intelligence and Dexterity scores.

Racial Preference, Expanded

Ability Check Bonuses

Half-ogres, due to their human ancestry, are allowed to choose three
ability scores with which they gain a +1 bonus to all ability checks
(Saving Throws and skill checks). Strength, Wisdom, and Constitution
are common choices for half-ogre characters, though any ability
scores may be chosen.

Darkvision 60’
Half-ogres can see in complete darkness to a distance of 60'. Brightly
lit areas, such as areas lit by a torch or lantern spoil their Darkvision.

Permitted Classes

Half-ogres, unlike other half-human characters, are limited in their
choice of character class. They may only advance in the following
classes: assassin, barbarian, cleric, druid, fighter, psionicist, ranger,
and thief. Their preferred classes are the fighter and barbarian.

Proficiencies
Half-Ogres begin play proficient in the following skills:
(Common and Giant).

Languages

Size and Movement Rate
Half-ogres are Medium sized creatures. They move 60’ per round.

Skill Penalties
Half-ogres suffer a -2 penalty to all Stealth and Sleight of Hand checks
due to their bulk and ungainliness.

S

The following table serves as a guide in determining which races your character will like, be rather indifferent to, or dislike. As Dungeon Master you
should take racial preferences into account during interactions between player characters and the various races that they will encounter (see

Encounter Reactions on page 43).
Basic Acceptability of Race

Race D DG ED E EW
Dwarf (D) P A H A A
Gray (DG) A B G H H
Elf (E) A A H P N
Dark (ED) A G P H H
Wild (EW) A A H N P
Gnome (G) G A A N N
Deep (GD) N A H N N
Half-Elf (1/2E) N N A* G* A*
Halfling
Hairfoot (HH) N N N N N
Stout (HS) G A N N N
Tallfellow (HT) N N A G N
Half-Ogre (172 OG) H N N A A
Half-Orc (172 O) H N N A A
Human (H) N N N N N

Z'UO)>IZ)>28

Z>ITZQOZ

G % E HH HS HT » OG % O H
G H N G N H H N
A N N A N N N N
N G* N N G A A N
A A* N N A N N N
A A* A A N A A A
P N G G G H A N
G N N G N H A N
N P N N G A A G
G N P P P A N G
G N P P P A A N
G G P P P A A N
H A N N N P N N
A A N A A N P N
N G G N N A N P

* With regard to the reactions of races other than elves, half-elves are considered as a specific racial type. However, elves will react to half-elves as if
the half-elf were either a half-elf or a full-blooded elf of the same racial type as the half-elf's non-human ancestor, whichever is the more negative

reaction.

The columns and rows for Dwarf (D) characters includes both hill and mountain dwarves, with those for EIf (E) characters includes high, gray, and

sylvan elves.



CHARACTER CLASSES

The Player’s Handbook covers the nuts and bolts of character classes,
explaining the mechanics of how they work and what they can do,
but there is more to being a DM than just knowing the hard and fast
rules. Character classes form the heart of the AD&D game, so it is useful
to understand some of the concepts and relationships that define
classes and how they function.

Class, Level, and the Common Man

Character class and level are useful game measures of a character's
talents and abilities. Every class outlines a basic role for the character,
a position and career in life. Each level defines additional power and
provides a system whereby you can quantify and balance
encounters. With only a little practice you learn that characters of X
classes and levels can easily defeat monster Y, but that monster Z will
give them serious problems. This helps you create exciting, balanced
adventures for your players.

Yet, at the same time, you know that the classes available to players
do not represent the common man. The teamster driving the wagon
that passes the characters probably isn't a fighter, magic-user, or thief.
He is a man whose job it is fo drive wagons and haul goods. The
chambermaid is not a bard, but a commoner. The teamster or
chambermaid may be exceptionally skiled and competent, but they
lack the exceptional abilities of character classes. For such characters,
O-level NPCs are used.

Few people actually attain any class levels in character classes, and
fewer still have advanced beyond 15t level in any class. Not every
soldier who fights in a war becomes a fighter. Not every urchin who
steals an apple from the marketplace becomes a thief. The
characters that advance in level do so because they are in some way
special.

This specialness has nothing to do with ability scores, class abilities, or
levels. Such characters are special by definition. The fact that player
characters are controlled by players renders them special. Perhaps
these special characters are more driven or have some unknown inner
spark or just the right combination of talents and desires. That's up to
the players. Similarly, non-player characters with character classes are
special because the DM says so. Plain and simple. There is no secret
reason for this - it just is.

Adventurers and Society

If most people do not fall info a particular character class, how
common are those with character classes and how do they fitinto the
society around them?

This is an important question, one you will answer as you create your
campaign. You don't have to sit down and think out an exact answer
("2% of the population are adventurers”), although you can get that
precise if you want. More likely, the answer will form over time as you
populate villages, create encounters, and DM game sessions - you will
unconsciously make your choices about frequency and character
role. There are, however, differences in how frequently the different
classes will logically show up.

Character Classes in Your Campaign

While the character discussion above provides a structure for
adventurers in the game, your own campaign might be quite
different. For example, there is no rule that says magic-users can't
form strong guilds as thieves and assassin do. Such a group would
have a profound impact on the campaign world, however. With their
magical might, they could control virtually any facet of life they chose
- politics, frade, class structure, even private behavior. Such a group
would alter the amount of magic in your campaign and who
possessed it. Organized magic-users might even attempt to limit the
activities of those who present a threat to their power, such as
adventurers. Whenever you alter the balance of the character
classes, be sure you consider what the changes could do fo your
campaign.

Beginning Character Levels

If at all possible, start characters at 1st level. The lowest character levels
are like the early years of childhood. What happens to a character
during these first adventures will do much to determine how that

Dungeon Master's Guide 11

character will be roleplayed. Did Isolde Heimgard the Dwarf save the
day by fool-hardily charging into battle when she was a mere 1¢ level
fighter? If she did, the odds are good the player will try it again and
will begin to play Isolde Heimgard as bold and reckless.

On the other hand, if Isolde Heimgard was clobbered the first few
fimes she rushed in, the player would begin to play Isolde Heimgard as
cautious and prudent. Even the smallest events can have a great
effect on low-level characters, so these events sharply etch the
behavior of the character. Deny the player these beginning levels and
you are stripping him of the opportunity to develop his character’s
persondality.

Mixing New and Old Characters

Letting players start at the beginning is fine when you first open a
campaign, and all player characters can begin at the same level. As
sessions are played, however, a disparity in character levels will
develop as new players enter the game or old players bring new
characters into the campaign (often to replace retfired or slain
characters). Eventually you'll reach a point where some characters
are many levels higher than their new adventuring companions. How,
then, do you intfroduce new players and new player characters into
your game?

There are times when you should allow a character to start above 1st
level. A newly-created character should begin a campaign no higher
than 4th level unless the group is very powerful. If this is the case, he
should begin no higher than the lowest level character in the party
(and it may be better to start a level or two lower).

The new character should have equipment similar to that of his
adventuring companions: If they have horses, he should have a horse,
too. But do not give him free magical items. These he must earn. He
should start with a small amount of cash.

Sometimes a player can replace a fallen character by promoting an
NPC henchman to player character status. This is a good method
because the player is already familiar with the NPC and may have
created a personality for him. When this happens, the player is given
the NPC character sheet and allowed to take full control of it.

Pre-Rolled Characters

It is useful to have a few pre-rolled characters on hand. These should
be of several different levels and classes, with equipment and
personality quirks noted. These “instant” player characters can be
used by guest players (those only able to play in a few sessions) and
by regular players whose characters have died during the course of a
session.

When the latter occurs, introduce the new character at an
appropriate point and then allow the player to control it for the rest of
the evening. This keeps that player from being bored. If the player
enjoys the character (and you are pleased with the arrangement),
you can allow him to continue playing that character in future
sessions.

High-Level Characters

Along with character classes and levels comes the natural tendency
to classify campaigns according to the level of the characters.
Experienced players speak of “low-level” or “high-level” games in
different terms and, indeed, such games are different from one
another. Also differing from game to game, however, is the definition
of high level.

What constitutes a low- or high-level game is a matter of taste.
Generally, DMs and players find a range of character levels that is
comfortable for their style of play. Campaigns that commonly have
4th to 8thlevel characters consider those with 12th level or more to be
high level, while those with 12 level characters set the limit closer to
18t or 20t level. While there is no set break-point for high level,
character duties and responsibilities begin to change around
between 9th and 12th level.

Generally, players find battling monsters and discovering treasure to
be less and less satisfying as time goes on. Their characters’ abilities
are such that monsters need to be almost ridiculously powerful to
threaten them. Treasures must be vast to make an impression. While
incredible foes and huge treasures are good once in a while, the thrill
quickly wears thin.
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When players begin fo get jaded, consider changing the style of the
campaign. Higher level characters have great power - they should
have adventures where that power influences and involves them in
the campaign world. As leaders, rulers, and wise men, their actions
affect more than just themselves, spreading outward in ripples over
those they rule and those they seek to conquer. Political
machinations, spying, backroom deals, treachery, and fraud become
more pronounced. While these elements can play a part in a low-
level campaign, at higher levels, the stakes are much greater. Added
infrigue can be infroduced into a campaign gradually.

For example, Varrack, a mid-level fighter, is appointed sheriff of a
local village as a reward for his sterling deeds. He can still
adventure as he has been accustomed to, but now he must also
watch over the villagers. The DM has the local bandits raid the
frade road. As sheriff, Varrack must stop them. He goes with a
small group, only to discover a camp of 500 outlaws. Realizing
he's badly outnumbered, he beats a hasty retreat, raises a small
militia, and clears the countryside of the enemy. With this he rises
in level. In addition, his lord is pleased and grants Varrack
stewardship of several villages, with sheriffs under his command.
The neighboring baron (who organized and sent the bandits)
notes Varrack’s success with mild displeasure, planting the seed
of a festering hate. More immediately, the craven and vengeful
sheriff of the next village on the road (whose incompetence
allowed the bandits to flourish) suddenly finds himself out of favor.
He blames Varrack and searches for a way to bring the new
steward down.

As the campaign progresses, the DM can slowly spin a web of infrigue
around Varrack as enemies, open and hidden, seek to block his
progress or use him to topple his own lord. Against the odds, Varrack
may find himself destined to become the king’'s champion, gaining
new ftitles, responsibilities, friends, and enemies along the way.

Theoretically, there is no upper limit to
character class levels. The material
presented here takes characters only to 20t
level - experience has shown that player
characters are most enjoyable when
played within the 1-20 range. Above 20"
level, characters gain few additional
powers and face even fewer truly daunting
adventures.

Consummate skil and creativity are
required to construct adventures for
extremely powerful characters (at least
adventures that consist of more than just
throwing bigger and bigger monsters at the
nearly unbeatable party). Very high level
player characters have so few limitations
that every threat must be directed against
the same weaknesses. And there are only so
many times a DM can kidnap friends and
family, steal spell books, or exile powerful
lords before it becomes old hat.

Retirement

When characters reach the level where
adventures are no longer a challenge,
players should be encouraged to retire
them. Retired characters enter a “semi-
NPC” state. The character sheets and all
information are entrusted to the DM’s care.

A retired character still lives in  the
campaign world, usually settled in one spot,
and normally has duties that prevent him
from adventuring. While in the DM's care,
he does not gain experience, use his magic
items, or spend his treasure. It is assumed
that he has income to meet his normal
expenses.

The retired character can be used to provide players with information,
advice, and some material assistance (if this is not abused). However,
his or her overall actions are controlled by the DM, not the player who

originally created the character.

If at all possible, player characters should be encouraged to retire as
a group. This way all players can create and play new characters of
approximately the same level. If only one player retires his character
to start a new 15t level character while all the others continue with 20th
level characters, the poor newcomer can't really adventure with
them. (If he does, the player won't get to do much or the character
will have a very short life expectancy!)

Some players may be reluctant to retire a favorite character. Explain
to these players that retirement doesn't mean the character can
never be used again. Be sure to create special adventures that require
those high-level heroes to come out and do battle.

Every once in a while, the old adventuring group may have to
reassemble to deal with some threat to the kingdom or the world. It's
the chance to show those upstart new characters just what a really
powerful group can do! It also gives the players the opportunity to
roleplay some of their old favorites.

If the players see the opportunity to use their powerful characters,
even infrequently, they will be less reluctant to spend most of their
playing time with new, lower-level characters.




ALIGNMENT

Alignment is a shorthand description of a complex moral code. It
sketches out the basic atftitudes of a person, place, or thing. It is a tool
for the DM. In sudden or surprising situations, it guides the DM's
evaluation of NPC or creature reactions. By implication, it predicts the
types of laws and enforcement found in a given area. It affects the use
of certain highly specialized magical items.

For all the things alignment is, there are some very important things that
it is not. It is not a hammer to pound over the heads of player
characters who misbehave. It is not a code of behavior carved in
stone. It is not absolute, but it can vary from place to place. Neither
should alignment be confused with personality. It shapes personality,
but there is more to a person than just alignment.

Player Character Alignment

It is essential that each character's alignment be noted in the DM's
records for that character. Are the alignments too differente Are they
different enough to break the party aparte Wil this interfere with the
planned adventure or campaign?

Sometimes characters of different alignments possess such radically
varied world views to make cooperation impossible. For example, a
strict lawful good and a chaotic neutral would find their adventuring
marked by animosity and mistrust. A true chaotic neutral would make
just about anyone trying to work with him crazy.

There are two approaches to an alignment problem in the group. The
first is fo explain the problem to the players involved. Explain why their
alignments could cause problems and see if they agree or disagree. If
necessary, suggest some alignment changes - but never force a player
to choose a new alignment. It is his character, after all. Wildly different
characters might find ways to work together, making adventures
amusing (at least) and maybe even successful in spite of the group's
problems.

The second approach requires that players keep their alignments
secret. Don't tell anyone that there might be a problem. Let players
roleplay their characters and discover the problems on their own.
When problems arise, let the characters work them out themselves. This
approach is best suited to experienced roleplayers and, even then, it
can play havoc with a campaign. Since secrecy implies mistrust, this
method should be used with extreme caution.

Roleplaying Alignment

During play, pay attention to the actions of the player characters.
Occasionally compare these against the characters' alignments. Note
instances in which the character acted against the principles of his
alignment. Watch for tendencies to drift toward another, specific
alignment.

If a character's class requires that he adhere to a specific alignment,
caution him when a proposed action seems confrary to that alignment.
Allow the player to reconsider. Never tell a player that his character
cannot do something because of his alignment. Player characters are
conftrolled by the players. The DM intervenes only in rare cases (when
the character is controlled by a spell or magical item, for example).
Finally, as in all points of disagreement with your players, listen to their
arguments when your understanding of an alignment differs from theirs.
Even though you go to great effort in preparing your game, the
campaign world is not yours alone - it also belongs to your players.

Keeping Players in the Dark

Characters should never be sure of other characters' alignments. This
is one of the DM's most powerful tools - keep the players guessing. They
will pay more attention to what is going on if they must deduce the true
motivations and attitudes of those they employ and encounter.

Changing Alignment

Sooner or later, a player character will change alignment. A character
might change alignment for many reasons; most of them have nothing
to do with the player “failing” to play his character's role or the DM
“failing” to create the right environment.

Player characters are imaginary people. But, like real people, they grow
and change as their personalities develop. Sometimes circumstances
conspire against the player character. Sometimes the player has a
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change of atfitude. Sometimes the personality created for the player
character just seems to pull in an unexpected direction. These are natural
changes. There might be more cause for concern if no player character
ever changes alignment in a campaign.

There is no rule or yardstick to determine when a character changes
adlignment.  Alignment can change deliberately, involuntarily or
unconsciously. This is one of those things that makes the game fun.
Players are free to act, and the DM decides if (and when) a change goes
into effect. This calls for some real adjudication. There are several factors
fo consider:

e Deliberate Change: Deliberate change is engineered by the
player. He decides he doesnt want to play the alignment he
originally chose. Perhaps he doesn't understand it, orit's not as much
fun as he imagined, or it's clear that the player character will have
a more interesting personality with a different alignment. All the
player has to do is have his character start acting according to the
new alignment. Depending on the severity of the actions and the
determination of the player, the change can be quick or slow.

¢ Involuntary Change: Involuntary alignment change is forced on the
character. Most often this is the result of a spell or magical item.
Involuntary changes are immediate, and the character's previous
actions have little bearing on the change.

e Unconscious Change: Unconscious change happens when the
character's actions are suited to a different alignment without the
player realizing it. Asin the case of a deliberate alignment change,
the DM should keep track of the character's actions. If the DM
suspects that the player believes his character is acting within his
alignment, the DM should advise the player that his character's
alignment is coming into question. An unconscious alignment
change should not surprise the player - not completely, anyway.

Charting the Changes: During the course of play, keep notes on the
actions of the player characters. At the end of each session, read
through those notes, paying attention to any unusual behavior. Note
which alignment seems most appropriate to each character's actions.

If, over the course of several playing sessions, a character's actions
consistently fit an alignment different from the character's chosen
alignment, an alignment change is probably in order. If small actions are
taking a character outside his alignment, the change should be gradual
- maybe even temporary. Severe actions could require an immediate
and permanent alignment change.

Example: A paladin burns the village to prevent the disease from
spreading, committing a seriously evil act. In this case, the DM is
justified in instituting an immediate alignment change to lawful evil
or even chaotic evil. The character eventually might be able to
change back to lawful good alignment, but he will never again be
a paladin.

Effects of Changing Alignment: Unless the character plays a class with
alignment restrictions, alignment change carries no penalty, other than
roleplaying repercussions. The character may develop a reputation for
fickleness or inconstancy, while those who know the character well may
come to question his motives and dedication.

Characters with class-based alignment restrictions may not advance in
that class should their alignment no longer suit that class. They may only
advance once they have atoned and returned to a suitable alignment.
Classes with divine spells or spell-like class abilities (i.e. cure disease, divine
sense, divine aura, etc.) will lose those abilities until they have atoned and
returned to a suitable alignment.

NPC Alignment

Just as a well-played character acts within the limits of his alignment,
NPCs should act consistently with their alignments. Judicious and
imaginative use of NPCs is what creates a believable fantasy world.

Alignment is a quick guide to NPC and monster reactions. It's most
useful when you don't want to take the time to consult a page of tables
and you haven't devised a complete personality for every casually
encounfered NPC. NPCs tend fo act in accordance with their
alignment (though they are no more perfect in this regard than player
characters).

Thus, a chaotic evil gnoll tends to react with threats and a show of
might. It considers someone who appeals to its compassion as a
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weakling, and it automatically suspects the motives of anyone who tries
to be friendly. According to the gnoll's view of society, fear and bullying
are the keys to success, mercy and kindness are for the weak, and
friends are good only for the things they can provide - money,
protection, or shelter. A lawful good merchant, meanwhile, would tend
to hold the opposite view of things.

Roleplaying NPC Alignment

Remember that alignment is not personality. If every lawful good
merchant is played as an upright, honest, and friendly fellow, NPCs will
become boring in a hurry. Just because a merchant is lawful good
doesn't mean he won't haggle for the best price, or even take
advantage of some gullible adventurer who is just passing through.
Merchants live by making money, and there is nothing evil about
charging as much as a character is wiling to pay. A chaotic good
innkeeper might, quite reasonably, be suspicious of or hostile to a
bunch of ragged, heavily armed strangers who stomp into his inn late
at night. A chaotic evil wizard might be bored and happy for a little
companionship as he sits by the inn's fire.

To create memorable NPCs, don't rely solely on their alignment. Add
characteristics that make them interesting, adapting these to fit the
character's alignment. The merchant, perhaps feeling a little guilty
about over-charging the adventurer, might give the next customer a
break on the price. The innkeeper might be rude to the adventurers
while clearly being friendly to other patrons. The chaotic evil wizard
might discover that, while he wanted some companionship, he doesn't
like the company he got. He might even leave behind a token of his
iritation, such as bestowing the head of a donkey on the most
annoying character.

Alignment of Magical Items

Certain powerful magical items, particularly intelligent ones, have
alignments. Alignment in these cases is not an indication of the moral
properties of the item. Rather, it is a means of limiting the number and
types of characters capable of using the item - the user's alignment
must match the item's alignment for the magic to work properly.
Aligned magical items, usually weapons, were created with a specific
ethos in mind. The item was attuned to this ethos by its creator.

Aligned items reveal their frue powers only to owners who share the
same beliefs. In the hands of anyone else, the item's powers remain
dormant. An extremely powerful item may even harm a character of
another alignment who handles the item, especially if the character's
alignment is opposed to the item's. Aligned magical items should be
rare. When an item has an alignment, it is a sign of great power and
purpose. This creates opportunities for highly dramatic adventures as
the player characters learn about the item, research its history, track it
across the country, discover its ancient resting place and overcome
the guards and traps set to protect it.

Alignment Changes Due to Magical ltems

A particularly insidious type of magical item is the one that changes a
character's alignment. Unlike the usual, gradual methods by which a
character changes alignment, magical alignment changes are
instantaneous. The character's personality undergoes an immediate
transformation, something like magical brainwashing. Depending on
the new alignment, the change may or may not be immediately
noticeable. However, you should insist that the player roleplay his new
situation. Do not allow him to ignore the effects the alignment change
will have on his character's personality. Indeed, good roleplayers will
take this as an opportunity to stretch their skills.

Faith and Alignment

General alignments also can be applied to religions. The beliefs and
practices of the religion determine its alignment. A religion that
espouses understanding, working in harmony with others, and good
deeds is more than likely lawful good. Those that stress the importance
of individual perfection and purification are probably chaotic good.

It is expected that the priests of a religion will adhere to its alignment,
since they are supposed to be living examples of these beliefs. Other
followers of the religion need not adhere exactly to its alignment. If a
person's alignment is very different from his religion's, however, a priest
is certainly justified in wondering why that person adheres to a religion
which is opposed to his beliefs and philosophy.
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Societal Alignment

Player characters, NPCs, and monsters are not alone in having alignment.
Since a kingdom is nothing but a collection of people, united in some
fashion (by language, common interest, or fear, for example), it can have
an overall alignment. The alignment of a barony, principality, or other
small body is based on the attitude of the ruler and the alignment of the
maijority of the population.

The alignment of the ruler determines the nature of many of the laws of
the land. Lawful good rulers usually try to protect their territory and do
what's best for their subjects. Chaotic good rulers try to help people, but
iregularly, being unwiling to enact sweeping legislation to correct a
socialill.

At the same fime, the enforcement of the laws and the attitudes found
in the country come not from the ruler but the subjects. While a lawful
good king issues decrees for the good of all, his lawful evil subjects could
consider them inconveniences to work around. Bribery might become a
standard method for doing business.

If the situation is reversed (a lawful evil king with mostly lawful good
subjects), the kingdom becomes an unhappy place, filled with grumbling
about the evil reign that plagues it. The king, in turn, resorts to severe
measures to silence his critics, creating even more grumbling. The
situation is similar to romantic portrayals of Norman England, with the
good and frue peasants struggling under the evil yoke of Prince John (as
in Robin Hood and Ivanhoe).

The general alignment of an area is determined by the interaction
between ruler and ruled. Where the ruler and the population are in
harmony, the alignment tendency of the region is strong. When the two
conflict, the attitudes of the people have the strongest effect, since the
player characters most often deal with people at this level. However, the
conflict between the two groups - subjects and lord - over alignment
differences can create adventure.

Using Area Alignments

Using a general alignment for an area allows a quick assessment of the
kind of treatment player characters can expect there. The following
gives ideas for each alignment.

o Lawful Good: The people are generally honest, law-abiding, and
helpful. They mean well (at least most of them do). They respect
the law. As a rule, people don't walk around wearing armor and
carrying weapons. Those who do are viewed with suspicion or as
frouble-makers. Some societies tend to dislike adventurers, since
they often bring frouble.



o Lawful Neutral: The people are not only law-abiding; they are
passionate creators of arcane bureaucracies. The tendency to
organize and regulate everything easily gets out of confrol. In
large empires there are ministries, councils, commissions,
departments, offices, and cabinets for everything. If the region
attracts a lot of adventurers, there are special ministries, with their
own special taxes and licenses, to deal with the problem. The
people are not fremendously concerned with the effectiveness of
the government, so long as it functions.

o Lawful Evil: The government is marked by its severe laws, involving
harsh punishments regardless of guilt orinnocence. Laws are not
infended to preserve justice so much as to maintain the status quo.
Social class is crucial. Bribery and corruption are often ways of life.
Adventurers, since they are outsiders who may be foreign agents,
are viewed with great suspicion. Lawful evil kingdoms often find
themselves quashing rebellions of oppressed peasants clamoring
for humane treatment.

« Neutral Evil, Neutral Good, and True Neutral: Areas dominated by
these three alignments tend to adopt whatever government
seems most expedient at the moment. A particular form of
government lasts as long as the ruler or dynasty in power can
maintain it. The people cooperate when it suits them - or, in the
case of true neutrals, when a sense of balance is preserved.

Such neutral territories often act as buffer states between lands of
extreme alignment difference (for example, between a lawful
good barony and a vile chaotic evil principality). They shift
allegiance artfully to preserve their borders against the advances
of both sides in a conflict.

Neutral evil countries tend to be benign (but not pleasant)
dictatorships  while neutral good countries are generally
"enlightened” dictatorships. Transfers of power are usually marked
by shiffs in government, though these are often bloodless coups.
There is a certain apathy about politics and government.
Adventurers are tfreated the same as everyone else.

o Chaotic Good: The people mean well and try to do right, but are
hampered by a natural dislike of big government. Although there
may be a single ruler, most communities are allowed to manage
themselves, so long as their taxes are paid and they obey a few
broad edicts. Such areas tend to have weak law enforcement
organizations. A local sheriff, baron, or council may hire
adventurers to fill the gap. Communities often take the law into
their own hands when it seems necessary. Lands on the fringes of
vast empires far from the capital tend to have this type of
alignment.

e Chaotic Neutral: There is no government. Anarchy is the rule. A
stranger to such a town may feel as if he has ridden into a town of
madmen.

e Chaotic Evil: The people are ruled by, and live in fear of, those
more powerful than themselves. Local government usually
amounts to a series of strong-arm bosses who obey the central
government out of fear. People look for ways to gain power or
keep the power they've got. Assassination is an accepted
method of advancement, along with coups, conspiracies, and
purges. Adventurers are often used as pawns in political power
games, only to be eliminated when the adventurers themselves
become a threat.

Varying Social Alignment

Within these alignments, of course, many other government types are
possible. Furthermore, even within the same kingdom or empire, there
may be areas of different alignment. The capital city, for example,
where merchants and politicians congregate, may be much more
lawful (or evil, etc.) than a remote farming community.

Alignment is only one pattern of social organization. Not every nation
or barony is defined by its alignment. Other methods of describing a
group of people can also be used - peaceful, warlike, barbaric,
decadent, dictatorial, and civilized are all possible descriptions. You
need only look at the world today to see the variety of societies and
cultures that abound in the realms of man. A good DM will sprinkle his
campaign world with exotic cultures created from his own imagination
or researched at the local library.
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Alignment as a Worldview
In addition to allits other uses, alignment can become the central focus
of a campaign. Is the world caught in an unending struggle between
the forces of good and evil, law and chaos? The answer affects how
the campaign world is created, how the campaign is run, and how
adventures are constructed. It also affects players' perspectives on
and reactions fo various situations and events.

In a typical campaign, the primary conflict in the world is not a struggle
between alignments. The campaign world is one in which passion,
desire, coincidence, intrigue, and even virtue create events and
sifuations. Things happen for many of the same reasons as in the real
world. For this reason, it may be easier to create adventures for this
type of campaign. Adventure variety and excitement depend on the
DM's sense of drama and his ability as a storyteller. Occasionally player
characters discover a grand and hideous plot, but such things are
isolated affairs, not part of an overall scheme.

However, for conspiracy-conscious DMs, a different world view might
be more suitable, one where the powers of alignment (gods, cults,
kingdoms, elemental forces) are actively struggling against each other.
The player characters and NPCs may be agents of this struggle.
Sometimes, they are aware of their role. At other times, they have no
idea of their purpose in the grand scheme of things.

Even rarer are those campaigns where the player characters represent
a third force in the battle, ignored or forgotten by the others. In such a
world, the actions of adventurers can have surprising effects.

Alignments in Conflict

There are advantages and disadvantages fo building a campaign
around alignment struggles. On the plus side, players always have a
goal, even if they're not always aware of it. This goal is useful when
constructing adventures. It moftivates player characters and provides
a continuing storyline; it ensures that characters always have
something to do (“Restore the balance of Law, loyal followers!”). Also,
a sense of heroism permeates the game. Players know that their
characters are doing something important, something that has an
effect on the history of the campaign world.

There are disadvantages to this approach, too, but none that can't be
avoided by a clever DM. First is the question of boredom. If every
adventure revolves around maintaining balance or crusading for the
cause, players might get tired of the whole thing.

The solution is simply to make sure adventures are varied in goal and
theme. Sometimes characters strive in the name of the great cause.
Other times they adventure for their own benefit. Not every battle
needs to be a fitanic struggle of good vs. evil or light vs. darkness.

Another concern is that everything the characters do may affect their
quest. An aligned game universe is one of massive and intricate cause-
and-effect chains. If X happens over here, then Y must happen over
there. Most adventures must be woven into the thread of the storyline,
even those that don't seem to be a part of it. This is in direct conflict
with the need for variety, and the DM must do some careful juggling.
A big quest is easy to work into the story, but what happens when the
player characters take some time off to go on their own adventure?
Are they needed just then? What happens in their absence? How do
they get back on frack? What happens when someone discovers
something no one was meant to know?2 For these problems there are
no easy answers. A creative DM will never be idle with this sort of
campaign.

Finally, there is the problem of success and failure. An aligned universe
tends to create an epic adventure. Player characters become
involved in earthshaking events and deal with cosmic beings. Being at
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the center of the game, player characters assume great importance
(if they don't, they will quickly get bored). This is standard stuff in sword-
and-sorcery fiction, so it is natural that it also appears in a sword-and-
sorcery roleplaying adventure.

Fiction writers have an advantage DMs do not, however - they can end
the story and never return to it. At the end of the book, the good guys
win, the world is set right, and the covers are closed. The writer never
has to worry about it again, unless he wants to. What happens when
characters win the final conflict, the battle that puts all to righte What
can be done after peace and harmony come to the universe?2 Further,
the author knows who is going to win. He starts by knowing the good
guys will tiumph. There may be many twists, but eventually the heroes
come out on top. Many DMs make the same assumption. They are
wrong.

Never simply assume that the characters will win. What if they don'te
What if the forces of darkness and evil win the final battle? No matter
how high the odds are stacked in their favor, there is always a chance
that the characters will do something so stupid or unlucky that they lose.
Victory cannot be guaranteed. Ifitis, players will quickly sense this and
take advantage of it.

Never-Ending Conflict

The best way to avoid the problems described above is to design the
characters' struggle so it is never-ending. At the very least, the conflict
is one that lasts for millennia - well beyond the lifetimes of the player
characters.

However, to keep the players from feeling frustrated, certain they can
never accomplish anything, their characters must be able to undertake
sizable tasks and win significant victories. Player characters fighting for
the cause of good may eventually drive back the growing influence of
the chief villain, but they defeat only a symptom, not the disease itself.

There always can be a new threat. Perhaps the evil villain himself
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returns in a new and more hideous manifestation. The DM must be
prepared with a series of fantastic yet redlistic threats. These gradually
increase in scope as the characters become more powerful. Thus, it is
possible to build a campaign where the forces of alignment play an
active role in things. It is difficult, and there are many hazards, but
imagination and planning can overcome the obstacles.

Alignment as a Tool

Even though it has been said several times already, this point is important
enough to repeat - alignment is a tool to aid roleplaying, not a hammer
to force characters to do things they don't want to do. The DM should
never tell a player, “Your character can't do that because it's against his
alignment,” unless that character is under some type of special magical
control. Let players make their own decisions and their own mistakes. The
DM has enough to do without taking over the players' jobs, too.

Despite this prohibition, the DM can suggest to a player that an action
involves considerable risk, especially where alignment is concerned. If the
player still decides to go ahead, the consequences are his responsibility.
Don't get upset about what happens to the character. If the paladin is
no longer a paladin, well, that's just the way things are.

Such suggestions need not be brazen. True, the DM can ask, "Are you
sure that's a good idea, given your alignment2” He can also use more
subtle forms of suggestion woven into the plot of the adventure.
Tomorrow the cleric intends to go on a mission that would compromise
his alignment. That night, he has a nightmare which prevents any restful
sleep. In the morning he runs intfo an old soothsayer who sees ill omens
and predicts dire results. His holy symbol appears mysteriously tarnished
and dull. The candles on the alter flicker and dim as he enters the temple.
Attentive players will note these warnings and may reconsider their plans.
If they do not, it is their choice to make, not the DM's abilities until they
have atoned and returned to a suitable alignment.
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PHYSICAL TRAITS

After a player has selected his character’'s race and class, he may
want to fill in the details of his character. While not required to do so,
there are many situations in which this information is vital or useful to
roleplaying.

The vital statistics tables below include entries for every subrace
presented in this fome, as well as for the half-ogre race presented
herein. These tables expand upon those presented on page 36 of the
Player's Handbook. For clarification on how to read or use these
tables, see the notes for the corresponding tables in the Player's
Handbook.

Age, Expanded

At the onset of each and every character's creation you should
establish his age. For player characters and henchmen, you may use
the following table or may assign age as you see fit.

Once character age is established, you should keep track of it from
game year to game year. To normal game years must be added any
of the various unnatural causes of aging. These effectively add years
to the character's age. The effects of aging are given in the next
section. The maximum age of any character is likewise explained.

Class (or Subclass Thereof)

Thief or
Race Cleric Fighter Magic-User Monk Psionicist
Dwarf 75+4d10  20+5d4 - - 35+5d6
Elf 100+1d%  25+5d10  75+1d% - 50+5d10
Gnome 75+5d10  20+5d4 75+5d6 - 35+5d6
Half-ElIf 18+2d4 15+2d6 20+4dé6 20+2d4  18+2d4
Halfling 24+3d6 16+4d6 - - 16+4d6
Half-Ogre 20+1d4 15+1d4 - - 20+1d4
Half-Orc 16+2d4 13+1dé 20+2d6 20+1d4  20+2d4
Human 18+1d4 15+1dé 20+2d6 20+1d4  18+1d4

* For multiclassed characters use the column that generates the
highest starting age.

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 (see the Age Categories table below for details). When
age category is established, modify ability scores accordingly, making
each change progressively from young adulthood, all additions and
subtractions being cumulative.

Age Categories

Middle-
Race Young Mature Aged Old Venerable
Dwarf, Gray ~ 25-50 51-150 151250  251-350  351-500
Dwarf, Hill 25-50 51-150 151-250  251-350 351 -500
AT 2560 61175 176275 276400  401-550
Mountain
Elf, Dark 25-100 101-400 401-500 551-750  751-1000
Elf, Gray 25-250 251-650 651-1000  1001-150C 1501-2000
Elf, High 25175 176-550 551-800  801-1200  1201-1600
EIf, Wild 25-150 151-500 501-700 701-1050  1051-1400
Elf, Wood 25-150 151-500 501-700 701-1050  1051-1350
S 2590 91200 301450 451600  601-900
Deep
SIS 25:90 91-300 301-400  401-600  601-800
Surface
Half-Elf 15-40 41-100 101-175 176250 251-350
Halfling 18-32 33-68 69-110 111-150 151220
Half-Ogre 12-18 19-40 41-60 61-90 91-120
Half-Orc 12-15 16-30 31-45 46-64 65-90
Human 15-20 21-40 41-60 61-90 91-120

e Middle-aged: Subtract 1 point of Strength, Dexterity, or
Constitution.

e Old: Subtract 1 points of Strength, Dexterity, and Constitution.

e Venerable: Subtract 1 point of Strength, Dexterity, and
Constitution.

Determination of Maximum Age

Unless the character dies of some other cause, he will live to old age.
The character’'s maximum age is equal fo the maximum age listed for
"middle aged"” plus 1-100% (d%) of that listed age.
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Death Due to Age
This is a serious matter, for unless the lifespan can otherwise be
prolonged, the character 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 lifespan will work.

Of course, multiple potions of longevity, Wish spells, and possibly
magical devices will allow a greatly extended lifespan, but once a
character dies due to old (venerable) age, then it is all over. If you
make this clear, many participants will see the continuity of the family
line as the way to achieve a sort of immortality.

Height and Weight, Expanded

Heights and weights for races or subraces not listed on the table must
be decided by you as DM. Females tend fo be lighter and shorter than
males. Thus, the base numbers for height and weight are divided into
male/female values.

Base
Base Weight Modifier

Race Height Modifier (lbs.) (Ibs.)
Dwarf, Gray 3'9"or3'6"  +2d4” 75 or 50 +4d6
Dwarf, Hill 3'9"or3'6"  +2d4" 130 0r 100  +8dé6
Dwarf, Mountain ~ 3'9" or3'6"  +3d4" 130 0r 100  +10dé
Elf, Dark 4'6" or 4'3"  +3d4" 750r70 +4dé
Elf, Gray 4'6" or4'3"  +3d4" 85 or 80 +4dé
Elf, High 4'6" or 4'3"  +3d4" 85 or 80 +6dé6
EIf, Wild 4'3" or 4' +1d4” 65 or 50 +4d4
Elf, Wood 4'6" or4'3"  +3d4" 85 or 80 +6dé
Gnome, Deep 3'or2'10" +2d4" 45 or 40 +4dé
Gnome, Surface 3’ or2'10” +2d4” 50 or 45 +5dé
Half-Elf 4'9" or4'6"  +4d4" 100 or 80 +8d8
Halfling, Hairfoot ~ 2'9" or2'6"  +3d4" 45 or 40 +5d6
Halfling, Stout 2'9"or2'6"  +2d4” 50 or 45 +5d6
Halfling, Tallfellow  3'3" or 3' +3d4” 50 or 45 +5d6
Half-Ogre 6’4" or 6’2" +2d10” 275 or 245 +10d12
Half-Orc 4'9" or4'6"  +2d12" 1500r 110 +12d8
Human 4'9" or4'6"  +2d10" 120 or 90 +10d8

Background Details

When you look at a completed character, you will notice there are still
many unanswered questions: Who were the character's parentse Are
they still alive? Does the character have brothers and sisters2 Where
was he borng Does he have any notable friends or enemies? Does he
have a family home? Is he an outcast? Is he civilized and cultured, or
barbaric and primitive? In short, just how does this character fit into the
campaign world?

There are no rules to answer these questions. The Player's Handbook
and Dungeon Master's Guide are designed to help you unlock your
imagination. The AD&D rules do not presume to tell you exactly what
your campaign world will be like. These decisions are left to you.

Consider what would happen if the rules dictated answers to the
questions above. For example, suppose the rules said that 50% of all
characters come from primitive, barbaric backgrounds... and you're
running a campaign set in a huge, sophisticated city (the New Rome of
your world). Even more ridiculous would be the reverse, where the rules
say 50% of the characters are city dwellers and your campaign is set in
a barbaric wilderness. Or how would you explain things if 20% of all
characters were seafarers and you had set your adventures in the heart
of a desert larger than the Sahara?

These pages contain guidelines and advice about how to create a
campaign, but there is nothing that says exactly where this campaign
must be set or what it must be like. This does not mean that a character’s
background shouldn't be developed - such background adds a lot to
the depth and roleplaying of your players and their characters.
However, it is up fo you to tailor character backgrounds to the needs of
your campaign.

Letting Players Do the Work

Of course, you don't have to do all the work. Your players can provide
most of the energy, enthusiasm, and ideas needed. Your task is to
provide direction and control. Allow your players to decide what kind
of people their characters are. One could be a rough nomad, another
an over-civilized fop, others, homespun farm boys or salty seadogs. Let



Dungeon Master's Guide 18

the players decide, and then tell them if, and how, their characters fit
into your campaign world.

When a player says, “My dwarf's a rude and tough little guy who doesn’t
like humans or elves,” you can respond with "“Fine, he's probably one of
the Thangor Clan from the deep mountain regions.” This type of
cooperation spurs your creativity and involves the players in your world
right from the start. You must come up with answers to their questions
and ways tfo make their desires work in the campaign. They will be
rewarded with the feeling of getting the characters they want.

A carefully well-crafted character background can do more than just
provide emotional satisfaction. It can also provide motivation for the
player characters to undertake specific adventures: Just what is a dwarf
of the Thangor Clan doing outside his clan’s mountainous homeland? s
he an outcast looking for some way to redeem himselfé Maybe he'’s a
restless soul eager to see the bright lights of the big city and the world.
A character can have parents to avenge, long-lost siblings to frack
down, a name to clear, or even a lost love to recapture.

Background can be used to build subplots within the overall framework
of the campaign, enriching character descriptions, and interactions.
Background should not be forced: Do not insist that a player take upon
his character a crippled grandmother, three sisters stolen by gypsies, a
black-hearted rival, and a stain on the family name. Instead, see if the
player has any ideas about his character. Not every player will, but the
AD&D game depends as much on the players’ fantasies as it does on
yours. Characters who players are happy with and feel comfortable
about will create their own special excitement and interest. Players who
are interested in their characters’ backgrounds can be a source of
creative energy, as they offer you a constant stream of new ideas.

Problem Backgrounds

Certain points of background can and do create problems in
campaigns, however. First and foremost, of these is nobility, followed
closely by great wealth.

Nobility: Some players like the idea of their character being Prince So-
and-So or the son of Duke Dunderhead. All too often this leads fo an
abuse of power. The player assumes, somewhat rightfully and
somewhat not, that the title endows his character with special privileges
- the right to instant income, the right to flaunt the law, the right to
endless NPCs, information, and resources - or, worst of all, the right to use
clout to push the other members of the party around. This kind of
character quickly becomes tiresome to the other players and will
constantly find ways to upset carefully planned adventures.

While titles can be allowed, the DM will have fo put some controls on
noble characters. The easiest and most effective method is to strip the
fitle of all benefits that, by rights, should go with it. The noble character
could be the son of a penurious duke: The son may be next in line to
inherit the title when his father dies, but he's also in line to inherit his
father's debts! Instead of seeking to impress others in public, the poor
son might be quite happy to keep a low profile so as not to attract his
father's creditors. After all, it's hard to amass a fortune through
adventuring when the bill collectors are always on hand to take it away.
Likewise, a princely character could be the son of an unpopular and
despotic orincompetent king - perhaps even one who was overthrown
for his abuses. Such a son might not want his lineage well-known, since
most of the peasants would have less than happy recollections of his
father's rule.

Of course, these kinds of manipulations on your part soon become
firesome, both to yourself and the players. Not every duke can be
impoverished, nor every throne usurped. Going too far with this strategy
will only destroy the validity of nobility and titles in your game. In the long
run, it is better for your player characters to begin untitled, with one of
their goals being the possibility of earning the right to place a “Sir'’ or
"Lady"’ before their names. Imagine their pride as you confer this title
on their character (and imagine the trials they must have gone through
to earn this right).

Wealth: Another problem you might have to deal with is characters from
wealthy, upper-class families. (This is often associated with the problem
of fitles since the nobility normailly is the upper class.) Such characters,
being wealthy, lack one of the basic reasons to adventure - the desire
to make a fortune. Indeed, they see their own money as a way to buy
solutions to their problems. Often, they will propose eminently
reasonably (and, to the DM's carefully planned adventures, quite
disastrous) schemes to make their adventuring life easier. It is, of course,

possible to hire a wizard to construct magical items. And a wealthy 1st
level character could buy a vast army. But these sorts of things will have
undesirable effects on your campaign.

There are ways to control these problems while still allowing players the
character backgrounds they desire. Think of the real world and how
difficult it is to convince family and friends to give you money, especially
sizeable amounts of cash. You may have a loving family and generous
friends, but there is a limit.

In your campaign, parents may grow fired of supporting their children.
Brothers could become upset at how player character relatives are
cheating them out of their share of an inheritance. Sisters may take
exception to the squandering of their dowries.

Standard medieval custom called for inheritances - land and chattels -
to be divided equally among all of a man’s sons. (This is one reason
Charlemagne’s empire crumbled after his death.) You can use this
custom to whittle a wealthy character’s purse down to size. Further,
families are not immune to the effects of greed and covetousness -
many a tale revolves around the freachery one brother has wrought
upon another. Arich character could awaken to discover that his family
has been swindled of all it owns.

Background as Background

A character's background is a roleplaying tool. It provides the player
with more information about his character, more beginning personality
on which to build. It should complement your campaign and spur it
forward. Background details should stay there - in the background. What
your characters are doing now and will doin the future is more important
than what they were and what they did.
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EQUIPMENT, WEALTH AND EXPENSES

The items listed in the Player's Handbook are by no means the only
things ever made in the world - or even in a medieval fantasy setting.
They are listed because they are the most likely things the characters
will need. However, you can certainly add missing or player-requested
items to this list.

When you add an item to the lists, first consider the reasonableness of
its presence. Given the setfting of the AD&D game, adding an M4
Sherman tank as a regular item of equipment is just not a logical,
sensible, or wise thing fo do.

Once you decide that a new item is reasonable, you must assign it a
cost. Use your judgment. Consider the intricacy of the item, the
craftsmanship required to make it, and the cost of similar items already
on the lists. From these, you should be able to assign an appropriate
price. If, later on, you discover you made the item too cheap and all
the characters are buying one, raise the price and say suppliers can't
keep up with the demand. If an item is too expensive, you can lower
the price and no one will complain.

Equipment List Considerations

Altering Prices

Remember that the prices listed in the Player's Handbook are not
absolute. There is no reason you can't raise or lower the price of any
item on the equipment lists. Demand can increase or decrease a price.
Different lands in your campaign may be known for specific goods,
allowing them to charge more.

Even in the Middle Ages, Spain and the Middle East were known for
steel, Germany for beer, France for wine, England for wool, and Italy for
armor. These reputations allowed higher prices to be charged for these
goods, especially finished items.

Greed can also raise prices. Merchanfts live to make money, so they
will normally charge what they can get away with. There were very
few price controls or regulating agencies during these times.

Finally, adventurers tend to disrupt local economies, suddenly bringing
in large amounts of cash. Merchants raise prices to match. Situations
not unlike the Klondike gold rush develop, in which even the simplest
items cost outrageous amounts. In short, don't be afraid to charge
characters as much as you think you can get away with. Characters
will find some way voice their dissatisfaction to the merchant.

Equipment by Time Period

The equipment lists given in the Player's Handbook assume your
campaign is set in a generic medieval fantasy world. In practical terms,
this means you haven't tied your campaign to any particular date in
history. All this is perfectly in keeping with fantasy stories and campaigns
- you are dealing with fantasy, after all.

However, it is also possible to create exciting and interesting campaigns
that are tied to specific time periods, but this will work only if you know
something about the time period. This is important! A lot of people
assume things about the past without knowing the facts. The truth of the
matter may be far different. Do your homework before you begin
designing a fime-specific campaign. Even if you don't do such a
campaign, it's useful to learn a little more about medieval history. It will
only improve your own fantasy world.

It is not necessary to pick a precise date to model, such as 1237 A.D.,
although again there is nothing wrong with this. History and historians
tend to divide the past into different ages, and you can do the same.
Four different ages are covered here - the Ancient World, the Dark Ages,
the Middle Ages, and the Renaissance. Each has its peculiarities and
differences, some of which are described below.

e The Ancient World: This covers a period of great empires spreading
from the Mediterranean. Some weapons and armor were made of
bronze, others of iron, and a few were made of steel. Most
household items were pottery, wood, stone, and wicker. Bronze
weapons were easily dulled and, in game terms, break or bend
when a “1"isrolled on the attack roll. Stirups hadn't been invented,
so characters can't use heavy lances, and charge attacks can't be
made with normal lances.

o The Dark Ages: This was the period after the collapse of the Roman
Empire, from 450 A.D. to about 1100 A.D. While much of the learning
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and culture of the ancient world was lost, it was not as bleak and
ignorant a period as some believe. Still, in many ways, it was a step
backward from the previous age. During this fime the stirup was
infroduced, allowing riders to gain full use of the lance.

o The Middle Ages: The Middle Ages (roughly from 1100 to 1450) is the
period in which most fantasy campaigns are set. It was the period
most people associate with knighthood and chivalry. The knights
went off on the Crusades. Great stone castles were built. The role of
traders and merchants began to grow. Virtually all the items on the
equipment list were available in this time period.

e The Renaissance: The latest time period that should be considered
as a setting for a normal AD&D campaign, the Renaissance was a
time of great change. The collapse of the feudal system had begun
throughout much of Europe. There was great growth in literature, art,
and science. The power of the old nobility began to decline while
the influence and wealth of merchants and businessmen continued
to grow. Gunpowder and simple guns revolutionized the face of
warfare. Foot soldiers became more important than cavalry, and
armor was not nearly as useful as it once had been.

Adjusting Equipment Lists

When you set your campaign in a specific time period, you might want
to adjust the equipment lists to reflect changes in availability and price.
Some suggested changes are listed below. Like the capsule descriptions,
the table is not 100% accurate. Instead, it reflects whether items were
commonly used in the fime period. For example, flails (as an agricultural
instrument) have existed for time immemorial. However, they were not
commonly used as weadpons in most time periods, except in cases of
emergency. By doing further research, you can refine and expand this
list.

ltem Ancient Dark Ages Middle Ages Renaissance
Arquebus NA NA NA AV
Bastard sword NA AV AV AV
Block and tackle NA NA AV AV
Bolt case NA NA AV AV
Cariage, any NA NA NA AV
Chainmail NA AV AV AV
Comp. longbow NA NA AV AV
Crossbow, any NA NA AV AV
Flail, any NA AV AV AV
Full plate NA NA NA AV
Glaive NA NA NA AV
Glass NA AV AV AV
Glass bottle NA NA AV AV
Guisarme NA AV AV AV
Heavy warhorse NA AV AV AV
Horse yoke NA NA AV AV
Hose NA NA AV AV
Jousting lance NA NA AV AV
Lance NA AV AV AV
Lantemn, any NA NA AV AV
Lock, any NA Poor Average  Good
Longbow NA AV AV AV
Magnifying glass NA NA NA AV
Morning star NA AV AV AV
Naphtha NA AV AV AV
Paper NA AV AV AV
Papyrus AV NA NA NA
Platemail NA NA AV AV
Pole arms NA AV AV AV
Pony cart NA NA AV AV
Studded leather NA AV AV NA
Sailing ship NA NA AV AV
Scimitar NA AV AV AV
Silk clothes orrope  NA Very Rare Rare Rare
Spyglass NA NA NA AV
Two-handed sword NA AV AV AV

NA-Not Available, AV-Available
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Exceptional Equipment

Most of the equipment a character buys is assumed to be of average
quality - neither too cheaply made nor too elaborate. Thus, weapons are
serviceable with stout hafts and sturdy blades. The metal is not so poorly
tempered as to make the blade hopelessly brittfle. The blade is not
elaborately etched and the hilt is not encrusted with gold. Other items
are of everyday make and usefulness, with function superseding artistic
needs.

Exceptional items are made by master craftsmen using the highest
quality materials. Consequently, the finished, exceptional item costs at
least 10 times its usual price, with a minimal cost of 50gp plus the item’s
base cost. Exceptional items are not magical in any way. However, only
exceptional items may be permanently enhanced to become magic
armor and weapons.

Exceptional Armor

Exceptional armor weighs less than usual, its weight better distributed to
facilitate movement in armor. Light armors weigh 2 pounds less than
usual while medium or heavy armors weigh 5 pounds less. Exceptional
smalll shields weigh 1 pound less than usual, while large shields (and tower
shields), weigh 2 pounds less. Exceptional armor made from special
materials (see below), such as mithral, use the weight modifier listed for
that material rather than given above. If no weight modifier is given for
that material, use the weight modifier given above.

Elfin Chain: Elfin chain is an example of exceptional armor at its finest.
Although prices are listed for elfin chainmail and chain shirts, they are not
sold by the elves. Instead, suits of elfin chain are granted to the heroes of
their people and are seldom awarded fo non-elves.

Light Armor Cost AC Bonus Weight (Ibs.)
Elfin chain shirt 2,500 gp +4 10
Elfin chainmail 4,500 gp +5 15

Elfin chain is chainmail made of very fine mithral links (see below). It is
considered to be light armor, imposes no maximum Dexterity bonus to
Armor Class, and weighs even less than typical, mithral armor due to
elven expertise in working with this rare metal. This armor is so fine and
non-encumbering that arcane spellcasters proficient in the use of armor
(such as fighter/magic-users) may cast spells in elfin chain without
impairment.

Exceptional Tools

An exceptional tool grants its user a +1 bonus to tasks related to that tool.
Exceptional thieves' picks, for example, grant a +1 bonus to all Disable
Device skill checks, while exceptional sewing needles grant a +1 bonus
to Craft (Tailor) skill checks. This +1 bonus can be replaced with a +10%
to Movement Rate or carrying capacity when dealing with beasts of
burden, sailing vessels and so forth, or can be replaced with a 10% weight
reduction for the item.

Exceptional Weapons

Exceptional weapons grant their user a +1 bonus on their attack rolls with
that weapon. This bonus is due to the weapon’s balance and fine
craftsmanship and does not allow its wielder to hit creatures only hit by
magical weapons.

