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Introduction

You've read the Ployer's Hondbook, digested the matevial inside i,

and you're ready to fake on o challenge beyond creating a charac-

ter, You want o be the Dungeon Master (DM). Or, you've been
running games for quite some fime and koow a Jor about what |
iyoulre doing,. Either way, this hook is going 10 present vou with |
some surprizes and unveil some secrets, i
b Lets starr with the biggest secrer of all: the key to Dungeon |

Mastering, [Dont rell anybody, okay?) The secret is that yon're in |

charge, This is not the relling-evervone-what-to-do sort of in |
charge. Rather, you get to decide bow your player group is going
o play this game, when and where the adventutes take place, and
what happens. You get to decide how the rules work, which rules
to use, and how smrictly to adbere to them. That kind of in charpe.
Youre a member of a select group. Truly, not everyone has the
erearviry and the dedicarion (o be a Dungeon Master, Dungean

{Masrering (DMing) can be challenging, but ir's not a chore, You're |

ithe lucly one ow of your entire circle of friends that plays the |
{game. The real fun is in your hands. As you flip through the Mon- .
ster Manual or look at published adventures on 4 stare shelf, yon |
get to decide what the plaver characters (PCs) take on next, You
get to build a whole world, design all irs characters, and play all of
them not pliyed divectly by the arher players.
It's ponsd 1o be the Db
The DM defines the game. A pood DM resules in a good game,
| 3ince you control the pacing, the types of adventuzes and encoun-
Lters, and the nonplayver characters (INPCs) the whale tenor of the
|game s in vour hands Ir's fun, bur its a big responsibiliey, If vou're
the sort of person who likes 1o provide the fun for vour friends, o
jereate new things, or o come np with new ideas, then you're an
ideal candidate for DM,
Onee your group has a Dunpeon Master, howeyver, thar dossn't
pmean that you can't swicch acound, Some DM Like to take 2 turn
ar heing a player, and many players evenrually want o try their
hand st DMing,

ORGANIZATION:

The Duseray Mastees Guide IDMG) presents information in the |
order in which vou will need it as a DM, .

Dungeon Mastering (Chaprer 1): This chepter starts out with
what it tneans to be a DM and hew m do things such as run 2 game
session, change & rule, or work with the players to make sure every-
one has fun. If you've never heen a DM, read this chaprer frst. The
information in this chapter fsnt the sort thae you'l refer to during a
game, but vou'll wane to read and think shour the issues discussed
here well before you ever sit down to run vour first pame.
| Characters (Chapter 2): This chapter deals with characters. It
idiscusses all the hehind-the-scenes stuff about characrers that
.can't be found in the Players Handhook, including running mon-
sters as characrers, altering classes and races, advancing in level,
special NPC classes, and a new concept called the prestige class
thar more experienced 136 shouwld check out,

Running the Game (Chapter 3); The next chaprer deals with
every aspect of mansging the action in a pame geszion from
combar 1o skill use. Look ro this section to find out more ghout
variant combat rules, the powers of monsters fonnd in the Monster
Manual, rules for environmental danpess (such as five, cold, and

(drowning), and how to determine Dilficulry Classes (DCs), You'l
yrefer o this chapter all the rime while playing the pame.

Adventures (Chapter 43 This chapter starrs yon on the road to

\creating advenmures by discussing the art of advenmure desian. T

iedeals with encounters and how to wilor them m your players. 1t alsa
discusses dungeons and dungeon encounters in depth, provides an |
example of play, and covers wilderness and town sdvenmires, Youll!
eccasionally cefer o this chapter during 2 game session for i,

Som

informarion.on teaps, the strength of doors, or generating s random.,
gncounter in a dungeon, the wilderness, or the city. _

Campaigns (Chapter 5): The next logical step in DMing is the |
campaign. Here youll find advice on starting & campaign, linking |

sadventures, and handling important aspecis such as NPCs. This
ichapter is useful to read helore play sarts, bue the information
Jabour NPCs provides 2 handy reference during the game.