Exceptional blades may be forged from the finest steel for flexibility and
sharpness. The swordsmith may have carefully folded, hammered, and
tempered the steel to a superb edge. The whole sword may be perfectly
balanced, light in the hand, but heavy in the blow. There are many
reasons why a sword or other weapon could be above average.
Bludgeoning weapons that get a bonus to hit do so because they have
carefully shaped and balanced heads.

Exceptional weapons are not immediately apparent to the average
person. While anyone using the weapon gets the quality bonus (even if
they don't redlize it), only those proficient in that weapon-type or
proficient in weaponsmithing can immediately recognize the tfrue
craftsmanship that went into the making of the weapon. Even then, the
character must handle the weapon to appreciate its true value.

In your campaign, you might want to create NPCs or regions known for
their fine quality weapons. Just as Damascus steel was valued in the real
world for its fine strength and flexibility, a given kingdom, city, or village
may be noted for the production of swords or other weapons. The mark
of a specific swordsmith and his apprentices can be a sure sign of quality.

Again, by infroducing one or two of these (remote and difficult to reach)
areas into your campaign, you increase the depth and detail of your
world.

Special Materials

In addition to magic items created with spells, some substances have
innate special properties. If you make a suit of armor or weapon out of
more than one special material, you get the benefit of only the most
prevalent material.

Each of the special materials described below has a definite game
effect. Some creatures are resistant to all but a special type of damage,
such as that dealt by silver weapon. Others are especially vulnerable to
weapons of a particular material, taking extra damage from such
weapons. Characters may choose to carry several different types of
weapons, depending upon the campaign and types of creatures they
most commonly encounter.

Adamantite

This ultrahard metal adds to the quality of a weapon or suit of armor.
Adamantite is so costly that weapons and armor made from it are always
of exceptional quality; costing 25 times their usual cost.

Only weapons, armor, and shields normally made of metal can be
fashioned from adamantite. Weapons, armor, and shields normally
made of steel that are made of adamantite gain a +5 bonus on all ltem
Saving Throws due to their incredible durability.

Bronzewood

Bronzewood trees are slender until after many decades of growth. The
average size is 40 feet, with branches growing at a 45-degree angle from
the trunk. Bark is reddish brown and hard. Leaves are narow and
toothed, from eight to ten inches long. The wood of this tree is heavy and
hard, so that only experts can work it properly. If it is carefully seasoned
and especially dried the outer part will become almost as hard as hard
metal, while the overall weight of the wood is unchanged.

Weapons and armor crafted from bronzewood are unaffected by spells
and abilities that effect metal and are impervious to rust. Armor made of
bronzewood may be worn by druids. An item made from bronzewood
weighs 75% as much as the same item made from steel and is always of
exceptional qudlity. Items crafted from bronzewood cost 25 times their
usual cost.

Cold-lron

This iron, mined deep under ground, known for its effectiveness against
fey and demonic creatures, is forged at a lower temperature to preserve
its delicate properties. Cold-iron items cost 20 fimes their usual cost. Ifems
without metal parts cannot be made from cold iron. An arrow could be
made of cold iron, but a quarterstaff could not.

Dragonhide

Armorsmiths can work with the hides of dragons to produce armor or
shields of exceptional quality. One adult dragon produces enough hide
for a single suit of “leather" armor for 2 Medium or 4 Small creatures. By
selecting only choice scales and bits of hide, an armorsmith can produce
one suit of exceptional heavy armor for 1 Medium-sized or 2 Small-sized
creatures. In all cases, enough hide is available to produce 1 shield in
addition to the armor, provided that the dragon is an adult.

Because dragonhide armor isn't made of metal, druids can wear it
without penalty and it is unaffected by spells and abilities that effect
metal. Dragonhide armor costs 10 fimes more than usual (provided that
the dragonhide is provided by the person commissioning the armor’s
creation) and confers a +2 bonus to Dexterity Saving Throws versus
attacks that match the dragon’s breath weapon type (note that this
confers no benefit against poisonous gas breathe weapons). As with alll
exceptional armor, dragonhide armor weighs less than usual.

Mithral

Mithral or “truesilver” is a very rare silvery, glistening metal that is lighter
than iron but just as hard. When worked like steel, it becomes a wonderful
material from which to create armor and is occasionally used for other
items as well. Anitem made from mithral weighs half as much as the same
item made from other metals and is always of exceptional quality. Items
not primarily of metal are not meaningfully affected by being partially



made of mithral. (A longsword can be a mithral weapon, while a scythe
cannot be.)

Weapons or armors fashioned from mithral are always exceptional items
as well; costing 25 times their usual cost. Mithral weapons damage
lycanthropes and other creatures that are immune to non-silver
weapons.

Silver

A complex process involving metallurgy and alchemy can bond silver to
a weapon made of steel so that it damages creatures such as
lycanthropes. The cost of silvering a weapon depends upon its size.

Size Purchase Cost
Tiny 10 gp

Small 25 gp
Medium 50 gp

Large 100 gp

Ammunition

+1 gp each

Lifestyle Expenses

Controlling the flow of money is an important way of balancing your
campaign. Too much - or too little - money can ruin the fun of your game.
Give your characters mountains of gold and the game is spoiled.
Suddenly wealthy, they no longer have the urgent need to adventure
that impending poverty can provide. Too often they can buy their way
out of difficult situations through bribery or “throwing money at the
problem.”

Worse still, they attempt to apply modern, capitalist ideas to a quasi-
medieval world. They may try to hire an enormous staff of wizards to mass
produce potions and scrolls. They may set up shops to make assembly-
line armor. Advances in organization and production like these come
slowly over time, not all at once. You may have to remind your players to
limit themselves to the knowledge and attitudes of the times.

It is equally bad to keep your characters too poor. You are creating a
game world for a fantasy roleplaying game. If the characters are so poor
that they must count every penny they spend, they are leading squalid
and unhappy lives. Reward them when they accomplish things. You
shouldn't always frustrate their desire to getrich. It's just that wealth should
come slowly, matched to the level of the character.

Lifestyle expenses provide you with a simple way to account for the
cost of living in a fantasy world. They cover your accommodations,
food, and drink, and all your other necessities. Furthermore, expenses
cover the cost of maintaining your equipment so you can be ready
when adventure next calls.

At the start of each week or month (your choice), choose a lifestyle pay
the listed price to sustain that lifestyle. The prices listed are per day, so
if you wish to calculate the cost of your chosen lifestyle over a thirty-
day period, multiply the listed price by 30. Your lifestyle might change
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from one period to the next, based on the funds you have at your
disposal, or you might maintain the same lifestyle throughout your
character’s career.

Your lifestyle choice can have consequences. Maintaining a wealthy
lifestyle might help you make contacts with the rich and powerful,
though you run the risk of attracting thieves. Likewise, living frugally
might help you avoid criminals, but you are unlikely to make powerful
connections.

Upon building or claiming his own stronghold, a player character
suddenly acquires a whole new set of expenses. The character no longer
pays living expenses but must pay for the maintenance of his property.

Wretched (Cost: 0/day)

You live ininhumane conditions. With no place to callhome, you shelter
wherever you can, sneaking into barns, huddling in old crates, and
relying on the good graces of people better off than you. A wretched
lifestyle presents abundant dangers. Violence, disease, and hunger
follow you wherever you go. Other wretched people covet your armor,
weapons, and adventuring gear, which represent a fortune by their
standards. You are beneath the notice of most people.

SC]UO“d (Cost 1 sp/day)

You live in a leaky stable, a mud-floored hut just outside town, or a
vermin-infested boarding house in the worst part of town. You have
shelter from the elements, but you live in a desperate and often violent
environment, in places rife with disease, hunger, and misfortune. You
are beneath the nofice of most people, and you have few legal
protections. Most people at this lifestyle level have suffered some
terrible setback. They might be disturbed, marked as exiles, or suffer
from disease.

Poor (Cost 2 sp/day)

A poor lifestyle means going without the comforts available in a stable
community. Simple food and lodgings, threadbare clothing, and
unpredictable conditions result in a sufficient, though probably
unpleasant, experience. Your accommodations might be a room in a
flophouse or in the common room above a tavern. You benefit from
some legal protections, but you still must contend with violence, crime,
and disease. People at this lifestyle level tend to be unskilled laborers,
costermongers, peddlers, thieves, mercenaries, and other disreputable
types.

Modest (Cost 1 gp/day)

A modest lifestyle keeps you out of the slums and ensures that you can
maintain your equipment. You live in an older part of town, renting a
room in a boarding house, inn, or femple. You don't go hungry or thirsty,
and your living conditions are clean, if simple. Ordinary people living
modest lifestyles include soldiers with families, laborers, students, priests,
hedge wizards, and the like.

Comfortable (Cost 2 gp/day)

Choosing a comfortable lifestyle means that you can afford nicer
clothing and can easily maintain your equipment. You live in a small
cottage in a middle-class neighborhood or in a private room at a fine
inn. You associate with merchants, skilled tradespeople, and military
officers.

Wealthy (Cost 4 gp/day)

Choosing a wealthy lifestyle means living a life of luxury, though you
might not have achieved the social status associated with the old
money of nobility or royalty. You live a lifestyle comparable to that of a
highly successful merchant, a favored servant of the royalty, or the
owner of a few small businesses. You have respectable lodgings, usually
a spacious home in a good part of town or a comfortable suite at a
fine inn. You likely have a small staff of servants.

Avristocratic (Cost 10 gp/day)

You live a life of plenty and comfort. You move in circles populated by
the most powerful people in the community. You have excellent
lodgings, perhaps a townhouse in the nicest part of town or rooms in
the finest inn. You dine at the best restaurants, retain the most skilled
and fashionable tailor, and have servants attending to your every
need. You receive invitations to the social gatherings of the rich and
powerful, and spend evenings in the company of politicians, guild
leaders, high priests, and nobility. You must also contend with the
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highest levels of deceit and freachery. The wealthier you are, the
greater the chance you will be drawn into political intrigue as a pawn
or participant.

Self-Sufficient

The expenses and lifestyles described in this chapter assume that you
are spending your time between adventures in town, availing yourself
of whatever services you can afford - paying for food and shelter,
paying townspeople to sharpen your sword and repair your armor, and
so on.

If you spend your time between adventures practicing a Craft,
Performance, or Profession skill, you can eke out the equivalent of a
modest lifestyle. Maintaining this kind of lifestyle doesn’'t require you to
spend any coin, but it is fime-consuming.

Some characters, though, might prefer to spend their time away from
civilization, sustaining themselves in the wild by hunfing, foraging, and
repairing their own gear. Proficiency in the Survival skill also lets you live
at the equivalent of a modest lifestyle when living off of the land.

New Armor

Tower Shield

This massive wooden shield is nearly as tall as you are. In most situations,
it provides heavy cover to its bearer. However, you can instead use it
as total cover, though you must give up your attacks to do so.

Shield Cost  AC Weight  Notes
Bonus

Tower Shield 30gp See text 45 lbs.

The shield does not provide cover against targeted spells; a spellcaster
can cast a spell on you by targeting the shield you are holding. You
cannot bash others with a tower shield, nor can you use your shield
hand for anything else. When employing a tower shield in combat, you
take a -2 penalty to attack rolls because of the shield's encumbrance.

includes pavises

New Equipment

Poison
The table below rates poisons for four different factors - method, onset,
damage, and cost/dose.

Those poisons which commonly appear in the game, such as that
delivered by the sting of a giant centipede, are given a specific rating
for convenience. Poisons are not listed by name here, since this is
neither a scientific text nor a primer on the deadly nature of many
plants and animals.

Class Method Onset Damage Cost/Dose
A Injected 10-30 minutes  4dé6/0 25 gp

B Injected  2-12 minutes  6dé/1dé 50 gp

C Injected  2-5 minutes 8dé6/2dé 250 gp
D Injected 1-2 minutes 10dé/2dé 500 gp
E Injected  Immediate Death/6dé 1000 gp
F Injected  Immediate Death/0 500 gp
G Ingested  2-12 hours 6dé6/3d6 150 gp
H Ingested  1-4 hours 6d6/3dé 150 gp

| Ingested  2-12 minutes  10dé/4dé 600 gp
J Ingested  1-4 minutes Death/6dé 800 gp
K Contact  2-8 minutes 2d6/0 5gp

L Contact  2-8 minutes 3d6/0 10 gp
M Contact  1-4 minutes 6dé/2dé 40 gp

N Contact 1 minute Death/8dé 1500 gp
@] Injected  2-24 minutes  Paralysis/- 500 gp
P Injected 1-3 hours 2d6 STR/- 250 gp

Method: The method is the new way in which the poison must normally
be used to have full effect. Injected and ingested have no effect on
contact. Contact poisons have full effect even if swallowed orinjected,
since both are forms of contact. Injected or ingested poisons have a
reduced effect if administered in the opposite manner, with the victim
of the poison getting a +4 bonus to their Saving Throw.

Onset: Most poisons require time to work their way through the system
to reach the areas they affect. Onset is the time that elapses before
the poison's effect is felt. The effect of immediate poisons is felt at the
instant the poison is applied.

Strength: The number before the slash lists the Hit Points of poison
damage suffered if the Saving Throw is failed. The number after the
slash lists the poison damage taken (if any) if the Saving Throw is
successful. Where "Death” is listed, all Hit Points are immediately lost,
killing the victim. Note that in some cases a character may roll a
successful Saving Throw and still die from the Hit Point loss.

Paralytic poisons leave the character unable to move for 2dé hours. His
body is limp, making it difficult for others to move him. The character
suffers no other ill effects from the poison, but his condition can lead to
quite a few problems for his companions.

Debilitating poisons weaken the character, dealing 2dé points of
Strength ability damage.

The DC of purchased poisons is 15, while the natural venom or toxins is
equal to 10 + % of creature’s Hit Dice. Increasing the DC of a
purchased poison also increases its cost. For every +2 to the DC, double
the listed cost.

Treating Poison Victims: Fortunately, there are many ways a character
can be treated for poison. Several spells exist that either slow the onset
fime, enabling the character the chance to get further tfreatment, or
negate the poison entirely. However, Cure Wounds spells do not
negate the progress of a poison, and the Neutralize Poison spell doesn't
recover Hit Points or ability damage already suffered due to the effects
of poison.

In addition, characters with proficiency in the Herbalism or Medicine
skill can take steps to reduce the danger poison presents to player
characters. On a successful skill check before the poison’s onset, the
victim gains a second Saving Throw at +2.

Creating New Poisons: Using the three basic characteristics - method,
onset, and strength - and bearing in mind the debilitating and
paralyzing effects of some poisons, it is possible to create new varieties.

However, always infroduce poisons and poisonous creatures with great
care, especially when dealing with low-level characters. Unlike most
other ways a character can be hurt, the life or death of a poisoned
character often depends on a single die roll. It is essential that
characters be treated fairly, or their players will quickly lose interest in
the game.

Siege Devices
The following devices are used when laying siege to, or defending, a
fortification.

Siege Devices Cost Damage Crew
Cauldron, suspended 200 gp Varies 2
Gallery, covered 1,500 gp None 8
Hoist 600 gp None 4
Mantlet, movable 90 gp None 6
Ram 1,000gp  2dé+6* 10
Ram catcher 120 gp None 2
Siege tower 2,000 gp None 20
Sow 1,000gp  2dé+6* 10
" Damage possible only if victim is directly in front of
device.

Cauvuldron, Suspended: A huge iron pot for boiling or flaming liquid. It is
suspended in such a manner so as to allow it to be tipped easily in order
to spill its contents on attackers. Those climbing up a wall section
beneath a tipped cauldron must make a DC 20 Dexterity Saving Throw
fo avoid the contfents.

Gallery, Covered: A sometimes movable construction also known as a
tortoise, typically a heavy timber frame, with green hides protecting the
wood. It has a double roof, one peaked to shed missiles and liquids. It
is used to provide cover for attackers operating against a wall; width
12', height 12, length 20'.

Hoist: A frame with fulcrum and lever, the lever equipped at one end
with a basket which can hoist up to 4 attackers to a height of 30" to
assault a construction.



Mantlet, Movable: A wooden wall, with wheels for fransport, and a slit
for archery. It is typically ' wide, 8' long, and several inches thick. The
mantlet is slanted backward at a slight angle.

Ram: A movable gallery equipped with a heavy log suspended from
two roof beams by chains. The log is shod in iron and used to batter
through defenses.

Ram Catcher: A fork or hook of iron on a long pole. It is lowered by
defenders to catch and hold a ram (or sow) at work on a wall. The
defenders then raise the catcher to disable or break the ram.

Siege Tower: A mobile wooden tower, typically a beam frame with slats
and green hides fo protect it from fire. It is 15' square at the base, 40’
high, with a 10" square parapet at the top. At 30" height there is a
drawbridge 10' square. The lower portion is for locomotion. A ladder
leads up the back or interior to drawbridge deck and the upper
parapet, with two intermediate floors. The wooden walls are usually 1
foot thick.

Sow: A pick/screw device, otherwise conforming to the ram, for use
against stonework. Only screw-equipped sows are able to cause
damage to earth-built fortifications.

Siege Weapons
The following section gives details on the cost, crew requirements, and
use of ranged siege weapons.

Ranged Siege Weapons  Type Cost

Ballista Direct-fire weapon 300 gp
Indirect-fire

Catapult, heavy weapon 800 gp

’ Indirect-fire

Catapult, light weapon 600 gp

Trebuchet Indirect-fire 1,000 gp
weapon

Ballista: A war engine also known as a mangonel or scorpion, which
fires a heavy, spear-like missile. The cost of missiles for a ballista is
comparable to javelins. Ballistae deal piercing damage.

Catapult, Heavy (Onager): A heavy catapult is a massive engine
capable of throwing rocks or heavy objects with great force. Because
the catapult throws its payload in a high arc, it can hit areas out of its
line of sight but cannot hit targets closer than 100" away.

If the atftack roll succeeds, the catapult stone hits the 5’ square the
catapult was aimed at, dealing the indicated damage to any object
or character in the square. Characters who succeed on a Dexterity
save take half damage. Catapults deal bludgeoning damage.

Once a catapult stone hits a square, subsequent shots hit the same
square unless the catapult is re-aimed or the wind changes direction or
speed.

If a catapult stone misses, roll 1d8 to determine where it lands. This
determines the misdirection of the throw, with 1 being back toward the
catapult and 2 through 8 counting clockwise around the target square.
Then, count 3 squares away from the target square for every range
increment of the attack.

Loading a catapult takes 4 rounds, while re-aiming the weapon takes
3rounds. A heavy catapult takes up a space 15 feet across.

Catapult, Light: A light catapult is a smaller, lighter version of the heavy
catapult. It functions as the heavy catapult, except that it only takes 2
rounds to re-aim the catapult. A light catapult takes up a space 10
feet across.

Trebuchet: A large siege engine which fires very heavy missile loads a
great distance by means of lever and counterpoise. It functions as a
heavy catapult.

Rate of
Engine or Device Range Damage Fire Crew
Ballista 120’ 3dé /3 2
Catapult, Heavy 200’ 4dé 1/4 6
Catapult, Light 150’ 3dé 1/4 4
Trebuchet 250’ 5dé 176 8

Attacking with Ranged Siege Weapons: When firing any ranged siege
engine, the crew chief makes an attack against an AC of 15. This

Dungeon Master's Guide 23

attackroll is not modified by any crew member’s Dexterity bonuses but
is modified for range and as noted on Ranged Siege Weapon Attack
Modifiers table below. Crew chiefs with the Profession: Siege Engineer
skill may add their Proficiency Bonus to their attack roll.

Field of Fire: The arc of fire of missile engines is as follows:
o Ballista 45° |eft or right
e Catapult, Heavy 15° left or right
e Catapult, Light 30° left or right
e Trebuchet 10° left or right

Cover: Intervening objects will not be likely to interfere with the flight of
arched missiles from catapults or frebuchets, unless they impose
themselves near the engine or the target. Thus, a trebuchet could arch
its missile over a 40" high wall which was more than 100" distant from it.
As ballista missiles are on a flat trajectory (they are direct-fire weapons)
objects between the engine and the target will interrupt the flight path
of these missiles.

Normal cover and concealment rules apply for ballistae and similar
direct-fire siege weapons.

Ranged Siege Weapon Attack Modifiers

Target Adjustment
Target stationary 3=
Target moving at 45’ per round or less +0
Target moving at 60’ per round or more -2
Target is Medium-sized or smaller -2
Target is Large-sized +0
Target is Huge (includes small structures) +2
Target is Gargantuan (includes medium structures) +4
Target is a large building, castle wall, et cetera +6
Winds are calm il
Winds are light-to-moderate +0
Winds are strong-to-severe =2
Winds are stronger than severe -4
Weapon Type Adjustment
Direct-fire weapon +4
No line of sight to targeted square -6*

" This penalty can be offset by 2 per previous miss if the
crew can see where the most recent miss landed.
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ABILITY CHECKS
Saving Throws

The Saving Throw is a die roll that gives a chance, however slim, that
the character or creature finds some way to save himself from certain
destruction, or at least lessen the damage of a successful attack.

More often than not, the Saving Throw represents an instinctive act on
the part of the character - diving to the ground just as a fireball
scorches the group; blanking the mind just as a mental battle begins;
blocking the worst of an acid spray with a shield. The exact action is
not important. DMs and players can think of lively and colorful
explanations of why a Saving Throw succeeded or failed. Explanations
tailored fo the events of the moment enhance the excitement of the
game.

Rolling Saving Throws

As stated in the Player’'s Handbook a Saving Throw is simply a check for
a character to avoid damage or other unwanted alteration or harm
caused by a creature's abilities and/or specific situations or effects.
Saving Throws are unique only in that the character is being acted on
and the attacks or events causing it need clarification.

A Saving Throw is an ability check. A player rolls a d20, adds his
character's Proficiency or Common Ability bonus (depending on
whether or not the character has proficiency in a given ability score’s
saves or not) and the appropriate ability modifier.

The DC for Saving Throws is usually equal to:
e 10 plus the 2 of creature’s Hit Dice for their special attacks

e 10 plus the spell level + the applicable ability modifier of the caster
to resist a spell’s effects

e 10 plus %2 of the level of the character when saving against class
features, traps set by that character, poisons brewed by that
character, efc.

The Dungeon Master may also give bonuses orimpose penalties due to
circumstance and situation. The results of failed Saving Throws for a
particular type are explained below.

Monsters, creatures and non-player characters are also often required
to make Saving Throws when reacting to attacks by a character,
especially spells. Monster Saving Throws function in the same manner,
substituting Hit Dice in place of the level when determining their
Proficiency bonus, which is applied to all Saving Throws. Unlike player
and non-player characters, they do not add specific ability modifiers
to their Saving Throws (unless otherwise stated in their description).

Note that roling a "natural 20" (a *20" is rolled on your d20) always
indicates success on a Saving Throw roll while roling a “natural 1"
always indicates failure.

Modifying Saving Throws

Saving Throws can also be modified by magical items and special
situations, as determined by the DM. These modifiers can increase or
decrease the chance of a successful Saving Throw.

Modifiers that increase the chance are given as a number preceded
by a plus sign. Modifiers that make success more difficult are given as
a number preceded by a minus sign (-1, -2, etc.). Saving Throw
modifiers affect a character's die roll, not the DC of the Saving Throw.

Magical items like cloaks and rings of protection give bonuses to a
character's Saving Throw (these are listed in the item descriptions in the
appendices).

Specific spells and magical items have effects, both good and ill, on a
character's Saving Throws. Sometimes, spells force the victim fo save
with a penalty, which makes even the most innocuous spell quite
dangerous. Specific information can be found in the spell descriptions,
for spells, or in the Magical Items section, for magical items.

Unpredictable situations are sure to crop up. When this happens, the
DM must determine whether Saving Throw modifiers are appropriate.
As a guideline, modifiers for situations should range from -4 to +4. An
evil cleric attacked in his shrine could very well have a +2 bonus to all
his Saving Throws and a -2 penalty applied to those of his enemies. The
powerful evil of the place could warrant the modifier.

DM modifiers should be used sparingly, and only when appropriate. If

constantly assigned, they will no longer feel special to the player whose
character's fate hangs on the toss of a single die.

Saving Throw Priority

Sometimes the type of Saving Throw required by a situation or item isn't
clear, or more than one category of Saving Throw may seem
appropriate. In such cases, use the more specific Saving Throw, where
applicable.

Example: Imagine that an ogre is struck by the ray from a wand
of polymorphing. Both a Saving Throw vs. Magic/lllusion and a
Saving Throw vs. Petrification/Polymorph would be appropriate.
But the ogre must roll a Saving Throw vs. Polymorph because that
classification is more specific than Magic/lllusion.

More information on Saving Throws, including details regarding Item
Saving Throws is provided below.

e Breath Weapon (Dexterity or Constitution): Any character caught
in the area of effect of a breath weapon must make the
appropriate Saving Throw or suffer the breath weapon's full
effects. The type of Saving Throw necessary is described with the
monster or spell that causes the Saving Throw. Generally, the
character must dodge the effects of a breath weapon, so a
Dexterity save is appropriate, though gaseous cloud breathe
weapon attacks require a Constitution Saving Throw.

e Charm (Charisma): Charm spells or spell-like abilities allow a
Charisma Saving Throw to avoid being overcome by the charm.
A failed save means the character suffers the effect of the Charm
spell or effect.

o Confusion (Wisdom): Confusion spells or spell-ike powers allow a
Wisdom Saving Throw to avoid being overcome by confusion. A
failed save means the character becomes confused, as per the
Confusion spell, for an amount of time specified by the spell or
ability.

o Death Attacks (Charisma): Death Attacks are rare and only a few
monsters and the rare artifact have them. In most cases, Death
Attacks allow the victim fo make a Charisma save to avoid the
affect, but if the save fails the character will die instantly.

« Disease (Constitution): When a character is injured by a disease
attack such as from a mummy, touching an item smeared with
diseased matter, or consumes disease-tainted food or drink, the
character must make an immediate Constitution Saving Throw. If
the character succeeds, the disease has no effect, for the immune
system has fought off the infection. If failed, damage occurs after
an incubation period. The description for each disease will give
the details on the effects following the incubation period.



e Energy Drain (Constitution): An Energy Drain aftack takes away

levels or ability score points from the victim unless a successful
Saving Throw is made. Most Energy Drain attacks require a
successful melee attack. Mere physical contact is not enough. The
full effect of an Energy Drain, such as the number of levels taken
away, is specified in the monster, magic item, or spell description
causing the drain. If it is not specified, 1 level is removed.

A character who loses a level this way suffers the effects of the
drain immediately. The character loses one Hit Die of Hit Points of
the appropriate class, and all other class features are reduced to
the new level. The victims experience point total is immediately set
to the midpoint point of the previous level.

A character drained below 1st level is instantly slain. Depending on
the creature that killed the character, the character may rise the
next night as a monster of that kind. If not, the character rises as a
wight.

Lost levels or ability score points remain until removed by spells,
such as Restoration, or other means. Sometimes level or ability
score loss is temporary and will return to normal in a day's time. A
creature gains temporary Hit Points each time it successfully uses
its innate Energy Drain ability. Unless specified otherwise, the
creature gains the amount of Hit Points that the victim loses.
Energy Drain through spell or magic item does not grant
temporary Hit Points unless their description indicates otherwise.

Fear (Charisma): Spells, magic items, and certain monsters can
affect characters with fear. The character facing a monster that
emanates fear or who has a spell cast upon him makes a
Charisma Saving Throw to resist the effect. A failed roll means that
the character is affected by the fear, as detailed in the spell or
monster description.

Gaze Attack (Wisdom): Each character within range of a Gaze
Attack must attempt a Saving Throw each round at the beginning
of his turn. Generally, the character can avoid the gaze with a
successful Wisdom save. In many instances, the situation is more
appropriately handled without a Saving Throw through narrative
and roleplaying. If necessary, the Dungeon Master may require a
Saving Throw. Failure indicates the character was unable to avoid
the gaze and suffers its effect.

Magic/lllusion (Intelligence or Wisdom): This category is for spells
cast by creatures or from scrolls. It is a catch-all for magic not
covered by one of the other Saving Throw categories. Arcane or
divine spells cast by a magic item or other object, or spell-like
abilities possessed by creatures or items usually allow a Saving
Throw to negate, lessen, avoid, or resist their effects. If the type of
magic is arcane, then an Intelligence Saving Throw is made. If
divine, then a Wisdom Saving Throw is made.

In some cases, the specific effect of the spell calls for another type
of Saving Throw. All Charm spells, whether cast by creature, item,
or spell-like ability require a Charisma Saving Throw. Other Saving
Throw categories not covered by this catch-all would include
paralysis, Polymorph, Energy Drain, Death Attack, and fear.

Paralysis/Constriction (Strength): Some monsters and spells have
the supernatural or spell-like ability to paralyze or hold victims,
immobilizing them through magical means. Paralysis works on a
character's body, but a character can usually resist it with a
Strength Saving Throw. The effects of spell, monster constriction,
and/or paralysis are discussed above in the spell descriptions orin
the Monstrous Manual.

Petrification/Polymorph (Wisdom): Arcane and divine magics can
cause creatures and characters to change their shapes,
sometimes against their will. The victim may make a Wisdom
Saving Throw to resist the Polymorph. Polymorphed creatures
retain their own minds but have new physical forms.

A petrified character is not dead if a majority of the body is intact.
No movement or actions of any kind can be made, not even
mental ones while petrified. Strength and Dexterity scores are
effectively (but not actually) reduced to 0. There is no awareness

Dungeon Master's Guide 25

of whatis occurring since all of the senses have ceased operating.
If a petrified character cracks or breaks but the broken pieces are
joined with him as he returns to flesh, he is unharmed. If the
character's petrified body is incomplete when returned to flesh, so
is their restored body.

Poison (Constitution): When a character takes damage from a
poisoned weapon, an item smeared with contact poison,
consumes poisoned food or drink or is otherwise poisoned, he must
make a Constitution Saving Throw. If he fails, he suffers the poison's
initial damage. Even if he succeeds, he typically faces more
damage a short time later. Sometimes, the additional damage
allows for another Saving Throw.

Spells (Variable): Arcane and divine spells sometimes allow a
Saving Throw to negate, lessen, avoid, or resist the effect. Each
spell description indicates the type of Saving Throw including those
spells cast from scrolls, wands, rings or other magical devices.

Traps (Dexterity): When a character sets off a trap, a Dexterity
Saving Throw is allowed to avoid all or some of the effects of the
frap. Each trap is unique and the effects of a successful or failed
Saving Throw should be designated beforehand.

Voluntarily Failing Saving Throws: No Saving Throw is made if the target
voluntarily chooses not to resist the effect of a spell or special attack.
This is the case even if the character was duped as to the exact nature
of the spell. When a character announces that he is not resisting the

spell’

s power, that spell (or whatever) has its full effect.

The infention not to resist must be clearly stated or set up through

frickery, however.

If a character is attacked by surprise or caught

unawares, he is normally allowed a Saving Throw. Only in extreme
cases of frickery and deception should an unwitting character be
denied a Saving Throw.

ltem Saving Throws

Held or Worn Items: Unless the descriptive text for a spell (or attack)
specifies otherwise, all items carried or worn by a creature are
assumed to survive a magical attack. If a creature rolls a “natural
1" on its Saving Throw against the effect, however, 1d4 exposed
items are harmed (if the attack can harm objects). Refer to the
table below to determine the order in which items are affected.
Determine which objects carried or worn by the creature are most
likely to be affected and roll randomly among them. The randomly
determined items must make a Saving Throw against the attack
form or take whatever damage the attack dealt.

Magic Items: Magic items always get Saving Throws. A magic
item’s save bonus equals half its creator's level (if known) or (if not
known) +5 for single-used or charged items and +8 for permanent
magical items. A held or worn magic item either makes Saving
Throws as its owner or uses its own Saving Throw bonus, whichever
is better.

Unatftended Mundane Items: Mundane, unattended items never
make Saving Throws. They are considered to have failed their
Saving Throws, so they are always fully affected by spells and other
attacks that allow Saving Throws to resist or negate. An item held
or worn by a character makes Saving Throws as the character
(that is, using the character’s Saving Throw bonus).

Order ltem

1st Shield

2nd Armor

3rd Magic helmet, hat, or headband
4th ltfem in hand (including weapon, wand, or the like)
5th Magic cloak

6th Stowed or sheathed weapon

7/in Magic bracers

8th Magic clothing

9th Magic jewelry (including rings)
10th Anything else
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ADVENTURING

Time

The passage of time in an AD&D campaign can have relatively minor or
extremely significant effects on the play of the game. The importance of
fime is decided almost entirely by the DM. Some DMs care very little
about strict timekeeping; others tfrack every moment of action, using a
rigid calendar. Either method is acceptable and each has its
advantages and disadvantages. The two can even be combined, as
appropriate to the situation.

Regardless of how time is handled, some fimekeeping is unavoidable:
Combats must be fought in rounds; spells have specific durations which
become important as characters explore caverns and ancient ruins;
hours and days are used to measure overland travel; characters must
sleep sometime.

However, most passing time occurs within a single adventure: Spells rarely
carry over from adventure to adventure (unless the session is stopped with
the characters lost in winding caverns or the like); rounds of combat, while
taking several game minutes, don't affect or spill over into subsequent
adventures; days of travel often have no effect other than healing and
the consumption of supplies.

If the DM wants, this is the only sort of timekeeping required. Time passed
in previous adventures has little or no effect on the current session - each
session or adventure is distinct and separate.

Example: In one adventure, the characters spend a few hours in the
dungeon, get injured, have some success, and return wounded.
The night's game session ends with them returning to their home
base. Next game session, the DM announces, “A week or so has
passed since you last went out. Everybody is healed and rested.
People with spells can pick new ones.” the DM has chosen not to
worry about the passage of time in this instance. An entire
campaign can be played this way.

Example 2: In one adventure, a group of characters travels for three
weeks and has several encounters, ending camped outside some
ruins. The next session starts after the characters have camped for
five days, so they can heal their wounds. Several hours pass as they
explore the ruins, but no one is particularly hurt when they return to
camp, and the game session ends.

The next session starts the morning after their previous adventure,
everyone having gotten a good rest. The characters set out again.
They spend a week on the road and arrive at a village. Here, the
magic-user insists everyone wait while he researches a vital spell.
Again, the game session ends.

There is nothing wrong with this method, nor is it particularly unrealistic.
Medieval travelers often stopped at friendly or safe havens for long
periods while on their way fo a final destination. There was little pressure
to hurry. Using this simple time-tracking approach frees the DM from
many of the concerns of timekeeping and, most of all, it is easy.

Detailed Timekeeping

As noted, however, there are disadvantages to such simple fime-
fracking. Problems become more pronounced as the characters
advance in level, your campaign world becomes larger, and more
players take part in your game.

At low levels, characters tend to go on short adventures. A few hours in
the dungeon followed by a speedy return is about all they can survive.
Therefore, it is easy to have a week's interval within adventures, since the
fime passed does not impact on the characters' activities. As characters
reach higher levels, however, their ambitions grow and their adventures
become longer. More precise time-tfracking proves useful.

More precise methods can become unworkable, however, when player
characters split into small groups, undertaking separate, simultaneous
adventures. If one group sets out on a long journey while the rest of the
party stays in the city, their game sessions are going to be at very different
fime scales.

In their first session, the city dwellers may go on a short dungeon
expedition. Several hours of game fime (the amount of imaginary time
spent on the adventure) pass. The DM then has a session with the
fravelers, and they spend three weeks of game time in the wilderness
during their game. There is now a game time difference between the

two groups of three weeks minus one day!

If the travelers return to the city at the end of their adventure, the group
in town must suddenly be moved forward in tfime to catch up with them
if both groups wish to adventure together. Fortunately, this is not a great
problem. The DM can simply say, “Three weeks have passed and you are
all reunited again.”

The city adventurers can spend those three weeks doing background
work - fraining, researching spells, making a minor magic item, building a
house, etc. This is a good use of free time. However, if one of the city
characters decides to join the tfravelers (perhaps using a teleport spell to
catch up with them suddenly), the three-week difference becomes a
problem. Was that character actually with the traveling group for three
weeks without doing anything? Must he wait for three weeks before he
can join them?2 What if the other characters in fown want to adventure
more during that time? At this point, keeping track of time (or having the
players do it) becomes pretty important.

Preparing a Calendar

One advantage of careful timekeeping is the detail and flavor it adds to
the DM's campaign. If a calendar is kept, the DM has a way of recording
the passing seasons, holidays, months, cycles of the moon, or other details
that give a world life.

Clerics have holy days to observe, werewolves become more prevalent
near full moons, snows come, and birds fly south. All of these are events
that happen during the course of a year and make a world seem more
real. Without some type of calendar, the DM has nothing fo base his
campaign on.

Preparing a calendar does take time. The easiest method is to buy a
small pocket calendar for the current year. Start the campaign on the
same date as the first adventure. Thus, if the first game is played on April
3d, the campaign starts on that day. The real calendar and game
calendar will get out of sync quickly, but at least there will be a record of
seasons, moons, and important dates. This is a good starting point, but a
modern calendar is not the same as that used in medieval times and
certainly not the same as one used for a fantasy world. You'll want to
customize your calendar with details from your game world. So, what
types of details should be included?

The basics have to be determined. Aside from recording the length of
years, months, and weeks (which can be anything the DM decides), the
calendar should also hame them. You can use real names or you can
be quite fanciful (the Winter of the Broken Moon or the Moon of Popping
Trees, and so on). Have fun.

Physical cycles can be worked out. When do the seasons fall2 When are
the phases of the moon? When do the equinoxes and solstices occur?
Strange and magical events often happen at these times.

Religious observances should be added. All major player character
religions should be assigned holy days, so that player character priests will
have something to observe. There are normally a lot of these, and they
will vary from region to region. Medieval calendars observed over 100
different holy days for saints or special events. Create your own such
calendar, being sure to add special observances particular to each
kingdom, empire, or region. These might include the king's birthday, the
date of a titanic victory over the infidel, the opening of a market fairin a
nearby city, or the annual harvest festival.

Fantastic and special events are clearly an important part of a fantasy
world's calendar. These can be anything imaginable - the annual
visitation of a ghostly castle, the bi-monthly tribute demanded by the evil
wizard, the night-march of mysterious nomads, or the seasonal migration
of the wyverns. The local princess may have animpending wedding. The
army may prepare for the annual campaign against the orc hordes. The
death of an important official may require a set period of mourning. All
of these can be used to fill up a calendar.

Clearly, setting up a detailed calendar takes planning and time. Events
must be created and assigned to specific dates. Furthermore, the DM
must have some idea of what happens during each event, preferably
something that makes it different from all others.

Time as a Game-Balancer

Finally, remember that time can be used quite effectively to balance a
campaign. With it, a DM can prevent an adventuring party from
achieving too wide a spread of character levels. If one character is



advancing faster than the others, that person's progress can be slowed a
little by carefully enforcing the rules for researching, training, and healing.
If several people are outpacing the rest of the group, they can be
required to go on longer adventures, ones that take more game time
(but not playing time) to complete.

At the same time, characters who are lagging in level can have fime
restrictions relaxed a little. The day-to-day drudgeries go a little quicker
for these characters, and their adventures require shorter amounts of
game time. This will allow them to undertake several adventures to the
other group's one or two, giving the lower level characters a chance to
catch up. Although on the surface such things look unfair, most players
will realize the DM is doing this for the best of all players involved.

Movement

The Player's Handbook gives rules for player character movement on
foot. However, feet and walking are not the only ways a character can
get around. In the AD&D game world, characters can ride horses,
bounce along on camels, sail aboard ships, and even fly winged
mounts. Clearly there are many different forms of conveyance, the
most common of which are covered here.

Character Movement

As detailed in the Player's Handbook, a character may move up to their
Movement Rate each round (assuming that take no other action and
are notf running). Assuch, a character with a 60’ Movement Rate may
move up to 60" each round (or é' per second) while one with a 45’
Movement Rate may move up to 45’ perround (or 4" per second).

Each minute of normal movement multiplies a character's Movement
Rate by 6 (as there are 6 rounds in 1 minute). Thus, a character with a
60" Movement Rate would move 360’ per minute while a character
with a 45" Movement Rate would move 270" per minute.

Calculated to the hour, a character with a 60" Movement Rate should
be able to travel 4.09 miles. Due to the fact that long-distance travel
is, by necessity, slower in pace than the quick bursts of movement
required by combat, it is assumed that a character with a 60’
Movement Rate travels around 3 miles per hour. To calculate a
creature’s hourly rate of travel, simple divide their Movement Rate by
20 (every 5’ of MR = 4 mile per hour).

Distance traveled per:

Movement Rate Round Minute Hour Day

5" (1") 5 30’ Va mile 2 miles
10" (2") 10’ 60’ Y2 mile 4 miles
15" (3") 15 90’ % mile 6 miles
30" (6") 30’ 180’ 1% miles 12 miles
45’ (9") 45’ 270’ 2 Yamiles 18 miles
60" (12") 60’ 360’ 3 miles 24 miles
75" (15") 75’ 450’ 3% miles 30 miles
90' (18") 90’ 540’ 4% miles 36 miles

Walking and Running
While moving at the different movement scales, creatures generally
walk or run.

Walking: In a day of normal walking, a character walks for 8 hours. The
rest of the daylight time is spent making and breaking camp, resting,
and eating.

A character or mount can walk for more than 8 hours in a day by
making a forced march. For each hour of marching beyond 8 hours, a
Constitution Saving Throw (DC 10, +2 per extra hour) is required. If the
check fails, the character takes 1d3 points of Constitution damage. A
character or mount that takes any damage from a forced march
becomes fatigued (see page 241). Eliminating the Constitution ability
damage also eliminates the fatigue. It's possible for a character to
march intfo unconsciousness by pushing himself too hard.

Running: Characters may take the Run action, tripling their listed
Movement Rate, for 12 rounds (2 minutes) before risking fatigue. This
number of rounds is adjusted by a character’s Constitution modifier as
follows:

Characters with exceptional Constitution scores multiply the number of
rounds by 1 + their CON bonus.

Characters with low Constitution scores divide the number of rounds by
1 + their CON penalty (treating negative values as positive).
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Examples:

A character with an 18 Constitution score may run for 48 rounds:
12 rounds x (1 + 3)

Another character with a 3 Constitution score may run for 3
rounds: 12 rounds + (1+3)

Characters with proficiency in the Athletics skill multiply this result by
their Proficiency Bonus. As such, a character with an 18 Constitution
may normally run for 48 rounds. If that same character were 10t level
and had proficiency in Athletics, he'd multiply 48 by his Proficiency
Bonus (5) to determine how long he could run. As such, he could run
for 240 rounds without difficulty (40 minutes).

Every round spent running beyond this point forces the character to
make DC 6 Constitution Saving Throw, with a cumulative, +2 DC
modifier, for each round beyond that. A failed Saving Throw indicates
that the character suffers 1 point of Constitution damage and is
fatigued. Eliminating the Constitution ability damage also eliminates
the fatigue.

Evasion and Pursuit

When resolving short chases, it's impossible for a slow character to get
away from a determined, faster character without mitigating
circumstances such as challenging terrain or limited visibility. Likewise,
it's no problem for a fast character to get away from a slower one. For
extended chases, however, endurance becomes an important
consideration in determining the results of a pursuit.

When the speeds of the two concerned characters are equal, there's
a simple way to resolve a chase: If one creature is pursuing another,
both are moving at the same speed, and the chase continues for at
least a few rounds, have them make opposed Dexterity checks to see
who is the faster over those rounds. If the creature being chased wins,
it escapes. If the pursuer wins, it catches the fleeing creature.

Sometimes a chase occurs overland and could last all day, with the
two sides only occasionally getting glimpses of each other at a
distance. In the case of a long chase, an opposed Constitution check
made by all parties determines which can keep pace the longest. If
the creature being chased rolls the highest, it gets away. If not, the
chaser runs down its prey, outlasting it with stamina.

Hampered Movement

Difficult terrain, obstacles, or poor visibility can hamper movement.
When movement is hampered the character’'s Movement Rate is
penalized. You can't run or charge through any square that would
hamper your movement.

The following chart provides some guidelines for movement penalties.
Multiply the character's Movement Rate by the listed fraction to
determine their hampered Movement Rate. If more than one penalty
applies, multiply the penalties together and then apply them the
character’'s Movement Rate (i.e. A character walking through dense
fog in the tfrackless jungle moves at 3/16 of his normal Movement Rate:
% x 4 = 3/16). Unless a creature is immobilized, assume that it may
move at least 5’ each round in spite of terrain, obstacles, and/or poor
visibility.

Terrain Highway Road or Trail Trackless
Blind x1/2 x1/2 x1/4
Dense fog x3/4 x3/4 x1/2
Desert, sandy x1 x1/2 x1/2
Forest X1 x1 x1/2
Heavy snow x3/4 x3/4 x1/2
Hills x1 x3/4 x1/2
Jungle x1 x3/4 x1/4
Moor X1 x1 x3/4
Mountains x3/4 x3/4 x1/2
Plains x1 x1 x3/4
Swamp x1 x3/4 x1/2
Tundra, frozen X1 x3/4 x3/4

Aerial Movement

Once movement becomes three-dimensional and involves turning in
midair and maintaining a minimum velocity to stay aloft, it gets more
complicated.
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Flying: Most flying creatures have to slow down at least a little to make
a turn, and many are limited to fairly wide turns and must maintain a
minimum forward speed. Each flying creature has a maneuverability
class, as shown on the table below. A creature’s maneuverability class
is noted inits entry within the Monstrous Manual. The entries on the table
are defined below.

Manevuverability Class

Perfect Good Average Poor Clumsy
(A) (B) (€) (D) (E)
Min. Speed None None Half Half Half
Hover Yes Yes No No No
Backward Yes Yes No No No
Reverse Free =5 ft. No No No
Turn Any 90°/5' 45°/5' 45°/5' 45°/10'
Turn in Place Any +90°/-5"  +45°/-5 No No
Maximum Turn Any Any 90° 45° 45°
Up Angle Any Any 60° 45° 45°
Up Speed Full Half Half Half Half
Down Angle Any Any Any 45° 45°
Down Speed Double  Double  Double Double  Double
Btw.Down & Up O 0 5 10 20'

o Minimum Speed: If a flying creature fails to maintain its minimum
speed, it must land at the end of its movement. If it is foo high
above the ground to land, it falls straight down, descending 300
feet in the first round of falling. If this distance brings it to the
ground, it takes faling damage. If the fall doesn't bring the
creature to the ground, it must spend its next turn recovering from
the stall. It must succeed on a DC 12 Athletics check to recover.
Otherwise it falls another 600 feet. If it hits the ground, it takes falling
damage. Otherwise, it has another chance to recover on its next
turn.

e Hover: The ability to stay in one place while airborne.
e Backward: The ability to move backward without turning around.

e Reverse: A creature with good maneuverability uses up 5 feet of
its speed to start flying backward.

e Turn: How much the creature can turn after covering the stated
distance.

e Turn in Place: A creature with good or average maneuverability
can use some of its speed to turn in place.

e Maximum Turn: How much the creature can turn in any one
space.

¢ Up Angle: The angle at which the creature can climb.
o Up Speed: How fast the creature can climb.
e Down Angle: The angle at which the creature can descend.

¢ Down Speed: A flying creature can fly down at twice its normal
flying speed.

¢ Between Down and Up: An average, poor, or clumsy flier must fly
level for a minimum distance after descending and before
climbing. Any flier can begin descending after a climb without an
intervening distance of level flight.

Damage: Any winged creature that loses more than 50% of its Hit Points
cannot sustain itself in the air and must land as soon as possible. The
creature can glide safely to the ground but cannot gain altitude or fly
faster than half its normal Movement Rate. If no safe landing point is
available, the creature is just out of luck. Since the circumstances of a
crash landing can vary greatly, the exact handling of the situation is left
to the DM. The falling rules may come in handy, though a vivid
imagination may be even more helpful.

Aerial Attack Modes: 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 maneuverability
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 to any aerial monster:

e Aerial Servant: 120", class A. If forced to fight, an aerial servant
usually resorts fo battering.

e Broom of Flying: These devices must be moving at least half speed
to 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 requires a DC 15 Concentration Check while
riding a broom, though some magical devices (such as wands)
could be used without issue. 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 to
maneuverability, they can hover or move at any speed the
confroller desires (up to the stated maximum). While hovering or
moving slowly they are ideal platforms for spell- or missile-casting
(quick motion tends to disrupt magical concentration, even if the
spell-user is not the one controlling the carpet). They are not so
easily adapted to aerial melee, as passengers will tend to get
knocked off the carpet and fall to the ground. Attempts to weave
straps or seat belts into a flying carpet will generally destroy its
dweomer.

Chimera: 90', class E. The chimera is a clumsy flyer and prefers to
use its breath weapon in aerial battles. It can use its claws or
attack with one of its heads.

Cockatrice: 90', class C. The cockatrice 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
30 minutes before landing to rest. The cockatrice's power to turn
flesh to stone is an awful one, as it often need only hit to destroy its
enemies, and those petrified in the air usually fall and shatter!

Couatl: 907, class A. The couatl's favorite tactic is to throw loops
around other flying creatures and constrict them so that neither
couatl nor prey can fly. Both plummet to the earth, but the couatl
turns ethereal just before impact and thus escapes being crushed.

Daemon (Nycadaemon): 180', class D. Though heavy,
nycadaemons are powerful flyers, and can build up great speed
and momentum. They act much like flying battering rams, striking
for 2dé points of bludgeoning damage when they hit. A
nycadaemon will try to run its prey close to the ground and then
close for a grapple.

The wings will be used to batter and confuse and slow their fall, as
it attempts to bring its opponent down fo the ground where
leverage and its full physical strength can be brought to bear.

Demon (Succubus): 90', class C. Succubi prefer not to melee in
the air or on the ground, and will use guile, freachery, and
etherealness whenever possible.

Demon (Type I): 90', class C. These vulture-demons generally slash
with their rear talons.

Demon (Type IV and V): 60, class E and 75', class D. These two
huge demon types will try to bring their foes to the ground, much
like nycadaemons.

Devils:  All devils' power of illusion makes them difficult and
dangerous aerial opponents.

Devil (Erinyes): 105', class C. Erinyes will slash with their envenomed
dagger or use theirrope of entanglement to foul opponents' wings
and make them falll.

Devil (Horned Devil): 90', class D. Horned devils will attempt to
impale with their fork and rip with their tails as they pass.

Devil (Pit Fiend): 75, class D. These mightiest of devils will usually
attempt to force their prey to the ground, where they can leisurely
tear them limb from limb. Their clubs and tails are dangerous
weapons in the air.

Dinosaur (Pteranodon): 75", class C. These creatures' light bone
structure makes them unwilling to collide with other creatures in
the air, but if necessary they will attempt to spear with their long,
pointed beaks. Their preferred method of attack is to drop upon
earthbound creatures from above, lift them up to several hundred
feet and then allow them to plummet to their deaths.

Djinn: 120°, class A. Djinn, like all creatures from the aerial plane,
are nearly impossible to catch in the air. When a swooping
creature approaches them, they simply move aside. In addition,
their ability to create illusions and become invisible ensures that all
aerial combat will take place only when and where the djinn
desires. They are openly contemptuous of those who need wings
to fly, or magical aviators such as magic-users and efreet.



Dragons: 120" or 150°, class E. Lack of maneuverability due to
large size may seem to put 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 its claws (never
both). A dragon may choose to breathe on an approach and
then pass and slash with fang or claw.

Eagle, Giant: 240’, class D. Giant eagles commonly attack with
their talons. They share with their smaller cousins the ability fo
plummet almost to the ground and then suddenly breck their fall
and pull out or land safely.

Efreeti: 120°, class B. As with djinn, efreet use their invisibility and
illusion abilities to good effect in aerial combat.

Elemental, Air: 180’, class A. Air elementals gain + 1 to hit and +2
on each die of damage they inflict when fighting in the air. They
move in the same manner as djinn.

Fly spell: 120, class B. Utilizing a Fly spell requires concentration on
the part of the caster, so spells that do not require concentration
could be cast while flying, either while hovering or moving slowly.
If another creature is the target of the spell, it can act normally
since flying is as easy as walking to a recipient of the spell.

Gargoyle: 75", class C. Gargoyles will attempt to spear with their
horn or slash with their claws (never both).

Griffon: 150’, class C (class D when mounted). A griffon will either
slash with its forward talons or bite with its powerful beak.

Harpy: 75', class C. Harpies will use either their leg falons or a
weapon in aerial battle. Like eagles, they can plummet straight
down and then pull out.

Hippogriff: 180", class C (class D when mounted). Hippogriffs fight
in much the same manner as griffons.

Ki-rin: 240', class B. Ki-rin will generally attack with their horn to
impale.

Lammasu: 120, class C. Lammasu will use their claws if forced to
fight. They are hard to hit in the air, as they can Dimension Door
away from an attack path.

Levitation: Levitating creatures don't truly fly, and their movement
is generally limited to up or down. Levitating creatures that are
able to move freely are assumed to be class A. Otherwise, the
power does not grant any maneuverability and so is not assighed
a class.

A levitating creature that attacks with a melee or ranged weapon
finds itself increasingly unstable; the first attack has a -1 penalty on
attackrolls, the second, -2, and so on, to a maximum penalty of 5.
A levitating creature can use an action to make an Acrobatics skill
check, with a DC equal to the spell’s Saving Throw DC, to stabilize
and remove this penalty.

Manticore: 90, class E. Manticores are clumsy flyers, but they will
not hesitate to fling their tail spikes at opponents who come too
close. They can also employ their front 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 above a melee to
gain a positional advantage for the purpose of spell- or missile-
casting. This actually isn't as easy as most players would like to think
it is, as the different forms of magical flight often have
requirements which interfere with such actions.

Pegasus: 240', class C (class D when mounted). In flight, pegasi
fight with their front hooves.

Peryton: 105, class C. A peryton will attempt to impale with its
sharp horns.

Pseudo-Dragon: 120’, class B. Pseudo-dragons rely on their
poisonous stingers in aerial combat.

Roc: 150", class E. Rocs generally attack using their huge and
powerful talons. 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: 120, class C. Shedu will strike with their powerful hooves if
they become involved in aerial combat, though their power to
become ethereal allows them to avoid this if they so desire.
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e Sphinx: 120", 150, or 180, class D. The various sphinxes nearly
always employ their fore claws in an aerial battle, though the roar
of the androsphinx is also a potent weapon, as it weakens
opponents and could make them unable to fly.

e Wings of Flying: These devices are maneuverability class C and
the wearer must be moving at least half speed to maintain flight.
Though the wings leave the aviator's hands free for fighting, it is
impossible to concentrate enough to cast spells due to the
continual bodily motion involved. This does not prohibit the use of
some magical devices that duplicate spell effects (rings, wands,
etc.). Like an eagle, the wearer of wings of flying can plummet a
great distance and sfill pull out safely if the wings have not been
previously damaged.

o Wyvern: 120, class E. On an atftack pass, a wyvern will attempt to
either bite or sting.

Flying Mounts: Most flying mounts will be either griffons, hippogriffs or
pegasi. All of these should be very difficult to acquire, and even harder
to train. None of these types will mix with the others (griffons will eat
pegasi or hippogriffs if given a chance, and hippogriffs confined with
pegasi will bullyrag them whenever possible).

e Griffons are often nasty and bad-tempered. If captured when
very young and trained, however, they can become fiercely loyal
mounts. Their loyalty is non-fransferable once fixed, so they must
be disciplined and trained solely by the intended rider. The griffon
must be frained and exercised by its owner on a fairly regular basis
while it is a fledgling (up to age six months) in order to accustom it
to his or her presence and the bridle, blanket, saddle, etc. When
the griffon is half-grown a period of intensive fraining must begin,
which will last at least four months. The daily routine must never be
broken for more than two 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 to fly the griffon. This
will be a period of training for mount and owner alike, as the rider
must learn how to deal with a new dimension, and he will probably
have no teacher but himself. Imagine the confusing tfumult of
giant wings, the rush of air, the sudden changes in altitude, and
you will realize why an inexperienced rider absolutely cannot
handle a flying mount.

Griffons, like all large flying creatures, eat enormous amounts of
food, especially after prolonged aviation. Moreover, they are
carnivores, and thus very expensive to 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 300-600 gp per month. It will
require special quarters, at least three grooms and keepers, and
occasionally an entire horse for dinner (diet will differ, but similar
arrangements must be made for all flying mounts).

e Hippogriffs are not so difficult to train as griffons, but neither are
they as dependable in a pinch. A training process basically similar
to that previously described will be necessary, though
occasionally an animal trainer con substitute for the master for
short periods if he or she is tied up elsewhere. Once broken,
hippogriffs may possibly serve more than one master. They are
omnivores, and thus somewhat less expensive to feed thon
griffons.

e Pegasi are greatly valued for their speed, which makes them
virtually the fastest things in the air. Their training is a long process
similarin many respects to that of griffons. They will serve only good
characters — all others will find them totally infractable. 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 more 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 exoftic types of flying mounts will generally require some
form of spell control (such as charm monster), though the more
intelligent 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 to fight while flying any aerial mount requires considerable
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practice. To become adept at aerial archery entails at least two
months of continual practice.

All flying mounts will move at one maneuverability class 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 class creatures such
as dragons, which are large enough to carry human-sized riders at no
penalty. Normal spell use while riding a flying mount is of course
impossible (though certain magic devices may be used).

Mounted, Vehicle, or Waterborne Movement

The following table provides hourly and daily rates of movement for
mounts and vehicles. Moderately encumbered mounts have their
listed Movement Rate penalized by 25%, while heavily encumbered
mounts reduce their listed Movement Rate by 50%.

Mode of Transport Hourly Daily
Cart or wagon! 2 miles 16 miles
Donkey or mule! 3 miles 24 miles
Galleon (sailed) 5 miles 120 miles
Galley (rowed and sailed) 4 miles 96 miles
Horse, heavy (pack or war) ! 5 miles 40 miles
Horse, medium (pack or war)! 6 miles 44 miles
Horse, light (pack or war)! 6 miles 48 miles
Keelboat (rowed)? 1 mile 10 miles
Knarr or longship (sailed and rowed) 3 miles 72 miles
Pony or warpony! 4 miles 32 miles
Raft or barge (poled or towed)? 2 mile 5 miles
Rowboat (rowed)? 1% miles 15 miles
Sailing ship (sailed) 2 miles 48 miles

Warship (sailed and rowed) 22 miles 60 miles

! Quadrupeds, such as horses, can carry heavier loads than
characters can. See Encumbrance on page 57 of the Player’s
Handbook for more information.

2 Rafts, barges, keelboats, and rowboats are used on lakes and
rivers. If going downstream, add the speed of the current
(typically 3 miles per hour) to the speed of the vehicle. In addition
to 10 hours of being rowed, the vehicle can also float an
additional 14 hours if someone can guide it, so add an additional
42 miles to the daily distance traveled. These vehicles can't be
rowed against any significant current, but they can be pulled
upstream by draft animals on the shores.

Mounts: Mounted movement cross-country is affected by a number of
factors. The two principal ones are the Movement Rate of the mount
and the type of terrain traversed.

When determining overland Movement Rates, remember that most
riders spend as much time walking their mounts as they do riding them.
The real advantage of riding is in the extra gear the mount can carry
and its usefulness in combat.

Thus, while an unencumbered man can go about the same distance
as a donkey or mule across clear terrain (24 miles), the man must travel
with virtually no gear to move at that rate. Were he to carry an
assortment of arms, a suit of chainmail armor, and his personal items,
he would find it impossible to keep up with a mounted man similarly
encumbered.

For each hour a mount travels beyond 8 hours, a Constitution Saving
Throw (DC 10, +2 per extra hour) is required. If the check fails, the mount
takes 1d3 points of Constitution ability damage. A mount that takes
CON damage from a forced march becomes fatigued (see page 241).
Eliminating this ability damage also eliminates the fatigue. It's possible
for a mount to be slain by being pushed too hard.

Vehicles: While animals are useful for getting around in the wilderness,
they are seriously limited by the size of the load they can carry. Peasants
and merchants often use wagons and carts for tfrade in civilized areas.
Chariots are favored by the wealthy and in times of war but are not
normally used for long-distance travel.

e Carriages are four-wheeled vehicle can fransport as many as four
people within an enclosed cab, plus two drivers. In general, two
horses (or other beasts of burden) draw it. A carriage comes with
the harness needed to pull it.

o Carts are small two-wheeled affairs. They can be pulled by one or
two animals, but no more than this.

e Chariots are intended more for speed, comfort, and their
usefulness in warfare, than for their ability to haul loads. Chariots
can hitch one to four horses (or other creatures), but no more than
this. A horse can pull its normal load (the weight of the chariof not
included) at its normal Movement Rate.

¢ Sledges and dog sleds are handy in snow and ice-bound regions.
Player characters may find all these vehicles necessary during the
course of their adventures.

o Wagons are four-wheeled and can hitch anywhere from two to
12 (or even morel).

Animals hitched to carts, chariots and wagons may double their
carrying capacity. The weight of the cart, chariot or wagon is not
considered when determining encumbrance, only the cargo.

Waterborne Movement: One of the fastest and easiest ways to get
somewhere is to travel on ariver. It's hard to get lost; a large amount of
equipment can be easily carried; it is faster and easier than walking;
characters can even do other things (mend clothes, learn spells, cook
meals) while traveling on smooth waters.

River travel is not without its risks, however. Eddies, snags, sandbars,
rapids, and dangerous waterfalls can make a journey quite exciting.
Fortunately, most of these hazards can be avoided by knowledgeable
characters.

The rate of movement on ariver is determined by two factors: The type
of boat and the flow of the current. If the boat is fraveling downstream
(in the direction of the current), add the speed of the current to the
speed of the boat. If the boat is traveling against the current, subtract
this amount from the boat's speed.

When sailing downstream, characters must be wary of unexpected
hazards. While a good map can show the location of waterfalls and
rapids, only a knowledgeable guide or pilot knows the location of
hidden sandbars, snags, and dangerous eddies. While these are easy
to avoid when traveling upstream (all one need do is stop paddling),
unprepared boaters can quickly be swept into them going
downstream.

Once characters find themselves in a dangerous situation, they must
make a Profession (Sailor) check to prevent capsizing. Capsized boats
and goods are swept downstream, although hazards like waterfalls and
particularly strong rapids will smash most craft.

Oceanjourneys are a dangerous business, especially in a fantasy world.
Sea serpents, incredible maelstroms, and other imaginary horrors that
filled the maps of medieval navigators really can lurk in the deeps of
the AD&D game's oceans. Not that they are really necessary - pirates,
storms, hidden shoals, and primitive navigational techniques leave the
typical sea captain with more than enough danger to cope with.

Deep-sea sailing is pretty much unknown in the AD&D game world. The
majority of captains prefer to stay close to known coasts. Without
navigation equipment only a few ships venture into open water
beyond the sight of land. Shipbuilding skills are not fully up to the needs
of deep-sea sailing. Most ships are easily swamped by the stormy
waters of major oceans, while their small size prevents crews from
carrying adequate supplies for long voyages. Even the skills of sail-
handling are in their rudimentary stages.

However, these limitations are not serious in a fantasy world. Those with
wealth can cross oceans by other, more practical, means: flying
mounts, undersea dwellers, and teleportation are all available, at least
to the rich and powerful. The vast majority of the population does not
have access to these forms of travel. Also, magical transport is
impractical for moving large cargoes. The need to move goods and
the scarcity of magical fransport make sailing a valuable and
necessary art.

General Naval Terminology

Aft: The rear part of a ship.

Corvice: A bridge with a long spike in its end used by the Romans for
grappling and boarding.

Devil: The longest seam on the bottom of a wooden ship.

Devil to Pay: Chalking the seam of the same name. When this job is
assigned, it is given to the ship's goof-off and thus comes the expression
"“You will have the devil to pay.”

Fore: The forward part of a ship.



Forecastle: A fortified wooden enclosure resembling a castle in the fore
of a ship.

Hoist Sails: To raise the sails.

Lower the Sails: To let the sails down.

Port: The left side of a ship; also a city or town where ships may take
refuge or load and unload cargo.

Shearing off Oars: Accidentally or intentionally breaking oars of one or
more ships when attempting to board or cripple the ship if it did not
retract its oars.

Starboard: The right side of a ship.

Step: To put the mast up.

Stern: A section of the aff of a ship.

Sterncastle: The same as a forecastle except that it is in the stern of the
ship.

Stroke: The drummer and the beat he sets for the oarsmen on a galley.
Top Castle: A fortified structure on the mast.

Unstep: To take down the mast.

Weigh Anchor: Means the anchor is clear of the bottom.

Swimming and Sinking: Most non-aquatic creatures may swim at "4 of
their listed Movement Rate, while those with a listed swimming Movement
Rate (such as sahuagin and locathah) may move that distance each
round.

Sinking or drowning creatures “fall” through the water at 20" per round if
lightly encumbered, 40’ per round if moderately encumbered and 60’
per round if heavily encumbered.

When walking beneath the surface of the water, a submerged character
may move Y4 of their normal Movement Rate. Moderately or heavily
encumbered characters may move 2 of their normal Movement Rate
because their load minimizes the effects of their natural buoyancy.

Characters with Freedom of Movement do not suffer any of the penalties
listed for underwater combat.

Drowning or Suffocating: A creature can hold its breath for 1 round per
point of Constitution. After this period of time, the character must make
a DC 10 Constitution Saving Throw in order to continue holding his

Dungeon Master's Guide 31

breath. The save must be repeated each round, with the DC increasing
by 2 for each previous success.

When the character fails one of these Constitution Saving Throws, he or
she begins to suffocate. In the first round, the character falls
unconscious (0 Hit Points). In the following round, the character drops
to -1 Hit Points and is dying. In the third round, the character suffocates.

Vision: Distance of vision will vary according to depth (and available
light) and obscuring objects. Basically, characters will be able to see
objects and movement up to 60" away in water. As one descends
deeper than this, surface light fades into darkness. Without light
sources, characters will suffer concealment penalties, due to darkness,
as follows:

Depth Concealment
50 None

100’ Light

150’ Heavy

200’ Total

Murky water, such as that found in fresh water ponds, halves the
distances listed above. Light sources, such as Light spells, work normally
to illuminate an area underwater (though murky water reduces the
illumination radius of any light source by 50%).

Other objects will also obscure vision. Seaweed or sea grass provides
light concealment, depending on its density. Sea grass can be
anywhere from 3’ to 30’ in height, while seaweed can take practically
any size or shape the DM desires. In any case, shoals of either will fotally
obstruct vision, and anything may be hiding within! Schools of fish can
also blind and confuse with their masses and quick movements.

Mud can also be a big problem, especially as pertains to combat on
the bottom, where violent movement may kick it up in great clouds,
totally blocking vision as long as the movement lasts and for 1d3
minutes afterwards, unless there is a current to carry it away. Even light
sources cannot penetrate the muddiest water.
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Light and Vision
The ability of your player characters to see something and their ability to
be seen are important to the play of the AD&D game. Characters unable
to see monsters have a nasty tendency to be surprised. Characters
stomping through the woods waving torches tend to give away their
position, making it hard to surprise others. For these and other reasons,
you should always be conscious of visibility and light sources when
running an adventure.

Light

While some characters have Darkvision (the ability to see normally in
areas of natural darkness) due to race or through magical means, most
characters can only see in darkness by aid of a light source. The
following table gives the properties of typical light sources:

Light Source Radius of Bright Light Burning Time
Torch 30 foot sphere 1 hour
Hooded Lantern 30 foot sphere 6 hours*
Bull's-eye Lantern 60 foot cone 6 hours*
Magic Weapon 15 foot sphere Infinite

* Per pint of fine oil

Light sources provide bright light within the listed radius. They offer dim
light (see below) at up to double the brightly lit area’s radius.

Example: A torch offers bright light up to 30’ away from the
torchbearer and dim light for 30" beyond that.

Characters with Twilight Vision (elves, half-elves, and halflings) can see
normally in dim light and by moonlight. Those with Darkvision (dwarves,
gnomes and half-orcs) lose that ability while in a brightly lit area.
Darkvision is black and white only but otherwise like normal sight.
Darkvision does not grant one the ability to see in magical darkness.

The presence or absence of light in an environment creates three
categories of illumination: Bright light, dim light, and darkness.

e Bright light lefs most creatures see normally. Even gloomy days
provide bright light, as do torches, lanterns, fires, and other sources
of illumination within a specific radius.

e Dim light, also called deep shadow, creates a lightly obscured
area. An area of dim light is usually a boundary between a source
of bright light, such as a torch, and surrounding darkness.
Characters face dim light outdoors on most moonlit nights or
indoors when glowing embers in a fireplace or moonlight through
a window provide some light to see by.

Perception skill checks and attack rolls made within a dimly lit area
suffer a -1 penalty. Such areas offer light concealment to those in
the area (see Cover and Concealment on pages 68 for more
details).

Characters with Twilight Vision suffer no penalties to Perception
checks or attacks rolls in dimly lit areas.

e Darkness, also called complete darkness or pitch-black, creates a
totally obscured area. Characters face darkness outdoors on a
moonless night, within the confines of an unlit dungeon or a
subterranean vault, orin an area of magical darkness. Such areas
offer total concealment to those in the area (see Cover and
Concealment below for more details).

Characters who cannot see due to darkness or magical effects
are considered blinded and have their Movement Rate reduced
to /2 normal, rounded to the nearest 5’ increment.

Perception skill checks made in an area of darkness suffer a -4
penalty. Attackers who can see blinded targets gain a +2 fo hit
them and, in the case of thieves or assassins, may use their special
attacks against such characters even if they are not surprised. See
Unseen Combatants on page 33 for more details.

Characters with Darkvision suffer no penalties to Perception skill
checks or attacks rolls in areas of natural darkness, and may move
at their normal Movement Rate.

Cover and Concealment

One of the best ways to avoid being hit and injured is to hide behind
something - a wall, a free, a building corner, a heap of boulders, or
whatever happens to be available. Taking cover doesn't work
particularly well in a melee, since the cover hampers defender and
attacker equally. However, it is quite an effective tactic against ranged
attacks. There are two types of protection a character can have:

Concealment: The first is concealment. A character hiding behind a
clump of bushes is concealed. He can be seen, but only with difficulty,
and it's no easy task fo determine exactly where he is. The bushes cannot
stop an arrow, but they do make it less likely that the character s hit. Other
types of concealment include curtains, tapestries, smoke, fog, dimly lit
rooms, and brambles.

o A target has light concealment when in a dimly lit room or when
lightly obscured by fog, smoke, or foliage.

o A target has heavy concealment if in an area of heavy fog or
smoke, or heavily obscured by foliage.

o A target has total concealment when in a completely dark area
or whenits attacker cannot see it (i.e. when the attacker is blinded
or the defender is invisible). See Blinded Combatants and Unseen
Combatants on the following page for more information.

Cover: The other type of protection is cover. It is, as itfs name implies,
something a character can hide behind that will block a missile. Cover
can be provided by stone walls, the corner of a building, tables, doors,
earth embankments, free trunks, and magical walls of force.

o A target has light cover when an obstacle blocks at least half of
its body. The obstacle might be a low wall, a large piece of
furniture, a narrow free trunk, or a creature, whether that creature
is an enemy or a friend.

o Atarget has heavy cover if about three-quarters of it is covered by
an obstacle. The obstacle might be a portcullis, an arrow slit, or a
thick tree frunk. A target with heavy cover gains a +2 bonus to
Dexterity Saving Throws.

o Atarget has total cover if it is completely blocked by an obstacle.
A target with total cover can’t be targeted directly by an attack
or a spell, although some spells can reach such a target by
including it in an area of effect. A target with total cover gains a
+4 bonus to Dexterity Saving Throws.

Example: A man crouching behind a stone wall would be
protected if a Fireball exploded in front of the wall but would not
be protected by cover if the blast occurred behind him, on his side
of the wall.

Armor Class Bonuses Due to Cover and Concealment: Cover or
concealment helps a potential target by providing a bonus to the
target's Armor Class. The AC bonus for concealment or cover depends
on the degree to which it is being used as shelter. The different modifiers
for varying degrees of cover and concealment are shown below.

Cover and Concealment Bonuses

Level of: Concealment Cover

Light +1 to Armor Class +2 to Armor Class

Heavy +2 to Armor Class +4 to Armor Class, +2 to DEX
saves

Total +4 to Armor Class Can't be directly targeted, +4 to
DEX saves



Blinded Combatants

Characters who cannot see due to darkness or magical effects are
considered blinded and have their Movement Rate reduced to 2 of
their normal Movement Rate, rounded to the nearest 5’ increment.

Perception skill checks made blinded combatants (such as those within
an area of total darkness) suffer a -4 penalty and foes have total
concealment against blinded combatants.

Opponents who can see blinded characters gain a +2 to hit them and,
in the case of thieves or assassins, may make Sneak Attacks or Kiling
Strikes against them even if they are not surprised. See Unseen
Combatants below for more details.

Unseen Combatants
Combatants often try to escape their foes' notice by hiding, casting
the Invisibility spell, or lurking in darkness.

When attacking an unseen target, a combatant suffers a -4 penalty to
its attackrolls (see the rules for Concealment above for more details on
total concealment). This is frue whether the combatant is guessing its
target’s location or is targeting a creature that can't be seen but can
otherwise be detected. If the target isn’t in the location targeted, the
attack automatically misses, but the DM typically just says that the
attack missed, not whether the attacker guessed the target’'s location
correctly.

When a combatant can't see its attacker, because they are blinded
or unable to see in darkness, or the attacker is invisible, the attacker
gains a +2 bonus to attack rolls made against it. If an attackeris hidden
or unseen when making an attack, it gives away its location when its
attack hits or misses.

Environmental Hazards
By its nature, adventuring involves delving into places that are dark,
dangerous, and full of mysteries to be explored. The rules in this section
cover some of the most important ways in which adventurers interact
with the environment in such places.

This section describes a few examples of hazards that adventurers
might encounter in their adventures. Some hazards, such as slippery
ice, require no ability check to spot. Others, such as desecrated
ground, are undetectable by normal senses.

The natural hazards presented here can be identified with a successful
Intelligence (Nature) check.

Avalanches and Landslides

The combination of high peaks and heavy snowfalls means that
avalanches are a deadly peril in many mountainous areas. While
avalanches of snow and ice are common, it's also possible to have an
avalanche of rock and soil.

An avalanche can be spotted or heard from as far away as 5d10x100’
down slope by a character who makes a DC 10 Perception check. If
all characters fail this check, the avalanche moves 1d4x100’ closer to
them each round, and they automatically become aware of it when it
closes to half the original distance. It's possible o hear an avalanche
coming even if you can't see it.

Characters caught in an avalanche take 5dé points of bludgeoning
damage, or half that amount if they make a DC 13 Dexterity Saving
Throw. They are subsequently buried unless they succeed at a DC 15
Dexterity save. Buried characters are aft risk of suffocating (see below)
and take 1d3 points of bludgeoning damage for each hour that they
are buried.

Cave-Ins

Cave-ins deal 5dé points of bludgeoning damage to any creature
caught within the area of collapse and are buried beneath the rubble.
Those who make a DC 15 Dexterity save take half damage and are not
buried.

Buried characters are at risk of suffocating (see below) and take 1d3
points of bludgeoning damage for each hour that they are buried.

Desecrated Ground

Some cemeteries and catacombs are imbued with the unseen fraces
of ancient evil. An area of desecrated ground can be any size, and a
Detect Evil spell cast within range reveals its presence.
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Undead standing on desecrated ground gain a +2 bonus to their
Saving Throws and attack rolls.

A vial of holy water purifies a 10-foot-square area of desecrated ground
when sprinkled on it, and a Consecrate spell purifies desecrated
ground within its area.

Difficult Terrain
Every foot of movement in difficult terrain costs 1 extra foot. This rule is
frue even if multiple things in a space count as difficult terrain.

Extreme Cold and Heat

Exposure to extreme cold (below 0 degrees Fahrenheit) or heat (above
100 degrees Fahrenheit) deals 1d3 points of Constitution damage to
those without resistance orimmunity to those conditions each hour. This
ability damage cannot be naturally recovered until the character gets
out of the cold or heat.

For temperatures well below 0 degrees or above 100 degrees the rate
of Constitution damage should be increased to 1d3 damage for every
10 minutes, minute, or round spent in those conditions (at the DM’s
discretion). Under such conditions, characters would also take 1d3
points of cold or fire damage for each minute spent in those conditions.

Falling

A fall from a great height is one of the most common hazards facing
an adventurer. At the end of a fall, a creature takes 1dé bludgeoning
damage for every 10 feet it fell, to a maximum of 20dé. The creature
lands prone, unless it avoids taking damage from the fall.

When falling from a great height, a creature instantly descends up to
1,650 feet per round. This process continues unfil the fall ends.

Fire Damage

Fire or extremely hot liquids, other than burning oil, magical fires (which
are described in various spell and item descriptions), or the fiery attacks
of creatures, causes damage dependent upon the size and intensity of
the blaze.

A torch’s flame, for example, should deal no more than 1d3 points of
fire damage, a raging fire should deal 1dé points of fire damage each
round, and a hellish blaze that has totally engulfed a character should
deal 5dé points of fire damage per round. Immersion in boiling water
should deal 9dé6 damage per round (being doused with boiling water
deals 1d6 damage) while immersion in molten lava should deal 20d6
fire damage per round.

Frigid Water
A creature can be immersed in frigid water for a number of minutes
equal to its Constitution score before suffering any ill effects.

Each additional minute spent in frigid water requires the creature to
succeed on a DC 15 Constitution Saving Throw or suffer 1d3 points of
Constitution damage. Creatures with resistance or immunity to cold
damage automatically succeed on the Saving Throw, as do creatures
that are naturally adapted to living in ice-cold water.

Heavy Precipitation

Everything within an area of heavy rain or heavy snowfall is lightly
obscured, and creatures in the area suffer a -1 penalty to Perception
checks that rely on sight. Heavy rain also extinguishes open flames and
imposes a -1 penalty to Perception checks that rely on hearing.

High Altitude

Traveling at altitudes of 10,000 feet or higher above sea level is taxing
for a creature that needs to breathe, because of the reduced amount
of oxygen in the air. Each hour such a creature spends fraveling at high
altitude counts as 2 hours for the purpose of determining how long that
creature can fravel.

Breathing creatures can become acclimated to a high altitude by
spending 30 days or more at this elevation. Breathing creatures can't
become acclimated to elevations above 20,000 feet unless they are
native to such environments.

Ice
Ice is difficult terrain. When a creature moves onto ice for the first time
on a turn, it must succeed on a DC 10 Acrobatics check or fall prone.
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Thinice has a weight tolerance of 3d10x10 pounds per 10’ square area.
Whenever the total weight on an area of thin ice exceeds its tolerance,
the ice in that area breaks. All creatures on broken ice fall through, into
the frigid water below (see frigid water above).

Quicksand

A quicksand pit covers the ground in roughly a 10’ square area and is
usually 10 feet deep. When a creature enters the areq, it sinks 1d4 feet
intfo the quicksand. At the start of each of the creature's turns, it sinks
another 1d4 feet.

Aslong as the creature isn't completely submerged in quicksand, it can
escape by using its action and succeeding on an Athletics check. The
DC is 10 plus the number of feet the creature has sunk into the
quicksand. A creature that is completely submerged in quicksand can't
breathe (see the suffocation rules below).

A creature can pull another creature within its reach out of a quicksand
pit by using its action and succeeding on an Athletics check. The DC is
5 plus the number of feet the target creature has sunk into the
quicksand.

Suffocating

A creature can hold its breath for 1 round per point of Constitution. After
this period of time, the character must make a DC 10 Constitution
Saving Throw in order to continue holding his breath. The save must be
repeated each round, with the DC increasing by 2 for each previous
success.

When the character fails one of these Constitution Saving Throws, he or
she begins to suffocate. In the first round, the character falls
unconscious (0 Hit Points). In the following round, the character drops
to -1 Hit Points and is dying. In the third round, the character suffocates.

Strong Winds

Powerful wind gusts impose penalties to attack rolls and Perception
checks, as well as posing danger to those attempting to move through
areas with buffeting winds.

e Strong Wind: Strong wind gusts automatically extinguish
unprotected flames (candles, torches, and the like). Such gusts
impose a -2 penalty on ranged attack rolls and on Perception
checks.

e Severe Wind: In addition to automatically extinguishing any
unprotected flames there is a 50% chance of extinguishing
protected flames (such as lanterns). Ranged weapon attacks and
Perception checks are at a -4 penalty. Creaturesin the area must
make a DC 5 Athletics check or be knocked prone. Flying
creatures take 1d3 points of bludgeoning damage and are blown
back 1dé x 5 feet unless they succeed at a DC 10 Athletics check.

e Hurricane-Force Wind: All flames are extinguished. Ranged
attacks and Perception checks suffer a -6 penalty. Creatures in
the area must succeed at a DC 10 Athletics check or be knocked
prone. Those failing by 5 or more take 1d3 points of bludgeoning
damage. Creatures that make their Athletics check to remain
standing move at 2 their Movement Rate.

Flying creatures take 1dé points of bludgeoning damage and are
blown back 1dé x 10 feet. Flying creatures mustimmediately land
or get blown back 1dé x 10 feet and take 1dé points of
bludgeoning damage on their next turn.

e Tornado: All flames are extinguished. All ranged attacks are
impossible (even with siege weapons), as are Perception checks.
Characters within 60’ of the 40’ radius tornado funnel must make
a DC 15 Athletics check or be knocked prone and sucked towards
the tornado. Characters failing their Athletics check are moved
30’ closer + 5’ for every 5 points by which they failed their check.
Those who come in contact with the actual funnel cloud are
picked up and whirled around for 1d10 rounds, taking 5d8 points
of bludgeoning damage per round, before being violently
expelled (faling damage may apply).

While a tornado’s rotational speed can be as great as 300 mph,
the funnel itself moves forward at an average of 30 mph (roughly
600’ per round). A tornado uproots trees, destroys buildings, and
causes other similar forms of major destruction.

Webs

Giant spiders weave thick, sticky webs across passages and at the
bottom of pits to snare prey. These web-filled areas are difficult terrain.
Moreover, a creature entering a webbed area for the first time on a
turn or starting its turn there must succeed on a DC 13 Dexterity Saving
Throw or be caught in the webs.

Creatures caught in a web are entangled and have their Movement
Rate reduced to 0. Entangled creatures lose any Dexterity bonus they
might have to Armor Class and may not employ a shield to defend
themselves. Entangled creatures may only attack the web while
entangled.

Each round, a character or creature caught in a web can take an
action to make a DC 15 Athletics check in order to free itself from the
web.

Those in the area of the web but unentangled, either by making the
initial Dexterity Saving Throw or an Athletics skill check, may move
through the web at a rate of 5" per round.

The web offers cover to those within it. A creature 5’ away from his
attacker has light cover. Creatures up to 10" away have heavy cover
while those further away have total cover and cannot be attacked nor
targeted by sight by spellcasters. Attacking a creature in a web won't
cause you to become entangled.

The strands of a web spell are flammable. A magical flaming sword can
slash them away as easily as a hand brushes away cobwebs. Any fire
can set the webs alight and burns away the entire web in 1 round. All
creatures within flaming webs take 2d4 points of fire damage from the
flames.

Each 5' cube of giant webs has AC 10, 10 Hit Points, and immunity to
bludgeoning and piercing damage.

Food and Water

The food and water requirements noted below are for characters.
Horses and other creatures require different quantities of food and
water per day based on their size. Water needs are doubled if the
weather is hot.

Creature Size Food per Day Water per Day
Tiny 1/4 pound 1/4 gallon
Small 1 pound 1 gallon
Medium 1 pound 1 gallon
Large 4 pounds 4 gallons
Huge 16 pounds 16 gallons
Gargantuan 64 pounds 64 gallons

Characters who don't eat or drink suffer the effects of fatigue (see
page 241). Constitution damage and fatigue brought on from thirst or
starvation cannot be recovered until the character eats or drinks, as
needed - not even magic can restore this ability damage or remove
fatigue.

Food

A character needs one pound of food per day and can make food
last longer by subsisting on half rations. Eating half a pound of food in
a day counts as half a day without food.

A character can go without food for a number of days equal to 3 + his
or her Constitution modifier (minimum 1). After this time, the character
must make a DC 13 Constitution Saving Throw each day (with a
cumulative, +2 to the DC for each previous check) or take 1d3 points
of Constitution damage and become fatigued (see page 241).

A normal day of eating resets the count of days without food to zero.

Water

A character can go without water for 1 day plus a number of hours
equal to his Constitution score. After this time, the character must make
a DC 13 Constitution Saving Throw each day (with a cumulative, +2 to
the DC for each previous check) or take 1d3 points of Constitution
damage and become fatigued (see page 241).

A normal day of drinking water resets the count of days without water
to zero.



ENCOUNTERS

If the imagination of players and DMs are fuel of the AD&D game,
encounters are the engine that makes it go. Without encounters,
nothing happens. Without encounters, player can't slay fearsome trolls,
rescue the villagers from a band of orcs, chase down a petty thief,
outwit an evil wizard, or humble a mighty tyrant. Encounters make up
the plot of the adventure, each in some way furthering the tale or
building the background of your campaign world. Without encounters,
without the opportunity to meet and deal with others, your campaign
world is just going nowhere.

To use encounters, it is important to understand what they are. An
encounter is a meeting with an NPC or monster, or an event that might
affect the player characters. As DM you:

e Creafe in advance the thing, person, event, or monster
encountered.

e Describe the scene of the encounter to the players.

e Roleplay the reaction of all the creatures involved, except the
player characters.

e Describe the results of player character actions during the
encounter.

These are a big part of the DM's duties in a roleplaying game (in
addition to the task of interpreting the rules and handling the
mechanics of play).

An encounter is best defined by two broad criteria. If the described
event lacks either of these, it isn't a meaningful or “true” encounter. It
may be a described scene, an event, or a bit of mundane business, but
it is not a meaningful encounter.

First, a meaningful encounter must involve a thing, an event, NPCs
(characters or monsters), or a DM-confrolled player character. A
meeting of two player characters (handled by the player alone) is not
an encounter. It is an action between the players themselves.

Second, a meaningful encounter must present the possibility of a
significant change in a player character's abilities, possessions, or
knowledge, depending upon the player's decisions. The key terms here
are “significant change” and “player decision.” For each character
with 500 gp in his pocket, going into a tavern and spending three gp
on drinks is not significant change. If the character had to spend the
same 500 gp in the same tavern to get information about the Black
Tower across the river, the character has experienced a significant
change of fortune - he's now broke. If the player doesn't make a
decision, then he's just coasting along, letting the DM do everything.
Going to the tavern and spending three gold pieces on food and drink
isn't much of a decision. Choosing to go bankrupt to learn what may
or may not be useful information is fairly significant. The player is going
to have to think about the choice. How badly does he want this
information2 How reliable is this informant2 Does he need the money
for something else - like new equipment2 Can he get a better price?2

The presence of an active force and the possibility for change based
on player decision are what make a meaningful roleplaying encounter.
Take, for example, the situations given below. Try to figure out which of
the four is a meaningful or “tfrue” encounter, as defined above.

« Greywulf and Gendal, a gnome, are exploring a cave. Gendal is
in the lead. Without any warning the ceiling directly over him
collapses, crushing the little gnome instantly. He is dead, and alll
Greywulf can do is dig out the body.

o Greywulf, a 10t level fighter, meets three lowly orcs. They charge
and, not surprisingly Greywulf slices them to ribbons. He isn't even
harmed. Searching the chamber, he finds a sword +1. Greywulf
already has a sword +3 and is not particularly interested in this
weapon.

o Greywulf reaches into his pocket only to discover that the gem he
pried from a heathen idol is gone! Thinking about it, he decides
the only person who could have taken it was his fellow party
member (and player character) Ragnar the Thief. Unhesitatingly,
he whips out his sword and holds it at Ragnar's throat. Ragnar
reaches for his hidden dagger.

e Greywulf and Calaven are riding across the plain. Just as they
crest a low ridge, they see a cloud of smoke and dust in the
distance. They halt and watch for a little while. The dust cloud
slowly moves on their direction, while the smoke dwindles. Moving
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their horses to a hollow, they watch the approach of the
mysterious cloud from a thicket.

So, which of these fouris a “true” encounter? Only the last one. The first
didn't involve any player choice. The gnome is crushed, and there
wasn't anything either player character could do about it. Not only is
this not an encounter, itisn't fair. It could have been an encounter (with
a trapped ceiling), if there had been signs beforehand (clattering
stones, previous deadfalls, groaning stones) and if the gnome had
been given the opportunity to act before the rock squashed him. The
player choice could have been to heed or ignore the warnings and
leap forward, back, or stand confused when the rock fell.

The second had player choice, but it wasn't particularly meaningful or
balanced. The player knew his character could win the combat so his
choice to fight was insignificant. He knew the sword was less potent
than the one he already had, so his choice not to keep it was, likewise,
not a choice at all. The situation could have been an encounter if the
orcs had actually been ogres concealed by an illusion or if the sword
had special unrevealed powers. Either of these would have made the
character's actions meaningful.

The third situation has all the trappings of an encounter. There is
meaningful choice and anything could happen next. However, this is
a squabble between player characters, not something the DM has
control over. It does not further the plot or develop campaign
background. Indeed, such disharmony will only hurt the game in the
long run. It could have become an encounter if an invisible NPC thief
had done the deed instead of Ragnar. Greywulf and Ragnar,
eventually realizing the confusion, would have suddenly found
themselves united in a new purpose - to find the culprit. Of course,
there would also be roleplaying opportunity as Greywulf fried to make
amends while Ragnar remembered the insult!

The fourth example is a true encounter, even though it doesn't seem
like much is happening. The players have made significant decisions,
particularly to stay and investigate, and they are faced by an unknown
creature. They do not know what they face and they do not know if it
will be for good or ill. The dust cloud could be a djinni or a hostile air
elemental. It could be a war-band of 100 orcs or giant lizards. The
players don't know but have decided to take the risk of finding out.

In roleplaying games, encounters fall infto one of two general
categories - planned (or placed) encounters and random (or
wandering) encounters. Each contributes to the overall excitement
and adventure of the game.

Planned Encounters

A planned encounter is one of the DM has prepared in advance, one
fied to a specific place, event, or condition. These can be divided into
keys and triggers.

Keys

The simplest of planned encounters is called a key - a listing of who lives
where, what they have, and what they might do if a character enters
their room, visits their farm, or explores their cave. This key can also
contain colorful details about otherwise boring or empty rooms,
creating detail for the player characters to explore. Here's how a
sample key for an ogre's den, a three-chambered cave, might be
written.

1. Main Chamber: One passage of this chamber leads to the
outside, a narrow cleft in the rock hidden behind some bushes.
Following this, the passage widens after 10 feet. The walls are
coated with soot and there is a large pit in the center of the
floor filled with ashes and charred bits of bone. The ashes are
warm and the rocks of the pit are still hot to the touch. The
chamber stinks of burned meat and leather. There is a lof of
rubbish on the floor but there is nothing of value here. At the far
end, the cleft once again narrows to a passage.

2. Sleeping Chamber: Here the air is thick with smells of animal
sweat and worse. There is a loud rumbling from the far side of
the chamber. There, sleeping under a mound of crudely
skinned furs, is a large ogre. Next to himis a large wooden club.
Hanging from the walls are bits of bright cloth, shiny buckles,
and tarnished badges. A few simple torches, now unlit, are
wedged in the cracks.

If the characters don't make a DC 10 Perception check or
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move carefully info the room, one will kick a metal helmet
across the floor, waking the ogre. Groggy for one round, he
then attacks the group. Just beyond the nest is another
passage.

3. Treasure Room: The entrance to this chamber is blocked by a
large boulder that must be rolled into the room to get it out of
the way. Characters must get it out of the way. Characters
must make a successful DC 15 Athletics check to move the
boulder. Inside the room are the treasures of the ogre. These
include 500 gp, 3 gems (worth 10, 500, and 100 gp), a suit of
chainmail +1 that the beast cannot use, and a mound of horse
frappings, bridles, and saddles. Aside from bats, there are no
creatures in the chamber.

When you write a key, describe the way the scene looks as accurately
as possible. Also think what sounds the player characters might hear,
what they'd smell, what the place feels like, and so on. At the very least,
include the following information for every location:

e Any monsters or NPCs found there.
o What equipment and magical items the monsters will use.
e Any tfreasure (and its location).

o Any other unusual items of interest. This can include colorful details
to help you describe the area, ability checks that may come into
play or clues to warn characters of danger ahead.

The key can also include special conditions that must be met while in
the area. In the example above, there were penalties for not being
alert and cautious (kicking the helmet) and requirements for strength
(moving the boulder).

However, keys tend fo be static - things don't change that much. The
DM might decide that, no matter when the characters enter, the ogre
will be sleeping. He won't be cooking his dinner, out hunting, or picking
his feeth with his toes.

For fairly simple scenes this is fine, but the situation gets ridiculous for
more complicated situations. Imagine a farm where the farmer was
always in the field or a castle where dinner was continually being
served!

Static also means that events in one place don't affect things in
another. If the characters heave the boulder out of the way, won't the
noise awaken the ogre2 Not according to the description as it is given,
although a good DM would certainly consider the possibility. Writing a
key that takes all these potential inconsistencies info accountisn't easy.
To be complete, you would have to design the key in your head,
figuring out all the interconnections, before you wrote anything down.

There are two solutions to this problem: You can fry to be complete
and thorough, preparing answers for every possible situation, or you
can reduce the amount of detail you give about creature behaviors
and improvise answers as you play. To describe a farmhouse, you
could simply note the occupants (their ages and the like) and the
significant possessions at the farm. The activity of the NPCs can be
adjusted to the moment - working in fields, sleeping, eating, etc.

Trying to pre-plan for every eventuality is time-consuming - there is a fair
amount of planning and writing you must do. Improvising cuts down
on preparation but forces you to work harder during the game. The
best solution is to compromise: Carefully detail the most important
planned encounters and simply sketch out and improvise the small
encounters. This way you are not overwhelmed in preparation or play.

Triggers

Another type of planned encounter is the trigger. It can be used with
a key or by itself. A frigger is a simple either/or or if/then type of
statement. It is used for more interactive types of encounters, where
the action of the event is what is important, such as the kidnapping
described below:

The next episode occurs at 1 o'clock in the morning: If any
character is still awake, he must make a DC 13 Perception check
to hear a muffled scream coming from the balcony of the room
next door. If the characters investigate, they will discover two
hooded men (6™ level thieves) attempting to drag a struggling
young woman over the railing. One man has her firmly gripped
from behind, his hand clamped over her mouth. The other is
hoisting her legs over the side. A confederate waits with the

horses on the ground below. If the characters do nothing, there
will be a crash as she kicks over a flower urn, followed by a
muttered curse and then the galloping of horses.

If the characters are noticed, the unburdened man wheels to
face them, drawing two swords, one in each hand. The woman
attempts to break free, only to be struck unconscious by the other
man. The man on the ground quietly cocks a crossbow and aims
it at the party, keeping an eye out for spellcasters.

Here everything is dependent upon previous and current choices of
action. Is a character awake? Will the characters investigate2 How
will they react to the kidnappers? Each decision molds subsequent
events. The characters might leap to the young woman's rescue or
they might rouse themselves only in time to see the kidnappers gallop
off with her tied to the saddle. Their actions could alter planned events.
Coming to her aid, the characters rescue the lady. As DM you must be
ready to fell her story. Why was she attacked? Who were they2 Are
there any clues the characters can find2

To write this type of encounter, first outline the basic sequence of events
that would happen if the characters did not interfere. Next, think like a
player and try to anticipate what the characters might do. Would they
aid the lady?2 If so, you will need combat information - how the
attackers will fight and what weapons and tactics they will use. What
happens if the characters try to sound the alarm or talkk to the
kidnapperse What will the lady say if rescued?2 At least a brief note
should be made to account for the probable reactions of the player
characters.

As complete as you make them, friggers are not without their
weaknesses. While very good at describing a scene, a trigger does not
provide much background information. In the event above, there is no
description of the room, the attackers, the lady's history, etc. There
could be, but including it would be extra work, and description would
also get in the way of the action.

A less critical problem is that DMs can't anticipate every action of the
player characters. No matter how carefully a trigger is constructed,
there is always something the characters can do to upset the situation.
In the example above, what if the characters panic and a magic-user
launches a Fireball at the attackerse In a flash of flame, they and their
victim are killed and the building is on fire. Prescient is the DM who can
anticipate this event!

There is no simple solution for unpredictable players (nor would you
want onel). As a DM you are never going to be able to predict every
player decision. Experience, both as a player and a DM, teaches you
what the most likely actions are. Beyond these you must improvise,
relying on your skill as a DM.

Combining Keys and Triggers

Many DMs make use of a dual arrangement for preparing encounters.
First, they prepare a key, describing the appearance of the encounter
locations, items in them, and other things that are relatively static. Then
they write triggers focusing on the characters and their actions.

When they need to describe a room, they rely on the key, while the
trigger describes the plot of the adventure. Although this requires a little
more set-up, this allows different events to happen in the same place
or areq, giving a feeling of continuity to the adventure and campaign.

Random Encounters

In addition to planned encounters, the DM also runs random
encounters. These aren't tied to a specific place or event. They are
based on chance.

During the course of an adventure, the DM makes encounter checks,
rolling a die to determine if a random encounter occurs. If one does,
the DM chooses or randomly rolls for an encounter using a random
encounter table he has prepared or one provided with a published
adventure. Complete random encounter tables are provided on
pages 228-239. These can be updated and replaced as new creatures
are added to the 3rd Edition AD&D game.

When a check indicates an encounter is imminent, a creature or NPC
determined by the encounter tables will arrive in the area in the next
few minutes to investigate. Many encounters end in combat, but this
isn't necessary - it is possible to talk to infelligent creatures, whether in
the dungeon, out in the wilderness, or on the streets of a town or city.



Should You Use Random Encounters?

Some argue that random encounters are foolish and should not be
used. These people maintain that everything should be under the
control of the DM, that there should be no surprises for him while playing
the game.

Certainly, random encounters can be abused through overuse, and
they can create illogical encounters. However, when used judiciously,
random encounters add to everyone's fun in a couple of ways.

Random encounters introduce variety the player characters didn't
expect. The characters, exploring a dungeon, become overly
confident if they only encounter monsters in chambers and rooms.
Random encounters remind them that any second could be
dangerous, no matter where they are.

Random encounters make the game more exciting for the DM as well.
The game has to be fun and challenging for him as well as the players.
Part of the challenge for the DM is to improvise an encounter on the
spot. The DM gets involved and excited, improving the play of the
game.

To use a random encounter, the DM doesn't just open his rulebook and
blindly pick a monster (although there is nothing that says he can't do
this). Instead, he uses or creates specific tables that are tailored to the
needs of the adventure and adventuring areq, by including only those
monsters or NPCs that are appropriate to the setting.

Characteristics of Random Encounter Tables
All encounter tables share certain concepts. Before you begin creating
your own tables, some understanding of these basics is necessary.

Uniqueness: Although one could create a single encounter table and
use it for every situation, this is a grievous limitation on the wealth and
detail possible in a campaign world. Encounter tables add distinction
and differentiation to areas. Encounter tables can reflect
conditions as basic as terrain or as complicated as entire social
structures.

This in mind, the DM should decide where in the campaign world each
encounter table applies. A single table could be made for all deserts;
a separate table could be made for the Desert of Shaar, which is noted
for its fabulous beasts; a further table could be made for the ten-mile
area around the Palace of Yasath in the Desert of Shaar, where the
Emir of Yasath maintains patrols to keep the beasts at bay. Within the
palace an entirely different encounter table would be needed, since
the patrols don't framp through the hallways and harem:s.

Each table says something about the conditions in a particular area -
the level of civilization, the degree of danger, even the magical
weirdness of the area.

Although the players never see the entire table, such tables help the
DM define for himself the nature of his campaign world.

Frequency: All monsters have a frequency of appearance, whether
givenin the monster's description or assumed by the DM. Orcs are more
common than minotaurs, which are seen more often than dragons,
which, in turn, are seen more often than Tiamat, Evil Queen of the
Dragons. Frequency of appearance is normally listed as common,
uncommon, rare, very rare, and unique:

e Common creatfures normally account for 70% of the local
population. They may be more prolific or just more outgoing, more
likely to show themselves to strangers.

¢ Uncommon monsters fill the next 20%. They are fewer in number
and tend to be warier of outsiders.

e Rare creatures account for another 7%. Such creatfures are
normally solitary, exceptionally powerful, or very retiring.

e Very Rare creatures constitute only 3% of the population. They are
truly exotic and almost always extremely powerful. They may be
creatures who have wandered far from their normal range or
whose magical nature is such that not many can possibly exist at
any one time in any one place.

e Unique monsters are just that. They are individuals, specific and
named. Such creatures should never be used on random
encounter tables. They are reserved for planned encounters.

The chance of encounter is not determined solely by the frequency
listing, however. The DM should also take into account a location's
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terrain or deadliness. A polar bear can be considered unique only in
the tropics and is very rare at best even in the northernmost reaches of
temperate lands. An orc living in the deadliest area of an ancient ruin,
an area populated by a dragon, mind flayers, and medusae, would be
very rare indeed (and very lucky to be alive). Frequency must be
modified to suit conditions.

Frequency must also be subservient to the conditions the DM desires to
create. If the DM wants a valley filed with magical creatures of
incredible deadliness, then rare and very rare creatures are going to
be more frequent. A lost valley filled with dinosaurs defies the normal
chances of encountering such beasts. Indeed, they could only be
considered unique elsewhere.

Furthermore, frequency does not mean characters will encounter a
creature 70% or 20% of the time, only that it falls into a group that
composes that percentage of the population. The percentages and
ratings given are not demographic data; they are only guidelines.

Several common creatures will compose the bulk of the population, so
that the chance of meeting any particular type is less than 70%. The
same is true for all the other categories. In the end, the chance of
meeting a particular type of common creature is still greater than that
of meeting an uncommon or very rare creature.

Logic: The other significant factor restricting encounter tables is
rationality. Everything on the encounter table should be justifiable for
one reason or another. By requiring justification, the DM can quickly
narrow his range of creature choices down to a reasonable number, in
essence winnowing the chaff from the wheat.

The first and easiest criteria are terrain and temperature. Camels aren't
found in jungles: kraken don't crawl across deserts.  Glaring
contradictions of logic must be justified. Produce a woodland dryad in
the middle of a barren waste and the players are going to demand
some explanation. Worse yet, they may assume the encounter is
significant to the adventure because it is so illogical, which may in turn
throw your entire adventure off track.

Even if the creature fits a given terrain, it may not be appropriate to the
setting. Just because an orc can appear on the plains doesn't mean it
should, not if those plains are at the heart of a fiercely guarded human
empire. Out on the fringes where raiding bands could slip across the
border would be a far more appropriate place.

As important as terrain and temperature in assessing the logic of a
random encounter is the character of the society the table is supposed
to reflect. Balance what the players expect to meet with what would
make a good adventure. At the heart of an empire, the characters
would expect to find farmers, merchants, nobles, priests, and the like.
The task for the DM is to find ways to make these seemingly ordinary
encounters interesting.

In wilderness areas and abandoned ruins, there may not be a particular
culture to consider. However, there is a society of sorts or, more
accurately, an ecosystem. This is often overlooked in dungeon settings.
Just which creatures feed on whiche What relationships exist that allow
all manner of diverse creatures to live in the same place without
annihilating each other2 Does a creature'srandom appearance make
sense with what the characters know about the place? Medusae
make poor wandering monsters, since logic says there should be
statues of their victims in areas where they live. To round a corner and
run info a medusa who just happens to be strolling the caverns grates
against logic.

Effect: Random encounters provide breaks in the action and can build
or release tension. The characters are galloping after the desperately
fleeing kidnappers. Suddenly a flight of griffins, attracted by the clamor
of the chase, swoop down, aiming fo make a meal of the player
characters' horses. The kidnappers may escape unless the characters
can extricate themselves from the attack in mere moments! The
tension level goes up.

Random encounters can also wear the player characters down in
preparation for a larger, planned encounter. The uncertainty of the
encounters adds an element of risk for the players. Will the characters
be strong enough? A random encounter should rarely cripple a party
(unless they are in a sorry state to begin with), but each one should
weaken them a little.

It doesn't matter if the player characters win every random encounter,
especially not if they are down a few more Hit Points, spells, and
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magical items after each. Just knowing they are not at peak form and
that they have expended their abilities on wandering monsters makes
the players nervous.

For these reasons, you don't want to use the most powerful and
significant creatures when creating random encounter tables. You
certainly don't want to use creatures that are more powerful than those
in the rest of your adventurel Random monsters should be less
significant than those you have planned.

)

v

Creating Encounter Tables

There are a multitude of ways a DM can create encounter tables (as
many ways as there are different ranges of die rolls). The choices range
from very simple (roll 1dé for one of six possible choices) to very
complicated (roll percentile dice, modify for time of day and weather
and cross-index the result with the terrain). With this, and the common
characteristics described above in mind, you can create random
encounter tables for virtually any situation.

As already noted, an encounter table can be constructed around
virtually any type of die or dice roll. Two of the best, however, are the
2d10 table and the percentile table. Both provide a wide enough
range of results fo account for the varying frequencies of appearance
of the monsters the DM wants to use.

The 2d10 Result Table: This table has nineteen openings (although, by
doubling up on some entries, more or less than nineteen different
encounters can appear on the table). Rolling 2 dice makes rolls of *2"
and "20" very rare, while 70% of results will fall between 7 and 15.
Monsters are assigned specific positions on the table according to their
frequency, as shown on sample table below.

2d10 Roll Frequency

2 Very rare

3 Very rare

4 Very rare or rare (DM's choice)
5 Rare

6 Rare

7 Uncommon*

8 Uncommon*

9 Common**

10 Common**

11 Common**

12 Common**

13 Common**

14 Uncommon*

15 Uncommon*

16 Rare

17 Rare

18 Very rare or rare (DM's choice)
19 Very rare

20 Very rare

* Or choice of two uncommon creatures, 50% chance of each.
** Or choice of two common creatures, 50% chance of each.