World-Building (Chapter 6 ): This chapter rakes a step bhack o
look ar the jov of world-huilding. Tt gets vou starred in thinking |

{about geoptaphy, politics, magie, and more—all of which are .
Limportant aspects when you create an enrire world,

Rewards (Chapter 7 When characters finish an adventure or
complete a mission, ir's time to hand out rewards o the players
{for playing the game well) and their characiers (for becoming |
richer and more powerful), Experience points and freasure are|
handled in this chapter. The rables you'll find here are useful both

(hefore a pame (for generating random measures) and after (for
Jotaling up experience points L

- Magic Items (Chapter 8): This chapter covers magic items in,

idepth. It includes rules for creating und idenrifying magic irems

and discusses cursed ttems and artifaces, but the bulk of the chap-
ter is a massive listing of magic iterns for use in the game. Expect
to xefer to this chapter all the tdme ance your game gets going—
potentially as often as vou might refer 1o the Players Handbook.

GENERAL GUIDELINES

{The informatien in this section also appears on page 278 of the |

Flayer's Handboak, but it's important enough that it bears repeating |
here. The rules regarding how to round fracrions and how ro apply |
multipliers to damape come inta play all the time, and irs viral to.
use these rules correctly,

ROUNDING FRACTIONS

I general, if vou wind up with a fracton, round down, even if the
fraction s one-half or lacger, For example. if a finball dagls POu 17
peints of damage, but you succeed at your saving throw and only
take half damage, vou take & points of dumage.

Exceplaon: Cerrain rolls, such as damage and hit poinrs, have a
mminimum of 1,

MULTIPLYING

Sometimes a special ule makes you multiply @ number ar a die
tell. As long as you'ne applying a single mulriplier, multiply the
number normally, When two or more multipliers apply, howsever,
combing them into a single multiple, with each extra multiple
adding 1 less than its value to the first multiple. Thus, a double
(2} and a_double (%2} applied to the same number results in a
triple (%3, becauze 2+ 1 = 30,

For example, Tordek. a high-level dwarven Aghter, deals 1dgss
damage with a warhammer, With a critical hit, » warhanmer deals
triple darnage, so thar’s 3d84 18 damage for Tordek. A magic dwarsn
thrower warhammer deals double damage (2d8412 for Tordek! when
threvam, If Tordek scoves a critical hit while throwing the dwaren
thiuer, his player rolls quadruple damage (4d8+24) becauss 341 = 4,

Another way to think of it is to convert the multiples intn addi-
tions. Tordeks critical hit increase his damage by 2d8+12, and the |
dwarven throwers double increases his damage by 1d8-6, so hoth of |
them together increase his damage by 3d8+18 for a grand total of |
s, |

FINAT NOTE

The power of creating worlds, contmlling deiries and dragons, and

Jeading entire nations is in your hands. You are the master of the
(game-— the rules, the seering, the action, and uldmately, the fun, This

1.2 great deal ol power. Use it wisely. This book will show you how,



unge‘.::n Mistering involves writing, planning acting, [eﬁ:' U SING PUREF |..|E'l.5 EDADVENTLIRES

Py g sy

1
!
"

a
.
-

N

ereeing arbitrating, and facilitating, When vou're the Tan- ™ My published adventumes (often called “moduoles™) are
gron Master, you're the focus of the game. If the games o avallabll for pou copurchase il vou dontwanr to spend the e
fun, it will be to pour credit 1 its a failure, youll got the time wotking on 4 ‘scenarlo onfout own, or if you just -7
blame. But dont worry—running 4 D&Drgame is notas . wanta change nf pase. dwa published advennure, you'll get ;
buard s ic may seem ac fest, (But dont tell the plapees theel) © a pregencraced ‘iﬂ'ﬂh'ﬂ.'lo weith all the mups, B Pes, mon- o
| isted below are the different duties of e DM, You 'l lind thar geers, and Ueasures you need, and an advenrure plot p—
yout like eome more than othets Like in any hobhy, focus on ¢ designed to male the most of them: Sometimes, when Ln i
what you'enjoy the most, bt rem{mi:urr thar all theotherlitics ¥ . véu use an adienture cremd by someone ¢lse, youll see o
are also ﬂnpﬁl'taht : :!-.:x: it présents- challenges you wonld hdve never
P § 4 ; o thaughr of on your own, .
LT F - ~ Eemember, hu:mfevel:, that you're the-ana WJ.'LI.'I h.as. o
#p_ _ ; : : tun the adventure. That mesns that arything vou want
“¥ourprimary fale in the game i< creace and present advenraves. . 1o'change, you can I fact, you wilkeften find thas you
igwb.id: the other players can play their eharaciers. Tn accom- u&i:ﬁ.-hulmkt arlnase 51m][t51.uages tfir the adventure
this, you nead 10 spend some amount A time - Sometmes umﬁeut Lwn pngring campaizn and get vour plavers

i great-wmodnt of time—outside the game, prepaving. This fs5 (into the sctivn. You can have agreardeu.luﬂfun replac

trite whether you createyour own advenmités or use prepared . . g the Fillin ufﬁn adveniure with one the plavers:

advenitires that yor h'we putchased. * havealready ]:LL:!rd.sgfm'_mm campign, or changing
| et Y. ke hackeround of the adventurt so that it involves
'I'. CREM NG ﬁ.GVENﬁrU R,ES«* ; " vour pliyers' characters in wavs that che mindule’s