To fill the table, the DM first selects those monsters he wishes to use on
the table and counts how many of each type he has. If he has fewer
of a given type than the chart provides for, he can repeat entries. If he
has more, he either drops some creatures or doubles up some entries.
For example, say the DM is creating an encounter chart for the Bright
Desert. First, he chooses his possible encounters:

Common Uncommon Rare Very rare
Camel Basilisk Chimera Djinni

Giant centfipede  Brass dragon Pilgrims Efreeti

Herd animal Caravan Harpy Lamia

Ogre Hobgoblin Dervishes Salamander
Orc Nomads

Huge spider Giant scorpion

The table has six common entries, six uncommon entries, five rare, and
three very rare entries. There are also two spots that could be rare or
very rare. The DM chooses to arrange his encounters as shown:

2d10 Roll Frequency

2 Lamia

3 Djinni

4 Harpy

5 Pilgrims

6 Dervishes

7 Basilisk

8 Caravan/hobgoblins
9 Huge spider

10 Ogre

11 Camel/herd animal
12 Giant centipede

13 Orc

14 Nomads

15 Giant scorpion

16 Dervishes

17 Chimera

18 Salamander

19 Lamia

20 Djinni

The DM chose not to use the brass dragon or the efreeti, saving these
powerful creatures for a special, planned encounter in his adventure.
He justifies the presence of the djinni on the table by deciding that it
will be helpful to the party, giving them a useful clue about the
adventure (unless, of course, they foolishly attack it). To fill the spots of
the creatures he set aside, the DM repeated a few entries, meaning
they may show up slightly more frequently than might be expected.

The Percentile Table: This is another simple form of encounter table.
Here, the creature frequency percentages can be used directly. To
create a percentile table, the DM repeats the steps given above for
selecting and grouping his encounters, again opting not to use the
efreeti or the brass dragon. Then the number of creatures at each
frequency is divided into the percentage for that frequency (70%, 20%,
7%, and 3%, respectively, for common, uncommon, rare, and very rare).
In the earlier example, the list includes six common monsters. (70%),
resulting in an 11% spread per monster (66% total). This is repeated for
the monsters in each category. The resulting number is the dice range
for each creature. Using these values as a guide, he arranges the
creatures intfo a table.

D% Roll Encounter
Common Frequency

01-11 Camel

12-22 Giant centipede
23-33 Herd animal
34-44 Ogre

45-55 Orc

56-66 Huge spider
Uncommon Frequency

67-70 Basilisk

71-74 Caravan
75-78 Hobgoblins
79-82 Nomads

83-86 Giant scorpion



Rare Frequency

87-88 Chimera
89-90 Pilgrims
91-92 Harpy

93-95 Dervishes
96-97 Salamander
Very Rare Frequency

98-99 Lamia

00 Djinni

Using this method, the DM was able to remain reasonably faithful to the
frequency percentages for different creatures: 66% as opposed to 70%
for common; 20% exactly for uncommon; 11% as opposed to 7% for rare;
and 3% for very rare. In creating this table, the DM had to make
adjustments here and there to account for all percentage numbers but
doing so allowed him to increase the emphasis on certain monsters.

Dungeons Encounter Tables
Dungeon encounter tables are
normally set up according to
levels - 1st, 2nd, 3rd, etc. Each
level is a relative measure of
the power of those creatures
on it. In general, the level of
the table corresponds to
character level, although
characters may also
encounter and defeat (or be
challenged by) creatures from
higher or lower level tables.
Generally, when adventuring
in a dungeon, characters
should meet random
encounters that are equal to or
no more than two levels higher
or lower than their own.

Sometimes dungeons
themselves are arranged in
levels, so that the dungeon
level and the encounter table
correspond. If not arranged in
levels, the DM should key areas
fo encounter tables.
Characters on the 1st level of
the dungeon, or in an area
keyed to 1st level encounters,
would encounter creatures
from the first level encounter
table.

This not only keeps the power of the monsters in line with the strength of
a typical party, it also maintains the logical structure of the dungeon
level. It doesn't make much sense for extremely powerful monsters to
mingle freely (and without consequence) among the weaker creatures
that inhabit the level or area.

Determining Dungeon Llevel: Figuring the appropriate level for a
particular creature is simple. Look up or calculate the experience
points of the creature and consult the following table:

Creature XP Value
1-20

21-50
51-150
151-250
251-500
501-1,000
1,001-3,000
3,001-5,500
5,501-10,000
10,001+

Dungeon Level

— 0O NOOhWN —

0

When constructing the encounter table, creatures with a greater or
lesser power than the table being designed can be used. However,
each level of difference between creature and table decreases the
frequency of appearance by one (a0 common creature becomes
uncommon, a rare creature would be very rare, and so on). Creatures
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less powerful than the given level seldom venture into such dangerous
territory. Creatures more powerful are seldom met to ensure the player
characters have a decent chance of survival.

When adding stronger or weaker than recommended creatures to an
encounter table, it is recommended that the added creatures fall
within 2 levels of the base dungeon level. As such, an encounter table
for dungeon level 3 should only be comprised of creatures typically
found on 1sf through 5™ level dungeons.

Sample Dungeon Encounter Tables are provided in this tome, in
Appendix L on page 231. Normally, one dungeon encounter check is
made each hour, with an encounter occurring on a roll of 1 on 1d10.
See the Frequency of Encounter Checks section on page 41 for more
information.

Wilderness Encounter Tables

Unlike the dungeon tables, those used for the wilderness are not so
neatly organized according to deadliness or power. One principle of
wilderness adventuring (which makes it more dangerous for low-level
characters) is that virtually any creature can be met - and often in
sizeable numbers. This is a risk the players should be aware of before
they take their characters out into the untracked forest.

This does not mean that wilderness adventuring should be impossible
for low-level characters. It shouldn't be so deadly that they can't walk
three steps before a flight of red dragons appears and turns them to
ash with one fiery breath! That's just bad refereeing. Low-level
characters should have the opportunity to go on wilderness adventures
that they can survive.

Perhaps an area of the nearby forest is regularly patrolled by the King's
Wardens who drive off the greater threats to the safety of the
population. Lone monsters often escape their notice and sometimes
raid the outlying farms. Special encounter tables can be created to
reflect the lower levels of monsters that do manage to lurk in these
woods, providing low-level characters with a decent but not
overpowering challenge.

The greatest consideration in creating wilderness encounter tables is o
have a separate table for each type of terrain. These need not be
created all at once, although tables must exist for the terrain types the
characters have to enter during the course of an adventure. Different
terrain types that can be used include the following:

Terrain Types Terrain Types

Aerial Ocean, deep
Arctic Ocean, shallows
Bush Parkland
Coastal Plains

Desert, hot or cold Prehistoric
Farmland Rainforest
Glacier Salt marsh
Grasslands Steppe

Jungle, subtropical Swamp, tropical
Jungle, fropical Swamp, temperate
Lake Temperate forest
Mountains, high Tundra

Mountains, low

Wilderness encounter tables can reflect more than just terrain. There
are differences between the jungles of Africa and those of Asia or South
America. Different areas of jungle (or plains or whatever) can have
different properties in a fantasy world, too.

Furthermore, an aread's level of civilization should be taken into account.
There might be tables for settled farmlands, border areas, and barely
explored plains. All cover the same type of terrain, but there are vast
differences in the types of encounters.

Sample Wilderness Encounter Tables are provided in this tome, in
Appendix L on pages 236-238. Aquatic Encounter Tables are provided
on pages 229-230. The frequency of outdoor and aquatic encounters
varies greatly, depending upon the terrain type and population density
of the area. See the Frequency of Encounter Checks section on page
41 for more information.
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Urban Encounter Tables

In addition to tables for dungeons and wilderness areas, the DM can
create others for any type of special situation he creates. The most
common of these are encounter tables for towns and cities. These are
not properly wilderness and certainly aren't dungeons. The players
shouldn't expect to meet bands of ravening beasts intent on death and
destruction (unless it's a very peculiar city!).

Town and city encounters will be with people, mostly player character
races, of different social classes and occupations. Guardsmen,
merchants, beggars, urchins, teamsters, and craftsmen plying their
tfrade are all likely encounters for a city.

A single encounter table will do for most smalll vilages and towns. Such
places have a great deal in common, although the DM can certainly
create distinctions between villages on the coast and those well inland.

Cities, however, tend to have unique characters. Just as Los Angeles is
different from New York or Paris from Marseilles, different cities in a
fantasy world should feel different to the characters. Each major city
should have a unique encounter table to reflect these differences.

Indeed, even within a city there may be different encounter tables to
reflect the character of the city's districts. The villas on the hillside are
no less dangerous than the waterfront, but these dangers take more
subtle and insidious forms.

In the end, there is no limit to the degree of subdivision that can be
applied to encounter tables. Cities, individual districts, specific
complexes within those districts, and buildings within those complexes
could all have separate encounter tables. However, they do not need
to. The DM should only concern himself with those areas he knows or
thinks the players are going to frequent! There is no reason to do
pointless work - the DM has enough responsibility already.

Sample Urban Encounter Tables are provided in this fome, in Appendix L
on pages 233-235. In general DM's should check for encounters every 30
minutes or as otherwise desired. See the Frequency of Encounter Checks
section on page 41 for more information.

Special Encounter Tables

Suppose the DM decides to create tables for the Empire of Orrim. Orrim
stretches from the Harr Mountains to the Sea of Faldor. North of it lies
the Forest of Bane, a place noted for its evil denizens. Most of the
empire is agricultural, but the mountain district is heavily devoted to
mining. Several large, under ground complexes have been built.

There are two major cities - Sulidam, the capital, located on the coast,
and Coralport, a pirate stronghold on an island offshore. To limit his
work, the DM decides to start the characters in a small village of the
mining district, close to an abandoned mine (his dungeon).

First, the DM creates the following tables:
¢ Dungeon levels 1-4 (for the abandoned mine)
* Village encounters
¢ Black Opal Inn (the residence of the player characters)

After a while, the characters want to go exploring. Now the DM adds
some new encounter tables to his collection. These include:

¢ Settled mountains (for low-level wilderness)
¢ High mountains (for more dangerous adventures)
* Sefttled plains (for when the characters travel to the capital)

Working in this manner, the DM gradually creates a complete set of
encounter tables. When he is finished, his collection might look like this,
in addition to those already mentioned.

e Farmland

e Forest of Bane

e Forest borderlands

e Mountain borderlands

o Setfled seacoast

¢ Shallow ocean

o Waterfront district, Sulidam
e Nobles' district, Sulidam

o Artisan's district, Sulidam

e Slums, Sulidam

e Temple of Martens (a powerful cult of Sulidam)

e Sewers of Sulidam

e Emperor's Palace

o City of Crypfts (a cemetery outside Sulidam)

e Dungeon of Theos (under an evil wizard's villa in Sulidam)
e Coralport

e Coralport jungles

e The Harpooned Whale, an inn of Coralport

e Hargast Mine (an opening fo the Underdark)

By creating the tables gradually, the campaign world slowly begins to
define itself and take shape before players' eyes.

Spicing Up Encounter Tables
There are several things that can be done to make encounter tables
both easier and more exciting to use. Some of these are strictly for the
convenience of the DM, making the job of running the game easier.
Others are different ways to pose exciting challenges for players,
keeping everyone from being bored.

The first frick is o include basic monster statistics along with each entry
on an encounter table. While this means taking a little longer to set up
an encounter table, it also means the DM doesn't have to stop and look
up information as often in the middle of the game. A shorthand
notation similar to the one given below can be used.

Creature - #APP, HD, HP, AC, Mv, Dmg, Special Attacks/Defenses.

e # APP lists the number of creatures likely to appear. This is given as
a die range.

o HD tells how many Hit Dice the creature has.
o HP tells how many Hit Points the creature has.
e AC is the creature's Armor Class.

o MV is the creature's Movement Rate.

¢ Dmg is the damage caused by a successful hit. If the creature
gets more than 1 attack, more than one entry may be needed
here.

o Special attacks/defense should remind the DM of any special
abilities, magical items, or defenses the creature might possess.

For DMs willing to devote more time to advance preparation, another
good trick is to slowly build a collection of file cards describing special
encounters. Each card could have a more detailed description of a
person, creature, group, or thing on it.

Once the DM has this collection, “Special Encounter” entries can be
added to random encounter tables. When a special encounter occurs,
the DM chooses a card from his collection and uses the detailed
information there to roleplay the encounter. Some possible special
encounters include:



e The den orlair of a creature, complete with a small map, short key,
tactics, and special freasure. (For example, “The nest of a female
wyvern and her brood located in an aerie on the side of a cliff.
Woven into the nest are two suits of chainmail +1.")

o A detailed description of an NPC, including weapons, magical
items, spells (if any), goods, physical appearance, attitudes,
companions, and perhaps even a mission or story. (For example,
“The friar seeking companionship along a lonely trail is really a
bandit leading the party into a trap.”)

e A cunning frap describing detailed workings and effects. (For
example, “A kobold deadfall meant to gather fresh meat rigged
in an old mine corridor.”)

o A vignette complete with characters, actions, and motives. (For
example, "A near riot breaks out on a city street after a band of
Voorish outlanders, squabbling with a merchant, overturn his
melon cart.”)

The great advantage of these special encounters is that there is no
requirement fo use them at any given time. The DM can prepare such
cards in his spare time and produce them whenever he needs them.
Players will become convinced that the DM is a genius, and his game
will never be dull.

Random encounters need not be limited to NPCs and monsters. All
manner of things can be included, dangerous or just mysterious. Other
possibilities for encounter tables include:

Shrieks in the distances

Traps

Changes in the weather

Rustling of nearby bushes

Lights in the distance

Celestial wonders

Sudden gusts of wind

The clatter of a rock falling from the ceiling

All of these help build atmosphere. Furthermore, if these are cleverly
mixed with real encounters that begin in similar ways, players become
attentive and involved. Exploring a dark, dank cave where hideous
beasts may live, with only a guttering torch, should be a nervous and
scary event. Adding “fake” random encounters will give players some
idea of the uncertainty their characters experience. If nothing else, this
kind of encounter will give players some respect for the risks their
imaginary characters are taking!

Running Encounters

Encounter tables are created before play begins. During a game
session, the DM has to take the information he has put info the
encounter tables and bring it to life.

To use an encounter table and run an encounter, the DM needs fo
know several things: How often should he check for encounters? What
is encountered? How many creatures are there?2 How far away are
theye Did they surprise, or were they surprised by, the characters?
What will the encountered group do? The rules below fell you how to
answer these questions.

The DM knows when a planned encounter is to occur, based on the
conditions or location he has prepared. The same is not frue of random
encounters. For these, the DM must make encounter checks.

Frequency of Encounter Checks

How often the DM makes encounter checks depends on the situation.
Different types of terrain (or dungeons) may make checks more or less
frequent. Furthermore, the type of terrain and population density will
affect the chance the characters have a meaningful encounter.

Frequency of Dungeon Encounter Checks: Encounter checks in the
dungeon are not affected by terrain (since there isn't really any terrain
to consider). Normally, one encounter check is made every hour, with
an encounter occurring on a roll of 1 on 1d10.

If the DM deems part of a dungeon particularly dangerous, the number
of checks can be increased to once per 10 minutes of exploring. The
DM can also increase the chance of an encounter occurring. If the
characters engage in an activity that makes excessive noise
(hammering spikes or taking part in a loud battle), an encounter check
should be made immediately.
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Frequency of Urban Encounter Checks: Urban encounter checks are
not affected by terrain (since there isn't really any terrain to consider).
Normally, one encounter check is made every 30 minutes, with an
encounter occurring on aroll of 1 on 1d10.

More populous cities, or bustling urban centers, may call for more
frequent encounter checks (no more than once per 10 minutes is
recommended).

Frequency of Wilderness Encounter Checks: |If the region is not
patrolled the chance of an encounter increases by one. In heavily
populated areas, the chance of an encounter decreases by one (or
by two if the area is heavily patrolled). These modifiers should not be
used unless the DM has specially prepared encounter tables to reflect
the differences between settled lands and wilderness, however.

The table below lists both the frequency of checks and the chance that
an encounter will occur for the most common wilderness situations. If
characters are adventuring in other types of terrain, the DM can use a
comparable entry from the table or can determine frequency and
chance of encounter himself.

e Encounter Chance: This lists the chance (on a d10) for an
encounter to occur.

e Time of Day: If an “x" appears under a listed time of day, an
encounter check should be made. This does not ensure an
encounter, it only requires the check for one. The chance of
having an encounter can be modified by several factors.
Foremost of these is population density. The chances of an
encounter listed on the following table assume an unpopulated,
wilderness area.

s
£ 5 2 .
Encounter 5 e S 2 B
Terrain Chance = = < a z
Plain 1in 10 X X X
Scrub 1in 10 X X X
Forest 2in 10 X X X X X
Desert 1in 10 X X X
Hills 2in 10 X X X
Mountain 3in 10 X X X
Swamp 4in 10 X X X X X
Jungle 3in 10 X X X X X
Ocean 1in 10 X X
Arctic 1in 10 X X

The DM can also choose to modify the chance of an encounter for any
other reason he feels is justified. If the characters have been making
excessive noise or if the village alarm has been sounded, the DM can
increase the chance of an encounter.

Is This Encounter Necessary?2

Any time the DM feels his adventure is dragging along or that
characters are getting over-confident, he can declare a random
encounter. Likewise, if he feels that a random encounter would hurt the
adventure, he can ignore one that's called for. Good judgment is far
more important than slavish devotion to procedure.

Encounter Size

If the DM decides that yes, this encounter should happen, he
determines how many creatures or NPCs appear. There is no quick and
easy formula for this. Experience is the best guide. The Monstrous
Manual lists a typical encounter size for each monster. Use this as a
guideline, especially when you're first starting out as a DM, but don't
follow this inflexibly.

When uncertain, use a small encounter. It is far better for a random
encounter to be easily defeated by the player characters than it is for
the monster to overwhelm them. An easy PC victory gives the DM
information and experience (so he'll know to increase the difficulty of
the next encounter) without harming the player characters and his
campaign. A crushing PC defeat is almost impossible fo correct without
obvious manipulation once the encounter has begun.

As always, use common sense when determining how big an
encounter is. Nature provides some guidelines. Bear these in mind
when figuring encounter size. Many predators, especially those that
hunt by night, are solitary creatures. A nocturnal fantasy creature might
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show up alone, as well. Of the predators that hunt by daylight, some
work alone while others cooperate in groups of two or three. One or
two will attack the prey from one direction while the others wait for it to
be flushed toward them. Such hunters are usually stronger and faster
than their prey. Again, fantasy creatures can follow this pattern.

Smaller predators sometimes hunt in packs of 5 to 12, attempting to
surround and harry a chosen victim. Herbivorous animals tend to favor
herds and the company of others. Omnivores live in smaller groups and
often have older members that act as guards. All of these factors can
play a part in the size of a given encounter.

Encounter Distance

Once an encounter occurs, it is necessary to know the range at which
the creatures might first be noticed. This distance is dependent first on
whether or not either group is surprised or, if no surprise occurs, on the
type of terrain the encounter occurs in.

In situations where no cover is possible, encounters will occur at the limit
of vision unless special circumstances, such as lighting, dictate
otherwise.

While it is possible to spot another group at quite a distance, the
characters or creatures may not be able to identify them immediately.
Encounter distances for different conditions and ferrains are listed
below:

Situation or Terrain Base Encounter Distance

Smoke or heavy fog 2dé x 5 feet
Jungle or dense forest 2dé x 10 feet
Light forest 3dé6 x 10 feet
Scrub, brush or bush 3d12x 10 feet
Grassland, little cover 3d12 x 20 feet
Nighttime or dungeon Limit of sight

Both groups surprised s of the base encounter distance

Hiding, Encounter Distance and Surprise: [f creatures are trying not to
be seen, it's usually harder to spot them, but creatures that are keeping
low to avoid being spotted are not able to move quickly. If creatures
are moving with stealth, they can only move at % their normal
Movement Rate.

Perception skill checks may be made to notice hidden creatures at the
base encounter distance listed above. Should this fail, and an ambush
is not sprung, another check may be made at 2 the base encounter
distance listed above.

As with all potential surprise encounters, a party can be surprised by
opponents who are not attempting an ambush (for example, a party
of adventurers turning the corner of a dungeon and stumbling info a
band of trolls). In such instances each combatant can make a DC 10
Perception skill check in order to avoid being surprised. Those failing
the check are surprised and cannot act during the surprise round.
Those who succeed may roll initiative and act during the surprise round.
Should both parties completely fail to notice each other it is possible to
miss an encounter.

Example: The player characters are traveling through a dense
jungle and encounter a band of orcs (at a base encounter
distance of 2déx10 feet, as noted above). If neither party makes
their Perception check at this distance, neither is aware of the
other.

The player characters and band of orcs would make another
Perception check if they closed to 2 of the base encounter
distance. Should both parties fail this check as well it is possible
that the encounter would be missed (unless the parties cross
paths, in which case a surprise check would be made at 4 of the
base encounter distance).

Avoiding Encounters: It is always possible to flee or sneak away from
an undesired confrontation if the other party is unaware of your
presence or surprised. It is never possible to flee from an encounter
where the opponent party is in striking range without drawing parting
shots and, possibly, initiating a pursuit. (See Disengage or Run on page
65 and 66) a party can always flee an encounter if it gains the first
initiative.

Whether or not the opposing party will follow in pursuit of the fleeing
party is up to the DM but should be based upon the relative strengths
of both parties and upon the reasons for and against such pursuit.

“Fixing" Encounters

Sometimes, for all the good intentions of the DM, encounters don't work
out right. Correcting problems in play can be difficult, but there are
times when it's unavoidable. Here are some tricks you can use.

The Encounter Is Too Difficult: The DM has accidentally pitted his player
characters against a group of creatures too powerful for them, so much
so that the player characters are doomed. To fix things, the DM can
have the monsters flee in inexplicable panic; secretly lower their Hit
Points; allow the player characters to hit or inflict more damage than
they really should; have the monsters miss on attacks when they
actually hit; have the creatures make grievous mistakes in strategy (like
ignoring the thief moving in to strike from behind).

The Encounter Gave Away Too Much Treasure: Sometimes the DM
discovers his random encounters gave away too much treasure. In this
case, he can have more monsters of the same or more powerful type
appear on the scene (e.g.: The first group stole the treasure and these
fellows want it back; or the first was carrying the tribe's treasury to safe-
keeping; or the new group has been trailing the first to rob them, and
now takes a very dim view of the characters getting all the loot.)

In many ways this is like those westerns where everyone winds up
fighting over the gold. In this case, the monsters don't want fo annihilate
the player characters so much as get the loot and run.

The Encounter Was Too Easy: As long as the freasure the characters
earned was not excessive, this is not a problem. The DM can always
make things tougher for them in the next encounter.




Encounter Reactions

Once the encounteris set and the DM is ready to roleplay the situation,
he needs to know how the NPCs or monsters will react. The creatures
should react in the manner the DM thinks is most appropriate to the
situation.

If the player characters charge a band of randomly encountered orcs
with weapons drawn, the DM can easily say, “They snarl and leap to
the defense!” Selection of the reaction based on the situation ensures
rational behavior and avoids the illogical results that random die rolls
can often give.

However, there are fimes when the DM doesn't have a clue about what
monsters or NPCs will do. This is not a disaster - it's not even all that
unusual. When this happens, the DM can randomly determine an
encounter reaction by rolling for a result as detailed on page 54 of the
Player's Handbook (and repeated below for ease of reference). These
reactions may be influenced by the player character’'s words and
actions; permitting players to use social interactions and clever
roleplaying to avoid (or purposefully incite) combat or other
entanglements.

Social Interaction: Charisma checks may be made to influence others.
These checks are Deception, Intimidation, or Persuasion skill checks
(see page 61 of the Player's Handbook for more details). While die rolls
may be used to resolve such checks, roleplaying on the part of players
should always be encouraged. Rewards for skillful or clever roleplaying
include bonuses to these skil checks or, preferably, DM-player
interactions that negate the need for dice rolls altogether.

Most Persuasion skill checks are modified by the initial attitude of the
target towards the speaker and his associates.

Humanoids and giants typically greet all humans and demihuman
races with “"Hatred,” though half-orcs may be met with “Antipathy” or,
possibly, a “Neutral” attitude at the DM's discretion. The initial attitude
of other races towards the players is based upon the immediate
situation and upon the typical interactions between members of that
race with humans and demihumans. The initial atfitude categories,
and their social implications, are:

Attitude Implications Possible Actions

Preferred Takes risks to help you Protect, back up, heal, aid

Goodwill Wishes you well Chat, advise, offer limited
help, advocate

Neutral Doesn't much care Socially expected interaction

Antipathy  Wishes you ill Mislead, gossip, avoid,
scrutinize, insult and cheat

Hatred Takes risks to hurt you Attack, interfere, berate, flee

When making Persuasion checks, the initial attitude of the target
modifies their Charisma check as follows:

Initial Attitude Persuasion Check Modifier
Preferred +4 bonus to the skill check
Goodwill +2 bonus to the skill check
Neutral + 0 to the skill check
Antipathy -2 penalty to the skill check
Hatred -4 penalty to the skill check

The Persuasion check result determines the result of the interaction:

Check Result Encounter Reaction

Less than 10 The target’s attitude is worsened by one
category. (“Neutral” to Antipathy”)

10 The target’s attitude is unchanged.

15 The target’s attitude is unchanged. The
character may make another attempt at
Persuasion with a +4 bonus.

20 The target’s attitude improves by one category.
("Hatred” to “Antipathy”)

25 The target’s aftitude improves by two
categories. (“Hatred"” to “Neutral”)

30 The target’s atftitude improves by three

categories. (“Hatred” to “Goodwill”)
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Example: A band of adventurers
making their way through a
mountain pass comes upon 2 hill
giants resting by a mountain
stream. Normally the giants would
rush to slay the party, as their initial
attitude towards the party is one
of "Hatred.” The group, having
spoftted the giants first, attempts to
approach cautiously and lets the
group’s charismatic 8t level
halfling thief speak on their behalf.

The thief has Proficiency with the
Persuasion skill, giving him a +4
Proficiency Bonus to the check. In
addition, he has a 16 charisma (+2
modifier) giving him a bonus of +6
to his Persuasion check.

The giants’ initial reaction of
Hatred imposes a -4 penalty to the
Persuasion check, giving the thief
a tfotal bonus of +2 to his skill
check. The halfling rolls a 16 on a
d20 and adds 2 for a total of 18.

The result (18) means that the lucky halfling has managed to hold
the giants’ attention long enough to make another Persuasion
check with a +4 bonus (making his total bonus to the next check
+6).

Repeated Charisma Checks: Once a Charisma skill check has been
made, further attempts to influence the target of the interaction might
be fruitless or run the risk of upsetting or angering the subject creature,
potentially shifting its attitude toward hostility. Characters should use
their best judgment when considering whether to try their luck with
another Charisma skill check.

Example: A party's thief says something that pushes a noble's
attitude toward the party from neutrality to antipathy. Another
character might be able to diffuse the noble's hostility with clever
roleplaying and a successful Persuasion or Performance check.
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NON-PLAYER CHARACTERS

Non-Player Character Generation

Itis a good idea to have well-developed non-player characters (NPCs)
inhabit your game world, especially in the case of henchmen,
exceptional followers, recurring villains or rivals of the player characters,
and the leaders of villainous organizations.

In order to easily develop these personae, the tables below are offered
for consideration. Note that the various facts and traits are given in a
sequence which allows the character to develop itself - with judicial
help from the DM. The personae of special NPCs should be selected
(and embellished) from the tables. Other NPCs can be developed
randomly, or by a combination of random and considered selection.

Class, race and alignment should be selected for created NPCs. For
random NPCs, the DM can select the class and alignment or generate
them randomly, as best suits the particular situation. Race is usually
dependent upon the demographics of the local population.

Preferred Class by Race
Race Typical Classes

Dwarf, gray Assassin, cleric, fighter

Dwarf, hill Cleric, fighter, thief

Dwarf, mountain Cleric, fighter, thief

Elf, drow (female) Cleric, fighter, thief

Elf, drow (male) Cleric, fighter, magic-user, thief
Elf, grey Cleric, fighter, magic-user, thief
Elf, high Cleric, fighter, magic-user, thief
Elf, sylvan Druid, fighter, ranger, thief

Elf, wild Druid, fighter, ranger

Gnome, deep
Gnome, surface

Cleric, fighter, magic-user, thief
Cleric, fighter, magic-user, thief

Half-elf Bard, cleric, fighter, magic-user, ranger, thief
Halfling Fighter, thief

Half-ogre Barbarian, fighter

Half-orc Assassin, barbarian, cleric, fighter, thief
Human Cleric, fighter, magic-user, thief

Ability Score Adjustments by Race*

Race Adjustments

Dwarf (all) CON +1, CHR -1

Elf, drow (female) STR-1,INT +1, DEX +1, CON -1, CHR +1
Elf, drow (male) INT +1, WIS -1, DEX +1, CON -1

Elf, grey STR -1, INT +1, DEX +1, CON -1
Elf, high DEX +1, CON -1

Elf, sylvan DEX +1, CON -1

Elf, wild DEX +1, CON -1

Gnome, deep CON+1, CHR -1

Gnome, surface STR -1, CON +1

Half-elf None

Halfling STR -1, DEX +1

Half-ogre STR +2, INT -1, DEX -1, CON +2, CHR -2
Half-orc STR +1, CON +1, CHR -2
Human None

* These adjustments cannot bring ability scores above or below
racial maximums.

Ability Score Generation by Class*

Class (Minimum Scores)
Assassin (INT 13, DEX 13)
Barbarian (STR 13, CON 13)
Bard (INT 13, WIS 13, CHR 13)
Cleric (WIS 9)

Druid (WIS 13, CHR 13)
Fighter (STR 9)

Ability Scores

2d6+6 INT & DEX, 3dé in all others
2d6+6 STR & CON, 3dé in all others
2d6+6 INT & CHR, 3d6 in all others
2d6+6 WIS & CHR, 3dé in all others
2dé+6 WIS & CON, 3dé in all others
2d6+6 STR & CON, 3dé in all others
Magic-user (INT 9) 2d6+6 INT & DEX, 3dé in all others
Monk (STR 13, WIS 13, DEX 13) 2dé+6 WIS & DEX, 3dé in all others
Paladin (STR 13, WIS 13, CHR 13)  2d6+6 STR & CHR, 3dé in all others
Ranger (STR 13, WIS 13, CON 13)  2dé+6 WIS & DEX, 3dé in all others
Thief (DEX 9) 2dé6+6 INT & DEX, 3dé in all others

Typical Alignment by Class*

Class Typical Alignments

Assassin Chaotic evil, neutral evil

Barbarian Chaotic neutral, neutral

Bard Neutral, neutral good

Cleric Lawful evil, lawful good, lawful neutral
Druid Chaotic neutral, lawful neutral, neutral
Fighter Lawful neutral, neutral

Magic-user Lawful neutral, neutral

Monk Lawful evil, lawful good, lawful neutral
Paladin Lawful good

Ranger Chaotic good, neutral good, neutral
Thief Chaotic neutral, neutral, neutral evil

* Racial and cultural alignments should influence these.

Roleplaying NPCs

NPCs

Of all the things the DM does - judging combats, interpreting the actions
of the player characters, creating adventures, assigning experience - of
all the things he can possibly do, nothing is more important to the AD&D
game than the creation and handling of non-player characters (NPCs).
Without non-player characters, the AD&D game is nothing, an empty
limbo. The AD&D game is a roleplaying game, and for the players to
roleplay, they must have something or someone to interact with. That's
what NPCs are for, to provide the player characters with friends, allies,
and villains. Without these, roleplaying would be very dull.

An NPC is any person or monster the player characters must deal with
and that the DM has to roleplay. The player characters must deal with a
frap, but the DM doesn't roleplay a tfrap. It's not an NPC. A charging
dragon is an NPC - the DM acts out the part of the dragon and the
players decide how their characters are going to react to it. There are
fimes when the DM's roleplaying choices are simple (run away or
charge), but often the DM's roles are quite challenging.

For convenience, NPC encounters are generally divided info two broad
categories: monsters (those living things that aren't player character
races) and full NPCs (races the player characters commonly deal with).
The range of reactions in a monster encounter is generally less than in a
full NPC encounter.

The DM has to think of himself as a master actor, quick-change artist, and
impressionist. Each NPC is a different role or part the DM must quickly
assume. While this may be difficult at first, practice makes the task much
easier. Each DM develops certain stock characters and learns the
personalities of frequently used NPCs.

There are many different categories of NPCs, but the most frequently
encountered are common, everyday folk. Player characters deal with
innkeepers, stablers, blacksmiths, minstrels, watchmen, petty nobles, and
others, many of whom can be employed by player characters. These
NPCs are grouped together as hirelings.

Human and Demihuman NPCs

The host of merchants, shopkeepers, guardsmen, soldiers, clerics, magic-
users, fighters, thieves, assassins, and so on are all yours to play. Again,
this is simply a matter of assuming the station and vocation of the NPC
and creating characteristics — formally or informally according to the
importance of the non-player character. These NPCs will have some
alignment, but even that won't be likely to prevent a bit of greed or
avariciousness. Dealing with all such NPCs should keep in mind that NPCs,
first and foremost, have their own interests and well-being to look after.
Consider the following example:

The fighter, Celowin Silvershield, enters a strange town seeking aid
from a high level magic-user in order to turn an associate back to
flesh (after a most unfortunate encounter with a cockatrice). His
inquiries at a tavern meet with vague answers until several rounds
of drinks have been purchased, and the proprietor generously
fipped. Wending his way from tavern to wizard’s tower, Celowin is
accosted by a beggar, and he is pestered unendingly until he
either pays off or calls for the watch. Paying off will attract a swarm
of other beggars. Calling for the watch can be nearly as
dangerous, as they could resent a foreigner’s refusal to deem a
native beggar worthy of a copper or two. Despite such possible
misadventures, the fighter finally comes to the tower of Llewellyn



ap-Owen, a wizard of high repute. However, Celowin’s knocking
is answered by a lesser person, the warlock Tregillish Mul, the
wizard’s henchman. Mul informs the eager fighter that “Lofty
Llewellyn is far too busy to see anyone at this fime. Good day!”
Unless Celowin is quick in offering some inducement, the warlock
will slam the tower door and forget about the intrusion.

Now let us assume that Celowin's bribe was sufficient to convince
Tregillish Mul to arrange an appointment with his master, and
furthermore that such appointment is actually timely. Now old ap-
Owen is rather testy, for he was in the middle of an experiment
which is now absolutely ruined, and must be begun all over again,
just because this stupid sword-swinger managed to convince Mul-
the-Lackwit that something was more important than a wizard's
spell research! Well, this fellow Celowin had better have a good
reason for interruption, and further, the pay had better be good...

Celowin will have to pay through the nose, in cash and in magic
items, to get the magic-user to turn stone to flesh once again. But
suppose Celowin has no item which Llewellyn could use2 The
wizard will take something he cannot use personally, for he
undoubtedly has all sorts of henchmen and hirelings who can
employ these things, not to mention the possibility of trading or
selling. In no event will money ever serve to replace magic items!
Furthermore, if no magic is available, then a Geas can be laid to
get somel

This example show how varying roles are played without great difficulty
simply by caling upon observation of basic human nature and
combining it with the particular game circumstances applicable. Once
established, it is quite easy to recall the personae of frequently consulted
or encountered NPCs. If such infercourse becomes very frequent,
considerable additional development of the character or characters
concerned, and their surroundings, will certainly be in order. Thus, in
many ways, the campaign builds and grows of its own volition and within
its own parameters.

Hirelings, Henchmen and Followers
Notes for playing henchmen, followers and hirelings are provided in the
Hireling, Henchmen, and Followers section of these rules, on page 48.

Monsters

Taking the role of some of the monsters - those who happen to be human
or humanoid - is not a difficult task for the DM, but sometimes it is hard to
get into the personae of particularly nauseating creatures or minions of
purity or whatever. Such creatures might well be beyond the realm of
experience of the referee, and understandably so. Nonetheless, such
monsters must be carefully played by the DM.

Each and every monster must be played as closely to its stated
characteristics as is possible. Clever ones should be played with
cleverness, stupid ones with stupidity, ferocious ones with ferocity,
cowardly ones with cowardice, and so on. In all cases, the DM is
absolutely obligated to play the monster in question to the best of his
ability according to the characteristics of the monster and the
circumstances of the encounter. A magic-using creature will intelligently
select the best (or what the creature believes will be the best) spell or
magic device for attack/defense. Inteligent monsters will make use of
magic items in their freasure hoard! Thinking monsters will tend to flee
from encounters which are going badly in order to live and fight another
day. There is no reason why monsters cannot learn from encounters,
employ flaming oil, set up ambushes, and so forth according to their
capabilities and resources.

Types of NPCs

Quick NPCs

Creating a ful-blown NPC with a history, unique physical
characteristics, personality traits, skills, a morale rating, and so on, is a
time-consuming process, something the DM can't do in the middle of a
game session. Fortunately, there are quick ways around this problem.
By using these, the DM can create NPCs on the spot without slowing
down his game sessions.

1. Create only as much of the character as the players are going to see
in the game. First and foremost, the DM should never create more than
he needs. Running aroleplaying game is a big job and there is no need
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to create more work than is necessary.

If an NPC is just an innkeeper or a groom or a smith, the DM doesn't
need ability scores, proficiencies, or detailed lists of equipment. All he
really needs is a physical description and a personality.

When the player characters run into a hostile fighter, personality is not
fremendously important. In this case all that is needed is level, strength,
weapons, and Armor Class.

2. Create and use stock characters but don't let them dominate. While
it is fine to have every innkeeper and groom and smith different, this
creates a lot of work on the DM. Some DMs are quick enough and
creative enough actors to do this with no problem; others are noft.
There is nothing wrong with having a standard or stock shopkeeper or
peasant.

If an NPC is minor or unimportant, roleplaying a detailed and intriguing
personality can even get in the way of the storyl The players may
remember that character and perhaps forget more important ones.
They may decide this minor character is important to the plot. In a
sense, the DM's creation has stolen the scene.

Balancing major and minor characters isn't easy, however. If all the
minor NPCs are stock characters, the game will eventually become dull
and boring. The players will resign themselves to meeting yet another
crotchety, old peasant or greedy and suspicious innkeeper.

3. Create as you go. The DM can start with nothing more than an idea
of what he wants an NPC to be like and then ad lib the personality and
description during the course of play. This allows to him to create a
character that interacts with the imaginations of the players, since the
DM reacts to their suggestions and actions.

However, the DM who does this has to be careful to be consistent. This
can be hard since he is making it all up on the fly. He should be sure to
keep notes of what each NPC does and what he becomes as he
develops. This way the NPC can remain the same from game session
to game session.

4. Do your homework before and after game sessions. If the DM knows
the characters are going to meet a particular NPC, he should at least
make some basic notes about that character before the start of the
game. These may be only a few scribbles about personality, but it will
at least provide a starting point.

After a game session, the DM should add to those notes, expanding
them with anything that came up during that session. If these notes are
maintained and the NPCs filed so they can be found again, the DM will
have less and less work to do each time. With time, important NPCs,
stock characters, and improvised encounters will take on unique
persondalities and backgrounds. This enriches the game for everyone
and makes that DM's game just that much better than the next guy's.

Walk-On NPCs

There are several shortcut methods that can be used when roleplaying
NPCs who only have brief appearances - the “walk-ons" and “cameos"
of aroleplaying adventure.

The DM can choose some particular character trait - cowardice,
greed, optimism, precision, or whatever - and exaggerate it, take it to
an extreme. This is most effective for creating comical (or frustrating)
situations.

Alternately, a particular physical trait - baldness, pot-bellied, bad teeth,
wheezy, and more - can be stressed. This helps fix the appearance of
the NPC in the players' minds, especially useful if the characters must
describe or find the NPC again.

Like physical traits, simple habits - scratches his head, tugs on his beard,
stares at the sky when talking, or mumbiles - can be used. The DM can
actually act out these simple habits at the table, adding a visual
element to the roleplaying experience.

Significant NPCs

For very important NPCs, hirelings, and henchmen, the DM is going to
need more than just a single character feature. Saying that a hireling
is greedy is not enough. It doesn't make him any different from all the
other greedy NPCs the player characters have met.

Perhaps he struggles to control his natural greediness out of loyalty. He
may break into cold sweats and become nervous when the player
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character accidentally tempts him (“Here, hold my horse while | go see
what's making that noise.”). Will he remain loyal or will his baser nature
get the best of him2 The answer to this question should come out
through roleplaying.

Enough little questions like this - and enough roleplayed answers - will
bring the NPC's true character into focus. And if the DM pays attention
to the personality of the NPCs, the players will also learn and study those
characters.

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

NPC Personalities

More than what they can do, how much they cost to hire, or how loyal
they are, NPCs live only when they have personalities. Poorly played,
an NPC can easily be reduced to nothing more than a collection of
numbers, spells, equipment, and automatic reactions - a roleplaying
automaton. Vivid NPCs are much more than this. These characters,
developed and acted by the DM, are complete. They have quirks,
likes, dislikes, habits, ambitions and desires. In one way or another they
fire and remain in the imagination of the players.

Some DMs have the naturally ability to create such characters on the
spur of the moment, improvising as they go along. This is a rare gift, not
possessed by most. However, this doesn't mean any DM can't create
good NPCs. All that's required is a little effort.

Creating an NPC Personality

The best way to create a personality is fo use whatever seems right and
not worry about carefully constructing a background and rationale for
the character. The DM has to keep careful notes about each major
NPC, adding to him each play session. After several sessions, the NPC
may have a complete background and personality, one that has
come out little-by-little during play.

Alternatively, the DM can prepare a personality in advance. This simply
means he prepares some background notes before he begins to play
that character. This is useful for powerful villains and important officials.
However, during play, the DM should be flexible enough to change any
part of the NPC's background that just doesn't work.

To aid in the process of creating NPCs, the table below lists different
types of attitudes, tendencies, and habits. These are organized into
general fraits, with similar specific fraits grouped under each.

The DM can choose a general trait and any associated, specific fraits;
he can randomly determine the general trait (rolling 1d20) and select
specific fraits; or he can randomly determine everything (1d20 for a
general frait, percentile dice for specific traits).

For example, the DM randomly determines a hireling is careless, selects
thoughtless from that sub-group and then rolls for an additional trait,
getting cheerful. The end result is somewhat scatter-brained, happy-
go-lucky person.

This table is provided to spur the imagination of the DM, although it can
be used to create completely random personalities. However, random
methods often lead fo confusing and seemingly impossible
combinations! If a result seems totally impossible or unplayable, don't
use it simply because that's how the dice rolls came up. Whenever
possible, the DM should decide the personality of the NPC!

Traits

D20 Roll
1

General Trait
Argumentative

Arrogant

Capricious

Careless

Courage

Curious

Exacting

Friendly

Greed

Generosity

Moody

Naive

Opinionated

Optimistic

Pessimistic

D% Roll
01

Specific Trait
Garrulous
Hot-tempered
Overbearing
Articulate
Antagonistic
Haughty
Elitist

Proud

Rude

Aloof
Mischievous
Impulsive
Lusty
Ireverent
Madcap
Thoughtless
Absent-minded
Dreamy
Lacks common sense
Insensitive
Brave
Craven

Shy

Fearless
Obsequious
Inquisitive
Prying
Intellectual
Perceptive
Keen
Perfectionist
Stern

Harsh
Punctual
Driven
Trusting
Kind-hearted
Forgiving
Easy-going
Compassionate
Miserly
Hard-hearted
Covetous
Avaricious
Thrifty
Wastrel
Spendthrift
Extravagant
Kind
Charitable
Gloomy
Morose
Compulsive
Irritable
Vengeful
Honest
Truthful
Innocent
Gullible
Unsophisticated
Bigoted
Biased
Narrow-minded
Blustering
Dogmatic
Cheerful
Happy
Diplomatic
Pleasant
Foolhardy
Fatalistic
Depressing
Cynical



Traits (Continued)

D20 Roll General Trait D% Roll  Specific Trait
74 Sarcastic
75 Reallistic

16 Quiet 76 Laconic
77 Soft-spoken
78 Secretive
79 Retiring
80 Terse

17 Sober 81 Practical
82 Level-headed
83 Dull
84 Reverent
85 Ponderous

18 Suspicious 86 Scheming
87 Paranoid
88 Cautious
89 Deceitful
90 Nervous

19 Uncivilized 91 Uncultured
92 Boorish
93 Barbaric
94 Graceless
95 Crude

20 Violent 96 Cruel
97 Sadistic
98 Immoral
99 Jealous
00 Warlike

Other NPC Characteristics

Of course, NPCs are more than just personalities and character traits.
Each NPC, like each player character, has abilities and a unique
physical appearance. However, considering NPCs come from the
entire range of humanity (and some fantasy races, as welll), no tables
are given to fill in these details. A few tables simply cannot do justice
to the huge variety of an entire game world.

Furthermore, the physical appearance and abilities should be
determined by the needs of the story, not random choice. If the player
characters are dealing with an innkeeper, the NPC should be an
ordinary person, not a powerful member of a character class.
Furthermore, he should act, dress and behave like an innkeeper.
Therefore, the DM could decide the innkeeper is fat and florid, over-
talkative, with no exceptional ability scores.

On the other hand, say the PCs encounter a mysterious stranger, a
character of great power. Here, the DM decides the stranger's mere
appearance radiates a powerful charismatic appeal. The stranger's
charisma score is exceptionally high. To make the NPC even more
impressive, the DM assigns him a character class and quite a high level.
In both examples above, the DM decided what effect he wanted from
the NPC and built the character around that. Every aspect of an NPC
is a tool for the DM. Some are quite obvious; others may arise only in
special occasions. Listed below are some of the areas a DM can use
to create a distinctive character. Some descriptive words have been
listed for each area to spur the imagination. A good thesaurus can
provide even more adjectives useful for describing characters.

e Game Information: Class, level, race, alignment.

e Height: Bean-pole, gangly, gigantic, hulking, lanky, looming, runt,
short, small, stumpy, tall, tiny, willowy.

o Weight: Broad-shouldered, fat, gaunt, obese, plump, pot-bellied,
rotund, scarecrow, skinny, slender, slim, statuesque, stout, thin, frim

e Hair: Bald, braided, color (any), cropped, curly, frazzled, greasy,
grizzled, leonine, limp, salt-and-pepper, sparse, straight, thick, thin,
wavy, widow's peaked, wiry.

o Manner of Speech: Accented, breathless, crisp, guttural, high-
pitched, lisp, loud, nasal, slow, squeaky, stutter, wheezy, whiny,
whispery.

e Facial Characteristics: Bearded, buck-toothed, chiseled, doe-
eyed, fine-featured, florid, gap-toothed, goggle-eyed, grizzled,
jowled, jug-eared, pock-marked, pug nose, ruddy, scarred,
squinty, thin-lipped, toothless, weather-beaten, wrinkled.
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Of course, there are thousands of possible NPC aspects that could also
be used: skin color, stature, bearing, gait, and eye color are only a few
more. Sometimes it is useful for a DM to make a list of all the words he
can think of that describe a person. Once such a list is made, the DM
can keep that with his game notes, ready to use any time he needs to
quickly characterize an NPC.

Apparent Age

Apparent age can be adjusted for race. For example, elves never
appear to be older than middle-aged. Apparent age can be
manipulated through such means as disguise or magic.

D10 Roll Appearance D10 Roll Appearance

1 Young 6 Mature

2 Youthful 7 Middle aged

8 Youthful 8 Middle aged

4 Mature 9 Oold

5 Mature 10 Ancient
Grooming

Grooming is independent of wealth or status, although the rich and
powerful often have handmaidens and valets that look to their grooming.

D10 Roll Grooming D10 Roll Grooming

1 Filthy 6 Average

2 Sloppy 7 Average

8 Rough 8 Well-groomed
4 Average 9 Impeccable

5 Average 10 Obsessive

Energy Level

Energy level is basically self-explanatory. Constitution effects a
character’s energy level. Though hale and hearty individuals can sfill be
slothful or lazy, sickly NPCs will rarely be indefatigable (such driven
individuals are likely to do themselves harm through overexertion).

D10 Roll Energy D10 Roll Energy

1 Slothful 6 Normal

2 Lazy 7 Normal

3 Normal 8 Normal

4 Normal 9 Energetic

5 Normal 10 Indefatigable

Hobbies and Interests

Hobbies and Interests describe the pastimes, avocations and hobbies of
NPCs. More than one interest is possible for those characters which are
not otherwise obsessive or devoted to some vocation or calling.

D20 Roll Interest D20 Roll Interest

1 Religion 11 Politics

2 Collecting 12 Wine and spirits

S History 13 Foods & preparation

4 Nature 14 Gambling

5 Horticulture 15 Drugs

6 Animals 16 Sex

7 Hunting 17 Music

8 Fishing 18 Theater

9 Handicrafts 19 Art

10 Athletics 20 Philosophy
Collections

Collections simply indicate the field of interest of the collector. Other sorts
can be added as desired. In game use, the collector of swords, for
example, will be a likely contact for player characters wishing fo dispose
of such weapons gained as loot during an adventure. NPCs with a taste
for oddities will collect all manner of absurd and limited-use objects, such
as bird nests, candle snuffers, dolls, ear wax, etc.

D20roll  Collection d20 roll Collection

1 Weapons and armor 11 Sculptures & etchings
2 Games 12 Relics

S Books and scrolls 13 Tapestries

4 Minerals and gems 14 Pets

5 Ornaments & jewelry 15 Clothing

6 Coins and tokens 16 Shoes

7 Trophies 17 Plants

8 Animal skins 18 Insects (preserved)
9 Pottery and porcelain 19 Crystal and glass

1

o

Paintings 20 Oddities
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HIRELINGS, HENCHMEN, AND FOLLOWERS

This section is taken from Player’s Handbook, repeated and expanded
upon here for ease of reference.

As players accumulate experience, renown, and wealth, it is commmon for
them to hire on or attract the services of NPCs who will join them in their
endeavors. The following section details the 3 types of NPCs that player
character may employ, lead, or take on as partners during the course of
a campaign: Hirelings, henchmen, and followers.

Hirelings

The most frequently employed NPC is the hireling. A hireling is a person
who works for money. Most hirelings have fairly ordinary skills, while others
are masters of a craft or art, and a few are experts of specialized
adventuring skills. Hirelings are employed for a stated term of service or
for the performance of a specific task. Thus, a mercenary typically
confracts to serve for one season (90 days or 3 months). A sage works to
answer a single question. A blacksmith may indenture himself for a term
of years. A sailor works for a single voyage. Quite often these contracts
can be renewed without difficulty, but the only thing that binds a hireling
to the player character is regular pay and good freatment.

The following lists expand upon the basic hireling options provided in The
Player’'s Handbook.

Common Hirelings

Common hirelings form the vast majority of any population, particularly
in an agricultural community. They are farmers, millers, innkeepers,
porters, and the like. While some of these professions require special
knowledge, they don't, as a rule, require highly specialized training.
These are the men and women whose work forms the base upon which
civilized life is built.

Common Hirelings Cost
Barrister (per day) 1 gp
Bath 5cp
Bearer/porter (per day) 2sp
Carpenter (per day) 4sp
Clerk or scribe (per letter) 4sp
Guide, in city (per day) 45p
Laundry (by load) 2cp
Leatherworker (per day) 4p
Limner (per day) 10 sp
Linkboy (per night) 1sp
Mason (per day) 5sp
Messenger (per message) 2sp
Minstrel (per performance) 5sp
Mourner (per funeral) 4sp
Pack handler (per day) 3sp
Tailor (per garment altered) 2sp
Teamster w/wagon 2sp/mi.
Valet or lackey 4sp

They are typically engaged for short-term service and are never
expected venture into the wilds or otherwise accompany adventurers on
their forays into the unknown. The following are examples of common
hirelings:

Barrister: A lawyer hired to represent a character and his interests in a
court of law or before a judicial body.

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

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

Clerk: A scribe who generally handles business accounts.

Laundry: This service involves the cleaning and simple repair of
clothing.

Leatherworker: This occupation is principally concerned with the
fabrication of leather goods such as back packs, belts, straps, horse
tack, etc.

Limner: These individuals do all sign painting, drawing of heraldic
devices, etc.

Linkboy: A linkboy is a torch or lantern bearer. They are often
youngsters, but mature men also will so serve.

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

Messenger: Messengers may be anything from full-time runners in the
employ of a local bank or guild fo street urchins wiling to deliver
messages for anyone willing to spare a few coins.

Minstrel: These musicians are found throughout the cities and trade
posts of the world, earning coins through their performances.

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

Scribe: A scribe is principally a secretary or copyist. He will be able to
record normal things, but never anything of magical nature. Specialists,
such as cartographers, charge higher fees for their service.

Tailor: This occupation makes and repairs clothing, bags, shield covers,
etc. 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 respect to draft animals.

Valet/lackey: This occupation subsumes the various forms of body
servants and messengers.

Expert Hirelings

Expert hirelings are those whose training is specialized. This group
includes craftsmen, sages, spies, assassins, alchemists, animal trainers,
mercenaries, and the like. Since not everyone is trained in these skills,
few experts are available for hire, and these few earn more than the
common hireling. Indeed, truly exotic experts (such as spies) are very
rare and exfremely expensive.

Expert hirelings, unlike standard hirelings, expect to be hired for long-term
service and will usually seek contracts for extended employment (1
month, season, or more). The following are examples of expert hirelings:

Expert Hirelings Cost
Alchemist (per day, not including materials) 6 gp
Architect 5gp
Assassin (per assignment 250+ gp
Blacksmith (per day) 3gp
Doctor, leech, or bleeding 3agp
Engineer (per day) 5gp
Guard (per day) 3gp
Jeweler (per day) 5gp
Mercenary soldier (per month) 5+ gp
Mercenary soldier, captain (per month) 10+ gp
Sage (per day) 10 gp
Spy (per assignment) 100+ gp

Alchemist: This profession handles the compounding of magical or
alchemical substances, such as naphtha and acid. Alchemists will only
be found in cities unless you specifically locate one elsewhere. It will
require an offer of fair wages, plus a well-stocked laboratory and the
assurance of not less than a full year of employment, to attract one to
service.

Architect: This profession deals with above-ground construction and
fortification. In order to build any structure more complex than a simple
hut or barn, it is necessary to hire one. An architect is paid for whole
months of employment, even if the work is completed in less than a whole
month. He also collects an additional fee equal to 10% of the total
expenditure on the construction. The building site should be selected or
approved by an architect to avoid the risk of setting undermining the
construction.

Assassins: When a player character hires an assassin (which is not a
good or lawful act!), he is taking a chance. There is virtually no way to
assure oneself of the reliability and dependability of such a person.
Anyone willing to make a business out of murder is not likely to have a
high degree of morals of any type. Clearly, this is a case of “let the
buyer beware!”

Once a character has hired an assassin, it is up to the DM to determine



the success of the deed. There are no simple tables or formulae to be
followed.

Assassination attempts by one player character against another should
not be allowed. This type of behavior only leads to bitterness, bickering,
and anger among the players. NPC-sponsored assassination attempts
against player characters should be used sparingly, and then only as
plot motivators, not as punishment or player controls. Any time a player
character is targeted, roleplay the encounter fairly - give the PC a
chance.

If the intended victimis an NPC, the DM should decide the effect of the
assassination on his game. Sometimes, player characters do these
things out of spite. At other times the deed may be motivated by simple
greed. Neither of these is a particularly good motive to encourage in
a campaign.

If the death of the NPC would result in a major reworking of the
campaign for no good reason, consider seriously the idea of making
the attempt fail. If the death of the NPC would allow the player
characters to bypass or breeze through an adventure you have
planned, thenit's not a goodidea. Don'tjust tell the players, "Oh, that'd
be bad for the game so you can't even try to knock that guy off.” Work
the attempt - and its failure - into the storyline.

If you decide the attempt is legitimate, consider the precautions the
infended NPC victim normally takes. These may make the job
particularly difficult or easy. Kings, emperors, high priests, and other
important officials tend to be very cautious and well-protected.

Magic-users, with wise magical precautions, can be virtually impossible
to assassinate! Devise specific NPC precautions before you know the
assassin's plans.

Magic-users make use of Magic Mouth, Alarm, Explosive Runes, and
other “trap” spells. Clerics often rely on divination-oriented items to
foresee the intentions of others. Both could have extra-dimensional or
other-planar servants and guards. They may also have precautions to
foil common spells such as ESP, Clairvoyance, and Detect Magic.

Kings, princes, and other nobles have the benefit of both magical and
clerical protection in addition to a host of possibly fanatically loyal
bodyguards. If the victim has advance warning or suspects an
attempt, further precautions may be taken, and the job can become
even more difficult.

After you have decided (secretly) what precautions are reasonable,
have the player describe the plan he thinks would work best. This can
be simple or involved, depending on the cunning of the player. This is
the plan the assassin, not the player character, will use, therefore the
player can presume some resources not available to the player
character.  However, you must decide if these resources are
reasonable and fruly exist.

For example, if the player says the assassin has a map of the castle, you
must tell him if this is reasonable (and, unless the victim is extremely
secretive and paranoid, it is). A plan involving a thousand men or an
18" level assassin is not reasonable. The player character hasn't hired
an entire arsenal!

Finally, compare what you know of the precautions to the plan and the
success or failure will usually become clear. Ultimately, the DM should
not allow assassinations to succeed if he doesn't want them to
succeed!

In general, allowing player characters to hire assassins should not be
encouraged. Hiring an NPC to kill even a horrible villain defeats the
purpose of heroic roleplaying. If the player characters can't
accomplish the deed, why should they be allowed to hire NPCs to do
the same thing?

Overuse of assassins can often result in bitter feelings and outright
feuding - player vs. player or player vs. DM. Neither of these is fun or
healthy for a game. Finally, it is a very risky business. Assassins do get
caught and generally have no compunctions about confessing who
their employeris. Once the target learns this, the player character will
have a very dangerous life. Then the player character can discover
the joy and excitement of having assassins looking for him!

Blacksmith: This occupation cares for and manufactures items of iron
and steel, including armor and shields, as well as weapons. A
blacksmith typically has an apprentice that serves him. This apprentice
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must be given room and board by their employer but need not be paid
for their services.

Assume that an armorer can create or repair approximately 5 gold
pieces worth of armor, weapons, or tools each day. Blacksmiths often
work in conjunction with a leather worker in the creation of arms and
armor. Shields require the services of a carpenter and blacksmith.

There must be a blacksmith in any stronghold, and he and his assistants
can care for the needs of up to 50 men or horses. Another smith is
required for each additional 160 men or horses or fraction thereof.

Besides the usual duties (horseshoes, nails, hinges, and miscellaneous
bits and pieces) a hired smith can turn out simple weaponry: arrow
heads, quarrel tips, polearm tips, morning stars, spear heads, flails,
maces, axe heads, etc.

Doctor: Physicians, barbers, chirurgeons, and leechers are all skilled
healers who are able to treat the various wounds and maladies
afflicting characters.

Engineer (Atrtillerist): This profession deals with the construction and use
of siege artillery: catapults, trebuchets, etc. No such engines can be
made or properly used without the services of such an individual. If
employment is for short term only, say a few months or less, the rates of
pay and costs will be increased from 10% to 50%.

Artillerist engineers supervise siege operations, both inside and outside.
Since their skills are specialized and rare, engineers command a high
wage. Furthermore, engineers expect rewards for successfully storming
castles and towns or for repelling such attacks.

They are responsible for mining castle walls, filling or draining moats,
repairing damage, constructing siege engines, and building bridges.
All under ground construction or funneling, as well as siege operations
which require mining, counter-mining, siege equipment (picks, rams,
sows, fowers, efc.), or trenches, ditches, parapets, and so forth, require
the professional services of an engineer.

Jeweler: This profession allows the character to hove rapid and
accurate appraisal of any precious metal, gem material, or piece of
jewelry (except those which you, as DM, specifically designate as
"heretofore unknown”).

In addition, the jeweler can set stones in various things (sword hilts,
flagons, or whatever) or fashion jewelry from gem material and
precious metals. A simple ring will take a week, a bracelet with sculpting
two weeks (with stones set, three); while a crown might require a full
year of work. A jeweler who fails their skill check when working with
gemstones mars the stone and decreases its value by 1d6x10%.

Mercenary Soldiers: Unlike most experts, soldiers’ lives are forfeit if their
skills or equipment are below par. Because of this, they should be well-
provisioned and prepared for their duties. Unlike other hirelings,
soldiers’ equipment and provisions must be paid for by those hiring
them. In addition, hired soldiers expect to share in any plunder gained
during their term of service. Employers who fail to provide proper
provisions, do not share the spoils of war, or fail to pay mercenaries in a
fimely manner, will face the desertion or mutiny of their sell-swords.

Note that most mercenary soldiers are O-level NPCs. Soldiers of 1t level
(typically fighters) are exceptionally frained and cost twice their listed
cost or more. Soldiers above 0-level double their price for each level
above 0 (x2 for 1t level, x4 for 2nd level, x8 for 3@ level, etc.) Assuch, a
2nd level mercenary soldier would cost 20 gold pieces per month.

Descriptions of Troop Types: A general description of each troop type
is given here. In addition, specific historical examples are also provided.
More examples can be found on the internet and in books obtainable
at a good wargame shop or at your local library. The more specific you
make your soldier descriptions; the more detail and color can be
added to a fantasy campaign.

Clearly, though, this is a fantasy game. No mention is made in these
rules of the vast numbers of strange and bizarre troops that might guard
a castle or appear on a battlefield. It is assumed that all troop types
described here are human. Units of dwarves, elves, and more are
certainly possible, but they are not readily available as hirelings. The
opportunity to employ these types is going to depend on the nature of
the campaign and the DM's wishes.
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e Archer: These troops will be able to operate as light infantry when

not employing bows. They can use any typical weapon, for they
must be strong and in good health.

This is a footsoldier, typically armed with a shortbow, arrows, short
sword, and leather armor. In history, archers were known to
operate as light infantry when necessary, but this was far from
universal.

Highland Scots carried bows, arrows, two-handed swords, and
shields, but no armor. Turkish janissaries were elite tfroops armed
with bow and scimitar, but unarmored. Byzantine psilos carried
composite short bows, hand axes, and, if lucky, chain or scale
armor. A Venetian stradiot archer (often found on ships) normally
had a shortbow, longsword, and banded armor.

Archer, Mounted: Mounted archers are normally light cavalry.
They carry shortbows, a longsword or scimitar, and leather armor,
although armor up to chain is sometimes worn. Historically, most
mounted bowmen came from nomadic tribes or areas of vast
plains.

The most famous mounted bowmen were the Mongol horsemen,
who commonly armed themselves with composite shortbow,
scimitar, mace, axe, and dagger. Some also carried light lances.
They wore studded leathers or whatever else they could find and
carried shields.  Pecheneg horsemen used the composite
shortbow, hand axe, lasso, and light lance, and wore scale armor.
Russian froops carried the short bow and dagger and wore
padded armor.

Cavalry, Heavy: The classic image of the heavy cavalryman is the
mounted knight. Such men are typically armed with heavy lance,
longsword, and mace. They wear platemail or plate armor. The
horse is a heavy warhorse and barded, although the type of
barding varies.

Examples include the early Byzantine kataphractos, armed with
light lance, longsword, banded armor, and a large shield. They
rode heavy warhorses fitted with scale barding. The French
Compagnies d'Ordonnance fitted with heavy lance, longsword,
mace, and full plate on chain or plate barded horses were classic
knights of the late medieval period.

In other lands, the Polish hussar was a dashing sight with his tiger
skin cloak fluttering in the charge. He wore platemail armor and
rode an unbarded horse but carried an arsenal of weapons - light
lance, longsword, scimitar, warhammer, and a brace of pistols
(although the latter won't normally appear in an AD&D game).

Cavalry, Light: These are skirmishers whose role in combat is to
gallop in quickly, make a sudden attack, and get away before
they can be attacked in force. They are also used as scouts and
foragers, and to screen advances and retreats. They carry a wide
variety of weapons, sometimes including a missile weapon. Their
armor is nonexistent or very light - padded leathers and shields.
Speed is their main strength. In many ways they are
indistinguishable from mounted bowmen and often come from
the same groups of people.

The stradioftii of the Italian Wars were unarmored and fought with
javelins, saber, and shield. Byzantine trapezitos carried similar
weapons but wore padded armor and carried a large shield.
Turkish sipahis, noted light cavalrymen, carried a wide variety of
weapons, usually a sword, mace, lance, shortbow, and small
shield.

Cavalry, Medium: This trooper forms the backbone of most
mounted forces - it's cheaper to raise medium cavalry than heavy
knights, and the medium cavalryman packs more punch than
light cavalry. They normally ride unarmored horses and wear scale,
chain, or banded armor. Typical arms include lance, longsword,
mace, and large shield.

A good example of medium cavalry was the Normal knight with
lance, sword, chainmail, and kite shield. Others include the
Burgundian coustillier (brigandine or splint, light lance, longsword,
and dagger), Persian cavalry (chainmail, large shield, mace,
scimitar, and shortbow), and Lithuanian boyars (scale, light lance,
longsword, and large shield).

e Crossbowmen, Heavy: These units were rarely used by medieval

princes and were normally assigned to garrison and siege duties.
Each normally has a heavy crossbow, shortsword, and dagger,
and wears chainmail. The service of a shield bearer is often
supplied to each man. Venetian heavy crossbowmen frequently
served on galleys and wore chain or brigandine armor. Genoese
heavy crossbowmen in German service sometimes wore scale
armor for even greater protection.

Crossbowmen, Light: These wunits are favored by some
commanders, replacing regular archers in many armies. The
crossbow requires less fraining than the bow, and is easier to
handle, making these soldiers cheaper in the long run to maintain.
Each man normally has a light crossbow, shortsword, and dagger.
Usually they do not wear armor. Light crossbowmen fight hand-
to-hand only to save themselves and will fall back or flee from
atftackers.

Italian crossbowmen commonly wore padded armor and carried
a longsword, buckler, and light crossbow. Burgundians wore a
light coat of chain and carried no weapons other than their
crossbows. Greek crossbowmen carried a variety of weapons
including crossbow, sword, and spear or javelin.

Crossbowmen, Mounted: When possible, crossbowmen are given
horses, for extra mobility. All use light crossbows, since heavier ones
cannot be cocked on horseback. The horse is unbarded, and the
rider normally wears little or no armor. As with most light troops, the
mounted crossbowman relies on speed to whisk him out of
danger. An unusual example of a mounted crossbowmen was the
German mercenary (platemail, light crossbow, and longsword).

Infantry, Heavy: Depending on the army, heavy infantry either
forms its backbone or is nonexistent. These troops are trained to
fight in close formation. They do so regardless of the type of armor
they are equipped with. Weaponry can be sword and shield, axe
and shield, pole arms, efc. They are proficient in the use of all
armors and may use siege equipment. Heavy infantry (also known
as heavy footman) wielding polearms are often placed in the
center of units, with close-quarter infantrymen placed along the
outer edge of the unit.

Examples of heavy infantry include Byzantine skutatoi (scalemail,
large shield, spear, and longsword), Norman footmen (chainmail,
kite shield, and longsword), Varangian Guardsmen (chainmail,
large shield, battle axe, longsword, and shortsword), late German
men-at-arms (platemail, battle axe, longsword, and dagger),
Flemish pikemen (platemail, longsword, and pike), ltalian
mercenaries (platemail, longsword, glaive, and dagger), Irish
gallowglasses (chainmail, halberd, longsword, and darts), and
Polish drabs (chainmail, scimitar, and halberd).

Infantry, Iregular: These are typically wild tribesmen with little or
no armor and virtually no discipline. They normally join an army for
loot or to protect their homeland. Their weapons vary widely,
although most favor some traditional item.

Examples of iregulars include Viking berserkers (no armor, but
shield, and battle axe or sword), Scofttish Highlanders (often
stripped bare with shield and axe, voulge, sword, or spear),
Zaporozian cossacks (bare-chested with a bardiche), or a Hussite
cepnici (padded or no armor, flail, sling, and scimitar).

Infantry, Light: These soldiers are not best suited to fighting in close
formation, but are useful in rough terrain, woods, skirmishes, etc.
They are trained in the use of light armor and shields. They typically
use spears, hand axes, short swords or polearms in melee.

The bulk of infantry tend to be light infantry (also known as light
footmen). Such units are cheap to raise and train. Most come
from the lower classes. They are distinguished from irregular
infantry by a (barely) greater degree of discipline.

Typical of light infantry were Swiss and German pikemen (no
armor, pike, and shortsword), Spanish sword-and-buckler men
(leather armor, shortsword, and buckler), Byzantine peltastos
(padded armor, large shield, javelins, and sword), even Hindu
payaks (no armor, small shield, and scimitar or club).

o Infantry, Militia: These are townsfolk and peasants called up to



serve. They normally fall somewhere between irregulars and light
infantry in equipment and quality. However, in areas with a long-
standing tradition of military service, militiamen can be quite
formidable.

Some Italian militias were well-equipped with banded or platemail
armor and glaives. The Irish “rising-out” typically had no armor and
fought with javelins and longswords. Byzantine militias were well-
organized and often worked as archers (shortbow and padded
armor) in defense of city walls. The Saxons’ fyrd was supposedly
composed of the freemen of a district.

¢ Longbowmen: English and Welsh longbowmen represent elite
archers. Highly trained and rare, these archers are valuable in
battle. They are also hard to recruit and expensive to field. A
longbowman typically wears padded or leather armor and carries
a longbow with shortsword or dirk.

o Shieldbearer: This is a light infantryman whose job is to carry and
set up shields for archers and crossbowmen. Historically, these
tower shields (or pavises) were even larger than a normal large
shield. Some required two men to move. From behind this cover,
the bowman or gunner could reload in relative safety. If the
position was attacked, the shieldbearer was expected fo fight as
an infantryman. For this reason, shieldbearers have the same
equipment as light infantry.

e Ship Crew: Crewmen must be of the sort needed for the vessel
and the waters it is to sojourn in. That is, the crew must be sailors,
oarsmen, or mates of either fresh water vessels or salt water vessels.
Furthermore, they must be either galley-trained or sailing-vessel
trained.

Marines are the naval equivalent of heavy infantry but tend to use
light armor in melee, due to the hazards of wearing heavier armor
while at sea.

Sailors are the naval equivalent of light infantry and use close-
quarter weapons and light armor (or no armor) in combat.

¢ Slinger: Slingers may use small shields while attacking with slings
and fight as light infantry in melee.

Sage: Sages are a very special case indeed, for they are the
encyclopedias, computers, expert opinions, and sort of demi-oracles of
the milieu all rolled into one. Even in a quasi-medieval fantasy world,
the sum of human knowledge will be so great and so diverse as to make
it totally impossible for any one sage fo know more than a smattering
about many things, a fair understanding of their overall field, and a
thorough knowledge of their particular specialty or specialties.

Sages, as arule, are exceptionally intelligent NPCs who seek mastery in
severadl fields of knowledge. While any sage is capable of carrying on
a discussion in any field of knowledge, they have extensive knowledge
in their chosen fields of study, particularly in their areas of expertise. The
knowledge of any sage character is not entirely contained within his
brain. As with any scholar, sages will tend to collect materials which
pertain to the fields of study he pursues. A sage who specializes in
natural history, for example, might have aroot cellar, greenhouse, fungi
beds, several acres for growing plants, and various animal and insect
specimens caged and/or preserved within their facilities. The following
broad fields of study are typical for sages:

Field of Study Field of Study
Arcana Legends and folklore
Art and music Mathematics

Architecture and engineering Medicine

Astrology and numerology Metaphysics
Astronomy Meteorology and climatology
Biology Natural history
Chemistry Oceanography
Cryptography Philosophy and ethics
Demography Physics

Geography Politics and genealogy
Geology and mineralogy Psychology

History Sociology

Languages Theology and myth

Laws and customs Topography and cartography

A sage's ability can be handled in one of two ways. First, since the DM
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must answer the question any way, he can simply decide if the sage
knows the answer. As usual, the consideration of what is best for the
story must be borne in mind.

If the player characters simply can't proceed with the adventure
without this answer, then the sage knows the answer. If the answer will
reward clever players (for thinking to hire a sage in the first place) and
will not destroy the adventure, then the sage may know all or part of
the answer. If answering the question will completely unbalance the
adventure, the sage doesn't know the answer.

Of course, there are times it is impossible to tell the effect of knowing or
not knowing something. In this case, the sage's answer can be
determined by the nature of the question and the library of the sage.
Questions require general details (“What types of beasts live in the
Valley of Terror2"), specific details (“Do medusae live in the Valley of
Terror2”), or exacting details (“Does the medusa Erinxyes live in the
Valley of Terror2"”). The precision of the question modifies the chance
of receiving an accurate answer. If a question is particularly complex,
the DM can divide it intfo several parts. Thus, a sage may only know
part of the information needed. This can be very good for the story,
especially if some key piece of information is left out.

Sages need time to find answers, sometimes more time than a player
character can afford. Player characters can attempt to rush a sage in
his work, but only at the risk of a wrong answer. General questions
typically require 1d4 hours to answer, while specific questions require
1d4 days. Exacting questions require 1d4 weeks.

When the sage is unable to answer a question put before them, the DM
should create an incorrect answer that wil be believable and
consistent with what the players already know about the adventure.

The resources required by a sage can be formidable. At the very least,
a sage must have access to a library of considerable size to complete
his work. He is not a walking encyclopedia, able to spout facts on
command. A sage answers questions by having the right resources at
hand and knowing how to use them. The size and quality of the sage's
library effect his chance of giving a correct answer.

This library can belong to the sage or can be part of an institution.
Monasteries and universities typically maintained libraries in medieval
times. If a personal library, it must be at least 200 square feet of rare
and exotic manuscripts and research materials, generally costing no
less than 1,000 gp. If the library is connected with an institution, the
sage (or his employer) will be expected to make appropriate payments
or fithes for its use.

Any character hiring a sage on a permanent basis must have a
stronghold with ample space, facilities and materials for the sage, as
noted above, and must convince the sage that such employment will
further their aims and allow them to pursue their studies. Once
established as a resident sage, the cost for maintaining the sage is half
the usual rate.

Spellcaster: Itis a certainty that your players will seek outside aid many
fimes during the course of your campaign. At times a particular spell or
device able to deliver a magical power will be necessary or very helpful
to a party, and so they will seek out a cleric or magic-user to hire for the
service. The most common spells sought ore various cures and
informational spells. The players should know from the outset that there
is no free lunch anywhere, and that the performance of any service is
going to cost a “reasonable” sum.

Locating a capable NPC is the first step. Not all NPCs advertise their
abilities; this is especially true in the case of spellcasters. Bragging that
one is the great and powerful wizard Wazoo can be bad for one's
health. There is always a young hot-shot who will take the claim as a
challenge. (Sort of like the Old West, where there was always someone
itching to beat the fastest gun...)

For this reason, spellcasters tend to be mysterious or, at least, quiet
about their abilities. Churches, temples, and other holy places tend to
be the best places to look since clerics have some obligation to
proclaim the powers of their deity openly.

In addition, not every town or village has a spellcaster of sufficient level
to cast any spell. In general, you must fravel to a small town (or larger
settlement) to be reasonably assured of finding a spellcaster capable
of casting 15t level spells, a large town for 2nd level spells, a small city for
3rd or 4thlevel spells, alarge city for 5th or 6th level spells, and a metropolis
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for 7th or 8" level spells. Even a metropolis isn’'t guaranteed fo have a
local spellcaster able to cast 9t level spells.

Assuming the player characters know of a capable spellcaster, there is
still the problem of convincing the NPC to cast the desired spell. Often
the NPC won't even have the spell ready when the characters need it.
After all, it isn't every day a cleric needs fo cast a Raise Dead spell. He
will need a day just to rest and prepare the desired spell.

The faith of the player characters and the ethos of the NPC's religion
may pose an even greater problem than spell availability. It is quite
possible for a cleric to refuse to cast a spell to aid an "unbeliever,"
"heathen," or "heretic." Some may agree, but only at the cost of a
donation, service, or conversion. A rare few accept any and all without
passing any judgment. In general, it is best to seek the services of a like-
minded cleric than to go to a stranger.

For some clerical spellcasters and most nonclerical types, spellcasting
is more a matter of finances than philosophies. If the characters find a
capable spellcaster, they must be prepared to pay (and pay dearly)
for his services. For a desperately needed service, the NPC knows he
has the player characters over a barrel and will bargain accordingly.

The base cost for spellcasting services is 25 gp per spell level (for O-level
spells the base costis 10 gp). This base cost is multiplied by the level of
the spellcaster. As such a Cure Light Wounds spell cast by a 1¢t level
cleric would cost 25 gp, while an Elemental Swarm cast by an 18th level
druid would cost 4,050 gp (25 gp x 9 for the spell level x 18 for the caster
level). The cost given is for a spell with no costly material components
and risk to the spellcaster. If the spell includes a costly material
component, add the cost of that component to the cost of the spell if
that component is expended in the spell's casting (i.e. an Identify spell
consumes a 100 gp pearl when cast). Spells that have the potential to
harm the caster, such as the Contact other Plane spell, have their cost
doubled or trebled.

The table below gives some idea of the minimum costs for different
spells. These costs are not set, by any means, and can be raised (but
seldom lowered) for a variety of reasons.

Spell Required Minimum Cost (Including Components)

Astral Spell 4,000 + 100 gp per person
Atonement 6,500 gp*

Augury 200 gp

Bless 50 gp*

Charm Person 500 gp

Clairvoyance 750 gp

Commune 2,500 gp*

Comprehend Languages 50 gp
Contact other Plane 5,000 gp + 1,000 gp per question

Continual Light 500 gp

Control Weather 5,000 gp

Cure Blindness/Deafness 500 gp

Cure Disease 500 gp

Cure Light Wounds 50 gp

Cure Moderate Wounds 100 gp

Cure Serious Wounds 150 gp

Cure Critical Wounds 250 gp

Detection Spells (any) 100 gp

Dispel Magic 100 gp per caster level
Divination 750 gp

Earthquake 5,000 gp*

Enchant an ltem 5,000 gp plus other spells
ESP 500 gp

Explosive Runes 1,000 gp

Find the Path 2,000 gp

Fire Trap 1,000 gp

Fools' Gold 250 gp

Gate 5,000 gp*

Glyph of Warding 750 gp

Heal 2,500 gp per point healed
Identify 250 gp per item
Invisible Stalker 5,000 gp

Invisibility 500 gp

Legend Lore 2500 gp

Limited Wish 10,000 gp **

Magic Mouth 300 gp

Mass Charm 5,000 gp

Neutralize Poison

500 gp

Permanency 5,000 gp **

Plane Shift 2,500 + 100 gp per person *
Prayer 500 gp*

Protection from Evil 100 gp

Raise Dead 7,500 gp*

Read Magic 200 gp

Regenerate 20,000 gp

Reincarnation 7,500 gp *

Remove Curse 750 gp

Restoration 750 gp*

Slow Poison 100 gp

Specak with Dead 500 gp

Suggestion 500 gp

Teleport 2,500 + 100 gp per person
Tongues 250 gp

True Seeing 2,500 gp

Wish 25,000 gp **

Wizard lock 250 gp

* This spellis normally cast only for those of similar faith or belief. Even
then a payment or service may be required.

**This does not include the material component costs for duplicated
spells (or the listed cost to make spells permanent with the
Permanency spell). NPC spellcasters will not make spells
permanent on creatures because they are unwiling to suffer
Constitution loss.

In general, the costs of purchasing a spell are such that it is far better
for someone in the party to learn the spell. In general, the mercenary
use of NPC spellcasters should be discouraged whenever possible. The
player characters are supposed to face challenges on their own!

Furthermore, if a spell has dangerous consequences the spellcaster will
certainly require proof that you can and will pay for dealing with any
such consequences (that is, assuming that the spellcaster even agrees
to cast such a spell, which isn't certain). In the case of spells that
tfransport the caster and characters over a distance, you will likely have
to pay for two castings of the spell, even if you aren’t returning with the
caster.

As a general rule, no hired spellcaster will ever accompany a party on
an adventure of any sort. If you want to bring the spellcaster
somewhere to cast a spell you need to negoftiate with him or her, and
the default answer is no. To forestall the charming of spellcasters in
order to get them to perform spellcasting or item use services, note that
doing so goes against the best interests of the spellcaster and, as such,
could break the charm effect.

It is also worth mentioning that NPC spellcasters are NOT going to take
continual interruptions too kindly, even if the party so doing is of the
same faith and alignment and pays well. At some point the spellcaster
will get fed up with it and begin raising rates. The players should not rely
upon those outside their group to keep their members viable. They must
learn self-reliance or else pay the price one way or another.

Spy: Spying is a profession which is typically reserved for assassin and
thief characters. Other types of characters, such as monks or rangers,
can be paid to spy but do not have the versatility and relevant
expertise of assassins and thieves.

The player character must locate a likely prospect and then employ
him in some capacity which is in accord with the prospective spy’s
ability level. Spies with any degree of professionalism will not accept
contracts for jobs they know to be beyond their ability level. Difficult
assignments might call for double or triple the spy’s usual monthly rate
of pay.

A spy actively joins a group in order to betray it. A person who can so
glibly betray one group could quite easily betray another, his employer
perhaps. While some spies may be nobly motivated, these fellows are
few and far between. Furthermore, there is no way to be sure of the
trustworthiness of the spy. It is a paradox that the better the spy is, the
less he can be trusted. Good spies are master liars and deceivers even
less frustworthy than bad spies (who tend to get caught anyway).

In roleplaying, spies create many of the same problems as assassins.
First, in allowing player characters to hire spies, the DM is throwing away
a perfectly good roleplaying adventure! Having the characters do their
own spying can lead to all manner of interesting possibilities.

Even if NPC spies are allowed, there is still the problem of success. Many



variables should be considered: What precautions against spies have
been taken? How rare or secret is the information the character is
frying to learng? How talented is the NPC spy2 How formidable is the
NPC being spied upon?

In the end, the rule to use when judging a spy's success is that of
dramatic effect. If the spy's information will create an exciting
adventure for the player characters without destroying the work the
DM has put into the campaign world, it is best for the spy to succeed. If
the spy's information will short-circuit a well-prepared adventure or
force the DM to rework vast sections of the campaign world, the spy
should not succeed. Finally, the spy can appear to succeed while,
actually, failing - even if he does return with information, it may not be
wholly accurate. It may be slightly off or wildly inaccurate. The final
decision about the accuracy of a spy's information should be based on
what will make for the best adventure for the player characters.

Other Hirelings

Common and expert hirelings are listed on page 48. This table,
organized alphabetically, lists and describes common medieval
occupations. Explanations are provided for the more obscure or
unusual professions below. This list provides colorful titles and unusual
occupations to make your ordinary hirelings more interesting.

Apothecary: A chemist, druggist, or pharmacist
Architect

Armorer

Arrowsmith: A maker of arrowheads

Assassin: A killer for hire

Astrologer: A reader of stars and fates

Baker

Barber: A surgeon, bloodletter, dentist, and haircutter
Barrister: A lawyer or one who pleads the case of another before a
noble's court

Beggar

Bellfounder: A caster of bells

Blacksmith

Bloomer: A man who work an iron smelting forge
Bladesmith: A smith who specializes in sword blades
Bookbinder: A maker of books

Bowyer: A maker of bows

Brazier: A smith who works in brass, sometimes a fraveling workman
Brewer: A maker of ales, bitters, stouts, and beer
Bricklayer: A laborer who builds walls and buildings
Butcher

Carpenter

Carrier: One who hauls messages or small goods

Carter: A teamster, a hauler of goods

Cartwright: A builder of wagons and carts

Carver: A sculptor in wood

Chandler: A maker of candles

Chapman: A traveling peddler who normally frequents small villages
Churl: A freeman farmer of some wealth

Clerk: A scribe who generally handles business accounts
Clockmaker

Cobbler: A mender of old shoes

Collier: A burner of charcoal for smelting

Coppersmith: A copper worker

Cook

Cooper: A barrelmaker

Cordwainer: A shoemaker

Cutler: A maker of knives and silverware

Dragoman: An official interpreter or guide

Draper: A cloth merchant

Dyer: One who dyes clothing

Embroiderer: A needleworker who decorates fabric with intricate
designs of thread

Enameler: A jeweler specializing in enamel work.
Engraver: A jeweler specializing in decorative engraving
Farrier: A maker of horseshoes

Fisherman

Fishmonger: A fish dealer

Fletcher: An arrowmaker

Forester: An official responsible for the lord's woodlands
Fuller: A felt-maker

Furrier: A tailor of fur garments

Gardener
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Gem-cutter: A jeweler specializing in gemstones
Gilder: A craftsman of gilt gold and silver

Girdler: A maker of belts and girdles

Glassblower: A maker of items made of glass
Glazier: One who cuts and sets glass

Glover: A maker of gloves

Goldbeater: A maker of gold foil

Goldsmith: A jeweler who works with gold

Grocer: A wholesaler, particularly of everyday items
Groom: A man who tends horses

Haberdasher: A merchant of small nofions, thread, and needles
Harpmaker

Hatter: One who makes hats

Herald: A courtier skilled in etiquette and heraldry
Herbalist: A practitioner of herbal cures

Hewer: One who digs coal or other minerals

Horner: A worker of horn

Hosier: A maker of hose and garters

Hosteler: An innkeeper

Interpreter: A translator

Ironmonger: A dealer, not maker, of ironwork
Joiner: A cabinet or furniture-maker

Knife-grinder: A sharpener of knives

Laundress

Laborer

Latoner: A brass-worker

Leech: A nonclerical doctor

Limeburner: A maker of lime for mortar

Limner: A painter

Linkboy: A lantern- or torch-bearer

Locksmith

Lutemaker

Marbler: A cutter and carver of marble

Mason: A worker in building stone, brick, and plaster
Mercer: A cloth dealer

Messenger

Miller: One who operates a grain mill

Miner

Minstrel

Minter: A maker of coins

Nailsmith: A smith specializing in nails

Navigator: One skilled in the arts of direction-finding and navigation
Organmaker

Painter

Parchment-maker

Paviour: A mason specialized in paving streets
Pewterer: One who works pewter

Plasterer: A specialist in plastering

Ploughman: A worker of the field

Porter: A hauler of goods

Potter: A maker of metal or, alternatively, clay pots
Poulterer: A dealer of chickens or other forms of poultry
Pursemaker

Quarrier: One who digs and cuts stone

Saddler: A maker of saddles

Sage: A scholar

Sailor

Saucemaker: A cook who specializes in preparing sauces
Scribe: A secretary or one who can write

Scrivener: A copyist

Seamstress: One whose occupation is sewing
Shearman: A man who frims the loose wool from the cloth to finish it
Sheather: A maker of scabbards and knife sheaths
Shepherd

Shipwright: A builder of ships and boats

Skinner: A butcher who prepares hides for tanning
Soapmaker

Spurrier: A maker of spurs

Spy

Swineherd: A keeper of pigs

Tailor

Tanner: A leather-maker

Teamster: A hauler of goods by wagon or cart
Tilemaker

Tinker: A traveling craftsman who repairs tin pots and similar items
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Tinner: A tin miner

Trapper

Vintner: A maker of wines

Waller: A mason who sets stones and brick for walls
Waterleader: A water hauler

Weaver: One who makes fabric

Wheelwright: One who makes and repairs wheels
Wiredrawer: A maker of wire

Woodturner: A lathe-worker

The list above is by no means complete. Medieval occupations were
highly specialized. A man might spend all his life working as a miner of
iron and be considered to have a very different occupation from a
miner of tin. Research in alocal library or online will probably yield more
such distinctions and even more occupations.

Maximum Number of Hirelings

Players are not limited in the number of hirelings they may enlist, though
it is wise to ensure that hirelings are supervised by the player characters
or their trusted advisors, especially when hired in large numbers.
Mercenary units, in particular, require captains (higher level soldiers) to
maintain discipline among the rank and file.

Experience Points and Treasure

Hirelings are usually O-level NPCs who do not gain experience points for
their efforts on behalf of the player characters. They expect no
compensation except for their salary, uniform or clothing, room, board,
and enough for the upkeep of their equipment. Players may give
hirelings gifts, in order to improve their morale or to reward exceptional
service but are not required to share treasure with hirelings unless
otherwise noted.

Certain, rare, hirelings may rise in status through exceptional deeds or
aptitude to become the henchmen or followers of player characters (see
below) or make a place for themselves in the world as NPCs of renown.

Hireling Loyalty and Personality

Hirelings do not serve a player character out of any great loyalty. Thus,
there are some things hirelings will not do. Most hirelings do not foolishly
risk their lives. There are soldiers willing to take their chances on the field
of battle, but even these courageous (or foolish) few do not willingly
undertake the greater hazards of adventuring. They man castle walls,
guard caravans, collect taxes, and charge the massed foe well
enough, but they often refuse to accompany a player character on his
journeys into the unknown.

Even a hireling who regularly undertakes dangerous missions (a spy, for
example) typically refuses to join player character parties. These
hirelings are loners. They contract to do a job and get it done in their
own way, without interference from anyone else.

Hirelings are no more loyal than human nature allows. For the most part,
if paid and treated well, with opportunities to realize their ambitions,
working for a charismatic leader, hirelings can be relied on to do their
jobs faithfully. But poor pay, injustice, discrimination, threats, abuse, and
humiliation at the hands of their masters make them somewhat less
than reliable. A smart leader sees to the comfort and morale of his men
before his own concerns. With less savory characters - those hired to
perform dark deeds - the player character takes even greater
chances, especially given the questionable morals of such characters.

Whatever their personalities, hirelings generally need to make morale
checks (explained in the NPC Morale section on page 40) whenever
they are faced with a particularly dangerous situation or when offered
a bribe or other temptation.

Hirelings are completely under the control of the DM.

Demihuman and Humanoid Hirelings
Demihumans that are well-suited to a particular field, such as dwarven
sappers or halfling scouts, demand twice the usual wage.

Humanoid mercenaries may be hired to serve evil characters and will
typically serve for 25% less than either human or demihuman
mercenaries. Humanoid froops are hired at great risk, requiring strong
leadership and stern discipline to prevent in-fighting, desertion,
rebellion and descent into utter savagery. Weakness in leadership, or
lack of officering, will certainly cause these troops to become unruly
and impossible to control, as these evil creatures will expect to loof,

pillage, and rape freely at every chance. They will also expect to kill,
and probably eat, captives. Some possible humanoid soldiers are:
bugbears, gnolls, gobilins, hill giants, hobgoblins, kobolds, lizard men,
orcs and ftrolls. Humanoid mercenaries are considered to have a
number of levels equal to their Hit Dice with regards to their rate of pay
(see page 49 for more details).
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Racial Preferences: In dealing with humanoid troops of differing races,
it is important to keep in mind that different races, or different clans of
the same race, are often as hostile to each other as they are with
humans and demihumans. Lizardmen mercenaries are rarely
employed alongside other humanoids, as they are hated by all
demihumans and humanoids save kobolds, and even the latter are
suspicious of them (just as human troops are). Of the various races of
humanoids that are found as mercenary units, many will bully or attack
one another as indicated on the following table:

Basic Acceptance of Race

Race Bug Gnoll Gob Giant Hob Kob Ogre Orc Troll
Bugbear P N G N A A N A N
Gnoll N P A N N A G N N
Goblin G A P N N G H N A
Hill giant G G A P A A G N N
Hobgoblin N N N N G* A A N H
Kobold A H G A A P H A N
Ogre N N A G A A P N N
Orc A N N A N A G G* H
Troll A N A N H N N A N

* Hobgoblins and orcs only treat those of their clan or fribe with
Goodwill. Those of other clans are greeted with Antipathy or Hatred.

Notes on the Racial Preferences Table:

P: Indicates some preference and compatibility or even possible
friendliness between them with appropriate co-operation.

G: Indicates that some goodwill exists, and so no hostility and
some co-operation is possible

N: Indicated the races can tolerate each other, and open hostilities
are not likely to be evident. Bullying and harassment are likely, as
stronger races will seek to assert their dominance over weaker
ones. In combat there will be no move to aid them if anything ill
befalls.

A: Indicates antipathy and an active dislike which will break into
open hostility if the opportunity presents itself. If leaders or
overseers are weak, these creatures will desert. Bullying and
harassment are likely.

H: Indicates astrong hatred for the race in question. This may be kept
in check by fear, which will certainly break into open hostilities at
the first opportunity, or else the hating humanoids will desert at the
first chance if near a strong body of such hated creatures



Henchmen
A henchman is more than just a hireling the player character can boss
around, a henchman is a PC's friend, confidante, and ally.

Henchmen are much that hirelings are not. They are adventurers who
serve out of loyalty. They are willing to risk their lives for those they
respect. They are also hard to find.

One cannot advertise for friends with any great success. They grow
and develop from other relationships. A henchman can be found by
placing trust in a skilled hireling. Heroic deeds (saving the life of an NPC)
can create a strong and instant bond. Love certainly can form this
bond.

Gaining Henchman

Loyal henchmen are powerful allies to a player character. Unlike
hirelings, they have the nerve and ability to become powerful
adventurers. Although they expect their share of treasure, they do not
usually join a player character for money. They are attracted to the PC
because of his reputation or other qualities he possesses. As such,
henchmen do not usually flock to the banner of a neophyte adventurer
and it is recommended that players not gain the service of henchmen
until they have reached 4th level.

By the same token, there is no set time at which a player character
acquires a henchman. Running a player character and a henchman
together is more difficult than just a player character alone. Not every
player will be ready for this at the same time, so most DMs will carefully
consider if and when players get henchmen.

Likewise, there is no set way to acquire a henchman. Since a
henchman is a friend, consider those things that bind friends together.
Being treated as equals, helping without expecting reward, trust,
kindness, sharing secrets, and standing by each other in times of trouble
are all parts of it.

When a player character does these things for an NPC, a bond will
develop between them. The DM usually allows the player of that
character to have more and more control over the NPC, deciding
actions, roleplaying reactions, and developing a personality. As a
player does this, he begins to think of the NPC almost as another player
character. At this point, the DM may rule that the NPC can be treated
as a henchman. In the end the player and the DM must frust their own
judgment to determine when an NPC becomes a henchman. There is
no clear line an NPC must cross to make the transition from hireling to
henchman. Instead, it is a slide from one status to the other.

Race, Class, and Level of Potential Henchmen

The race and class of a potential henchman depends upon many
factors, including whether the would-be henchman was initially a
hireling, the types of NPCs that the players commonly interact with, as
well as the nature of NPCs met, befriended, and/or rescued over the
course of the campaign. The DM will, likely, infroduce numerous
potential henchman as the campaign unfolds. Your interactions with
these NPCs helps to determine their outlook towards the player
characters and their potential to join them as loyal henchmen.

A henchman is always of lower level than the PC. Should he ever equal
or surpass the PC's level, the henchman leaves forever; it is tfime for him
to try his luck in the real world. In some ways, the player character is the
mentor and the henchman his student. When the student has learned
as much as the teacher, it is time for him to go out on his own.

Henchmen Equipment

Henchmen sometimes come into the service of player characters as
hirelings and, if this is the case, are equipped by the player character.
Regardless of their background, most henchmen will be equipped with
little more than the clothes they wear, some travel gear, a handful of
coins, and a few tools of their trade.

A prospective henchman guard, for example, will usually have
traveling clothes, a backpack, a bedroll, some hard tack and cheese,
a waterskin, light armor of some sort, a weapon or two with which to
defend themselves, and a few silver pieces in a mouldering pouch.

The wretched state of the majority of prospective henchmenis, in fact,
one of the primary motivations for their seeking employment with a
renowned adventurer.
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Maximum Number of Henchmen

A player character's Charisma determines the maximum number of
henchmen he can have. This is a lifetime limit, not just a maximum
possible at any given time. In a world where the fallen can be restored
to life, it is expected that a man would make this effort for his dearest
friends, both player characters and henchmen.

Characters may have up to 4 henchmen. Characters with a Charisma
of 13 or higher may have 1 additional henchmen for each point of
Charisma modifier they have, while those with a Charisma of 8 or lower
apply their negative modifier fo the maximum number of henchmen
that may serve them. The table below shows the number of maximum
number of henchmen that a character can have, based upon his
Charisma score.

Charisma Score Maximum Number of Henchmen
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Experience Points and Treasure

As the henchman is played, it is the player's responsibility to keep track
of any information about the henchman that isn't kept secret. Not only
does this make running the game a small bit easier for the DM, it forces
the player to pay attention o his henchman.

Among the things a player should keep track of is a henchman's
experience point total. Henchmen, unlike hirelings, earn experience
points and may advance in level. While they may advance in level,
they do not do so at the same rate as player characters. Henchmen
gain a 'z share of experience points.

When determining the XP gained after defeating creatures, divide the
total XP gained by two times the number of player characters and
henchmen in the adventuring party.

As such if the party has 5 player characters and 1 henchman, divide
the experience point total by 12. The henchman gets this many XP,
which are subtracted from the total XP gained. The remaining XP total
is then divided amongst the player characters.

Example 1: A party of 5 player characters and 1 henchmen
defeat 4 bugbears (120 XP each) and their leader (175 XP). The
total of 655 XP is divided by 12 (2 x the 6 members of the party).
The henchman gets 54 XP (655 divided by 12). 655 XP minus this
54 XP comes to 601 XP. These remaining XP are divided by 5 (the
5 player characters), with each player character receiving 120
XP.

Example 2: A party of 4 player characters and 3 henchmen
defeat a vampire (8,000 XP). The total of 8,000 XP is divided by
14 (2 x the 7 members of the party). Each henchman gets 571 XP
(8,000 divided by 14). 8,000 XP minus the 1,714 XP awarded fo
the henchmen comes to 6,286 XP. These remaining XP are
divided by 4 (the 4 player characters), with each player
character receiving 1,571 XP.

They also expect their fair share of treasure and magical items
discovered - more, if they took a significant risk. Although the PCs can
work out other deals, their henchmen usually get a 2 share of any
treasure the party gains. Sometimes a henchman seeks no pay, only
the opportunity to serve alongside the player character. Such
uncommon henchmen require only living costs.

When determining the treasure gained, divide the total number of
coins found by two times the number of player characters and
henchmen in the adventuring party.

For instance, if a party of four player characters and one henchman
discovers a chest of silver pieces, divide the number found by 10 (2 x
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the 5 members of the party). The henchman gets this many coins,
which are subtracted from the total treasure gained. The remaining
coins are then divided amongst the player characters.

Example: A party of 4 player characters and 1 henchman find
1000 gp. This total is divided by 10 (2 x the 5 members of the
party). The henchman gets 100 gp, which are subtracted from
the total gold pieces found. The remaining 900 gp are divided
amongst the 4 player characters, who get 225 gp each.

Henchmen expect the same care and attention the player character
receives when they are injured or kiled. The player character is
expected to make an effort to raise or restore slain henchmen. This is
not a normal expectation of hirelings or followers. The effort should be
honest and true. A player character shouldn't fool himself into thinking
no one will notice if he doesn’t do his utmost. The player character who
returns from an adventure minus his henchman is automatically under
a cloud of suspicion, despite his most vehement protests. A player
character must take great care to maintain his reputation as a good
and loyal lord. Indeed, it is possible for a forsaken henchman to return
as a vengeful spirit fo wreak havoc on those who abandoned him!

Henchmen Loyalty and Personality

Once the DM decides that an NPC is a henchman, he should provide
the player of the henchman’s PC ally with enough information to
roleplay the henchman adequately. It is hard to run a character
properly without such basic information as ability scores, race, or level.
Ideally, the player should not have to ask the DM, “Can my henchman
do thise”

Moreover, the DM should also include a short description of the
henchman in appearance, habits, peculiarities, personality, and
background. The last two are particularly important.

The player is responsible for deciding a henchman's actions, provided
they are in character for the NPC. This is one of the advantages of the
henchman over the hireling. The DM should only step in when the player
is abusing or ignoring the personality of the NPC.

Clearly, there are times when the DM can step in and overrule a player
decision regarding henchmen. There are things a henchman simply will
not do. The relationship is supposed to be that of friendship. Therefore,
anything that damages a friendship sours a henchman. The DM should
think about those things he would never ask of a friend or have a so-
called friend ask of him. If it would ruin one of his own friendships, it will
do the same in the game.

For example, henchmen don't give useful magical items to player
characters, don't stand by quietly while others take all the credit, don't
take the blame for things they didn't do, and don't let themselves be
cheated. Anyone who tries to do this sort of thing is clearly not a friend.

Henchmen don't, as a rule, go on adventures without their player
character friend unless the purpose of the adventure is to rescue the
PC from danger. They don't appreciate being given orders by strangers
(or even other player characters), unless their PC friend is also taking
orders. Should his friend (the player character) fall, the henchman sees
to his needs. He doesn’t abandon him and continue on with the other
player characters unless this is clearly the only way to aid his friend.

If a PC is not attentive to the wishes and needs of his henchmen, or if
he abuses and humiliates them, he can expect the worst. This is the
stuff mutinies and rebellions are made of. Should an abusive player
character fall at the hands of a once-loyal henchman, he has only
himself to blame. Henchmen driven to treachery can be the bane of
any player’'s existence, and the player character must always be
aware that henchmen are sometimes not what they seem. Once their
loyalty has eroded they can be a means to get at the player character.
Throughout history, many a cruel and cunning villain has posed as a
frue companion, waiting for his chance to strike or spy on his friend.

Whatever their personalities, henchman may have to make morale
checks (explained in the NPC Morale section on page 60) when faced
with an especially dangerous situation, when ill-tfreated, offered a
substantial bribe, or faced with some other form of temptation.

Followers

Player characters, upon reaching level 9 and doing certain things (such
as building a stronghold), will be entitled to attract one or more
followers. These followers might be fanatically loyal servants of the
same deity (or deities) in the case of clerics, stalwart admirers of fighters,
or pupils eager to learn from a master in the case of monks, magic-
users, and bards. Followers do not serve for a specific term of contract,
remaining with the player character as long as their basic needs are
met. Unless otherwise stated, the alignment of these followers should
be close to that of the character.

Followers are similar to henchmen, except they're generally low-level
NPCs. Because they're relatively weak when compared to the player
character that they serve, followers should not be used as adventuring
companions, though a clever player can use them as scouts, spies,
messengers, errand runners, or guards. The term retainer is used to
describe elite, higher-level followers who act as aides-de-camp who
lead troop followers.

When a player character has attained 9t level in one or more of his
character classes, he may work to establish a stronghold, guild, school,
or grove. The player character need not seek out followers - they come
to him, seeking out positions within his illustrious household.

Followers appear only once, unless stated otherwise. Replacements do
not arrive to fill the ranks of the fallen. Massive losses of followers in
combat only gives a lord a bad reputation, discouraging others from
flocking to his banner.

Some characters attract unique followers such as animals or magical
beings. Although termed followers, these creatures are more properly
freated as henchmen in terms of loyalty and what they will and will not
do. They do not count against the character's limit on henchmen,
however, since they are technically followers. Use the following
guidelines whenever a high-level character seeks to attract followers:

Experience Points, Treasure, and Obligations

Whenever a player character takes on followers he has committed
himself to certain obligations and customs that surround such
agreements. A player character is expected to provide adequate
meals and boarding. Furthermore, the player is expected to protect
and see to the well-being of his or her followers.

Experience points need not be tracked for followers, as the rules for their
gaining levels do not call for this amount of record-keeping. Likewise,
most followers do not demand wages or salary, but must be fed,
provided for, and rewarded as suitable for the conditions.

For those engaged in more dangerous pursuits, however, additional
concessions should be granted. Since horses are expensive, player
characters should be ready to cover the cost of mounts lost in combat
or on campaign. It is unreasonable to expect a troop follower to buy a
new mount from his meager savings. Likewise, other items of war craft -
weapons and armor - must be replaced by the player character.

All military units and their leaders are equipped when they first join the
player character as followers, but the player character must replace all
losses. Certainly, all player characters are expected to pay the cost of
special transport - securing passage on ships and arranging wagons for
baggage. Of the grimmer duties, player characters are expected to
pay for a decent (though hardly lavish) interment.

One of the more unusual obligations of a player character is to ransom
his men. This is especially true of men lost during a campaign. The
greater number of soldiers lost in a battle are not slain but captured.
Common practice of the medieval period was to officially ransom
these prisoners for well-established prices. A common footman might
ransom for 2 gp, a minor priest for 75 gp, a knight's squire for 200 gp.
and a king's man for 500 gp. These are paid for by the lord of the
prisoner. A player character is expected to do the same.

Of course, the player character can pass much of this cost onto his
subjects and the relatives of the prisoner. Thus, men might languish for
long periods in the hands of the enemy before their ransom is raised.
Furthermore, should a player character ransom a follower, he has every
reason to expect loyal service from that man in the future. After all, he
has demonstrated his willingness to save that NPC from hardship and
death.



In a fantasy world, a player character is also expected to bear the cost
of magical spells cast to the benefit of his men. He may arrange to
have his men blessed before battle or healed after it. He shouldn’t
grumble about the expense, because the spells also make good
tactical sense. The Bless spell increases the success of his army in the
field. Magical cures get his army back on its feet quicker. All these
things can make him very successful while also making him popular with
his followers.

Roleplaying Followers

Followers, while typically more loyal than henchmen, are played much
like hirelings. Whereas henchmen may, with DM permission, be run by
the players in the campaign, followers are always run by the DM.
Followers always begin their service to the player character with an
attitude of Preferred towards that player (see NPC Morale on page 60
for more details).

This starting attitude may be altered if the player-lord does not live up
to his obligations as a master or teacher. Just as with any NPC, a
follower can turn against his master if his loyalty wanes and is tested.

Assassin Followers

At 9hlevel, an assassin may attempt to start their own assassins’ guild or
attempt to take conftrol of a pre-existing guild, of which they must be a
member.

A pre-existing guild will typically have a body of guild members which
numbers between 7-28 (7d4). If an assassin wrests control of an existing
guild from its former master, he must first eliminate its Guildmaster.

Upon change of leadership it is 75% likely that each guild member will
leave the guild. Thus, it will be necessary for the new Guildmaster to
allow new members into the guild. These new assassins will all be 15t level
and gain experience levels independently of their master. The
maximum number of new, 15t level, guild members is equal to the level
of the assassin (this number is further modified by the assassin’s
Charisma modifier). These new recruits will arrive gradually over the
course of several weeks.

There are, in addition to guild members, both the henchmen
companions and hirelings of the former Guildmaster. Henchmen loyal
to the former Guildmaster will almost always leave the guild, while
hirelings will typically stay on for as long as their terms of service are met.

If an assassin successfully takes control of an established guild, he must
pay all remaining guild members 1,000 gold pieces for each of their
experience levels in order to assure their loyalty.

Roll on the table below in order to generate each member of a pre-
existing assassin's guild:

Race of Follower

D% Roll Race D% Roll Race
01-05 Dwarf 26-30 Halfling
06-10 Elf 31-60 Half-Orc
11-15 Gnome 61-00 Human
16-25 Half-ElIf

Level of Follower

D% Roll Level D% Roll Level
01-15 1 66-75 5

16-30 2 76-85 6

31-45 S 86-95 7

46-65 4 96-00 8

Note that 1st and 2nd level assassins have a 25% chance of being multi-
classed, while 34 and 4t level assassins have a 25% chance of being
split-classed (having 2 assassin levels and either 1 or 2 levels in a second
class). Roll of the table below to see what other class a multiclassed or
split-classed assassin has levels in.