Crea ﬂfl'-'tnhf_l.ﬂ rakes @ great deal m‘%{ﬁ'ﬁ' Many DMz [nd ¢ designer never could have: pos=1hl'jf imagined,

that they spgml 143t gatring teady for the game than they .

do ot the table acte ﬁm These same DI usually find rhl-,- i
creation tme rthe: ﬂst'fun gq-ﬂ rewarding pam‘.%;f beinga Dudé IE-&.CH_LN_GJ‘_H.E..GAM_E
geon Master. Creating interesting diammr;fa seﬁh;s; plots, and Somerimes it poing to be your responsibiliey ro
challenges 1o pmnﬁi: ; _nré"m:r frienids canbe § grar creative teach mewcomers (o the gume how e play, This isn't a
ontler. R ] ‘;4-"# il WL hu_nim but s wonderful OPPOTTILDE Th::h’m.g ather

Creating gmﬂ\ldml‘mjh g:qr it proart

: L ﬁ-’i’eﬂefves its, people how 1o play provides you with fiew players
own chapler m'thlshuli’ Stcthapws., \

niures, - and allows you to set them an the path (o hecom-
ing cop-norch raleplavers. Itk caster to learn 1o

.
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play with someone who already knows the game, Thase whe are
taught by a good teacher whe muns a fun game ate mare likely 1o
join in the hobby for the long haul. Use this epportunity to
ERCOUNLEE now p|a}fer5' tix become the sert Uf_gﬂmers YOu want o
play games with,

Here are a few pointers on teaching the game;

\*_Bead the Flayer's Handbook and know the character creation |
rules so you can help the new players build characters. Have |
thew each tell vou what sorr of chasacrer they want to plagand |
then show them how they can creare that hero with the D&D
cules, If they dont know what to play, show them the player
character (PC) types, briefly describe each, and let them choose
the one that appeals to them the most.

* Omce the PCs are created, don't worry abour teaching the play-
ers all the rules ahead of time. All they truly need to know are
the basics that apply 1o understanding their characters (how
spells warls, whar AC means, how to use skills, erc,), and they |

\—cun.pick up most of this information as they go along.

{* As long as you know the rules, the game can move aleng and |
the plavers can simply worry shour their characrers and how |
they react to what happens to them in the game. Have plivers
tell you what they wanr their characters to do, and translate that
intey game rerms for them, Teach them how the rules work
when they need to learn them, on 3 case-by-case basis, For
example, if a player wanes her wizand to cast a spell or the

| fighrer wants to atrack, the player rells you whar the character

{—arrempts and you tell het what die to roll, which modifier or
modifiers 1o add, and what happens a5 a_result, After 4 few
times, the player will know what to da withoot asking,

PROVIDING THEWORID

{The Dungeon Mastet is the creator of his.or her own campaign
warld, Even if you use the standard D&D campaign setting or
anather published setting for the D&D game, irs stll your world,
The setting is move than just s backdrop for the advensures,
although it's that 1o, The satting is everything in rhe fictional |
world except for the PCs and the adventore plot, A will-designed |
and well-run world seems 10 go on around the PCs, so that they.
feel a part of something, (nstead of apart feom it Though the PCs |
are powerful and impartant, they should seem o be residents of
same fancasy world that is ultimately larger than they are.
Consistency is the key 10.a believable fictional world. When
they go hacle into wwn for supplies, the PCs ought ra encounter
some of the same NPCs they saw before. Soon, they'll learn the
barkeep's name—and shell remember them as well Once ol
chave achieved this level of consistency, however, provide an occa-
{sional change. If the PCs come back to buy more horses ar the sta
{bles, have them discover that the man who rn the place went
thack home to the large city over the hills, and now his nephew
runs the family business. Thar sort of change—one that has noth-
ing 1o do with the PCs direcrly, but one that they'll notice—makes
the players feel as though they're adverturing in a living world az
teal as themselves, not jusr a flar hackdrop thee exists only for
them to delve its dungeons.