Multiclassed and Split-Classed Assassin Options, by Race

Race Other Class* (dé)

Dwarf Cleric (1-2), Fighter (3-6)

EIf Cleric (1), Fighter (2 -3), Magic-user (4-6)
Gnome Cleric (1-2), Fighter (3-4), Magic-user (5-6)
Half-Elf Cleric (1), Fighter (2 -4), Magic-user (5-6)
Halfling Cleric (1), Fighter (2-6)

Half-Orc Cleric (1-3), Fighter (4-6)

Human Cleric (1), Fighter (2-4), Magic-user (5), Monk (6)
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An assassin attempting to start a fledgling guild must recruit new
members. These new assassins will all be 15t level and gain experience
levels independently of their master. The maximum number of
“followers” depends upon the size and prosperity of local settlements
but is no more than 2d4 plus the level of the assassin (this number is
further modified by the assassin’s Charisma modifier). These new
recruits will arrive gradually over the course of several weeks.

Whether gaining control of an existing guild or establishing a new guild,
guild members are loyal only to strength, power, and profit.
Guildmembers who rise to a high enough level to challenge their
master will do so, threatening both the authority and life of their master.

The headquarters of a guild is always within a large town or big city. It
must not be a noticeable fortress or an ostentatious place. It is typically
a warehouse or other nondescript structure, with safeguards and traps
added. This avoids aftention and unwanted notoriety. All expenses of
maintaining the guild and its members - excluding the Guildmaster - are
assumed to be fully paid for by normal guild activities. Any
improvements, changes, the expenses of the leader, and all other
special costs must be borne by the Guildmaster Assassin.

The headquarters of a region’s most powerful assassin, commonly
called the Grandfather of Assassins, can be virtually anywhere and of
any form - cavern, castle, monastery, palace, temple, you name it.
However, if it is a large and obvious place, the headquarters must be
located well away from all communities - such as in the midst of a murky
woods, a dismal marsh or fen, a lonely moor, a deserted island, a
remote coast, or far into forsaken hills or atop a mountain. This figure
acts as overlord to all of the region’s Guildmasters and is of no less than
151 level. The Grandfather of Assassins is usually served by 28 guild
assassins of 2nd through 8 level and 4d4 1+t level followers.

Barbarian Followers

Upon reaching 9t level, a barbarian may summon a barbarian horde.
This horde can only be summoned in the native territory of the
barbarian from among barbarians of his background.

A barbarian horde can number as many members as its leader’s
experience-point total divided by 1,000. Thus, a barbarian who has just
reached 10t level can gather a 500-member horde, and one who has
just reached 12t level can have a 1,000-member horde.

A horde takes a 4d4 days to gather in the barbarian’s home territory,
and must have a stated purpose, such as “Tear apart the College of
Magic in Arcana City brick by brick,” “Rescue Princess Madelyn from
the Storm Pirates,” or “Serve under Goodbar the Cleric in his battle
against the infidels.” Deviating from the proclaimed purpose by the
horde or its leader may cause the horde to disband, at the DM’s
discretion.

Members of disbanded hordes will return by the quickest and safest
route to their homelands. A barbarian horde can only be kept together
for as many weeks as the barbarian leader has levels of experience. At
the end of this fime, the horde is usually disbanded. Exceptions may be
made if large amounts of treasure are distributed to the members, if the
leader has a high Charisma, if the leader of the horde is a tribal leader
as well, or if an unattained goalis in easy reach.

Each of these special circumstances which apply would extend the
duration of the horde by 2 weeks at most. A tribal leader who has his
horde disband before their purpose is fulfiled will not receive a warm
welcome the next time he returns to his homeland.

In addition to the normal, 1¢t level, barbarians in the horde, the leader
of the horde will gain two commanders, each of a level equal to 'z of
the barbarian’s level. Each commander will have two captains of 2
their level.

Example: Graevulf, a 10t level barbarian with 550,000 experience
points could gather a horde of 550 1+t level barbarians plus two 5t
level commanders and four 2nd level captains.

The horde may include shamans (druid/magic-users), witch doctors
(cleric/magic-users), druids, or clerics in place of these commanders
and/or captains.

This ability may be used once per year. A commander who repeatedly
returns to the service of the same barbarian, and finds the summonses
to be consistently profitable, may wind up as a loyal henchman to the
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barbarian. Members of a barbarian’s horde are considered followers
for the purposes of morale (see page 60).

Bard Followers

At 9 level a bard can establish a college and gains the services of 1d4
1st level pupils. These students gain experience independently of their
master. At 15t level the bard will aftract 1d4 additional 1¢t level
students who will also gain levels independently. In the likely event that
a student sets off on their own, another student will eventually take their
place.

Bards will sometimes attract fighters, thieves, and druids who seek their
tutelage. These NPCs will often advance as split-classed bards.

Bardic colleges are sometimes sponsored by a noble patron or druidic
enclave as asign or appreciation, beneficence or amity. Colleges with
a patron have their construction costs halved.

Should the bard establish a stronghold, he also attracts warriors as
followers upon reaching 9" level. The bard attracts 10dé O-level soldiers
into his service. They arrive over a period of several weeks. Of course, a
bard can build a stronghold any time, but no followers arrive until he
reaches 9th level.

Cleric Followers

The cleric has the option of constructing a church-sanctioned place of
worship at 9" level. This must contain a large temple, cathedral, or
church of not less than 2,500 square feet. It can be a castle, a
monastery, an abbey, or the like. Obviously, the site must contain all the
frappings of a place of worship and must be dedicated to the service
of the cleric's cause. However, the construction cost of the stronghold
is half the normal price, since the work has official sanction and much
of the labor is donated.

The cleric can build a place of worship prior to 9t level but does not
attract believers until reaching 9t level. Furthermore, a cleric erecting
a place of worship before reaching 9t level does so without his
church’s sanction and, as such, does not receive the financial benefits
described above.

Upon reaching 9t level, the cleric automatically attracts a fanatically
loyal group of believers, provided the character has established a
place of worship of sufficient size.

These faithful commoners are fanatically loyal and serve without pay
so long as the cleric does not change deities and/or alignment. These
followers number between 20 and 200 (2d10 x 10).

In addition to these faithful commoners, the cleric will attract the
services of men-at-arms (soldiers). To determine the composition of the
froops, roll the quantities for each troop type, as shown on the following
table. All are O-level soldiers.

# Soldier Type

2d4 Heavy cavalry*, platemail & shield, lance, broadsword,
& horseman’s mace

3d4 Medium cavalry*, chainmail & shield, lance, flail &
short sword

5dé Light cavalry*, studded leather & shield, light crossbow
& pick

5d4 Heavy infantry, splint mail, battle axe & long sword

5dé Heavy infantry, chainmail, pole arm** & hand axe

5dé Heavy infantry, ringmail, heavy crossbow & short sword

10dé Light infantry, padded armor & shield, spear & club

* Dwarven, gnomish, and halfling cavalry may be replaced with
infantry or may ride on suitable mounts, such as ponies, mountain
goats, riding dogs, efc.

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

In addition to these faithful froops, the cleric will attract the services of
a chaplain, a retainer of 3@ through 6™ level. Roll on the table below
to determine the level and equipment of the chaplain:

D% Roll Retainer

01-40 3rd level cleric, chainmail & shield; +2 footman’s mace
41-75 4 level cleric, platemail & shield; +1 horseman’s flail
76-95 5thlevel cleric, +1 platemail & shield; +2 footman’s flail
96-00 6t level cleric, +1 platemail & +1 shield; +2 footman's

mace; pearl of wisdom

After the initial followers assemble, no new followers trickle in to fill the
ranks of those who have fallen in service. The character can hire other
froops as needed, but these are not as loyal as his followers.

Druid Followers

Druids do not build strongholds, employ mercenaries, or hire civilian
employees. Localrulersignore the presence of druids, pretending they
don't exist, and druids normally confine their demonstrations of
authority to people who abuse and wantonly destroy the forests
protected by the druid.

All druids prefer to live in scared groves; dwelling in sod, log, or stone
buildings of smallish size. Upon reaching 9t levels, the druid will
generally inhabit building complexes set in woodlands and similar
natural surroundings. Upon establishing this grove, the druid will attract
three 15t level druid neophytes to serve him.

As the druid gains levels these attendants will progress in level as well,
gaining one level for each level that their druidic mentor acquires. At
15t level, when the three attendants have reached 7th level, the master
druid acquires three more 15t level druid underlings who, in turn, gain
levels as their master does. At 20th level three more attendants come
to serve the druid. By 20th level the druid should be served by three 12th
level druids, three 6 level druids, and three 1+t level druid.

Fighter Followers

When a fighter attains 9" level, he can automatically attract men-at-
arms. These soldiers, having heard of the fighter, come for the chance
to gain fame, adventure, and wealth. They are loyal as long as they
are well-treated and successful in their military campaigns. Abusive
tfreatment or a disastrous campaign can lead to grumbling, desertion,
and possibly mutiny.

To attract the men, the fighter must have a castle or stronghold and
sizeable manor lands around it. As he claims and rules this land, soldiers
journey to his domain, thereby increasing his power. Furthermore, the
fighter can tax and develop these lands, gaining a steady income from
them.

Roll once for the retainer, or tfroop leader, and once for soldiers (0-level
froops) on the following table.

D% Roll Retainer
01-40 5th level fighter, platemail & shield; +2 battle axe

41-75 6th level fighter, platemail & +1 shield; +1 spear and +1
dagger
76-95 6th level fighter, +1 platemail & shield; arms as above.

3rd level fighter lieutenant, splint mail & shield;
crossbow of distance
96-99 7t level fighter, +1 platemail & +1 shield; +2 sword;
rides a heavy warhorse with horseshoes of speed
00 DM's Option

D% Roll  Soldiers
01-50 Company of 20 light cavalry with ingmail & shield, 3
javelins, long sword, hand axe.

Company of 100 heavy infantry with scalemail, pole
arm* and club.

51-75 Company of 80 heavy infantry: 20 with splint mail,
morning star and hand axe, and 60 with leather armor,
pike and short sword.

76-90 Company of 60 crossbowmen with chainmail: 40 with
heavy crossbow and short sword, and 20 with light
crossbow and military fork

91-99 Company of 60 cavalry: 10 with banded mail, shield,
lance, bastard sword and shield, 20 with scalemail,
lance, longsword, mace and shield, and 30 with
studded leather, lance, flail and shield

00 DM's Option (Barbarians, sailors, armed peasants,
extra-heavy cavalry, etc.)

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

In addition to regular men-at-arms, the 9t level fighter also atftracts an
elite bodyguard (his "household guards”). These soldiers have greater
loyalty to their lord than do common soldiers. In return, they expect
better tfreatment and more pay than the common soldier receives. As
DM, you can select a troop-type that is consistent with the campaign.



D% Roll  Elite Units

01-10 10 mounted knights (15t level fighters) with plate mail,
large shield, lance, broadsword, morning star, and
heavy war horse with full barding

11-20 10 elven warriors (15t level elven fighter/mages) with
chain mail, long sword, long bow, dagger

21-30 15 wardens (15t level rangers) with scale mail, shield,
long sword, spear, long bow

31-40 20 berserkers (1t level barbarians) with leather armor,

shield, battle axe, broadsword, dagger

41-65 20 expert archers (15t level fighters) with studded
leather armor, long bows or crossbows

66-99 30 infantry (15" level fighters) with plate mail, body
shield, spear, short sword

00 DM's Option (pegasi cavalry, eagle riders, demi-
human scouts, dwarven sappers, etfc.)

You may design other tables that are more appropriate to your
campaign. A fighter can hold property, including a castle or
stronghold, long before he reaches 9t level. However, it is only when
he reaches this level that his name is so widely known that he attracts
the loyalty of other warriors.

Magic-User Followers

When a magic-user reaches 9 level, he often sets out to create a
stronghold, such as a wizard’s tower or hidden retreat, in which to
conduct his research and establish a workshop. In most instances the
local ruler issues a proclamation stating that his subjects are not to
interfere with the magic-user or their holdings. In return for this land
grant, the magic-user agrees to aid the local ruler in times of dire need.

It is possible for a magic-user of 9 or higher level to construct a
stronghold in unclaimed wilderlands, thus establishing himself as lord of
those lands.

Unlike many other characters, magic-users gain no special benefits
from building a stronghold. They can own property and receive the
normal benefits, such as a monthly income with which to hire
mercenaries for protection. However, the reputations of magic-users
tend to discourage people from flocking to their doors.

At 9thlevel the magic-user, regardless of whether they have established
a stronghold or not, may gain the services of a 1st level apprentice.
Whether or not this is the case has much to do with the renown or
infamy of the magic-user, and with the disposition of local lords and
commoners towards the magic-user. This student gains experience
independently of his master but looks to their master for guidance and
wisdom.

Monk Followers

When a monk player character attains the 9th level of experience he
may have a monastery or temple constructed. Upon doing so, he
attracts 1d4+1 15t level monks as followers. The monk will attract 1d2
additional 15t level monks whenever he gains a level of experience.
These students gain experience independently of their master.

Temples exist to spread the scholastic knowledge and discipline of the
monk’s order; though a temple in a dangerous area may be built like
any castle, it behaves like a school, not a ruler's fortress. For these
reasons, regional rulers do not normally become involved with monks
and their temples.

Monks do not rule lands. A monastery’s monks may farm the
surrounding lands to support themselves and may keep the region
clear of dangerous monsters. They never assert authority over nearby
communities, nor are they required to send troops to local rulers.

While followers of a monk are extremely loyal, they leave his service
when they attain 5" level. All followers will be of the exact same
alignment as the monk player character. If he changes alignment, the
current followers will desert, but new ones can sfill be gained by
advancement in level. Note that monk followers require no support,
upkeep, or pay of any sort.

Paladin Followers

A paladin does not aftract a body of followers upon reaching 9t level
or building a castle. However, he can still employ hirelings and attract
henchmen, although these must be lawful good in comportment.
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Ranger Followers
Rangers can build castles, forts, or strongholds, but do not gain any
special followers by doing so.

At 9th level, a ranger attracts 2dé followers. These followers might be
normal humans, but they are often animals or even stranger denizens
of the land. The table below can be used to determine each of these,
or your DM may assign specific followers.

D% Roll  Follower
01-10 Bear, black
11-20 Bear, brown
21 Brownie*

22-23 Cleric (elf)
24-26 Cleric (half-elf)
27-29 Cleric (human)
30-35 Dog/wolf

36-37 Druid (elf)

38-39 Druid (half-elf)
40-42 Druid (human)
43-48 Falcon

49-52 Fighter (elf)
53-54 Fighter (gnome)
55-56 Fighter (half-elf)
57-58 Fighter (halfling)
59-65 Fighter (human)

66 Fighter/mage (elf)*

67-72 Great cat (tiger, lion, etc.) *
73 Hippogriff

74 Pegasus*

75 Pixie*

76-78 Ranger (elf)

79-81 Ranger (half-elf)

82-90 Ranger (human)
91-94 Raven

95 Satyr*

96 Thief (halfling)

97 Thief (human)

98 Treant*

99 Werebear or Weretiger*

00 Other wilderness creature (DM's Option)

*If the ranger already has a follower of this type, ignore this result and
roll again.

Of course, your DM can assign particular creatures, either choosing
from the list above or from any other source. He can also rule that
certain creatures are not found in the region.

These followers arrive over the course of several months. Often, they
are encountered during the ranger's adventures (allowing you and
your DM a chance to roleplay the initial meeting). While the followers
are automatically loyal and friendly toward the ranger, their future
behavior depends on the ranger's freatment of them. In all cases, the
ranger does not gain any special method of communicating with his
followers. He must either have some way of speaking to them or they
simply mutely accompany him on his journeys. ("Yeah, this bear's been
with me for years. Don't know why - he just seems to follow me around.
| don't own him and can't tell him to do anything he don't want to do,"
said the grizzled old woodsman sitting outside the tavern.)

Of course, the ranger is not obligated to take on followers. If he prefers
to remain independent, he can release his followers at any time. They
reluctantly depart but stand ready to answer any call for aid he might
put out at alater time.

Thief Followers

Thieves do not build castles or fortresses in the usual sense. Instead, they
favor small, fortified dwellings, especially if the true purpose of the
buildings can easily be disguised. A thief might, for example, construct
a well-protected den in a large city behind the facade of a seedy
tavern or old warehouse.

Naturally, the true nature of the place will be a closely guarded secret!
Thieves almost always build their strongholds in or near cities, since that
is where they ply their trades most lucratively.

This, of course, assumes that the thief is interested in operating a band
of thieves out of his stronghold. Not all thieves have larceny in their
hearts, however. If a character devoted his life to those aspects of
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thieving that focus on scouting, stealth, and the intricacies of locks and
traps, he could build an entirely different sort of stronghold - one filled
with the unusual and intriguing objects he has collected during his
adventurous life. Like any thief's home, it should blend in with its
surroundings; after all, an accomplished thief never advertises his
whereabouts. It might be a formidable maze of rooms, secret passages,
sliding panels, and mysterious paraphernalia from across the world.

Once a thief reaches 9t level, his reputation is such that he can attract
followers - either a gang of scoundrels and scalawags or a group of
scouts eager to learn from a reputed master. The thief attracts 4dé of
these fellows. They are generally loyal to him, but a wise thief is always
suspicious of his comrades. The table below can be used to determine
the type and level of followers, or the DM can choose followers
appropriate to his campaign. Followers with two or more classes may
be either multiclassed or split-classed, at the DM’s discretion.

D% Roll  Follower evel Range

L

01-03 Dwarf fighter/thief 1-4
04-08 Dwarf thief 1-6
09-13 EIf thief 1-6
14-15 Elf thief/fighter/magic-user 1-3
16-18 EIf thief/mage 1-4
19-24 Gnome thief 1-6
25-27 Gnome thief/fighter 1-4
28-30 Gnome thief/magic-user 1-4
31-35 Half-elf thief 1-6
36-38 Half-elf thief/fighter 1-4
39-41 Half-elf thief/fighter/mage 1-3
42-46 Halfling thief 1-8
47-50 Halfling thief/fighter 1-6
51-53 Half-orc thief 1-6
54-56 Half-orc fighter/thief 1-4
57-98 Human thief 1-8
99 Human fighter/thief 1-6
00 Other (DM selection)

Thieves tend to be very jealous of their territory. If more than one thief
starts a gang in the same areaq, the result is usually a war. The feud
continues until one side or the other is fotally eliminated or forced to
move its operation elsewhere.

NPC MORALE

All NPCs and creatures have a Morale Rating. This rating comes into
play whenever that NPC's or creature’s loyalty or courage is in
question. Morale Ratings have corresponding Morale Scores that are
handled much like an ability score, and typically range from 3-18.

Morale Rating and Morale Score

Morale Ratings correspond to the following Morale Scores:

Morale Rating Score Modifier
Wavering S =3)
Unreliable 4-5 -2
Unsteady 6-8 -1
Average 9-12 +0
Steady 13-15 +1

Elite 16-17 +2
Champion 18 S
Fanatic 19 +4
Unwavering 20 or greater 0

Sample Morale Ratings and Scores

The following chart gives examples of Morale Ratings and Scores for
creatures and NPCs. These sample ratings and scores can be modified
if a creature has an exceptional commander or trainer, is especially
devoted to a cause or leader, is being mistreated, etfc.

Creature or NPC Type Morale Rating (Score)

Animal, docile Wavering (3)
Animall, predator Unsteady (7)
Animal, combat-trained Average (11)
Follower, commoner Average (9)
Follower, O-level soldier Steady (13)
Follower, elite unit Steady (15)
Follower, pupil, devotee, or frainee Steady (13)
Follower, retainer Elite (16)
Henchmen Steady (15)
Hireling, common Unsteady (8)
Hireling, guard Average (12)
Human, 0-level commoner Unsteady (8)
Human, O-level militia Average (10)
Human, O-level soldier Average (11)
Human, elite soldier Steady (14)
Human, mob Average (9)
Monster, animal-intelligence Average (12)
Monster, low-intelligence Average (10)
Monster, non-intelligent Champion (18)
Monster, semi-intelligent Average (11)
Undead, ghoul Steady (13)
Undead, lich Champion (18)

Undead, mindless Unwavering (20)
Morale Ratings of Followers, Henchmen, and Hirelings
NPCs in the service of player characters have a base Morale Rating of
"Average" and a Morale Score of 10. This is adjusted based on several
factors, including an NPC's alignment, outlook towards his or her
master, and so on.



Morale Score Modifiers
The following tables provide modifiers to the base Morale Score of 10
for hirelings, henchmen, and followers:

Alignment: Lawfully aligned, as well as good-aligned, NPCs tend to be
more loyal towards their employers or masters. Conversely chaotic
and/or evil NPCs tend to think about furthering their own aims and
goals, often at the expense of others, and make for less loyal servants.

NPC Alignment Modifier
Lawful +1
Chaotic -1
Evil -1
Good +1

Furthermore, NPCs tend to be more loyal towards those who share their
beliefs and values, as shown on the following table:

Alignment Difference Between NPC and Master Modifier
Same +2
Differs by 1 step along either axis +0
Differs by 2 or more steps along either axis -2

Attitude: A creature's or NPC's attitude towards their mentor or leader
may be altered over time, depending upon how that creature or NPC
is treated. Creatures and NPCs that are treated with cruelty or caprice
will grow to dislike or hate their masters over time, while those treated
with benevolence and/or fairness will become increasingly loyal.

NPC Atftitude Towards its Master Modifier
Preferred +3
Goodwill +1
Neutral +0
Antipathy -3
Hatred -5

Type of Service: Hirelings tend to be less loyal than both followers and
henchmen, while henchmen, due to their close personal bond with
their master, are the most loyal NPC type. Add the applicable modifier
from the following table:

Type of Service Modifier
Henchman S
Follower +1

Hireling +0

- TINN
Morale Checks

Sometimes there is just too much going on to keep track of all the
motivations and reactions of NPCs. For these times, use the following
system to test the morale or loyalty of the creature or NPC. Never use
this system for a player character!

Morale checks are made in circumstances where the loyalty or bravery
of the creature, hireling, henchman, or follower is tested. The following
chart gives some examples of circumstances that warrant morale
checks, and possible outcomes of failed checks:

Circumstances Failure Indicates
Offered bribe Accepts bribe
Ordered to testify against liege Agreement

Has a chance to steal goods Steals
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Left alone in possible danger Desertion

Abandoned Desertion

Ordered into possible danger Refusal

Faced by an obviously superior enemy Desertion

50% of their allies have been slain, Desertion

incapacitated, captured or have fled

Their leader has been slain, captured, .

. X Desertion

incapacitated or has fled

Expected to perform tasks that needlessly risk .
Desertion

their lives or go beyond their expected duties

Morale checks are treated as Saving Throws that are based on the
creature’s or NPC's Morale Score. NPCs and monsters typically add
their Proficiency Bonus (shown below) to Morale Checks, just as they
would any other Saving Throw. Non-combatant NPCs do not add this
bonus:

D20 + Morale Score modifier + Proficiency Bonus = Morale Check DC

HD or Level Proficiency Bonus HD or Level Proficiency Bonus

0 +0 11 +5
1 +1 12 +6
2 +1 13 +6
3 +1 14 +7
4 +2 15 +7
5 +2 16 +8
6 +3 17 +8
7 +3 18 +9
8 +4 19 +9
9 +4 20 +10
10 D

Morale Check DCs

Morale checks take place at the start of the round immediately after
any of the circumstances listed below occur, or that the DM finds
warrants such a check, have occurred.

The base DC for all morale checks is 10. This DC is modified by each
applicable modifier listed below.

Creatures act according to their morale check result on their initiative.
Failure indicates that the opponents are routed (if in combat) or turn
against their master in an act of self-preservation or outright betrayal.

Morale Check DC = 10 + modifiers

Circumstances DC Modifier
25% of allied forces (or Hit Points) are lost +1
50% of allied forces (or Hit Points) are lost +3
Abandoned by allies +5
Defending home or no means of refreat -2
Facing hated enemy -4
Facing an inferior enemy -2
Facing a superior enemy +2
Forced to take undue risks +5
Leader slain or otherwise lost 5
Outnumber opponents 3 or more to 1 -5
Outnumbered by 3 or more to 1 +5
Unable to affect foes* +10

* Creatures protected from attack by magic or which require magic
weapons to be struck and group does not possess these.
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COMBAT

The AD&D game is an adventure game designed to give players a
feeling of excitement and danger. Characters brave the unknown
perils of moldering dungeons and thorn-covered wilderness, facing
hideous monsters and evil villains. Thus, it is important for all players to
know the basic rules for handling combat.

To create the proper sense of danger and excitement, the rules for
combat must be thorough, but they also must be playable and exciting
enough to create a vivid picture in the minds of the players. Combat
in the AD&D game has to allow many different actions and outcomes
- as many as the imagination can produce. Knowing that anything
could happen next, because the rules allow it, creates excitement for
everyone.

Since thisisn't a combat game, the rules are not ultra-detailed, defining
the exact effect of every blow, the subtle differences between obscure
weapons, the location of every piece of armor on the body, or the
horrifying results of an actual sword fight. Too many rules slow down
play (taking away from the real adventure) and restrict imagination.
How much fun is it when a character, ready to fry an amazing and
heroic deed, is told, “You can't do that because it's against the rules.”
Players should be allowed to try whatever they want - especially if what
they want will add to the spirit of adventure and excitement. Just
remember that there is a difference between trying and succeeding.

To have the most fun playing the AD&D game, don't rely only on the
rules. Like so much in a good roleplaying adventure, combat is a
drama, a staged play. The DM is both the playwright and the director,
creating a theatrical combat. If a character wants to try wrestling a hill
giant to the ground, let him. And a character who tries leaping from a
second floor window onto the back of a passing orc is adding to
everyone's fun.

The tfrick to making combat vivid is to be less concerned with the rules
than with what is happening at each instant of play. If combat is only
“I'hit. I miss. | hit again,” then something is missing. Combats should be
more like, “One orc ducks under the table jabbing at your legs with his
sword. The other tries to make a flying tackle but misses and sprawls to
the floor in the middle of the party!” This takes description, timing,
strategy, humor, and - perhaps most important of all - knowing when to
use the rules and when to bend them.

Asimportant as fighting is to the AD&D game, it isn't the be-all and end-
all of play. It's just one way for characters to deal with situations. If
characters could do nothing but fight, the game would quickly get
boring. Every encounter would be the same. Because there is more to
the game than fighting, we'll cover much more than simple hack-and-
slash combat in this chapter.

In addition to explaining the basic mechanics of hitting and missing,
there are rules for combat maneuvers, special ways to attack and
defend, rules about poison, advice for handling heroic feats, and more.

Game Terms

Many game terms are used throughout the combat rules. To
understand the rules, players must understand these terms, so brief
explanations appear below. Further details are provided throughout
this chapter.

Armor Class (AC)

Armor Class is the protective rating of a type of armor. In some
circumstances, AC is modified by the amount of protection gained or
lost because of the character's situation. For instance, crouching
behind a boulder improves a character's Armor Class, while being
attacked from behind worsens his AC.

Abilities and situations can also affect a character's Armor Class. High
Dexterity gives a bonus to Armor Class, for example. But even a
character with a Dexterity bonus can have this bonus negated if he is
attacked from the rear.

Armor provides protection by reducing the chance that a character is
attacked successfully (and suffers damage). Armor does not absorb
damage, it prevents it. A fighter in full plate may be a slow-moving
target but penetrating his armor to cause any damage is no small task.
Armor Class is measured on a scale from 10, the worst (no armor), to 30,
the best (very powerful magical armors). The higher the number, the
more effective the armor. Shields can also improve the AC of a

character.

Attack Bonus

All classes provide an Attack Bonus that increases as characters
advance in level. All creatures have an Atftack Bonus equal to the
number of Hit Dice they possess (creatures with less than 1 Hit Die gain
no Attack Bonus). The Attack Bonus is combined with modifiers for high
or low Strength or Dexterity scores, with magical bonuses, and with
circumstantial modifiers when making attack rolls.

Domoge

Damage is what happens to a character when an opponent attacks
him successfully. Damage can also occur as a result of poison, fire,
falling, acid, and anything even remotely dangerous in the real world.
Damage from most attacks is measured in Hit Points. Each time a
character is hit, he suffers points of damage. It could be as little as 1
point to as many as 80 or more. These points are subtracted from the
character's current Hit Point total. When this total reaches 0, the
character is unconscious. When it reaches -10, the character is dead.

Hit Dice (HD)

Hit Dice rolled to determine a character's Hit Points. Up to a certain
level, one or more new Hit Dice are rolled each time a character attains
a new class level. A fighter, for example, has only one 10-sided Hit Die
(1d10) at 1t level, but when he rises to the 2nd level, the player rolls a
second d10, increasing the character's Hit Points.

Hit Points (HP)

Hit Points represent how much damage a character can suffer before
being killed, and are determined by Hit Dice. The Hit Points lost to injury
can usually be regained by rest or healing. Hit Point damage is
determined by the weapon, spell or natural aftack statistics and is
subtracted from a player's HP total.

Initiative

Initiative determines the order in which things happen in a combat
round. Like so many things in the world, initiative is determined by a
combination of ability, situation, and chance.

At the start of each round of a battle, an initiative roll is made by each
combatant. This d20 roll is modified by the Dexterity modifiers of the
combatants and may be modified by magic (such as the Foresight
spell). Combatants act in order of initiative, from the highest to lowest
initiative total.

Melee Combat

Melee is any situation in which characters are battling each other
hand-to-hand, whether with fists, teeth, claws, swords, axes, pikes, or
something else. Strength and Dexterity are valuable assets in melee.

Ranged Combat

Ranged (or missile) combat is defined as any time a weapon is shot,
thrown, hurled, kicked, or otherwise propelled. Missie and melee
combat have the same basic rules, but there are special situations and
modifiers that apply only to ranged combat.

Saving Throws

Saving Throws (or saves) are measures of a character's resistance to
special types of aftacks - poisons, magic, and attacks that affect the
body or mind of the character. The ability to make successful Saving
Throws improves as the character increases in level.

Surprise
Surprise can happen any ftime one party unexpectedly encounters
another or is completely unaware of them.

The Combat Round

If an encounter escalates info a combat situation, the time scale of the
game automatically goes to rounds (also called melee rounds or
combat rounds). Rounds are used to measure the actions of characters
in combat (or other intensive actions in which time is important).

As stated earlier, a round is 10 seconds long. Six combat rounds equal
1 minute. This is particularly important to remember for spells that last
for minutes, rather than rounds. The progression of a typical combat
usually follows the following steps:



Combat Step-by-Step

1. Determine surprise. The DM determines whether anyone involved
in the combat encounter is surprised.

2. Establish positions. The DM decides where all the characters and
creatures are located. Given the adventurers’ marching order or
their stated positions in the room or other location, the DM figures
out where the adversaries are - how far away and in what
direction.

3. Roll initiative. Everyone involved in the combat encounter rolls
initiative, determining the order of combatants’ turns.

4. Take turns. Each participant in the battle takes a turn in initiative
order.

5. Begin the next round. When everyone involved in the combat has
had a turn, the round ends. Repeat step 4 until the fighting stops.

Surprise

A surprised party is caught unprepared, becoming aware of their
opponent a moment before he strikes. In such circumstances the non-
surprised combatants have an immediate advantage over the
surprised combatants. A group that is aware of another’s presence
cannot be surprised.

If a party can be surprised by opponents who are not attempting an
ambush (for example, a party of adventurers turning the corner of a
dungeon and stumbling into a band of trolls), each combatant can
make a Perception check in order to avoid being surprised. Those
failing a DC 10 Perception check are surprised and cannot act during
the surprise round. Those who succeed may rollinitiative and act during
the surprise round.

When one group is trying to surprise their opponents, the members of
the potentially surprised party roll Perception checks opposed by the
ambushing party’s Stealth check (see Group Skill Checks, PHB 54). Any
party member whose Perception check equals or exceeds the
ambushing party’s Stealth check gets to roll initiative and act during
the surprise round.

Surprised combatants lose their Dexterity bonus and shield bonus to
Armor Class until they act. Surprised combatants cannot act or move
during the surprise round. Thieves may Sneak Attack them for added
damage. Assassins have the option of making Kiling Strikes against
surprised opponents.

Initiative

The initiative roll determines who acts first in combat. Initiative is
determined at the start of combat (or during the surprise round for those
who may act) and does not change until the combat ends. Those who
are surprised do not get to roll initiative until after the surprise round.

Initiative is normally determined with a single roll for each combatant in
a conflict. Roll 1d20 for each combatant who is not surprised, with that
combatant’s Dexterity bonus or penalty applied to the roll. Normally,
the DM rolls for the monsters and NPCs while the players roll for their
respective player characters. The highest roll wins initiative and actions
are then resolved in initiative order, from the highest to lowest initiative.

e Simultaneous Initiative: If more than one opponent rolls the same
number for initiative, their actions are resolved in Dexterity order,
from highest to lowest Dexterity. Those with equal Dexterity scores
act simultaneously - all attack rolls, damage, spells, and other
actions are completed before any results are applied. With
simultaneous actions it is possible for a magic-user to be slain by a
goblin that collapses from his Sleep spell.

Combat Turns

A typical combat encounter is a clash between two sides, a flurry of
weapon swings, feints, parries, footwork, and spellcasting. The game
organizes the chaos of combat into a cycle of rounds. A round
represents about 10 seconds in the game world.

During a round, each participant in a battle takes a turn. Turn order is
determined at the beginning of a combat encounter, when everyone
rolls initiative. Once everyone has taken a turn, the fight continues to
the next round if neither side has defeated the other.

o Combat Movement: Each combatant can move a distance up
to its Movement Rate and take one action on its turn. The
combatant can decide whether to move first or take its action first.
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o Combat Actions: The most common actions a combatant can
take are described in the Combat Actions section on page 64-66.
Many class features and special abilities provide additional action
options. The Combat Movement section that follows gives the
rules for movement.

Combatants can forgo moving, taking an action, or doing anything at
all on their turn. If a combatant can’t decide what to do on its turn, it
can take the Dodge or Ready action, as described in the Combat
Actions section on pages 64-66.

Combat Movement

In combat, characters and monsters are in constant motion, often using
movement and position to gain the upper hand. Each combatant can
move a distance up to its Movement Rate on its turn.

Movement can include jumping, climbing, and swimming. These
different modes of movement can be combined with walking, or they
can constitute a combatant’s enfire move. However a creature is
moving, it deducts the distance of each part of its move from its
Movement Rate until it is used up or until it is done moving.

Breaking Up Movement
A combatant can break up its movement on its furn, using some of its
movement before and after its action.

Example: If an ogre has a Movement Rate of 45 feet, it can move
10 feet, take its action, and then move 35 feet.

If a combatant takes an action that includes more than one melee or
ranged attack, it can break up its movement even further by moving
between those attacks.

Example: A fighter who can make two attacks each round with
the Extra Attack class feature and who has a Movement Rate of
45 feet could move 30 feet, make an attack, move 15 feet, and
then attack again.

Moving on a Grid
If you play out a combat using a square grid and miniatures or other
tokens, follow these rules:

e Squares: Each square on the grid represents 5 feet.

¢ Movement: Rather than moving foot by foot, move square by
square on the grid. This means combatants use their Movement
Rate in 5-foot segments. This is particularly easy if you divide the
Movement Rate by 5. For example, a Movement Rate of 30 feet
franslates into a Movement Rate of 6 squares. If you use a grid
often, consider writing Movement Rate in squares next to the listed
Movement Rate for NPCs, PCs, and creatures.

e Entering a Square: To enter a square, a combatant must have at
least 1 square of movement left, unless the square is diagonally
adjacent to the square it's in. If the square is diagonally adjacent
to its square, follow the rules for diagonal movement below.

If a square costs extra movement, as a square of difficult terrain
(see below) does, it must have enough movement left to pay for
entering it. For example, a combatant must have at least 2
squares of movement left to enter a square of difficult terrain.

¢ Diagonal Movement: When measuring distance, the first diagonal
counts as 1 square, the second counts as 2 squares, the third
counts as 1, the fourth as 2, and so on.

Combatants can’t move diagonally past a corner. They can
move diagonally past a creature, even an opponent.
Combatants can also move diagonally past other impassable
obstacles, such as pits.

¢ Ranges: To determine the range on a grid between two things -
whether creatures or objects - start counting squares from a
square adjacent to one of them and stop counting in the space
of the other one. Count by the shortest route.

Moving Around Other Creatures

A combatant can move through a non-hostile creature's space. In
contrast, a combatant can move through a hostile creature's space
only if the creature is at least two sizes larger or smaller than it is. Moving
through another creature’s space is considered to be movement
through difficult terrain (see below).
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Whether a creature is a friend or an enemy, a combatant can’t willingly
end its move in its space. If a combatant leaves a hostile creature’s
reach during its move, it provokes an Opportunity Attack, as explained
later in the chapter.

Moving Through Difficult Terrain

Combat rarely takes place in bare rooms or on featureless plains.
Boulder-strewn caverns, briar-choked forests, tfreacherous staircases -
the setting of a typical fight contains difficult terrain.

Every foot of movement in difficult terrain costs 1 extra foot. This rule is
true even if multiple things in a space count as difficult terrain.

Low furniture, rubble, undergrowth, steep stairs, snow, and shallow bogs
are examples of difficult terrain. The space occupied by another
creature, whether hostile or not, also counts as difficult terrain.

Movement and Falling Prone

Combatants often find themselves lying on the ground, either because
they are knocked down or because they throw themselves down. In
the game, they are prone, a condition described in the Conditional
Attack Roll Modifiers on page 68.

A combatant can drop prone without using any of its Movement Rate.
Standing up takes more effort; doing so uses up 'z of its Movement Rate.

Example: If a goblin's Movement Rate is 60 feet, it must spend 30
feet of movement to stand up. It can’t stand up if it doesn’t have
enough movement left or if its Movement Rate is 0.

To move while prone, a combatant must crawl or use magic such as
Teleportation. Every foot of movement while crawling costs 1 extra
foot. Crawling 1 foot in difficult terrain, therefore, costs 3 feet of
movement.

A combatant may make a DC 15 Acrobatics skill check in order to kip
up from prone to a standing position. If successful, it need only use 5’
of movement to stand from a prone position.

Squeezing Through Tight Spaces

A creature can squeeze through a space that is large enough for a
creature one size smaller than it. Thus, a Large creature can squeeze
through a passage that's only 5 feet wide (see Size of Creatures below).
While squeezing through a space, a creature must spend 1 extra foot
for every foot it moves there, and takes a -2 penalty to attack rolls,
Armor Class, and Dexterity Saving Throws.

Using Different Movement Rates

If a combatant has more than one Movement Rate, such as a walking
Movement Rate and a flying Movement Rate, it can switch back and
forth between them during its move. Whenever it switches, subtract the
distance it has already moved from the new Movement Rate. The result
determines how much fartherit can move. If the resultis O or less, it can’t
use the new Movement Rate during the current move.

Example: If a creature has a Movement Rate of 60 and a flying
Movement Rate of 90 because a magic-user cast the Fly spell on
it, it could fly 20 feet, then walk 10 feet, and then leap into the air
to fly 60 feet more.

Using Hex Grids

Tactical affairs such as movement are best handled on a grid, but the
grid need not be a bunch of squares. This variant replaces the squares
with hexagons. (Hex grid paper and mats are available at many hobby
stores.)

The primary advantage of this variant is that it eliminates the “every other
square counts as 2" rule for diagonal movement (see Moving on a Grid
above), because it eliminates diagonal movement. Characters simply
move from hex to adjacent hex, changing direction as they like. To
determine the distance between two hexagons, just count hexes by the
shortest path (in most cases, there will be a number of equally short
paths).

Using a hex-based grid changes relatively little about the game, but
poses a mapping dilemma for the DM. Most buildings and dungeons are
based on 90-degree and 45-degree corners, so superimposing a hex-
based grid on a structure leaves the DM with many partial hexagons, not
all of which are big enough for a Medium creature. Use this variant only if
you're comfortable adjudicating these partial spaces on the fly.

Size of Creatures

Each creature takes up a different amount of space. The Size
Categories table shows how much space a creature of a particular size
confrols in combat. Objects sometimes use the same size categories.

Size Category Space Controlled

Tiny 2% by 2% feet

Small 5 by 5 feet

Medium 5 by 5 feet

Large 10 by 10 feet

Huge 15 by 15 feet
Gargantuan 20 by 20 feet or more

A creature's space is the area in feet that it effectively controls in
combat, not an expression of its physical dimensions. A typical Medium
creature isn't 5 feet wide, for example, but it does control a space that
wide. If a Medium hobgoblin stands in a 5-foot-wide doorway, other
creatures can't get through unless the hobgoblin lets them.

A creature’s space also reflects the area it needs to fight effectively.
For that reason, there's a limit to the number of creatures that can
surround another creature in combat. Assuming Medium combatants,
eight creatures can surround their shared target.

Because larger creatures take up more space, fewer of them can
surround a creature. If four Large creatures crowd around a Medium or
smaller one, there's little room for anyone else. In contrast, as many as
twenty Medium creatures can surround a Gargantuan one.

If using Hex Grids (see Using Hex Grids above) rather than squares for
mapping and tracking combat, please use the following chart to
determine how many hexes a creature controls in combat. Medium-
sized creatures occupy and control 1 hex.

Large

Huge

Gargantuan

Combat Actions

During each round of combat, character may move and take 1 action.
Typical actions include making an attack, casting a spell, readying an
item, using an item, or making a skill check. Only creatures or
characters normally able to make more than one attack per round
(typically high-level fighter-types and creatures employing multiple
attacks, such as the dreaded claw/claw/bite attack routine) may
make additional attacks each round.

Attack

The most common action fo take in combat is the Attack action,
whether a combatant is swinging a sword, firing an arrow from a bow,
using a natural attack, or brawling with fists.

With this action, a combatant makes one melee or ranged attack. See
the “Making an Attack” section for the rules that govern attacks.
Certain class features or natural abilities, such as the Extra Attack
feature of the fighter or the multiple attacks of monsters (such as the
dreaded “claw, claw, bite” attack) allow a combatant to make more
than one attack with this action.

Cast a Spell

Spellcasters such as magic-users and clerics, as well as many monsters,
have access to spells and can use them to great effect in combat.
Each spell has a casting time, which specifies whether the caster must
use an action, minutes, or even hours to cast the spell.

Casting a spell is, therefore, not necessarily an action. Most spells do
have a casting fime of 1 action, so a spellcaster often uses his or her
action in combat to cast such a spell.



Charge
When taking the Charge action, a combatant may move up to half its
Movement Rate and make a single melee attack.

When Charging a combatant must move at least 10 feet in a straight
line immediately before making either a melee attack, or either a Push
or Trip attempt. When making an Overrun, Push, or Trip attempt (see
page 69) it has a +2 bonus to its Strength (Athletics) check. In order to
Charge, a combatant must be able to easily traverse the ground it is
covering to get to its opponent. An uneven or debris strewn patch of
ground could easily prevent a combatant from charging unless it makes
an Acrobatics check with a DC determined by you.

Creatures taking the Charge action reduce their Armor Class by 2 until
their next action.

Disengage
If a combatant takes the Disengage action, its movement doesn't
provoke Opportunity Attacks (see page 66) for the rest of the round.

Dodge

When a combatant takes the Dodge action, it focuses entirely on
avoiding attacks. Until the start of its next turn, the combatant has a +4
bonus to Armor Class and to Dexterity Saving Throws. A combatant
loses this benefit if incapacitated or cannot otherwise move.

Free Actions

A combatant’s turn can include a variety of flourishes that require
neither the use of its action nor movement. There are several types of
free actions that can be taken:

* Change Facing: Defenders may change their facing to better
defend themselves as a free action. See Opponents and Facing
on page 66 for more details.

Control a Mount: A rider can command their mount to act and
move in combat (see pages 72) as a free action.

Dismiss a Spell: Many spells with extended durations are dismissible
by their caster. Spells that may be dismissed may be dismissed with
a free action, unless the spell's duration requires the caster's
concentration. These spells may be dismissed with no action on the
caster's part.

Interact with an Object: Combatants can also interact with one
object or feature of the environment for free, during either their
movement or their action. Examples in interacting with an object
include: Drawing or sheathing a sword, opening or closing a door,
withdrawing a potion from a backpack, picking up a dropped
axe, taking a bauble from a table, removing or putting on aring,
eating a morsel of food, planting a banner in the ground, fishing a
few coins a belt pouch, quaffing all the ale in a flagon, throwing
alever or switch, pulling a torch from a sconce, taking a book from
a shelf, extinguishing a small flame, donning a mask, listening at a
door, kicking a small stone, turning a key in a lock, tapping the
floor with a 10-foot pole, or handing an item to another creature.

You might require that a combatant uses an action for any of
these activities when it needs special care or when it presents an
unusual obstacle. For instance, you could reasonably expect a
character to use an action to open a stuck door or turn a crank to
lower a drawbridge.

* Make an Off-Hand Weapon Attack: Combatants can choose to
fight with two weapons, making an off-hand weapon attack as a
free action when taking the Attack action (see Two-Weapon
Fighting on page 66).

* Make an Opportunity Attack: Combatants can make an
Opportunity Attack (see page 66) as a free action when one is
friggered.

* Speak: Combatants can communicate however they are able,
through brief utterances and gestures.

¢ Use the Battle Frenzy or Wild Shape class feature: Characters with
the Battle Frenzy or Wild Shape class feature may use, or end their
use of, either ability as a free action on their turn.

A combatant can take up to 3 free actions per round. Each type of
free action listed above can only be taken once per round.
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Example: Calevan directs his mount to charge by making an
Handle Animal check as a free action. At the same time, he calls
out a challenge to his foe (a second free action) while drawing
his lance (a third free action).

Example 2: Isolde Heimgard, a dwarven fighter, could open a
door as a free action during her move as she strides toward a foe.
She could not draw her weapon as a second free action
because both free actions involve interacting with an object.
Instead, she chooses to taunt her foe as a free action, using her
action for the round to draw her battle axe.

Help

A combatant can lend aid to another creature in the completion of a
task. When you take the Help action, the creature aided gains a +2
bonus the next ability check it makes to perform a specific task,
provided that it makes the check before the aiding creature’s next turn.

Alternatively, a combatant can aid an ally in attacking a creature
within its reach. The combatant feints, distracts the target, or in some
other way teams up to make its ally’'s attack more effective. This ally
gains a +2 bonus to its attack rolls against that target, so long as the
target is attacked before the aiding creature’s next turn.

Hide
When a combatant takes the Hide action, it makes a Stealth skill check
in an attempt to hide (PHB 41). If it succeeds, it is hidden.

When a creature can't see its foe, that foe gains the benefits listed for
Unseen Combatants on page 68.

Improvising an Action

A combatant can do things not covered by the actions in this chapter,
such as breaking down doors, intimidating enemies, sensing
weaknesses in magical defenses, or calling for a parley with a foe. The
only limits to the actions attempted are your imagination and the
abilities of that creature.

When describing an action not detailed elsewhere in the rules, you
determine whether that action is possible and what kind of roll must be
made, if any, to determine success or failure.

Ready

A character or creature may hold their action until an opponent is
about to act (i.e. a paladin may wait until a foe draws its weapon or a
spellcaster may hold off on casting Dispel Magic until their rival begins
to cast a spell). In suchinstances the combatant must declare that it is
taking the Ready action on its turn. When taking the Ready action, a
combatant must indicate what circumstance will trigger its action and
what action it will take in response.

Examples: “If the culfist steps on the trapdoor, I'll pull the lever
that opens it,” or “If the goblin steps next to me, | move away.”

When the frigger occurs, the combatant can either take their action just as
the trigger occurs (see Simultaneous Initiative under Initiative on page 63)
or can ignore the tfrigger. The initiative of the combatant that took the
Ready action drops to that of the foe who triggered the action.

Characters with Reach weapons, such as polearms, or creatures with
greater natural reach, such as giants, may ready an action in order to
strike a foe who approaches within their extended reach (and before
that foe strikes them). The readied attack interrupts the provoking
creature’'s movement, occurring just as the creature enters its reach.

Polearms and spears with the Set weapon quality may be readied for
attacks against charging opponents. If an attack made with areadied
and Set weapon strikes a charging foe, the attack deals double
damage. This damage bonus only applies when the creature is
charging a polearm-equipped defender, and only for the attack made
through the Ready action.

When a spellcaster uses the Ready action to cast a spell, the caster
casts it as normal but holds its energy, whichis released when the trigger
occurs. To be readied, a spell must have a casting time of 1 action and
holding onto the spell’'s magic requires concentration.

If the caster’'s concentration is broken before the Ready action is
friggered, the spell dissipates without taking effect.
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Example: If Spugnoiris concentrating on the Web spell and takes
damage before releasing the Web spell through the Ready
action, his concentration might be broken before his readied
spell takes effect.

Run

When a combatant takes the Run action, its Movement Rate is tripled
for that round. Any increase or decrease to Movement Rate changes
this additional movement by the same amount. If a combatant’s
normal Movement Rate of 45 feet is reduced to 30 feet, for instance, it
can move up to 90 feet when taking the Run action.

Creatures taking the Run action reduce their Armor Class by 2 until their
next action.

Search

When a combatant takes the Search action, it devotes its aftention to
finding something. Depending on the nature of the search, the DM
might have it make an Inteligence or Wisdom (Perception) check.
Some searches require more than the use of 1 action. Examining an
object takes anywhere from 1 action to 1 minute, depending upon its
size and complexity. Searching a 5’ x 5’ area takes at least 1 minute.

Use an Object

Combatants normally interact with an object while doing something
else, such as when drawing a sword as part of an attack. When an
object, such as a wand, requires an action forits use, a combatant can
take the Use an Object action. This action is also useful when a
combatant wishes to interact with more than 1 object in a given round.

MAKING AN ATTACK

An attack roll represents the attacker's attempt to strike at an
opponent on their turn. When a combatant makes an attack roll, it rolls
a d20 and add all applicable modifiers (totaling its Attack Bonus,
Strength or Dexterity ability modifier, and any other modifiers that apply
toits attackroll). If the result equals or exceeds the target’s Armor Class,
the attack hits and deals damage.

Melee Attacks

Used in hand-to-hand combat, a melee attack allows an attacker to
attack a foe within reach. A melee attack typically uses a hand-held
weapon such as a sword, a warhammer, or an axe. A typical monster
makes a melee atftack when it strikes with its claws, horns, teeth,
tentacles, or other body part. A few spells also involve making a melee
attack. Monsters have an Attack Bonus equal to the number of Hit Dice
they have.

Most creatures have a 5-foot reach and can thus attack targets within
5 feet of them when making a melee attack. Certain creatures
(typically those larger than Medium) have melee attacks with a greater
reach than 5 feet, as noted on page 64 under Size of Creatures.

When unarmed, a character or NPC can fight in melee by making an
unarmed strike that deals 1 point of damage.

Opponents and Facing
When in combat, a defender is often attacked from different directions.
A defender may be attacked by up to 8 opponents of the same size,
with larger attackers counting as 2 opponents and smaller attackers
counting as 2 of an opponent. For the purposes of combat, Small and
Medium creatures are considered to be the same size because both
occupy and control a 5’ square on a battle mat (see Size of Creatures
on page 64).
Example: Isolde Heimgard is attacked by a band of 8 orcs and 2
ogres. Dwarves are Medium-sized creatures and, as such, can be
attacked by 8 Medium-sized opponents. All 8 orcs could attack
her, or 6 orcs and 1 ogre could attack her, or 4 orcs and 2 ogres
could atftack her.

Most attacks against a defender are made with no special bonus, as
the defender can see and defend against such attacks. Defenders
may, on their turn, change their facing to better defend themselves as
part of their movement. This may be done once per turn as a free
action.

e Flank Attacks: Attacks made against a defender by flanking foes

are called flanking attacks. Flanking attacks made against a
defender are made with a +1 bonus to the attack roll.

An attacker gains a flanking bonus if their target is threatened by
an ally attacking from the opposite side or corner. When in doubt
about whether two attackers flank an opponent in the middle,
frace an imaginary line between the two attackers’ centers. If the
line passes through the center of the target's space, then the
target is flanked. Note that a flanking ally must be able to attack
the flanked target in order to grant (and gain) a flanking bonus
against that target.

o Rear Atftacks: Rear aftacks must be made from directly behind
the defender. Rear attacks are made with a +2 bonus to the
attack roll and negate any shield bonus that the defender may
have to their Armor Class. No more than 1 attacker can gain this
bonus in combat, unless the attackers are fighting a larger foe.
When that is the case up to 2 attackers can gain this bonus. As
noted above, Small and Medium creatures are considered to be
the same size for the purposes of combat because both occupy
and control a 5’ square on a battle mat (see Size of Creatures on
page 64).

Example: A band of adventurers and their hirelings face off
against a frost giant. Since the adventurers and their allies are
Medium and Smalll-sized creatures, up to 16 of them could attack
the giant and up to 2 of them can make rear attacks against the
giant.

A flanking attacker who is also making a rear attack does not gain both
attack roll bonuses. Only the better, rear attack, bonus applies to the
attacker’s die rolls (though its ally still gains a flanking bonus to its attack
rolls).

Opportunity Attacks

In melee combat, everyone is constantly watching for enemies to drop
their guard. A combatant can rarely move heedlessly past their foes
without putting himself in danger; doing so provokes an opportunity
attack.

A combatant can make an opportunity attack when an opponent that
it can see moves out of its reach. To make the opportunity attack, a
combatant uses a free action to make one melee attack against the
provoking creature. The attack interrupts the provoking creature’s
movement, occurring right before the creature leaves their foe's reach.

Combatants can avoid provoking an opportunity attack by taking the
Disengage action (page 65). Combatants also don't provoke an
opportunity attack when teleporting or when someone or something
moves it involuntarily.

Example: A creature doesn’t provoke an opportunity attack if an
explosion hurls it out of a foe’s reach or if gravity causes it to fall
past an enemy.

Two-Weapon Fighting

When wielding two melee weapons, a combatant may make an extra
attack each round with their second, off-hand, weapon. Combatants
who may make multiple attacks each round, such as characters or
NPCs with the Extra Attack feature, never gain more than 1 additional
attack per round with their off-hand weapon.

A combatant using two weapons receives a -6 penalty to all attack rolls
with both weapons. A combatant with an exceptional Dexterity score
may reduce the two-weapon fighting penalties by its Dexterity modifier.
Moderately encumbered creatures are limited to a +2 Dexterity
modifier to offset these penalties, while heavily encumbered creatures
may not apply any Dexterity bonus to offset these penalties.

Combatants who fight with two-weapons often employ a ‘“light
weapon” in at least one hand. Light weapons are weapons at least 1
size category smaller than that of the character (i.e. a dagger wielded
by a halfling would be a light weapon). If at least one weapon is a light
weapon these penalties are reduced by 2.

These penalty reductions are cumulative, so that a combatant using a
light weapon in its off-hand (which gives a 2-point penalty reduction)
and with a dexterity of 18 (which gives a 3-point penalty reduction) has
its two-weapon fighting penalties reduced by 5, to -1/-1. Note that
these bonuses only serve to offset the penalties for two-weapon fighting
and may never improve the combatant’s attack rolls.

If either weapon has the thrown property, it can throw the weapon,
instead of making a melee attack with it.



Ranged Attacks

When making a ranged attack, a PC or NPC fires a bow or a crossbow,
hurls a handaxe, or otherwise sends projectiles to strike a foe at a
distance. A monster might shoot spines from its tail. Some spells also
involve making a ranged attack.

Ranged attacks can only be made against targets within a specified
range. If aranged attack, such as one made with a spell, has a single
range, it can't be used to attack a target beyond this range.

All ranged weapons may be fired up to their listed range (called close
range) without penalty. For each range increment beyond the first a
cumulative -2 penalty is applied to the ranged attack roll. A thrown
weapon may be thrown up to 5 range increments away (the initial
range increment plus 4 increments beyond that) while other ranged
weapons may be fired up to 10 range increments away.

Firing into Melee

Aiming aranged attack at a melee combatant incurs no penalty unless
the target of the attack has cover from intervening combatants or
objects. Insuchinstances the target gets the usual cover bonus to their
Armor Class (see Cover and Concealment in the Conditional Attack
Roll Modifiers section on page 68 for more details).

In ranged combat against a target that has another combatant as
cover, it may be important to know whether the cover was actually
struck by an incoming attack that misses the intended target.

First, determine if the attack roll would have hit the target without the
cover. If the atftack roll misses the target due to cover but is high
enough to strike the Armor Class of the covering creature, the covering
creature is struck instead of the target.

Grenade-Like Missiles

Most grenade-like missiles are items of opportunity or necessity - flasks of
oil, vials of holy water, or beakers of acid. As such, these items are not
listed on the equipment tables for range and damage. Most grenade-
like missiles have a range increment of 10’, though the DM decides just
how far an object can be thrown.

Exceptionally heavy items can be thrown only if the character rolls a
successful Athletics skill check, with the DC based upon the object’s
weight and ungainliness. In no case can a creature or character throw
an item heavier than its strength would allow it to lift.

Example: The DM can rule that a character would have little
frouble chucking a half-empty backpack across a ten-foot chasm,
but the character would need to make a DC 20 Athletics check to
heave an orc 10’ through the airinto a crowd of orc allies.

Once a container hits, it normailly breaks immediately. However, this is not
always true. Some missiles, like soft leather flasks or hard pottery, are
particularly resistant. If there's some doubt about whether or not a thrown
object will break, the DM can require an Item Saving Throw (this
information is on page 25) to see if it shatters or rips, spewing its contents
everywhere.

If a missile is off-target, it is important to know where it landed - an errant
grenade-like missile could present a hazard to other characters, start a
fire, or eat a hole in the floor. The process of finding where it lands is known
as "scatter." First, determine the direction that the missing missile takes in
relation to its intended target. Roll a d8 and consult the following table:

8 1 2
(Short)

7 TARGET 3

& 5 4
(Long)

Next determine how far off the mark the throw is. Roll a 4-sided die. The
number rolled is the number of 5’ squares away from the intfended target
the missile lands.

The damage taken from a grenade-like attack depends on whether a
direct hit is scored on the target or if the target is in the splash area, 5’
away from the intended target. An errant grenade-like missile causes
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splash damage to all creatures in the 5’ square where it lands, and in all
adjacent squares.

Grenade-Like Missile Damage

Type of Missile Direct Hit Splash
Acid 2d4 hp 2hp
Flaming QOil 2dé hp + 1d6 hp (see below) 2 hp
Holy water 2d4 hp 2 hp
Poison Special Special

Types of Grenade-Like Missiles

e Acid: Acid damage is particularly grim. Aside from the possibility of
scarring (which is left to the DM), acid damage cannot be healed
by regeneration. It must be healed normally. Thus, it is very useful
against regenerating creatures such as trolls. Acid is very rare.

e Flaming Oil: Oil causes damage only when it is lit. This normally
requires a two-step process - first soaking the target in flammable oil
and then setting it afire. Thus, using flaming oil often requires two
successful attacks. A direct hit from flaming oil burns for two rounds,
causing 2dé points of damage in the first round and 1dé points in the
second round.

o Holy Water: Holy water affects most forms of undead and creatures
from the Lower Planes. It has no effect against a creature in gaseous
form or undead without material form. Unholy water (essentially holy
water used by evil priests) affects paladins, creatures whose purpose
is to defend good (lammasu, shedu, efc.), and creatures and beings
from the Upper Planes. Holy (or unholy) water affects creatures as
does acid, causing damage that cannot be regenerated but must
be healed normally.

e Poison: Poison is generally not very effective as a missile weapon.
Most poisons take effect only if the missile scores a direct hit and,
even then, only if it drops into the gaping maw of some huge
creature. Contact poisons have normal poison effects on a direct
hit. Pages 22 and 72 have information about specific poison effects.

Ranged Attacks in Close Combat

A combatant engaged in melee combat will find it difficult to use ranged
weapons against opponents. Because of their need to dodge incoming
attacks, a combatant employing a ranged weapon in melee suffers a -2
penalty to their attack rolls in addition to the penalties imposed by firing
at foes engaged in melee combatant (see Firing into Melee above).

A character is engaged in melee if he or she is within reach (usually 5
feet) of a hostile creature who can see and attack the character.

ATTACK ROLLS

When you make an attack, your attack roll determines whether the
attack hits or misses. To make an attack roll, roll a d20 and add the
appropriate modifiers. If the total of the roll plus modifiers equals or
exceeds the target’s Armor Class (AC), the attack hits. The AC of a
character is determined at character creation, whereas the AC of a
monster is in its stat block.

Attack Roll Modifiers

When a character makes an attack roll, the two most common
modifiers to the roll are an ability modifier and the character’s Attack
Bonus. When a monster makes an attack roll, it uses whatever modifier
is provided in ifs stat block. The Attack Bonus for monsters is usually
equal to its Hit Dice.

Ability Modifier

The ability modifier used for a melee weapon attack is Strength, and
the ability modifier used for a ranged weapon attack is Dexterity.
Weapons that have the finesse or thrown property break this rule.

Some spells also require an attack roll. The ability modifier used for a
spell attack roll depends on whether the spell attack is a melee or
ranged attack. For melee spell attacks either Strength or Dexterity may
be used, while the caster’s Dexterity modifier is applied to ranged spell
attacks. Casters always add their Proficiency Bonus to spell attack rolls.

Attack Bonus
Combatants add their Attack Bonus to their attack rolls when attacking
with a weapon in which they are proficient, or with unarmed strikes.
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Rolling a “Natural 1” or “Natural 20”
Sometimes fate blesses or curses a combatant, causing the novice to
hit and the veteran to miss.

Critical Hits

On a "natural 20" (a 20 is rolled on your d20) the attack automatically
hits, even the resulting attack roll total would normally miss. In addition, a
critical hit always deals maximum damage.

Fumbles
On a “natural 1" (a 1 is rolled on your d20) the attack automatically
misses, even if the resulting attack roll total would normally hit.

Conditional Attack Roll Modifiers
Blinded Combatants

Combatants who cannot see due to darkness or magical effects are
considered blinded and have their Movement Rate reduced to . of
their normal Movement Rate, rounded to the nearest 5’ increment.

Perception skill checks made by blinded combatants (such as those
within an area of total darkness) suffer a -4 penalty and foes have total
concealment from blinded combatants.

Opponents who can see blinded combatants gain a +2 bonus to hit
them and, in the case of thieves or assassins, may make Sneak Attacks
or Killing Strikes against them even if they are not surprised. See Unseen
Combatants below for more details.

Cover and Concealment

One of the best ways to avoid being hit and injured is o hide behind
something - a wall, a free, a building corner, a heap of boulders, or
whatever happens to be available. Taking cover doesn't work
particularly well in a melee, since the cover hampers defender and
attacker equally. However, it is quite an effective tactic against ranged
attacks. There are two types of protection a character can have:

Concedlment: The first is concealment. A character hiding behind a
clump of bushes is concealed. He can be seen, but only with difficulty,
and it's no easy task to determine exactly where he is. The bushes cannot
stop an arrow, but they do make it less likely that the character s hit. Other
types of concealment include curtains, tapestries, smoke, fog, dimly lit
rooms, and brambles.

e Atarget haslight concealment when in a dimly lit room (see page
32) or when lightly obscured by fog, smoke, or foliage.

e A target has heavy concealment if in an area of heavy fog or
smoke, or heavily obscured by foliage.

o A target has total concealment when in a completely dark area
(see page 32) or when its attacker cannot see it (i.e. when the
attacker is blinded or the defender is invisible). See the sections for
Blinded Combatants, above, and for Unseen Combatants, below,
for more information.

Cover: The other type of protection is cover. It is, as its name implies,
something a character can hide behind that will block a missile. Cover
can be provided by stone walls, the corner of a building, tables, doors,
earth embankments, free trunks, and magical walls of force.

e A target has light cover when an obstacle blocks at least half of
its body. The obstacle might be a low wall, a large piece of
furniture, a narrow free trunk, or a creature, whether that creature
is an enemy or a friend.

o Atarget has heavy cover if about three-quarters of it is covered by
an obstacle. The obstacle might be a portcullis, an arrow slit, or a
thick tree frunk. A target with heavy cover gains a +2 bonus to
Dexterity Saving Throws.

o Atarget has total cover if it is completely blocked by an obstacle.
A target with total cover can't be targeted directly by an attack
or a spell, although some spells can reach such a target by
including it in an area of effect. A target with total cover gains a
+4 bonus to Dexterity Saving Throws.

Example: A man crouching behind a stone wall would be
protected if a Fireball exploded in front of the wall but would not
be protected by cover if the blast occurred behind him, on his side
of the walll.

Armor Class Bonuses Due to Cover and Concealment: Cover or
concealment helps a potential target by providing a bonus to the
target's Armor Class. The AC bonus for concealment or cover depends
on the degree to which it is being used as shelter. The different modifiers
for varying degrees of cover and concealment are shown below.

Cover and Concealment Bonuses

Level of: Concealment Cover
Light +1 to Armor Class +2 to Armor Class
Heavy +2 to Armor Class +4 to Armor Class, +2 to DEX saves
Total +4 to Armor Class Can't be directly targeted, +4 to
DEX saves
Flank Attacks

Attacks made against a defender by flanking foes are called flanking
attacks. Flanking attacks made against a defender are made with a
+1 bonus to the attack roll. See Opponents and Facing on page 66 for
details on flanking attacks in combat.

Incapacitated Combatants

During melee combat opponents who are magically sleeping, held,
unconscious or otherwise helpless are automatically struck for a critical hit
(see Critical Hits above) by any attack made against them. Outside of
melee such opponents may be automatically slain, or bound as
appropriate to materials at hand, in one round. Note that this does not
include normally sleeping or grappled opponents.

Prone Combatants

Attackers gain a +2 bonus to melee attack rolls against prone targets, but
do not get this bonus when making ranged attacks against prone targets.
In addition, prone combatants suffer a -2 penalty to attack rolls with
unarmed strikes and all weapons except for crossbows.

Rear Attacks

Opponents attacking a defender’s rear facing gain a +2 bonus to their
attack roll. Thieves and assassins make rear attacks against opponents
with a +4 bonus. See Opponents and Facing on page 66 for details on
making rear attacks in combat.

A flanking attacker who is also making a rear attack does not gain both
attack roll bonuses. Only the better, rear attack, bonus applies to its
attackrolls (though its ally still gains a flanking bonus to its attack rolls).

Stunned Combatants
Stunned combatants suffer a -2 penalty to Armor Class and cannot act
or move until they recover.

Surprised Combatants

Surprised combatants lose their Dexterity bonus and shield bonus to
Armor Class until they act. Surprised combatants cannot act or move
during the surprise round.

Thieves and assassins gain a +2 bonus to attack rolls made against
surprised opponents. Thieves may Sneak Attack them for added
damage, while assassins have the option of making Killing Strikes
against surprised opponents.

Unseen Combatants
Combatants often try to escape their foes' notice by hiding, casting
the Invisibility spell, or lurking in darkness.

When attacking an unseen target, the target is harder to hit (it gains a
+4 bonus to its Armor Class because it has total concealment). This is
frue whether the combatant is guessing its target’s location or is
targeting a creature that can't be seen but can otherwise be
detected. If the target isn't in the location targeted, the attack
automatically misses, but you typically just say that the attack missed,
not whether the attacker guessed the target’s location correctly.

When a combatant can’t see its attacker, because they are blinded
or unable to see in darkness, or the attacker is invisible, the aftacker
gains a +2 bonus to attack rolls made against it. If an attackeris hidden
or unseen when making an attack, it gives away its location when its
attack hits or misses.



COMBAT CONTESTS

Battle often involves one combatant pitting their prowess against that
of their foe. Such a challenge is represented by a contest. This section
includes the most common contests that require an action in combat:
disarming, grappling, overrunning, pushing, tripping, and tumbling past
a creature. You can use these contests as models for improvising others.

Disarm

A combatant can use a weapon attack to knock a weapon or another
item from a target's grasp. The attacker makes an attack roll contested
by the target's Strength (Athletics) check or Dexterity (Acrobatics)
check (the target chooses the ability to use). If the attacker wins the
contest, the attack causes no damage or other ill effect, but the
defender drops the item.

The defender gains a +2 bonus to its roll if holding the item with two or
more hands. The combatant making the disarm attempt gains a +2
bonus to its check if it is larger than its target. The target gains a +2
bonus to resist this check if it is larger than its attacker.

Grapple

When attempting to grab a foe or wrestle with it, a combatant can use
the Attack action to make a special melee attack, a Grapple. If a
combatant can make more than 1 attack with the Attack action, this
attack replaces one of them.

The target of the grapple must be no more than one size larger than its
aftacker, and it must be within the attacker’s reach. The attacker tries
to seize its target by making a Strength (Athletics) check contested by
the target’s Strength (Athletics) or Dexterity (Acrobatics) check (the
target chooses which ability to use). The combatant attempting the
grapple has a +2 bonus to this check if it is larger than its target. The
target gains a +2 bonus to resist this check if it is larger than the attacker.

If the attacker wins the contest, its target is grappled. A grappled
creature’s Movement Rate becomes 0, and it can’t benefit from any
bonus to its Movement Rate. The grappled creature may only attack
the grappler and may only attack with light weapons or unarmed
strikes. A grappled target must make a DC 15 Concentration Check
(see page 79) in order to cast a spell with a somatic component and
must make a DC 15 Concentrafion Check on its turn in order to
maintain a spell while grappled. The condition ends if the grappler is
incapacitated, the target escapes the grapple (see below), or if an
effect removes the grappled creature from the reach of the grappler.

While maintaining a grapple, you may only attack the grappled
creature, and may only attack with light weapons or unarmed strikes.
You may not cast spells with somatic components while maintaining a
grapple.
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Climbing onfo a Bigger Creature

If one combatant wants to jump onto another, it can do so by
grappling. A Small or Medium combatant has little chance of making
a successful grapple against a Huge or Gargantuan opponent,
however, unless magic has granted the grappler supernatural might.

As an alternative, a suitably large opponent can be treated as terrain
for the purpose of jumping onto its back or clinging to a limb. After
making any ability checks necessary to get into position and onto the
larger creature, the smaller creature uses its action to make a Strength
(Athletics) or Dexterity (Acrobatics) check contested by the target's
Dexterity (Acrobatics) check.

If it wins the contest, the smaller creature successfully moves into the
target creature's space and clings to its body. While in the target's
space, the smaller creature moves with the target and has a +2 bonus
on attack rolls against it.

The smaller creature can move around within the larger creature's
space, tfreating the space as difficult terrain. The larger creature's ability
to attack the smaller creature depends on the smaller creature's
location and is left to the DM's discretion. The larger creature can
dislodge the smaller creature as an action - knocking it off, scraping it
against a wall, or grabbing and throwing it - by making a Strength
(Athletics) check contested by the smaller creature's Strength
(Athletics) or Dexterity (Acrobatics) check. The smaller creature
chooses which ability to use.

Escaping a Grapple

A grappled target can use its action to escape. To do so, it must win a
Strength (Athletics) or Dexterity (Acrobatics) check contested by the
aftacker’s Strength (Athletics) check.

Moving a Grappled Creature

When moving, a combatant can drag or carry its grappled target, but
its Movement Rate is reduced, based on the weight of the grappled
target. A grappler can also fall prone with a grappled target if it
chooses to.

Overrun

When taking the Attack or Charge action, a combatant can try to
force its way through an opponent’s space by barreling past the target.
If a combatant can make more than 1 attack with the Attack action,
this attack replaces one of them. The moving combatant makes a
Strength (Athletics) check contested by its target’s Strength (Athletics)
check. The combatant making the overrun attempt gains a +2 bonus
to its check if it is larger than its target. The target gains a +2 bonus to
resist this check if it is larger than its attacker.

If the mover wins the contest, it can move through the target’s space
once this turn. If not, it ends its movement in the last square it entered
before make the check.

Push

When taking the Attack or Charge action, a combatant can make a
special melee attack to push a foe away from it orknock that foe aside.
If a combatant can make more than 1 attack with the Attack action,
this attack replaces one of them. The target of the Push attempt must
be no more than one size larger than the attacker, and it must be within
the attacker’s reach.

The attacker makes a Strength (Athletics) check contested by its
target’s Strength (Athletics) or Dexterity (Acrobatics) check (the target
chooses the ability to use). The combatant attempting the push gains
a +2 bonus to this check if it is larger than its target. The target gains a
+2 bonus to resist this check if it is larger than its attacker.

If the attacker wins the contest, its target is either knocked 5 feet away
from that attacker or moved to a 5’ space beside the attacker.

Trip

When taking the Attack or Charge action, a combatant can make a
special melee attack to knock a foe prone. If a combatant can make
more than 1 attack with the Attack action, this attack replaces one of
them. The target of the Trip attempt must be no more than one size
larger than the attacker, and it must be within the attacker’s reach.

The atftacker makes a Strength (Athletics) check contested by its
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target’s Strength (Athletics) or Dexterity (Acrobatics) check (the target
chooses the ability to use). The creature attempting the trip gains a +2
bonus to this check if it is larger than its target. The target gains a +2
bonus to resist this check if it is larger than its attacker.

If the attacker wins the contest, its target is knocked prone in its space.

Tumble

A combatant can attempt to tumble through a hostile creature's
space. As an action the fumbler makes a Dexterity (Acrobatics) check
contested by the target's Dexterity (Acrobatics) check.

If the tumbler wins the contest, it can move through the hostile
creature's space once this turn. If not, it ends its movement in the last
square it entered before make the check. Moving through another
creature’s space is considered fo be movement through difficult terrain
(page 64).

SPECIAL ATTACKS

Many creatures have unusual abilities, which can include natural
venoms, breathe weapons, and the ability to drain life energy from their
victims.

Details of the most common types of special attacks are given below.
Additional information can be found in the creature’s descriptive text.

Ability Damage and Ability Drain

Ability damage typically results from the ravages of disease, the ill-
effects of poison, or through the baleful powers of monstrous creatures
and spellcasters. Creatures with that deal ability damage or ability
drain inflict such damage in addition to the normal, Hit Point, damage
of their natural attack.

As page 73 notes, ability damage is temporary, healing at the rate of 1
point per day of rest. Ability drain, on the other hand, permanently
lowers one or more of the target’s ability scores. Nothing short of a
Restoration spell reverses such ability loss. Permanent ability drain results
from the attacks of undead creatures, such as vampires and wraiths,
and other dreadful creatures, such as lamias.

No ability scores can be damaged or drained to a value below 0. If a
character’'s Constitution is reduced to a score of zero, that character is
slain. If any other ability score is reduced to a score of zero, the
character is rendered immobile (in the case of Strength or Dexterity) or
comatose (in the case of Inteligence, Wisdom, or Charisma). See
page 73 for more details on the effects of ability loss.

Breath Weapons

Various creatures in the AD&D game possess breath weapons, the most
notable being the roaring gout of flame spewed out by a red dragon.
These weapons normally affect a cone-shaped area with a starting
width of 5" and an end-width equal to the length of the cone (typically
30 or 60 feet). The cone originates at the dragon's mouth and widens
as it extends outward. No attack roll is required for a breath weapon.
All creatures within the cone must make the appropriate Saving Throw
and suffer the effects of the breath weapon.

Diseases

When a character takes damage from the natural attack of a diseased
creature, rests in a disease-ridden areaq, or ingests diseased matter he
must make a Constitution Saving Throw in order to avoid its ill effects.

Unless specified, assume that the DC of the Constitution save is 10 + the
Hit Dice of the creature. In instance where the disease is area-based
or from contaminated matter, the default DC is 15, though higher DCs
can be assigned for a particularly virulent disease.

Characters and creatures that fail this Saving Throw become
symptomatic in 1 day unless the disease description states otherwise.
Characters who fail their Saving Throw suffer the listed effects of the
disease. If no effects are provided, assume that the disease sickens the
target until it is cured.

Sickened creatures suffer a -2 penalty to all Strength and Dexterity
checks, as well as attack and damage rolls, and take a -2 penalty to
their Armor Class. The Movement Rate of sickened creaturesis reduced
by V.

If a disease deals Hit Point damage, the damage type is poison
damage.

Lycanthropy

Of all the afflictions that can strike a character, one of the most feared
islycanthropy. While often considered a disease, lycanthropy can more
properly be described as a curse.

Although the forms of attack vary with each species, all true
lycanthropes can transmit their dreadful affliction. Some lycanthropes
fransmit their affliction only through their bite, others through any
natural attack, and some even through the weapons they use.

Any humanoid creature injured by a lycanthrope but not actually killed
(and presumably eaten) has a chance to contract lycanthropy. After
combat, each creature wounded by the lycanthrope must make a
Constitution Saving Throw. The DC of this Saving Throw equal to 2 of
the damage taken or 10, whichever is greater.

Example: If a character suffers 24 points of damage (from all
attacks) from a true werewolf, the character must succeed at a
DC 12 Constitution Saving Throw or become an infected
werewolf.

If the character eats belladonna within an hour of the attack, he may
make another Constitution Saving Throw in order to fight off the cure.
Eating belladonna, however, also sickens those who eat it. Sickened
characters suffer a -2 penalty to all Strength and Dexterity checks, as
well as attack and damage rolls, and take a -2 penalty to their Armor
Class. The Movement Rate of sickened creatures is reduced by '%.

The only other way to lift the affliction is to cast an Exorcise, Remove
Curse, or Break Enchantment on the character, on the night of a full
moon, or the night immediately preceding or following the full moon.
After Exorcise, Remove Curse, or Break Enchantment is cast, the curse
is broken if the character makes a successful Wisdom Saving Throw.
Otherwise the changes take place and the spell has no effect. Cure
Disease and other healing spells and abilities have no effect against
lycanthropy.

Only infected lycanthropes can be cured. To a true lycanthrope,
lycanthropy is as natural as breathing, and the condition cannot be
altered. True lycanthropes have complete control over their physical
states; they are not affected by darkness, phases of the moon, or any
of the other situations which traditionally affect infected lycanthropes.

Cursed characters suffer uncontrollable change on the night of a full
moon and the nights immediately preceding and following it. The
change begins when the moon rises and ends when it sets. During this
time the character is controlled by you, not the player. Often, the
character discovers that he has done terrible things while changed
and under the DM's control. While transformed the character will not
be identifiable to his friends and companions unless they are familiar
with his curse or can recognize him by some personal effect.

During the change, the character’'s Armor Class, attacks, movement,
and immunities are identical to the type of lycanthrope that wounded
him. The intelligence and alignment of the character are overwhelmed
by an uncontrollable bloodlust. The player character must hunt and kill
and generally chooses people he knows in his daily life as his victims.
The stronger the emotion toward the person (either love or hate), the
greater the likelihood the character will attempt to stalk and slay that
person.

At the end of each change, the character returns to his normal form
(perhaps to his embarrassment). At the same time, he heals 2d8 points
of damage. While the character may know or suspect that he has
done something terrible, he does not have clear memories of the
preceding night. Good characters will be tormented at the thought of
what they may have done, and paladins will find they have, at least
temporarily, fallen from grace.

Mummy Rot

Mummies are horrific enemies. A single blow from one's arm inflicts
bludgeoning damage and, worse, its scabrous fouch infects the victim
with a fatal rotting disease unless the victim makes a DC 16 Constitution
Saving Throw. This save must be repeated each time a target is struck
by a mummy.

Those who fail one or more of these saves loses 1 point of Charisma the
following day. Each month the rot progresses, and the victim



permanently loses 2 points of Charisma. The disease can be cured only
with a Cure Disease spell. Cure Wounds spells have no effect on a
person inflicted with mummy rot and the afflicted’s wounds heal at only
1 point per day. A Regenerate spell will restore damage but will not
otherwise affect the course of the disease.

Any creature kiled by a mummy rots immediately and cannot be
raised from death by a Raise Dead spell unless a Cure Disease spell is
first cast upon the corpse.

Other Magical Diseases

A magical disease, like mummy roft, is one that functions by some
unexplained magical property. As such it is not curable by normal
means. You can rule on the effects of various cures and potions. For
specific information on other, disease-causing special abilities see the
relevant creature’s description in the Monstrous Manual.

Energy Drain

This is a feature of powerful undead and other parficularly nasty
monsters. The level (or energy) drain is a horrible power, since it causes
the loss of one or more experience levels.

An Energy Drain attack takes away levels from the victim unless a
successful Constitution Saving Throw is made. Most Energy Drain
attacks require a successful melee attack. Mere physical contact is not
enough. The full effect of an Energy Drain, such as the number of levels
taken away, is specified in the monster, magic item, or spell description
causing the drain. If it is not specified, 1 level is removed.

A character who loses a level this way suffers the effects of the drain
immediately. The character loses one Hit Die of Hit Points of the
appropriate class, and all other class features are reduced to the new
level. The victims experience point total is immediately set to the
midpoint point of the previous level.

Lost levels or ability score points remain until removed by spells, such as
Restoration, or other means. Sometimes level or ability score loss is
temporary and will return to normal in a day's time. A creature gains
temporary Hit Points each time it successfully uses its innate Energy
Drain ability. Unless specified otherwise, the creature gains the amount
of Hit Points that the victim loses. Energy Drain through spell or magic
item does not grant temporary Hit Points unless the description
indicates otherwise.

A character drained below 1¢ level is instantly slain. Depending on the
creature that killed the character, the character may rise the next night
as a monster of that kind. If not, the character rises as a wight. These
lesser undead are controlled by their slayer and have half the listed Hit
Dice for a creature of their new undead type. Lesser vampires regain
half of the class levels they had when slain. As such an 8th level thief,
drained below 1stlevel by a vampire, returns as a 4 level vampire thief.
Vampires with class levels do not gain Hit Points from their character
class or classes unless their character level exceeds the Hit Dice gained
from becoming a vampire.

Upon the destruction of their master, such lesser undead gain one Hit
Die for each creature of equal or greater Hit Dice they slay until they
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reach the full Hit Dice for their undead type. Upon reaching full Hit Die
status, undead are able to create and control lesser undead as their
master once did. Masterless vampires may also progress in level by
earning experience points, just as they did in life. When determining
the number of experience points needed to progress in level, add their
vampire Hit Dice (8) to their level of experience. As such, a 4 level
vampiric thief would have the equivalent of 12 levels and would need
1,250,000 experience points to advance to 5t level as a thief.

Gaze Attacks

Monsters with a gaze attack, such as the basilisk, have the power to
affect an opponent simply by making eye contact. This makes these
creatures incredibly dangerous, for the slightest glance can cause
great harm.

Characters who look directly at such creatures in order to attack them,
or those who are surprised by the creature, automatically meet the
creature's gaze. These unfortunate characters must make Wisdom
Saving Throw to avoid the effects of the creature's gaze attack. Such
attackers undergo the gaze attack each round they attack. In large
groups, only the front rank can meet the gaze, a fate that can be
avoided if the attacker approaches from the rear, away from the
creature's gaze.

Characters can also aftempt to avoid the gaze by looking in the
general direction of the creature without actually looking into its eyes.
This may be done by using a reflective surface, such as a mirror, to
observe the creature. The powers of gaze attacks are not effective in
reflections, so it is safe to observe a basilisk or medusa in a mirror. For
this trick to be effective, there must be some source of light available,
since nothing can be reflected in darkness.

This enables characters to gain a Saving Throw bonus equal to the
concealment Armor Class bonus that the creature gains.  As such, a
character who wishes to gain a +1 bonus to his Saving Throws grants
the creature light concealment (+1 to AC), while a character who
wishes to gain a +2 bonus to his Saving Throws grants the creature
heavy concealment (+2 to AC).

Characters who close their eyes or avoid looking at the creature
altogether (i.e. by blindfolding themselves) need not make saves
against the gaze attack but grant the creature total concealment (+4
toits AC and a +2 to all of its attacks against blinded creatures). Blinded
characters also halve their Movement Rate while unable fo see.

Creatures with gaze attacks can choose not to use their power. In this
case, it is the creature that avoids looking at the characters. Not
meeting their gaze, it can't affect them. Creatures intelligent enough
to parley may do this on occasion.

Paralysis

A character or creature affected by paralysis becomes immobile for
the duration of the effect. The victim can breathe, think, see, and hear,
but is unable to speak or move. Coherent thought needed to trigger
magical items or innate powers is still possible. Paralysis affects only the
general motor functions of the body and is not the ultimate destroyer
of powerful creatures. It can be particularly potent on flying creatures,
however.

Poison

When a character takes damage from a poisoned weapon, breathes
in poisonous gas, or ingests poisoned food, he must make a Constitution
Saving Throw in order to avoid its ill effects. Unless otherwise stated,
assume that the DC of this Constitution save is equal to 10 plus the Hit
Dice of the creature (when dealing with natural venoms), the level of
the spell plus spellcasting ability modifier (for poisonous spells), or
Proficiency Bonus of the NPC who has brewed a poison.

Characters and creatures that fail this Saving Throw suffer the effects of
the poison immediately unless the poison description states otherwise.
Many poison attacks specify what happens on a failed Saving Throw.
Some monsters list a poison type (i.e. Type A poison).

The following list gives the effects and onset time for these poison types.
Common poisons, such as that delivered by the sting of a giant
centipede, are given a specific rating for convenience. Poisons are not
listed by name here, since this is neither a scientific text nor a primer on
the deadly nature of many plants and animals.
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Class Method Onset Damage
A Injected 10-30 minutes 4dé/0

B Injected 2-12 minutes 6dé/1dé

© Injected 2-5 minutes 8dé/2dé

D Injected 1-2 minutes 10dé/2dé
E Injected Immediate Death/6dé
F Injected Immediate Death/0

G Ingested 2-12 hours 6d6/3d6

H Ingested 1-4 hours 6dé6/3d6

| Ingested 2-12 minutes 10dé/4dé
J Ingested 1-4 minutes Death/6dé
K Contact 2-8 minutes 2d6/0

L Contact 2-8 minutes 3d6/0

M Contact 1-4 minutes 6d6/2dé

N Contact 1 minute Death/8d6
o Injected 2-24 minutes Paralysis/-
P Injected 1-3 hours 2d6 STR/-

Spell-like Abilities

Many powerful creatures possess innate, spell-like abilities they can use
at will. The majority of these function like spells. Thus, a brownie who is
able to cause Confusion has the same effect as a character who casts
the Confusion spell. Creatures able to become invisible at will usually
use all the normal rules for the Invisibility spell.

Innate abilities are different from spells in one major way, however.
Unlike spells, innate abilities are natural powers and do not require any
components (including gestures or words - unless these things are used
for dramatic effect). Innate abilities are activated by the merest
mental command of the creature but still use up the creature’s action
for the round... a creature cannot use an innate ability and make an
attack in the same round.

In all other respects, innate abilities function like spells. They have the
same range, area of effect, and duration limitations of the spell of the
same name (unless stated otherwise). When the spell in question varies
in power according to the level of the caster, the creature is assumed
to have a caster level equal to its Hit Dice. Innate abilities generally
can be used just once per round.

MOUNTED AND UNDERWATER COMBAT
Mounted Combat

A wiling creature that is at least one size larger than its rider and that
has an appropriate anatomy can serve as a mount, using the following
rules:

Controlling a Mount

Fighting while mounted is a difficult undertaking. Mounted combatants
suffer a -4 to all attack rolls while mounted unless they are proficient in
the Animal Handling skill.

o Combat-trained mounts, such as warhorses, may be ridden into
combat without the need to make an Animal Handling skill check.

When fighting from a combat-trained mount, the rider can direct
the mount to move and take its action, while still taking his action
for the round, by making a DC 10 Animal Handling skill check as a
free action.

¢ e Mounts that are not combat trained, such as donkeys and riding
! horses, must always be coaxed into combat with a DC 10 Handle

Animal check. This check requires the use of an action at the start
of combat.  When fighting from an untrained mount, the rider
can direct the mount to move and take its action, while sfill taking
his or her action for the round, by making a DC 15 Animal Handling
skill check as a free action.

o Infelligent creatures, such as dragons, act independently of their
rider.

Initiative

The initiative of a confrolled mount changes to match yours when you
mount it. It moves as you direct it, and it has only three action options:
Run, Disengage, and Dodge. A controlled mount can move and act
even on the turn that you mount it.

An independent mount retains its place in the initiative order. Bearing
a rider puts no restrictions on the actions the mount can take, and it
moves and acts as it wishes. It might flee from combat, rush to attack
and devour a badly injured foe, or otherwise act against your wishes.

In either case, if the mount provokes an Opportunity Attack while
you're on it, the attacker can target you or your mount.

Mounting, Dismounting, and Falling

A combatant can mount or dismount a creature that is within 5 feet of
it. Doing so costs an amount of movement equal to 2 of its Movement
Rate.

If an effect moves a rider's mount against its will, the rider must make a
DC 10 Dexterity Saving Throw or fall off the mount, landing prone in a
space within 5 feet of it and suffering 1dé bludgeoning damage from
the fall. If a rider is knocked prone while mounted, it must make the
same Saving Throw.

If a mount is knocked prone, its rider must make a DC 15 Dexterity
Saving Throw or fall prone in a space within 5 feet it, suffering 1dé
bludgeoning damage from the fall. Falling from a flying mount incurs
normal falling damage.

Underwater Combat

When adventurers pursue sahuagin back to their undersea homes, fight
off sharks in an ancient shipwreck, or find themselves in a flooded
dungeon room, they must fight in a challenging environment.

Underwater the following rules apply:

o Non-aquatic creatures (those without a Swimming Movement
Rate) can have considerable difficulty when fighting in water. All
melee attacks made suffer a -4 attack penalty, unless the weapon
is a dagger, javelin, shortsword, spear, or trident.

¢ Ranged weapons have their normal range quartered and
automatically miss beyond this shortened range. Even within this
reduced range the atftack roll suffers a -4 penalty unless the
weapon is a crossbow, net, javelin, frident, or dart designed
specifically for underwater use.

o Non-aquatic creatures also suffer a -2 penalty to their Armor Class
when under water. Characters with Freedom of Movement do
not suffer any of the penalfies listed for underwater combat.

e Creatures and objects that are fully immersed in water take %
damage from magical fire attack damage. Creatures that are
fully immersed in water also have heavy cover (see page 68)

against attacks made from land.

e =




DAMAGE AND HEALING

Injury and the risk of death are constant companions of those who
explore the worlds of D&D. The thrust of a sword, a well-placed arrow,
or a blast of flame from a Fireball spell all have the potential to
damage, or even kill, the hardiest of creatures.

Ability Damage and Drain
Some attacks reduce the target’s score in one or more abilities. This loss
can be temporary (ability damage) or permanent (ability drain).

While any loss is debilitating, losing all points in an ability score can be
devastating.

o Strength 0 means that the character cannot move at all. He lies
helpless on the ground.

e Dexterity 0 means that the character cannot move at all. He
stands motionless, rigid, and helpless.

e Constitution 0 means that the character is dead.

¢ Intelligence 0 means that the character cannot think and is
unconscious in a coma-like stupor, helpless.

e Wisdom 0 means that the character is withdrawn into a deep
sleep filled with nightmares, helpless.

e Charisma 0 means that the character is withdrawn into a
catatonic, coma-like stupor, helpless.

Keeping track of negative ability scores is never necessary. A
character’s ability score can't drop below 0. Having a score of 0 in an
ability is different from having no ability score whatsoever.

Ability Damage

Ability damage typically results from the ravages of disease, exposure
to the elements, the ill-effects of poison, or through the baleful powers
of monstrous creatures and spellcasters.

Ability Drain

Ability drain is much like damage, except that the ability drained is
permanently lowered. Nothing short of a Restoration spell reverses such
ability loss. Ability drain results from the attacks of undead creatures,
such as vampires and wraiths, and other dreadful creatures, such as
lamias.  The Feeblemind spell permanently lowers the target's
Intelligence, Wisdom, and Charisma scores but, unlike ability drain
attacks, cannot be reversed through the use of a Restoration spell.
Only a Heal, Limited Wish, Miracle, or Wish spell may be used to cancel
the effect of Feeblemind.

Raised or Resurrected Characters

Characters who lose points of Constitution after being raised or
resurrected cannot restore that ability loss through any means short of
divine intervention.

Hit Points

Hit Points represent a combination of physical and mental durability,
the will to live, and luck. Creatures with more Hit Points are more difficult
to kill. Those with fewer Hit Points are more fragile.

A creature’s current Hit Points (usually just called Hit Points) can be any
number from the creature’s Hit Point maximum down to -10. This
number changes frequently as a creature takes damage or receives
healing.

Whenever a creature takes damage, that damage is subtracted from
its Hit Points. The loss of Hit Points has no effect on a creature’s
capabilities until it drops to 0 Hit Points.

Describing the Effects of Damage

Dungeon Masters describe Hit Point loss in different ways. When a
creature’s Hit Point total is half or more of its Hit Point maximum, it
typically shows no signs of injury. When a creature drops below half if its
Hit Point maximum, it shows signs of wear, such as cuts and bruises. An
attack that reduces a creature to 0 or fewer Hit Points strikes it directly,
leaving a bleeding injury or other trauma, or it simply knocks it
unconscious (see Knocking a Creature Out on page 75).

Temporary Hit Points
Some spells and special abilities confer temporary Hit Points to a
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creature. Temporary Hit Points aren’t actual Hit Points; they are a buffer
against damage, a pool of Hit Points that protect it from injury. When
a creature has temporary Hit Points and takes damage, the temporary
Hit Points are lost first, and any leftover damage carries over fo its
normal Hit Points.

Example: If a character has 5 temporary Hit Points and takes 7
points of damage, he loses the temporary Hit Points and then
takes 2 points of damage.

Because temporary Hit Points are separate from actual Hit Points, they
can exceed a creature's Hit Point maximum. A character can,
therefore, be at full Hit Points and receive temporary Hit Poinfts.

Healing can't restore temporary Hit Points, and they can't be added
together. If a creature has temporary Hit Points and receives more of
them, it must decide whether to keep the ones it currently has left or to
gain the new ones.

Example: If a spell grants a character 12 temporary Hit Points
when he already has 10, your character can have either 12 or 10,
not 22.

If a creature has 0 or lower Hit Points, receiving temporary Hit Points
doesn't restore it to consciousness or stabilize it. They can still absorb
damage directed at the recipient of the temporary Hit Points, but only
frue healing can save the unconscious creature. Unless the spell or
ability that grants temporary Hit Points has a duration, they last until
they're depleted or until the character recovers Hit Points through rest
(see Natural Healing below).

Damage Rolls
Each weapon, spell, and harmful monster ability specifies the Hit Point
damage it deals. Roll the damage die or dice, add any modifiers, and
then reduce the target’s Hit Points by this amount. Magic weapons,
special abilities, and other factors can grant a bonus to damage.
When attacking with a melee weapon, thrown weapon, or unarmed
strike, characters add their Strength ability modifier to the damage. A
spell description describes which dice to roll for damage and whether
to add any modifiers.
If a spell or other effect deals damage to more than one target at the
same fime, roll the damage once for all of them.

Example: When a magic-user casts Fireball or a cleric casts Flame

Strike, the spell’'s damage is rolled once for all creatures caught

in the blast.

Critical Hits and Damage

A crifical hit (see page 68) always deals the maximum damage possible
for that attack. As such, alongsword would deal 8 points of damage on
a critical hit, plus any damage modifiers from Strength, class features, and
magic.

Minimum Damage
If penalties reduce the damage result to less than 1, a hit still deals 1
point of damage.

Damage Types

Different attacks, damaging spells, and other harmful effects deal
different types of damage. Damage types have no rules of their own,
but other rules, such as Damage Resistance, rely on these types.

The damage types follow, with examples to help a DM assign a
damage type to a new effect.

Acid
The corrosive spray of a black dragon’s breath and the dissolving
enzymes secreted by a black pudding deal acid damage.

Bludgeoning
Blunt force attacks - hammers, falling, constriction, and the like - deal
bludgeoning damage.

Cold

The infernal chill radiating from an ice devil's spear and the frigid blast
of a white dragon'’s breath deal cold damage.
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Fire
Red dragons breathe fire, and many spells conjure flames to deal fire
damage.

Force

Force is pure magical energy focused into a damaging form. Most
effects that deal force damage are spells, including Magic Missile and
Spiritual Weapon.

Lightning
A Lightning Bolt and a blue dragon’s breath deal lightning damage.

Necrotic
Necrofic damage, dealt by certain undead and spells such as Chill
Touch, withers matter and even the soul.

Piercing
Puncturing and impaling attacks, including spears and monsters’ bites,
deal piercing damage.

Poison
Venomous stings and the toxic gas of a green dragon’'s breath deal
poison damage.

Psychic
Mental abilities such as a mind flayer’'s Psionic Blast deal psychic
damage.

Radiant

Radiant damage, dealt by a cleric’'s Flame Strike spell or an angel’s
smiting weapon, sears the flesh like fire and overloads the spirit with
power.

Slashing

Swords, axes, and monsters' claws deal slashing damage.

Thunder
A concussive burst of sound, such as the effect of the Shatter spell,
deals thunder damage.

Damage Resistance and Vulnerability
Some creatures and objects are exceedingly difficult or unusually easy
to hurt with certain types of damage.

If a creature or an object has resistance to a damage type, damage
of that type is halved against it. If a creature or an object has
vulnerability to a damage type, damage of that type is doubled
against it.
Both resistance and vulnerability are applied after all other modifiers to
damage.

Example: A creature has resistance to fire damage and is hit by
an attack that deals 25 points of fire damage. The creature is also
within a magical aura that reduces all damage by 5. The 25
damage is first reduced by 5 and then halved, so the creature
takes 10 points of fire damage.

Multiple instances of resistance or vulnerability that affect the same
damage type count as only one instance.

Example: If a creature has resistance to fire damage as well as
resistance to all nonmagical damage, the damage of a
nonmagical fire is reduced by half against the creature, not
reduced by three-quarters.

Immunities

Many creatures are immune to one or more forms of attack. A creature
with immunity to a particular effect cannot be harmed or otherwise
hindered by such effects. Examples of immunities include, but are not
limited to immunity to:

Disease

Enchantment/charm spells

Fear

Ghoul's paralysis

Normal weapons (see Weapon Immunity below)
Poison

o Sleep spells

Plant creatures, for example, are immune to enchantment/charm
spells (except for Command Plants and Control Plants), fatigue, and
fear.

Undead creatures, for example, are immune to disease,
enchantment/charm spells, fatigue, fear, and poison.

Creatures with innate poison or disease attacks are immune to the
harmful effects of their own poison or disease.

Individual creature’'s immunities are listed and described in the
Monstrous Manual.

Weapon Immunity

Some monsters, particularly lycanthropes and powerful undead such
as vampires, are immune to normal weapons. Attackers need special
weapons to hurt them. The most common of these are cold-iron, silver
and magical weapons. The rules for creating cold-ron and silver
weapons are provided in the Special Materials section on page 20.

Special weapon requirements are listed in the monster descriptions as
“silver weapons or magic to hit” or “+2 weapons or better to hit,” or
something similar. The listed weapon, or one of greater power, must be
used to damage the monster. Magical weapons are of greater power
than cold-iron or silver weapons and, as such, can strike creatures that
normally can be hit by only cold-iron or silver weapons.

Even creatures immune to certain weapons can be affected by
magical spells, unless a specific immunity to a spell or group of spells is
listed in the description.

When a creature is hit by a weapon to which it is immune, the attack
appears to leave a visible wound. However, no points of damage are
inflicted.

Example: A vampire strides across the banquet hall toward the
player characters. Fearfully, they loose a volley of arrows at him.
Three hit, but he doesn't even break his stride. They watch,
aghast, as he disdainfully plucks the arrows from his body. Just as
he closes with them, Targash swings and hits him with his +3
longsword. The vampire's smug look of overconfidence is
fransformed to one of snarling rage as he realizes with a shock
that one of these sniveling humans has hurt him!

Creature Hit Dice Versus Weapon Immunity

One obvious question that arises in the minds of those with a logical
bentis "How do other creatures fight monsters with weapon immunity2”
In the case of monsters, sufficient Hit Dice enable them to attack as if
they were fighting with magical weapons. In addition, if a creature
shares weapon immunity with its foe (or has superior weapon immunity),
it can effectively strike that foe.

The table below lists various numbers of Hit Dice and their magical
weapon equivalents.  These Hit Dice equivalents apply only fo
monsters. Player characters and NPCs cannot benefit from this.

Hit Dice Weapon Equivalent
4 +1 weapon
6 +2 weapon
8 +3 weapon
10 +4 weapon
12 +5 weapon

Creatures with powerful weapon immunities should be used with care.
Players trust the DM to create situations in which they have a chance
to win. Don't use such creatures unless the party has weapons to defeat
them, or there is some other reason for encountering that monster.

Every player character in the party needn't have a weapon effective
against the monster, but there should be at least two in the party. Avoid
making an encounter dependent on the actions of a single character.
It's not much fun for the other players and too many things can go
wrong with the plan if the key player doesn't cooperate or his character
gets hurt.

The warning above is just that, however - a warning. It's not arule. There
are times where using such creatures on an unprepared party can lead
to creative and entertaining play.

Example: The party is just beginning an adventure involving lots
of werewolves. Early on, they are attacked by a hairy creature



and their weapons don't seem to do any good! If not dispatched
by spells, it causes serious injury, but doesn't manage to kill
anyone, before it flees for some reason or another. It shouldn't
take too much for players to figure out what they need and
gefting appropriate  weapons can become part of the
adventure.

Immune creatures also can be used to control a party that has become
abusive or just too powerful. Such uses of very potent creatures should
be extremely rare.

Zero Hit Points
When a creature drops to 0 or fewer Hit Points, it is either dying or
knocked out, as explained below.

Dying

When any living character or creature is brought to 0 or fewer Hit Points
it is incapacitated (see page 68) and falls unconscious. A living
creature with 0 or fewer Hit Points is dying due to blood-loss, shock, and
similar causes, losing 1 Hit Point per round until it receives aid (see the
Healing section below) or falls to -10 Hit Points. Dying creatures lose this
Hit Point on their turn each round. Any living creature reduced to -10
or fewer Hit Points is slain.

Animated and undead creatures are destroyed or rendered inert when
they reach 0 Hit Points.

Knocking a Creature Out

Sometimes an attacker wants to incapacitate a foe, rather than deal
a kiling blow. When an attacker reduces a creature to 0 or fewer Hit
Points with a melee attack, the attacker can knock the creature out.
The attacker can make this choice the instant the damage is dealt. The
creature falls unconscious and is stable at 0 Hit Points.

Stabilizing a Dying Creature

The best way to save a creature with 0 or fewer Hit Points is fo heal it. If
healing is unavailable, the creature can at least be stabilized so that it
isn’t killed through blood loss.

A character can use an action to administer first aid to an unconscious
creature and attempt to stabilize it, which requires a successful (DC 10)
Medicine skill check.

A stable creature doesn’t lose 1 Hit Point per round (see the Dying
section above) and is no longer dying, but unconscious and stabilized.

Monsters and Death

Most DMs have a monster die the instant that it drops to 0 Hit Poinfts,
rather than having it fall unconscious and lose 1 Hit Point per round.
Mighty Vvillains and special non-player characters are common
exceptions; the DM might have them fall unconscious and follow the
same rules as player characters.

Headling

Unless it results in death, damage isn't permanent. Even death is
reversible through powerful magic.

Rest and Hit Point Recovery

Rest can restore a creature's Hit Points. A character or creature that
rests for at least 8 hours recovers 2 Hit Points plus a number of Hit Points
equal to their Attack Bonus (based upon their class levels or Hit Dice)
when resting.

If a creature’s wounds have been freated by a character proficient in
the Medicine skill (DC 10 check) the number of Hit Points recovered
increases by a number equal to the healer's Proficiency Bonus.

Example: Spugnoiris a 5" level magic-user who has taken 10 Hit
Points of damage, bringing him from his maximum of 14 Hit Points
down to 4 remaining Hit Points. Upon resting for 8 hours, he would
regain 3 Hit Points (2 Hit Points + 1 additional Hit Point because 5t
level magic-users have an Attack Bonus of 1).

His adventuring companion, Isolde, is a 5 level fighter who has
taken 24 Hit Points of damage, bringing her from her maximum of
48 Hit Points down to 24 remaining Hit Points. Upon resting for 8
hours, she would regain 7 Hit Points (2 Hit Point + 5 additional Hit
Points because 5™ level fighters have an Attack Bonus of 5).
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If the party’s 5t cleric, who is proficient in the Medicine skill,
tended to their wounds, both would recover 2 additional Hit
Points.

Characters can only recover Hit Points once per day (24 hours) by
resting.

Rest and Recovery of Ability Damage

Ability damage is temporary, just as Hit Point damage is. Ability damage
returns at the rate of 1 point per 8 hours of rest for each affected ability
score.

If a creature’s ability damage has been treated with the Medicine skill
(DC 15 check) it recovers at 2 points per 8 hours of rest for each
affected ability score.

Characters can only recover ability damage once per day (24 hours)
by resting.

Magical Healing
Magical methods such as a Cure Light Wounds spell or a potion of
healing remove damage in an instant.

When a creature receives healing of any kind, Hit Points regained are
added to its current Hit Points. A creature’s Hit Points can't exceed its
Hit Point maximum, so any Hit Points regained in excess of this number
are lost.

Example: A druid grants a ranger 8 Hit Points of healing. If the
ranger has 14 current Hit Points and has a Hit Point maximum of
20, the ranger regains 6 Hit Points from the druid, not 8.

A creature that has died can't regain Hit Points until magic such as the
Raise Dead spell has restored it to life.

Spells such as Restoration instantly restore ability damage or ability drain
that the character has suffered. See the spell's description for more
details on how the spell functions.

Regeneration

Creatures with this ability recover from wounds quickly. Damage dealt
to the creature heals at a fixed rate perround, as givenin the creature’s
entry. Certain attack forms, typically fire and acid, deal damage to
the creature that cannot be healed through regeneration. Such
damage must be healed naturally.

A regenerating creature that has been rendered unconscious must be
burned or immersed in acid in order to be killed, as creatures with
regeneration can regrow lost portions of their bodies and can reattach
severed limbs or body parts. Severed parts die if they are not
reattached.

Regeneration does not restore Hit Points lost from starvation, thirst, or
suffocation.  Attack forms that don't deal Hit Point damage ignore
regeneration.
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MAGIC

Magic lies at the heart of fantasy and so it does in Advanced Dungeons
& Dragons. Of greatest importance for the players of spellcasters, such
as clerics, bards, and magic-users, is the acquisition of magic spells and
an explanation of how spells are used in the game. The following section
provides details regarding the preparation, acquisition, and casting of
spells.