DETERMINING
STYLE OF PLYAY

e DM provides the adventure and the world. The players and
jthe DM work rogether to creare the game as a whole, However, it's
syour responsibility to guide the way the game is plaved. The best
vway o accomplish this is by leatning whar the players want and

figueing out what you want as well Many styles ol play exist, buta,
tew are derailed below as examples.

KICK IN THE DOOR

The PCs kick in the dungeon doar, fight the monstess, and getthe |
measute. This style of play is straightforward, [un, exciting, and |
action-oriented. Very linle time is spent on developing personas.
for the player characters, roleplaying noncombat encounters, ind
(discussing siruations other than what's gring on in the dunpeon.
In such « game, ler the PCs face mostly cleaely evil monsters
and oppoments and meet clearly good helpful NPCs [occasion-
ally}. Don't expect PCs to anguish overwhat 1o do with the prison- |
e7s, of whether r5 tight or wrong 1o invade and wipe our the bug. |
(bear lair. Don't bother too much with money or time spent in
town. Do whatever it takes to get the PCs back intg the action as
quicldy as possible. Characrer motivation need be no more devel
oped than s desire ro kill monsters and scquire rreasure. |
Rules and game balance are very important in this style of play,
Characrers with combat sbility grearer than thar of their fellows
Jead to unfair situarions in which the players of the overpowered
(charatters cin handle more of the challenges and rhus have more,
un, If you're using this style, be very careful shout adjudicaring .
(rules and think long and hard about additions ar chanpes ro the
rules before making them.

DEEP-IMMERSION STORYTELLING

The Free Ciry of Greyhawlk is threatened by political urmeil The
PCs must convince the members of the ruling coundl to resolve
their differences, but can only do so after they have come to terms
with their own differing vutlocks and agendas. This style ol
sgaming i3 deep, complex, and challenging. The focus isnt on.
combar but on talking, developing in-depth personas, and charac-.
ter interaction. Whole gaming sessions may pass without a single |
die being rolled. !

In this style of game, the NPCs should be as complex and richly |
detailed as the PCs—although the focus should be an motivadon }
and personality, not game statistics. Expect long digressions aboue
whar each plaver wants his or her character to do, and why Going
ro a store to buy iron rations and rope can be ax important an
encounter as fighring ores. {And don't expect the PCs 1o fight the
ores st all unless their characters are morivated to doso.) A charac-
ter will somerimes take actions against his pluyer’s betrer Judg
ment, hecause “that's what the character would do” Adventures
deal mostly with negotiations, political maneu verings, and charac-
ter interaction. Players tlk about the “story” thar they are collec-
tively creating,

Rules become less important in this style. Since combat jsn't the
focus, game mechanics take a back seat to character development,
Skills rake precedence over combat bonuses, snd even then the
sctual numbers often don't mean much, Feel free 1o change rules
to fit the player’s roleplaying needs, You may even want to stream-
line the combat system so that it takes less time away from the
STOTY,

SOMETHING IN BETWEEN

Mast campaigns are poing m fall berween these twe extremes.
There's plenty of action, bue there’s & storyline and interacrion as
characters too, Players will develop their characrers, bur they 1l be
eager to get into a fight as well, Provide a nice mixture of roleplay-
ing encounters and combat encounters. Even in a dungeon you,
can present MPCs that aren't meant to be fought but rather helped |
out, negotiated with, or just talked o,

OTHER STYLE CONSIDERATIONS

You should think abouta few other sryle-relared considerstions.
Seripus vs. Humorous: How sericus vou take things becomes |
‘an example of how serious the players take things, Jokes and silly
remarks can make the game really fun, bur they can also decracr
Hrom the acrion, If you make funny comments during the game,
expect that the players will, too,




Likewise, if you design adventures that are light hearted, create
NPCs thar ave slightly silly, or introduce embarassing or humor-
ous situations into the game, reglize that it chanaes the tenor of
the game. If the king ol the land is a talking dog named Muffy or if
the PCs have to find a bssiere of elemental summoning rather than a.|
Ptazier of elemertal summoning, dont expect anyone to rale the!
Eamne o0 serdgusly !

Overall, ir's recommended thar you play things sraight. Dont
inrentionally insert joltes into the game, There1l be enough josh- |
ing around at the table already to keep the gume fun, The in-game |

jacrion should remain fairly serious falthough an occasional funny
{moment is Ane ).