Spells

A spell is a discrete magical effect, a single shaping of the magical
energies that suffuse the multiverse into a specific, limited expression. In
casting a spell, a character carefully plucks at the invisible strands of
raw magic suffusing the world, pins them in place in a particular
pattern, sets them vibrating in a specific way, and then releases them
to unleash the desired effect —in most cases, allin the span of seconds.

Spells can be versatile tools, weapons, or protective wards. They can
deal damage or undo it, afflict others with or remove sickness, drain life
energy away, and restore life to the dead.

Uncounted thousands of spells have been created over the course of
the multiverse's history, and many of them are long forgotten. Some
might yet lie recorded in crumbling spellbooks hidden in ancient ruins
or trapped in the minds of dead gods. Or they might someday be
reinvented by a character who has amassed enough power and
wisdom to do so.

Arcane Spells

The magic used by magic-users is classified as arcane magic because
it is learned from ancient knowledge and passed down from one
generation of magic-users to the next, either through apprenticeship or
textual record. Magic-users use their mystical knowledge to create and
give form, or to enhance or physically alter an existing form.

Divine Spells

The magic used by bards, clerics, druids, paladins, and rangers is
classified as divine magic because it is granted to them after inspiration
from, prayer to, reflection upon, or supplication to a deity or other
powerful entity or elemental force. In most cases, clerics and paladins
receive their magic from deities or their infermediaries, who may limit or
place special restrictions on its use. Druids, bards, and rangers gain their
magic ability from more varied sources, be they primal forces, nature
gods, divine inspiration, or elemental powers. Thus, divine casters act as
a conduit, channeling and focusing magic originating from a higher
entity. This similarity can be seen in the duplication of specific spells, or
types of spells, in their spell lists.

Spell Level

Every spell has alevel from 0 fo 9. A spell’s level is a general indicator of
how powerful it is, with the lowly (but still impressive) Magic Missile at 1st
level and the earth-shaking Wish at 9. Cantrips - simple but powerful
spells that characters can cast almost by rote - are level 0. The higher
aspell’s level, the higher level a spellcaster must be to use that spell.

Spell level and character level don't correspond directly. Typically, a
character has to be at least 17t level, not 9t level, to cast a 9th level
spell.

Preparing Spells

Before a spellcaster can use a spell, he must have the spell firmly fixed
in mind, or must have access to the spellin a magic item. All spellcasters
must undergo a process of preparing spells. A character needs to
complete 8 hours of rest before preparing spells. It takes 1 hour for a
character to prepare their full allotment of spells for the day.

During spell preparation, an arcane caster chooses spells from his
spellbook to prepare, while a divine caster petitions his gods (or their
intermediaries) for his daily allotment of prepared spells. If a character still
has spells prepared from the previous day, he can abandon some or alll
of them to make room for new spells. If a spell has multiple versions, the
character must choose which version to use when preparing it, unless the
spell description specifies that the choice is made upon casting.

Once prepared, a spell remains in the character's memory unless he
wishes to purge it from memory (typically to make room for new spells
after 8 hours of rest).

Example: The 39 level magic-user Spugnoir has four O-level, three

1stlevel spell slofs, and one 2nd level slots. As such he may prepare
four cantrips, three 1¢t level spells, and one 2nd level spell. He
prepares the following:

¢ 0O-level: Dancing Lights, Light, Prestidigitation, Read Magic
e Istlevel: Comprehend Languages, Magic-Missile, Shield
e 2ndlevel: Web

If a character dies, all spells stored in the character's mind are wiped
away. Spells may not be prepared more than once per day, even if the
caster rests for more than 8 hours during that day.

Arcane Casters

For arcane casters, spell preparation involves study of one’s spellbook.
Unless a character prepares spells from a spellbook, the only prepared
spells available are those that that the character already had prepared
from the previous day. Because arcane casters have mastered the use
of cantrips, they may prepare them without studying their spellbook.

Divine Casters

For divine casters, spell preparation requires time spent in prayer and
meditation or, in the case of bards, musical recitation and reflection upon
the myths and legends of his people. Unlike arcane casters, who are
limited by their spellbooks as to which spells they may prepare, divine
casters may prepare any spell on their spell list.

In every case, the number of spells a caster can have fixed in mind at
any given time depends on the character's level.

Spell Slots

Regardless of how many spells a caster prepares, he can cast only a
limited number of spells before resting. Manipulating the fabric of
magic and channeling its energy into even a simple spell is physically
and mentally taxing, and higher-level spells are even more so. Thus,
each spellcasting class’'s description includes a table showing how
many spell slots of each spell level a character can use at each
character level.

A spellcasting character knows all of the cantrips associated with their
class but must still prepare them in advance, as they would with any
other known spell. A cantrip’s spell level is 0. Note that magic-users
can cast cantrips at will, without expending their prepared spell slots for
O-level spells.

Example: The 3 level magic-user Spugnoir has four O-level, three
1t level spell slots, and one 2nd level slot. As such he may prepare
four cantrips, three 1¢t level spells, and one 2nd level spell. He
prepares the following:

¢ 0O-level: Dancing Lights, Light, Prestidigitation, Read Magic
e Istlevel: Comprehend Languages, Magic-Missile, Shield
e 2ndevel: Web

Over the course of his adventuring day he may cast any
prepared cantrip at will (as cantrips are not expended when cast
by magic-users). He may choose to cast Comprehend
Languages, Magic Missile, or Shield each time he expends a 1st
level spell slot. Finally, he may only cast Web when he expends
his 2nd level spell slot, as he only prepares one 2nd level spell after
8 hours of rest.

When a character or NPC casts a spell, he expends a slot of that spell’s
level, effectively “filling” a slot with the spell. Some monsters have
special abilities that let them cast spells without using spell slots.

Example: When Spugnoir casts Magic Missile, a 15t level spell, he
expends one of his three 1t level slots and has two remaining.
Finishing 8 hours of rest restores any expended spell slots. Spells slots may

not be restored more than once per day, even if the caster rests for more
than 8 hours during that day.

Acquiring New Spells

Spellcasters, both arcane and divine, seek to add new spells to their
repertoire, but the process for adding new spells is different for each
group.



Arcane Spells

Magic-users rely on spellbooks when preparing their daily spell allotment.
The spells that they add to their spellbooks as they gain levels reflect their
arcane research, as well as intellectual breakthroughs have had about
the nature of the multiverse. Casters might find other spells during their
adventures. A character could discover a spell recorded on a scrollin an
evil magic-user's chest, for example, or in a dusty tome in an ancient
library.

Each spellbook is a unique compilation of spells, with its own decorative
flourishes and margin notes. It might be a plain, functional leather volume
that a magic-user received as a gift from his master, a finely bound gilt-
edged tome found in an ancient library, or even a loose collection of
notes scrounged fogether after a magic-user lost his previous spellbook
in a mishap.

Most magic-users desire, beyond all other treasure, the acquisition of new
spells for their spellbooks. Magic-users learn and add new spells through
several methods.

1. Gaining a Level: A magic-user may add 2 spells to his spellbook
when advancing in level. The spell chosen must be of a level the
character can cast.

Example: Upon attaining 6t level, a Spugnoir may add two spells,
with spell levels of 3 or less, fo his spellbook.

2. Deciphering Scrolls and Spellbooks: To decipher spells in another's
magic-user’s spellbook or a scribed in a scroll, a character must first
cast Read Magic on the spell fo be deciphered. Once the
character successfully casts Read Magic, the character can copy
it fo his spellbook if of sufficient level (see below). Spells on scrolls that
are deciphered with Read Magic may also be cast from the scroll,
so long as the spells appears on the magic-user spell list and the
magic-user has access to spells of that spell level.

If any spell-user acquires a scroll inscribed with a spell of a level too
high for him to cast, he can still try to cast it from the scroll. In order
to successfully cast the spell, the would-be caster must make a
Concentration Check with a DC equal to 10 + the spell’'s level. On
a failed roll, the spell fails and disappears from the scroll. If the
Concentration Check roll was a “natural 17, the spell effect is
reversed or target’s the caster (as determined by the DM).

If cast from a scroll, the spell disappears and may not be copied info
the magic-user’s spellbook.

3. Learning and Copying Spells: A character must first decipher the
spells fo be learned as described above. The character learns and
transcribes the deciphered spell by studying and copying it for 1 day
for each spell level of the spell (0-level spells still take one day to
learn). Magic-users may only scribe spells that they are able to cast
(i.e. that are of a spell level that they have spell slots for). This
restriction may be circumvented through use of the Write spell.

A spell takes up 1 page of the spellbook for each level of the spell
(O-level spells take up 1 page each). A normal spellbook has 100
pages. Materials for writing a spell cost 50 gp per page.

4. Replacing Spellbooks: A lost spellbook may be replaced through
several methods.

If the character already has a particular spell prepared, the
character can write it directly into a new book at a cost of 50 gp per
page. The process wipes the prepared spell from the character's
mind, just as casting it would.

If a known spell is not prepared the character may not reconstruct
it from memory but can transcribe it from a borrowed spellbook.
Spells transcribed from a borrowed spellbook must first be
deciphered with a Read Magic spell. Rewriting known spells into a
new spellbook takes 2 hours for each spell level of the re-written
spells and costs 50 gp per page of the spell. Spells take up 1 page
of the spellbook for each level of the spell (O-level spells take up 1
page each).

5. Research: Additionally, arcane casters can research a spell
independently (see page 90). Only the creator of such a spell can
prepare and cast it, unless the character decides to share it with
others.
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Divine Spells

Characters who can cast divine spells undertake a certain amount of
study of divine magic between adventures. Divine casters learn and add
new spells through several methods.

1. Gaining a Level: Divine casters know, and can prepare, all of the
spells listed for the spell levels that they have spell slots for. When a
divine caster gains spell slots for spells of a new level, the character
automatically knows and can prepare all spells of that spell level.

Example: A cleric reaching 3 level is granted knowledge of all 2nd
level cleric spells by their deity and may prepare them.

2. Research: Additionally, divine casters can research a spell
independently (see pages 90-21). Only the creator of such a spell
can prepare and cast it, unless the character decides to share it
with others. Some creators share their research with their churches,
but others do not. The character can create a magic scroll
(provided they are of high enough level) or write a special text,
similar to a spellbook, to contain spells that the character has
independently researched.

Other divine spellcasters who find the spell in written form can learn
to cast it, provided they are of sufficient level to do so and may
normally cast the same type of spells as the written spell's creator
(i.e. a paladin could learn to cast a spell written by a cleric, while a
ranger could cast a spell written by a druid). The process requires
deciphering the writing (see Deciphering Scrolls and Spellbooks
above).

Spell Description Format

Academies of magic group spells info nine categories, called schools
of magic. Scholars, particularly arcane spellcasters, apply these
categories to all spells, believing that all magic functions in essentially
the same way, whether it derives from rigorous study or is bestowed by
a deity. The schools of magic help describe spells; they have no rules
of their own, although some rules refer to the schools.

Schools of Magic

Spellcasters categorize their spells info schools. Each spell listed belongs
to one of the following schools. All magic-user cantrips, as well as the
Enchant an Item and Permanency spells belong to more than one
school, allowing them all o be cast by specialist magic-users:

e Abjuration: Abjuration spells are protective in nature, though
some of them have aggressive uses. They create magical barriers,
negate harmful effects, harm trespassers, or banish creatures to
other planes of existence.

o Alteration: Alteration spells change the properties of a creature,
object, or environment. They might turn an enemy into a harmless
creature, bolster the strength of an ally, make an object move at
your command, or enhance a creature’s innate healing abilities
to rapidly recover from injury. Alteration spells are commonly
referred to as transmutation spells due to their effects.

e Conjuration/Summoning: Conjuration/Summoning spells involve
the transportation of objects and creatures from one location to
another. Some spells summon creatures or objects to the caster’s
side, whereas others allow the caster to teleport to another
location. Some conjurations create objects or effects out of
nothing.

e Divination: Divination spells reveal information, whetherin the form
of long-forgotten secrets, glimpses of the future, the locations of
hidden things, the truth behind illusions, or visions of distant people
or places.

¢ Enchantment/Charm: Enchantment/Charm spells affect the
minds of others, influencing or controlling their behavior. Such
spells can make enemies see the caster as a friend, force
creatures to take a course of action, or even confrol another
creature like a puppet.

e Invocation/Evocation: Invocation/Evocation spells manipulate
magical energy to produce a desired effect, such as calling up
blasts of fire, walls of ice, or fields of force magic.

o lllusion/Phantasm: lllusion/Phantasm spells deceive the senses or
minds of others. They cause people to see things that are not
there, to miss things that are there, fo hear phantom noises, or to
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remember things that never happened. Some illusions create
phantom images that any creature can see, but the most insidious
illusions plant an image directly in the mind of a creature. Some
llusion spells draw energy from the Demiplane of Shadow in order
to create quasi-real objects and effects.

A rule of illusions is that an illusion is only as good as the caster who
created it. They draw from personal experience, so a caster cannot
create a fruly believable illusion unless he is intimately familiar with
whatever he is attempting to create.

¢ Necromancy: Necromancy spells manipulate the energies of life
and death. Such spells can restore life force, drain the life energy
from another creature, create the undead, or bring the dead
back to life.

Creating the undead through the use of necromancy spells, such
as Animate Dead, is not a good act, and only evil casters use such
spells frequently.

o Universal: Consider universal magic to be Sorcery 101; without the
basic spells in this school, magic-users are incapable of continuing
their studies in the other schools of magic. Therefore, all magic-
users have access to the spells in this school, regardless of
specialization.

Casting Spells

A character must make all pertinent decisions about a spell (range,
target, areq, effect, efc.) when the character begins casting, unless the
spell specifies otherwise. The character must make some choice about
whom the spellis to affect or where the effect is to originate, depending
on the type of spell. You apply whatever result a spell entails using the
spell's description.

To cast a spell, the character must be able to speak (if the spell has a
verbal component), gesture (if it has a somatic component), and
manipulate the material components (if any). The spell descriptions
indicate which components are necessary. If the character ever tries to
cast a spell in conditions where the characteristics of the spell (range,
areq, etc.) cannot be made to conform, the casting fails and the spell is
wasted.

Casting Time

Most spells require a single action to cast, but some spells require a
minute or more time to cast. Spells that can be cast as instantaneously,
such as Feather Fall, take a fraction of a second to bring about and are
cast in response to some event. If a spell can be cast instantaneously,
the spell description describes when the caster may do so.

Certain spells require more fime to cast: minutes or even hours. When
casting a spell with a casting time longer than a single action, the
caster must spend their action each turn casting the spell and must
maintain concentration while doing so (see "Concentration Checks”
below).

Concentration Checks

To cast a spell, the character must concentrate. If something interrupts
the character's concentration while the character is casting, the spell is
lost and marked off the character's list of prepared spells. The Dungeon
Master may allow a Concentration Check (a special Saving Throw using
the ability score that the caster uses to set their spell Saving Throw DCs) to
see if the spellis disrupted, and lost, or not.

All spellcasters attempting fo cast spells while engaged in melee must
make a Concentration Check in order to successfully cast that spell. The
DC of this check is equal to 10 + the level of the spell he is frying to cast.

If damaged while casting a spell, the Concentration Check DCis 10 or 2
the damage taken, whichever is higher. For effects that do not inflict
damage the DC is 10 for distractions, such as casting in the following
condition: strong winds, while mounted, while onboard a pitching ship,
or while in a driving rain. Major hindrances, such as casting while
entangled, grappled, caught in an earthquake, or while moving at high
speed on a galloping mount or in a bouncing wagon, raise this DC to 15
or higher.

Anything that could break the character's concentration when casting a
spell can also break the concentration necessary to maintain a spell.

Using Scrolls

Scrolls are spells reduced to a portable form. Not only does a scroll
contain the text of a spell, all the necessary components, except verbal,
have been magically incorporated into the scroll. Before using a scroll, a
character must decipher it by casting Read Magic. The character can
then read the scroll aloud, casting the spell contained on it just as if the
character had the spell prepared.

The spell's casting time, range, area of effect, duration and all other
details and limitations are no different. A spell contained on a scroll may
only be cast once. When a spell is cast from a scroll, the spell disappears
or destroys the scroll.

There are some limitations on scroll use, of course. The spell must be on
the caster’s spell list in order to be cast, and the caster must be of a high
enough level to cast the level of spell found on the scroll.

A character can attempt to use a scroll to cast a spell of a level they are
not normally able to cast (provided that it appears on their spell list) but
must first make a Concentration Check (see above) to do so. The DC of
the check is 10 + the spell’s level. Failure indicates that the spell fails and
that the scribed spell disappears. If the Concentration Check roll was a
“natural 1", the spell effect is reversed or targets the caster (as
determined by you).

Example: A 2nd level magic-user deciphers a scroll bearing
Teleport, which is a 5t level spell. The magic-user attempts to cast
the spell from the scroll, but he must first make a successful
Concentration Check with a DC of 15.

Ronge

A spell's range is the maximum distance from the spellcaster that the
spell's effect can occur, as well as the maximum distance at which the
caster can designate the spell's point of origin. The character aims a spell
by making some choice about whom the spell is o affect or where the
effect is to originate, depending on the type of spell. If any portion of the
spell's area extends beyond the range, that area is wasted.

Sometimes the range of a spell is only personal (the spell effects only the
caster or emanates from the caster) or touch (the caster must touch a
creature or object to affect it), as noted in the spell description. When
targeting an unwiling creature with a touch spell, the caster must
successfully touch his opponent with his hand. If the attacking spellcaster
hits with a melee attack the spell is delivered to the targeted creature.

There are four distance ranges for spells: 30" (Close), 100 feet (Medium),
400" (Long), and unlimited (reaching anywhere on the plane of
existence). Some spells have no standard range category, just a range
expressed in feet. Some spells create or summon things rather than
affecting things that are already present. The character must designate
the location where these things are to appear, either by seeing it or
defining it. Range determines how far away an effect can appear, but if
the effect is mobile it can move without regard to the spell's range (unless
otherwise stated in the spell’'s description).

Targets

A typical spell requires the caster to pick one or more targets to be
affected by the spell's magic. A spell's description tells the caster
whether the spell targets creatures, objects, or a point of origin for an
area of effect (described below).

Unless a spell has a perceptible effect, a creature might not know it was
targeted by a spell at all. An effect like crackling lightning is obvious,
but a subtler effect, such as an attempt to read a creature’s thoughts,
typically goes unnoticed, unless a spell says otherwise.

If the caster casts a targeted spell on the wrong sort of target, the spell
has no effect and is lost.

Line of Sight: To target something, the caster must have a clear path to
it, so it can’t be behind total cover.

If the caster places an area of effect at a point that he can’t see and
an obstruction, such as a wall, is between the caster and that point, the
point of origin comes into being on the near side of that obstruction.

Targeting Oneself: If a spell targets a creature of the caster’s choice,
the caster can choose himself, unless the creature must be hostile or
specifically a creature other than the caster. If the casteris in the area
of effect of a spell he casts, he can target himself. If the target of a spell
is the caster, the caster does not receive a Saving Throw and Magic
Resistance does not apply.



Area of Effect
Spells such as Burning Hands and Cone of Cold cover an areaq, allowing
them to affect multiple creatures at once.

A spell's description specifies its area of effect, which typically has one
of five different shapes: circle, cone, cube, cylinder, line, or sphere.
Every area of effect has a point of origin, a location from which the
spell’'s energy erupts. The rules for each shape specify how the caster
positions its point of origin. Typically, a point of origin is a point in space,
but some spells have an area whose origin is a creature or an object.

A spell's effect expands in straight lines from the point of origin. If no
unblocked straight line extends from the point of origin to a location
within the area of effect, that location isn't included in the spell’s area.
To block one of these imaginary lines, an obstruction must provide total
cover, as explained on page 68.

o Circle: The spell radiates from a chosen point of origin (or from the
caster, in some instances) affecting whatever lies within its area of
effect. This area lies along a horizontal plane.

e Cone: A cone extends in a direction the caster chooses from its
point of origin. A cone’s width at a given point along its length is
equal to that point’s distance from the point of origin.

A cone's area of effect specifies its maximum length. A cone’s
point of origin is not included in the cone’s area of effect, unless
the caster decides otherwise.

e Cube: The caster selects a cube's point of origin, which lies
anywhere on a face of the cubic effect. The cube’s size is
expressed as the length of each side.

A cube’s point of originis not included in the cube’s area of effect,
unless the caster decides otherwise.

e Cylinder: A cylinder’s point of origin is the center of a circle of a
particular radius, as given in the spell description. The circle must
either be on the ground or at the height of the spell effect. The
energy in a cylinder expands in straight lines from the point of
origin to the perimeter of the circle, forming the base of the
cylinder. The spell's effect then shoots up from the base or down
from the top, to a distance equal to the height of the cylinder. A
cylinder’s point of origin is included in the cylinder's area of effect.

e Line: A line extends from its point of origin in a straight path up to
its length and covers an area defined by its width.

A line's point of origin is not included in the line's area of effect,
unless the caster decides otherwise.

o Sphere: The caster selects a sphere'’s point of origin, and the
sphere extends outward from that point. The sphere's size is
expressed as a radius in feet that extends from the point.

A sphere’s point of origin is included in the sphere’s area of effect.

Obstacles: Some spell effects are affected by obstacles. The character
must have a clear line of effect to any target that the character casts a
spell upon or to any space in which the character wishes to place the
point of origin for an area of effect spell.

For circles, cones, cylinders, and spherical spells, the spell only affects
areas, creatures and objects to which it has line of effect from its origin (a
circle’'s center, a cone's starting point, a cylinder's circle, or a spherical
spell's point of origin). An otherwise solid barrier with a hole of at least 1
square foot through it does not block a spell's line of effect.

A caster aims a ray as if using a ranged weapon but requires no attack
roll to strike his target. The character must be able see the creature he is
frying to hif, as with any other targeted spell. Note that intervening
creatures and obstacles can block the caster's line of sight to his target.

Duration

Duration measures how long a spell's effect lasts. Durations are measured
in rounds, minutes, hours, or some other increment. When the limit is up,
the magic goes away and the spell ends. Some spells have a permanent
duration and some require the caster to concentrate in order to maintain
that spell's effect. A spellcaster can typically dismiss personal spells as a
free action, before the duration ends, unless the spell description states
otherwise. A spell that requires concentration is dismissible by its very

Dungeon Master's Guide 79

nature. Some spells specify that their effects last until the spells are
dispelled or destroyed.

Many spells are instantaneous. The spell harms, heals, creates, or alters
a creature or an object in a way that can't be dispelled, because its
magic exists only for an instant.

If aray spell has a duration, the duration refers to the effect that the ray
causes, not to the length of time the ray itself persists.
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Concentration: Some spells require the caster to maintain
concentration in order to keep their magic active. If the caster loses
concentration, such a spell ends.

If a spell must be maintained with concentration, that fact appears in
its "Duration” entry, and the spell specifies how long the caster can
concentrate on it. The caster can end concentration at any time (no
action required). Sometimes a spell lasts for a short time after the
character ceases concentrating. In these cases, the spell effects
continue for the stated length of time after the character stops
concentrating. Otherwise, the character must concentrate to maintain
the spell but the character cannot maintain it for more than the stated
duration in any event.

Normal activity, such as moving and attacking, doesn't interfere with
concentration. The following factors can break concentration:

o Casting another spell that requires concentration. The caster loses
concentration on a spell if the caster casts another spell that
requires concentration. The caster can't concentrate on two
spells at once.

o Taking damage. Whenever the caster takes damage while
concentrating on a spell, the caster must make a Concentration
Check (a Saving Throw using the ability score that the caster uses to
set their spell Saving Throw DCs) to maintain concentration. The DC
equals 10 or Y2 the damage taken, whichever number is higher. If
the caster takes damage from multiple sources, such as an arrow
and a dragon's breath, the caster makes a separate
Concentration Check for each source of damage.

e Being incapacitated, grappled, or kiled. The caster loses
concentration on a spell if incapacitated or killed. The DC to
maintain concentration while grappled is 15.

o As DM, you might decide that certain environmental phenomena,
such as a wave crashing over a caster while he’s on a storm-tossed
ship, requires the caster to succeed on a DC 10 Concentration
Check to maintain concentration on a spell. See page 78 for more
information on Concentration Checks.
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Combining Magical Effects: The effects of different spells add together
while the durations of those spells overlap. The effects of the same spell
cast multiple times don't combine, however. Instead, the most potent
effect - such as the highest bonus - from those castings applies while
their durations overlap.

Example: If two clerics cast Bless on the same targets, those
characters gain the spell's benefit only once.

Saving Throw

Most harmful spells allow an affected creature to make a Saving Throw in
order to avoid some or all of the spell’s effect. A spell’'s description details
whether that spell allows a Saving Throw, what type of Saving Throw is
made, and the effect of a successful save. If a spell does not include a
Saving Throw entry, then assume no Saving Throw is allowed. A spell's
Saving Throw DC is equal fo 10 + the spell level + the caster’s applicable
ability modifier unless specified otherwise. As such, a 5t level spell cast
by magic-user with a 15 Intelligence would have a DC of 16.

Example: A Charm Person cast by a 15t level bard with an 18
Charisma has a DC of 14 (10 + 1 for the spell level + 3 for the bard’s
Charisma modifier).

Ability Score Ability Modifier Base Spell DC
1 -5 -

2 -4 -

S -3 -

4-5 -2 -

6-8 -1 -

9-12 +0 10 + spell level
13-15 il 11 + spell level
16-17 +2 12 + spell level
18 §iS 13 + spell level
19 +4 14 + spell level
20 3HS 15 + spell level
21 +6 16 + spell level
22 S+ 17 + spell level
23 +8 18 + spell level
24 +9 19 + spell level
25 +10 20 + spell level

A creature that successfully makes a Saving Throw against a spell without
obvious physical effects feels a hostile force or a tingle but cannot
deduce the exact nature of the attack. Likewise, if a creature's Saving
Throw succeeds against a targeted spell, the caster senses that the spell
has failed. The caster does not sense when creatures succeed at Saving
Throws against area of effect spells.

A creature can voluntarily forego a Saving Throw and willingly accept a
spell's result.

Negates:  This term means that the spell has no effect on an
affected creature that makes a successful Saving Throw.

Partial: The spell causes an effect on its subject, but a successful
Saving Throw means some lesser effect occurs.

Half: The spell deals damage, and a successful Saving Throw
halves the damage taken (round down).

None: No Saving Throw is allowed.

Magic Resistance

Magic Resistance, not to be confused with resistance fo one or more
specific spells, is handled differently than all other resistances (see the
Resistances section on page 74).

While most resistances give their bearer a specified Saving Throw bonus,
Magic Resistance has the potential to utterly negate magical effects
cast upon the magic-resistant creature or object.

Magic Resistance is a special defensive ability. A defender's Magic
Resistance grants them an additional measure of protection against
magical attacks. If a spell is being resisted by a defender with Magic
Resistance, the caster of the spell must pass a Concentration Check (see
page 78) with a DC equal to 5 + the target’'s Magic Resistance rating. If
the caster fails this check, the spell has no effect.

The Magic Resistance line of the descriptive text of a spell description
explains whether or not the Magic Resistance applies, as some spells are
not affected by a target creature's Magic Resistance. Magic Resistance
applies even if a given spell also allows the target creature a Saving

Throw. The effects of Magic Resistance, if any, are applied first, and then
the creature may also make a Saving Throw. In most cases, Magic
Resistance applies only when a resistant creature is targeted by the spell,
not when a resistant creature encounters a spell that is already in place,
such as a Wall of Iron.

Magic resistant creatures or objects are not immune to events that
occur as the consequence of spells, only to the direct energy created
or released by a spell. Thus, Magic Resistance is effective against a
Magic Missile (targeted at a creature or object) or a Fireball spell
(damaging the area the creature or object is in).

Magic Resistance is not effective against an earthquake caused by a
spell. While the target could suffer injury or death falling info a chasm
the spell opens under it, the magical energy of the spell was directed
at the ground, not the target. The following guidelines detail the effects
of Magic Resistance in relation to various types of magic:

o Individually Targeted Spells: By definition, these spells affect just
one target, and only the target gains the benefits of Magic
Resistance. If a spell of this type is directed at several targets, each
target rolls independently of the others. An example is a Magic
Missile spell aimed at four creatures with Magic Resistance. Each
would require the caster to make a Magic Resistance roll for the
spell to take effect against that creature.

If the Magic Resistance roll is failed, the spell has no effect on that
target. If several targets are involved, the spell could still affect
others if the caster passed his Concentration Check against those
targets.

o Area-Effect Spells: These spells are not targeted on a single target,
but on a point of origin. The spell's effect encompasses everything
within a set distance of that point. A successful Concentration
Check must be made to effect each target with Magic
Resistance. Should the check(s) fail, however, the spell is not
negated and still applies to all others in the area of effect.

¢ In-Place Spells: These spells operate continuously in a particular
place or on a particular creature, character, or object. Once a
creature or object with Magic Resistance come intfo contact with
that spell, a Concentration Check is made on the caster's behalf
whether or not he is present. Success indicates that the spell
affects the target while failure indicates that the target may ignore
the spell’s effects.

¢ Permanent Spells: Magic Resistance is insufficient to destroy a
permanent spell. Instead, the target may ignore the spell’s effects
as per the guidelines given for in-place spells for as long as it is in
the area of effect. Should it leave the area and return, it would
require another Concentration Check to see if the magic resistant
creature is affected or not

While Magic Resistance enables a creature or object fo ignore the
effects of spells and spell-ike powers, it does not protect the creature
or object from magical weapon attacks or from natural forces that are
a direct or accidental result of a spell. Nor does it prevent the protected
target from using its own abilities or from casting spells and using
magical items.

A creature with Magic Resistance must voluntarily drop the resistance in
order to receive the effects of beneficial spells without the check
described above. If a spell does not include a Magic Resistance entry,
then assume no Magic Resistance check is allowed.

Components

A spell's component's line includes abbreviations for the components
required to cast the spell. Spells can have verbal (V), somatic (S), or
material (M) components. If the necessary components are not used,
the casting fails. If a material component has a gold piece cost, the cost
is listed; otherwise the character can assume that the actual materials
involved have no significant monetary value, unless the Dungeon Master
rules otherwise.

e Verbal (V): A verbal component is a spoken incantation. To provide
a verbal component, the caster must be able to speak in a strong
voice. A Silence 15’ Radius spell or a gag spoils the incantation. A
deafened caster must make a Concentration Check to cast a spell
with a verbal component. The DC of this check is equal to 10 + the
spell’s level.



e Somatic (S): A somatic component is a measured and precise
movement of the hand or some other part of the body. The caster
must have at least one hand free to provide a somatic component.

o Material (M): A material component is a physical substance or
object that focuses a spellcaster’'s energies during the casting
process. The component is destroyed in the process of casting a
spell unless the spell description states otherwise.

Divine casters may use a focus in place of any material component
that does not have a cost in gold pieces. This focus is a holy symbol
for clerics and paladins, a musical instrument for bards, and a sprig
of mistletoe for druids and rangers. Holy symbols, bardic instruments,
and mistletoe sprigs are not destroyed through spellcasting.

Reversible Spells

Some spells are reversible (they can be cast for an effect opposite to that
of the standard spell). This is noted after the spell name. Spellcasters with
reversible spells must prepare the desired version.

Example: A cleric who desires a Cause Light Wounds spell must
petition for this form of the Cure Light Wounds spell when
meditating and praying.

Note that severe penalties can result if the spell choice is at variance with
a divine spellcaster’s alignment (possible penalties include denial of
specific spells, entire spell levels, or even all spells for a certain period). The
exactresult (if any) depends on the reaction of the caster’s divine patron,
as determined by the DM. When an arcane caster learns a reversible
spell, both forms are recorded in their spell books. However, the arcane
caster must still decide which version of the spell he desires to cast when
preparing the spell, unless the spell description specifically states
otherwise.

Example: A magic-user who has prepared Stone to Flesh and
desires to cast Flesh o Stone must wait until the latter form of the
spell can be prepared (i.e., he rests eight hours and prepares spells
again). If he could prepare two 6t level spells, he could prepare
each version once.
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MAGIC ITEM CREATION AND SPELL RESEARCH

Magic-users, clerics, and druids are constantly devising new and
interesting applications for their magical powers. It seems fo be a part
of the job description; most player characters dive into research and
item enchantment as soon as they reach the required level and set
aside enough money for an appropriate laboratory, altar, or sacred
grove.

At first glance, these activities may seem like they're not worth the time
and the trouble. After all, creating a new magical item or researching
a new spell can be a lengthy and expensive undertaking, uncertain of
success. In fact, many DMs will require a PC magic-user, cleric, or druid
to embark on several adventures - some quite hazardous - in order to
obtain the knowledge or materials necessary. More than one
character has allowed his ambition to lead him into expensive or fatal
mistakes.

While item creation and research are difficult and tedious endeavors,
they can also be extremely rewarding. First of all, player characters
confronted with a specific problem may be able to devise a spell or
item that can respond to that problem perfectly. Secondly, new items
or spells have the advantage of surprise; everyone knows what a
Fireball is and how it works, but Falgrim's Incandescent Strike is another
matter entirely! New spells or items can provide player characters with
defenses or capabilities never before seen in a campaign.

Magical item creation and spell research are discussed together in this
section because they represent one of the most rewarding and
interesting aspects of the AD&D game; the ability of a character to
create something that will outlast his own career (or even lifetime, in
some cases!), becoming a permanent part of the DM's campaign
world. After all, spells and items with names attached to them were first
created by adventuring magic-users, clerics, and druids no different
from any other player character. What magic-user doesn't dream of
being known as the next Rary, Sustarre, Bigby, or Ofiluke?

Magic Item Creation Overview

In many AD&D campaigns, characters are defined by their magical
items. Rings, potions, boots, cloaks - all kinds of devices exist that are
designed to let a character break the rules of the game in one way or
another. Conftrolling the player character's acquisition of powerful
magical items may be one of the most important jobs of the DM, since
too little can lead to boredom or stagnation, while too much can
create an ever-spiraling elevation of power gaming and wreck a good
game even faster.

Just because a character has the ability to make a magical item, the
DM shouldn't wave his hand and let the item appear in the campaign.
It's important to strictly enforce the details of magical item creation,
since this is a character power that can unbalance a game very
quickly. The point is for the player to appreciate all the trouble and
effort his character goes through in order to create even simple items.
Forging a powerful item may take a character out of the campaign for
months. Some ideas for strange materials and components for magical
items are included in order to widen the range of bizarre quests and
riddles a DM can throw at a character while he's working on his next
potion or devising a new ring or wand.

Standard Versus Nonstandard Items

A characterisn't limited to duplicating magical items that appearin the
Dungeon Master's Guide. He can choose to devise completely new
magical items, tailored to his own needs and tastes. However, the
character can attempt to create new items as he sees fit. Some may
be simple variants of existing items - for example, there's no reason a
ring of displacement wouldn't work as well as a cloak of displacement.
Other items can incorporate powers never before seen in a magical
item. Generally, variant items increase the DC of the final
Concenfration Check by 1, while nonstandard items increase the DC
by 2.

Specialist Magic-Users

Some magical items very clearly duplicate the effects of certain spells
or specialist schools. For example, a wand of polymorphing is obviously
an item with strong ties to the school of alteration, while a wand of
fireballs belongs in the school of invocation/evocation. If the DM
agrees that the item in question does indeed fall into the character's
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specialty, the magic-user gains a +2 bonus on his Concentration Check
when creating the item.

Special Ingredients

Creating an enchanted item is difficult. Even the simplest devices
require extraordinary materials and processes. In many cases,
characters find that an item just isn't worth the trouble of gathering the
components, freatfing or refining them, and then weaving the spells
that empower the final product. The DM's best means for controlling
player character item creation is through the special ingredients
required by a particular item.

There are two types of special ingredients: materials and processes.
Materials are just what one would think - components that are actually
incorporated into the structure of the item. Processes are steps that
somehow refine, imbue, or alter the basic item. In either case, the
ingredient can range from common fo exotic, embracing almost
anything imaginable.

Materials

As a general rule of thumb, more powerful items require more unusual
materials. Materials may actually represent physical components of the
item in question - the metal used to forge aring or a rod, the wool from
which a cloak is woven - or materials might be additives or refinements,
such as a handful of pixie dust for a potion of flying, or the scales of a
giant snake that are incorporated in a phylactery of proof against
poison. Materials can be completely nonmaterial, metaphorical
ingredients as well as tangible substances.

The courage of a knight, the spirit of a mountain, or the breath of a
butterfly are all examples of this type of ingredient. A player character
may have to exercise quite a bit of ingenuity and inventiveness to
capture these rare qualities or essences!

Materials are divided into three general categories: common, rare, and
exofic.

¢ Common materials can be acquired almost anywhere. Steel,
leather, bone, cloth, oak staves, and other such things are all
common materials. Note that items suitable for enchantment must
be made of the finest materials available, so a magic-user might
have to commission an ore-smelter to create the very purest steel
available. Even the most common magical items require materials
worth 100 gp, at a bare minimum! Intangible common materials
could include the tears of a maiden, the strength of a smith, or the
essence of arose.

e Rare materials are more difficult to find or more expensive. A
particular type or grade of silk, diamonds, roc feathers, ebony, a
wizard's bones, or iron smelted by a master dwarven smith would
be rare. Intangible materials could include the tears of a
heartbroken maiden, the strength of a king, or the essence of rose
harvested on the first night of a new moon. Common materials
produced or gathered under unusual circumstances - such as the
rose essence just described - also count as rare.

e Exotic materials can only be acquired through an adventure on
the part of the character. Silk woven from a phase spider, a
faceted diamond never exposed to light, an archmage's bones,
a lock of a goddess's hair, or steel smelted from a fallen star are all
exofic mafterials; infangible materials might include the tears of a
heartbroken princess, the strength of the greatest king in the world,
or the essence of a rose harvested by the light of a comet that
returns once every twenty years.

Processes

Almost anything that alters, changes, decorates, or aids in the
production of an item without becoming part of the final piece is a
process. Naturally, the exact nature of the process varies with the
physical form of the item; potions might be mixed or brewed in a
special retort, boiled over a fire fueled by an unusual substance, stirred
in a special fashion, distiled, evaporated, infused, fermented,
separated, or purified. Other processes appropriate for various types of
item include the following:

e Ink for scrolls can be brewed much like a potion.

¢ The alloy for metallic rings must be mined, smelted, and then cast
in some kind of mold, extruded as wire, or cold-worked. Setting
stones, polishing, tempering, inscribing, or etching could finish the

rng. Rings can also be made from nonmetallic substances.
Carefully carved stone, wood, or bone are suitable materials.

« Wands and rods can be made of wood, iron, bone, crystal, stone,
or almost anything imaginable. These items might require lathing,
steeping, tooling, sanding, carving, polishing, enameling, etching,
or inlaying.

o Staves are almost always made of wood, but a staff's heels - metal
bands that cap the ends - could be made from any number of
substances. Staves can be lathed, carved, steeped, tooled,
sanded, inlaid, or set with crystals or stones.

e Functional weapons and armor can be made from iron, bronze,
steel, or any of a variety of fantastic alloys. Arms of +3 value are
made from special meteoric steel, +4 weapons or armor are made
from mithral-alloyed steel, and +5 arms are of adamantite-alloyed
steel. Processes used to make these items include mining, smelting,
refining, forging, casting, tempering, cooling, etching, inlaying,
sharpening, and enameling or painting.

e Other items could be beaten, boiled, embroidered, engraved,
carved, painted, smoked, cured, glazed, decorated, upholstered,
tempered, lacquered, cooled, or heated in some way. Take a
look at the appropriate skill descriptions for an idea of some of the
processes involved.

Common processes could include chasing, engraving, marking, or
finishing in any of the manners described above. Rare processes would
add a hard-to-find material - embroidering with gold thread, boiling in
the skull of a wizard, or painting with pigment made from the blood of
a cockatrice. Exotic processes could include such things as steeping
the item or its components in the energies of the Positive Material Plane,
smoking it over a fire fueled by branches of Yggdrasil, the World Ash, or
forging the item with a hammer touched by the hand of a god.

Required Materials and Processes Guidelines
When a magic-user, cleric, or druid creates a magical item, he spends
a lot of time and effort seeking a way to impart to his creation the
particular qualities and properties he desires. While an exhaustive listing
of each standard item's usual components would be beyond the
scope of this book (and fairly boring, as welll), we'll take a quick look at
some good ideas for components, spells, and processes designed to
imbue an item with the powers the character desires.
Qualities are divided into twelve loose categories:
1. Conftrol or domination
Charm or influence
Perception
Bodily alteration
Bodily augmentation
Movement
Resistance and defense
Attack or offense
9. Summoning
10. Object alteration
11. Healing and restoration
12.  Magical manipulation
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Most items fall into at least one, and sometimes two, of these
categories.

Control or Charm: Magical devices of this sort exert a compulsion of
some kind, forcing compliance from the subject. Unlike items that rely
on influence or the power of emotion, control devices allow the caster
to dictate commands to the subject, which will then be followed to the
letter. Good examples of items that fall into this category include
potions of giant, dragon, or undead control, or a ring of mammal
control or elemental control.

Materials for these items often include specimens or samples from the
creature in question - blood, hair, sweat, or more intangible qualities.
Rare or exofic requirements might force the PC to seek out a unique
individual among the subject race, such as a frost giant jarl, or a
vampire mage.

Rings, rods, and staves of this class might require decorating or
engraving with a rune signifying the true, secret name of the subjects



to be affected. A substance that is linked to the subject in some way
could be included; for example, a potion of plant control might require
the sap of a treant since freants have the ability to animate other
plants, or the potion might have to be prepared in a vessel carved from
a treant's heartwood. Similarly, a powdered gem taken from a king's
crown might be required for a potion of human control.

In many cases, some form of Charm, Geas, or Dominate spell will be
required to enchant the item.

Influence or Emotion: Magical devices with these properties enable the
wielder to exert unusual influence over the subject or impart an
emotional state of some kind without gaining the ability to direct and
control his movements. It is a subtler type of enchantment than outright
control or domination, with more persistent effects that often highlight
a player's roleplaying ability. The wielder of the item is not able to
actually order the subjects about but instead presents the subject with
strong preferences or impulses that the subject is free to pursue as he
sees fit. The least subtle of these items simply delivers an overwhelming
emotion, such as fear or panic, to send the victims into instant flight. A
ring of human influence, wand of fear, or philter of love all fall into this
category.

Unlike the control and charm devices, many devices in this category
enhance the caster's Charisma or eloquence, without regard to the
subject's race. Materials associated with the emotion required are
oftenincorporated into magical items of this type; for example, a wand
of fear might require a bone from a lich or the terror of a coward. Items
that confer persuasiveness to a character might require something
from a creature with natural charm or beguiling powers, such as a
snake's tongue or wood from the tree of a dryad.

Processes could include such things as etching the item with the tears
of a liar, engraving it with the secret name of a terrifying fiend, or
tempering it on the altar of a deity of love or trickery. Rods, rings, and
wands of this type are often chased with metals related to the emotions
in question - silver or gold for noble emotions, lead oriron for base ones.

Spells that may prove useful in enchanting these items include such
things as Animal Friendship, Emotion, Enthrall, Fear, Suggestion, or Mass
Suggestion.

Perception: Magical items of this type extend the wearer’s or user's
perceptions in some way, enabling him to detect things he could not
detect before, or extending the range of his senses beyond his
immediate surroundings. Devices that expand the senses include such
things as a ring of x-ray vision, a medallion of ESP, or a gem of seeing;
items that extend the senses include potions of clairaudience or
clairvoyance, crystal balls, and similar items.

Materials often include samples or specimens from creatures who
naturally possess the sense in question, such as the wit of a thief, the
cunning of a fox, or the pick of a dwarf master miner. In addition, gems,
glass, or stones of special clarity or color are often incorporated into
devices of this nature.

The processes required may involve more specimens of appropriate
origin, such as polishing a magical lens with a paste made from the eye
of a giant eagle or steeping a robe of eyes in the ichor of an argus.
Other processes could include such things as grinding lenses or orbs,
sanding items with special mixtures or compounds, magnetizing metal
wands, or painting or inscribing an item in a certain design.

All kinds of divination spells - Clairaudience, Clairvoyance, ESP, Detect
Lie, or True Seeing, for example - may be part of the item creation
process.
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Movement: A great number of magical items impart some supernatural
means of travel. Some merely augment the wearer's natural abilities,
while others open up entire new avenues of movement for the
character. There are a number of movement-enhancing items,
including potions of flying and levitation, boots of speed, boots of
striding and springing, carpet of flying, cloak of the bat, wings of flying,
and many others.

Once again, specimens from creatures possessing the desired abilities
are often important materials. Feathers from rare or unusual birds are
frequently used for flying magic, while creatures such as grells or
beholders provide levitation properties. Other materials could be more
fantastic, such as the essence of the north wind.

Depending on the nature of the item, the process usually serves to seal
the magical power into the item. Boots might be stained with a special
mixture or soled by a particular craffsman or a special tool. Cloaks
might be cured or waterproofed in some unusual way.

Useful spells for items conferring movement powers include
enchantments such as Jump, Haste, Fly, Levitate, Teleport, Polymorph,
Wind Walk, or Plane Shift.

Bodily Alteration: This common category for magical items imparts
some ability or power not normally possessed by the wearer. These
abilities are not necessarily offensive or defensive, but they can provide
the character with unusual resistances or camouflage in certain
situations. Magical items that fall into this category include potions of
diminution, growth, and gaseous form; items that confer invisibility,
blending, or disguise abilities; and items that provide the wearer with
water breathing, adaptation, or the ability fo change his own shape.
Naturally, this category often overlaps with several others since the
alteration of one's form can augment the wearer's powers of
movement, attack, or defense.

In addition to materials harvested from creatures with the desired
abilities, inert objects with the desired properties can be used as
materials for these items. For example, a diamond or crystal of perfect
clarity might be useful for invisibility, while the smallest grain of sand on
a beach (now there's a challenge!) might be required for diminution.
Steam from a certain volcano, or wood from a vampire's coffin, could
impart gaseous form.

Since many of the items in this category are potions, any process that
is reasonable for creating a potion could be used. Other items might
be steeped in special solutions designed to imbue them with the
desired powers, or polished or painted with the materials required.

Obviously, most of these items have spells that are immediately
applicable to the enchantment. Enlarge or its reverse are good for
diminution and growth; Invisibility, Water Breathing, Polymorph, and
Change Self may all be useful for items of this type.

Bodily Augmentation: Items of this type increase abilities or skills that
the wielder already possesses by making him stronger and more
dexterous, increasing his effective level, or augmenting his skills in a
specific way. Examples include a potion of giant strength or heroism, a
girdle of giant strength, bracers of archery, or gauntlets of dexterity. The
chief difference between this category and the previous one is that
augmentation changes existing abilities, while alteration provides
abilities the character would not otherwise have.

There are three major classes of item that can augment the user's
natural abilities: potions, girdles and gauntlets, and books. Potions often
feature the hair, blood, or sweat of a creature possessing the desired
qualities - a giant of the appropriate type for a potion of giant strength
or a great hero for a potion of heroism. Materials for persistent items
might include such things as an arrow carved by a master elf fletcher,
leather from the belt of a giant chieftain, or steel worked by the
strongest ogre in the land. Belts, gauntlets, and other such things
require curing, cutting and shaping, etching or inscribing, piercing,
applying metal studs or fasteners, and finishing with various rubs or
mixtures.

Spells that the character may find useful include enchantments such as
Strength, Bless, Prayer, or Spider Climb.

Resistance or Defense: This large category includes all kinds of devices
that provide the user with a resistance, defense, or immunity to some
attack form. These can be divided into two subcategories: physical
defenses, which protect the user from direct attack, and magical
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defenses, which negate specific forms of damage. A few items in this
class provide some benefits against both physical and magical attacks.
Examples of items with resistance or defensive powers include all kinds
of magical armor, potions of fire resistance or invulnerability, the various
sorts of protection scrolls, rings of mind shielding, sustenance, or
protection, cloaks of protection or displacement, and many others.

Naturally, favored materials include those that are resistant to the type
of damage defended against by the item. These can be minerals or
substances that possess the qualities desired - diamonds for hardness,
special clay or crystal for acid resistance, various metals and alloys for
strength and resilience - or samples from a creature known for a certain
defense, such as the hide of a displacer beast or blink dog, the scale
of a dragon, or the shell of a giant tortoise. Finally, substances inimical
to the creature could be used to make a ward; garlic, holy symbols, or
holy water could be incorporated into an amulet versus undead.

Intangible materials such as a knight's courage, a moonbeam, or the
morning mists on a sylvan lake may be required instead of physical
substances. A scarab versus golems might require the animating spark
of a flesh golem, or the pity of an iron golem.

ltems of this class take many shapes and forms, but potions, armor,
clothing, and jewelry are the most common varieties. The processes
involved depend on the exact form of the item. However, processes
designed to lend strength - tempering, shellacking or enameling, or
bonding - are frequently used to finish these items. Any number of spells
provide defenses or resistances of some kind; these may be useful in
the creation process.

Healing and Restoration: Resistances generally prevent injury from
taking place, but magic of this category concentrates on the swift
repair of damage or adverse conditions. Some types of item instead
offer enhanced health or longevity; in general, if an item affects the
metabolism of the wearer for the purpose of preserving his health, it falls
into this category instead of bodily augmentation. Items in this category
include potions of healing and longevity, elixirs if health and vitality, the
ring of regeneration, staff of curing, and periapts of health or wound
closure.

Many of these devices or brews require herbs, which are special
medicines and preparations famed for their healing potency. These
herbs may require special harvesting or treatment before they can be
incorporated into an item. In addition, animal samples from creatures
who enjoy the properties in question can be useful; for example, aring
of regeneration may require the heart of a troll, while very long-lived
creatures (elves, treants, or dragons) may be useful for magic that
prolongs life.

Adventurers are most familiar with potions of this type, and these
require the same steps or processes that other potions do - distilling,
brewing, aging, purification, and so on. Spells of healing and restoration
are often required for creating items of this class, which means that
most of these devices are created by clerics and druids.

Attack or Offense: As the largest single category of magical items, these
devices with offensive powers range from simple enchanted weapons
to mighty staves with a dazzling array of dreadful powers. Most rods,
staves, and wands fall into this category along with almost all weapons
and a fair number of rings, potions, and miscellaneous magical items.
Just like defensive items, attack devices provide the wielder with either
combat bonuses or magical effects, and a few (such as a staff of
power) provide both.

Weapons and other items designed to strike blows at an enemy usually
rely on materials designed to grant extraordinary strength, sharpness,
flexibility, or lightness and ease of use. Special minerals for the
weapon's alloy are quite common. In addition, weapons with special
qualities (quickness, wounding, hurling, and so on) may include
samples from creatures that naturally possess these powers; a sword of
life stealing might require the essence of a wraith, while a mace of
disruption could incorporate the holy symbol of a patriarch dead 1,000
years.

Devices that project magical attacks at the wielder's enemy often
require materials that reflect their nature. A wand of frost could be
made from an icicle, the bones of a frost giant shaman, or the fang of
a white dragon. A staff of thunder and lightning might require wood
taken from a lightning-struck treant; a ring of shocking grasp that is
efched with a solution made from the blood of electric eels is also

appropriate. Obviously, there is a wonderful variety of ideas to choose
from!

The process involved reflects the item in some way. Again, items meant
to be employed as weapons will often feature some kind of tempering
or strengthening, while other items could be finished in any number of
ways. Items of this type that require charges may need certain spells o
be cast into them over and over again during the creation process.

Magical Manipulation: Magical items that affect other magical items,
provide magical powers to their owners, or somehow augment or
enhance the spell capability of their owners belong to this group.

These items are among the most potent in the AD&D game system. This
category includes rings of spell storing, spell turning and wizardry; rods
of absorption and cancellation; the wand of negation; pearl of power;
incense of meditation; book of infinite spells; and beaker of plentiful
potions.

Generally, items of this sort require either highly magical or highly
antimagical materials since they are designed to manipulate the very
stuff of magic itself. Magical materials include special alloys of meteoric
or extraplanar minerals, as well as things such as a unicorn's horn, a ki-
rin's hooves, the bones of an archmage, or the holy symbol of a saint.
Antimagical materials could consist of specimens from creatures with
high magic resistance, iron taken from a nonmagical prime material
world, or wood from a tree rooted in a magic-dead area in worlds
where such places exist.

Processes suitable for items of this type may involve polishing or etching
with a solution of magical or antimagical substances, tempering or
engraving it in a place of great magical potential (the extraplanar
domain of a god of magic, for example), or bathing it in the raw stuff
of magic.

Spells suitable for empowering magic-manipulating items include
dweomers such as Antimagic Shell, Dispel Magic, Mordenkainen's
Disjunction, or Spell Turning. Clerics may rely on Imbue with Spell Ability
or Holy Word.

Matter Manipulation: Items of this sort are designed to have their
greatest effects on inanimate objects or substances by transforming,
destroying, or otherwise altering something without making a direct
attack. Matter-manipulating devices include a potion of sweetwater,
oil of timelessness, wand of flame extinguishing, decanter of endless
water, maul of the titans, or the horn of collapsing. While many of these
devices have obvious applications as weapons in certain situations, in
most cases this is an incidental benefit or hazard of their normal
function.

Materials for these items often consist of substances that have the
effect