Naming Conventions: Related o how serfous or humeorous the
gmmie is, character names should be firly uniform in soele through.
out the group. Although any charscrer name is fine in and of isell 4
group thar includes Boh the Fphter, Aldrorius Killsven of Thistle-

ydewn, and Runthoy as characters lacks the consistency o be credible.

Multiple Characters: You need o decide il each player is|
| Boing 1o be limited to one characier or can have more than e, .
wand whether a_player is allowed to actually tun more than one,
character at the same rime. Generally, its best if you keep to one
character per player. However, when players are few, vou might
allow them to run more than one character fust 1o get the group
size up o at least four characters,

ADJUDICATING

| When ENEIYONE gill’ht‘r& around rhe ralle [Q_F!ﬂ:ﬁ the galne, voure

in charge, That doesnt mean you can tell people what o do oor-
sside the baundaries of the game, but it does mean thar you're the
inal arhiter of the rules within the game. Goed players will always
rocognire thit yiou have the ultimate authority cver the game
lmechanics, even superseding something in a rulebook. Cood
s know not to change or overturn an existing rule witheut a
g, logical justilication so thar the plavers don' proy dissatis-
lied (more on that later),

T carry our this responsibilitg, vou need to know the rules.
Youre not required to memorize the rulebooks, but you should |
have i clear idea of what's in the rules, so that when a situation |
comes up that requires g_ruling, vou
lenowr whete to reference the proper
rule in the book.

Often 4 situatdon will azise that
izn't explicitly covered by the rules,
In such a situation, you need 1o pro-
vide: guidance as 1o how it should
be resolved. W hen vou come upon
an instance where there seems m
{be no rule o covera situation, con-

isidar the following:

The ick-tor-the-daar
styleaf play.

*_Loalto any similar simation thar is covered in a rulebook Tre

to extrapalate [rom whar vou see p-n:sr.nu*.:] there and app]}' 18 (v
the current circwmstance,
IE you have to make something wp, stick with it for the tesr of
the campaigy (This is called 2 house rule ) Consisteney Leepy
players satistied and gives them the feeling that they adventure
in @ stable, predictable universe and not in some random, non-
sensical place subjecconly to the [M's whims,
When in doubr, remember this handy linde rule: Bavorable con- |
| ditions add -2 to any d20 rel], and unfavorshle conditone |
penilize the roll by ~2. You'll be surprised how often this "Dt |
secret rule” will solve problems,

IFvou come upon an appacent contradiction in the roles, consider |
these factors when adjudicating:

® A rule in the Ployers Handbook, Monster Manual, or_Dusceoy
Masrens Cunde takes precedence over any ather published Dé&D |
product, These three hooks ave referced to as the core rulebooks, |
They form the basis of the whale game,

* & rule found in a mlebook overrules one found in 3 published
adventure, unless the rule presented in the published adventure
deals with something specific and limired 1o the adventure itself

* Choose the rule that vou like the best, then stick with it for the
rest of the campaign, Consistency is a_critical aspect of ules
a.-.]_mdmat:inn_

PROPELLING THE GAME]

EVER FORWARD!

While all the players are vesponsible for coneributing 1o the gam, |
the onus must ultimately Gl upon the DM to keep the game,
moving, maincain player interest, and keep things fur, Remember
that kieeping things moving is always more important than search-
ing through rulebooks to find the exact details on some point or
spending time in long debates over rmles decisions,

Bven a wellrun game can ger hogzed
down sometimes, Perhaps the plavers
have been at it @ while and are
growing i Little rived
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of the same old thing, Mayhe a plaving session falls Jat [or no
apparent reason, Sometimes this can't be helped—you're only
human. In fact, eccasionally you will find it’s better to cancel a
playing session or cut it shorr racher than have 4 poor experience
thar may set back the whale campaipn.

However, there are ways to make an average playing session a

ymemorable one or to spice opa poor one. For example, props can |

thring sparkling new life to 4 game. You can male fake pirchment |
{rom normal paper, ‘aging” it by wetting it slightly with coffee or )
eaand then letring it dey to an uneven vellow Toss in a few |

jereases or small rips, and later when the PCs find 4 map or 2 mes-
jsageyou can actually hand it 1o them, 014 coins, tarar cards, a bar-
tered book in a foreign langnage, and the like all muke wonderful
handeours ro pet players into the spirit ol the game.
Another type of visual aid is artwork. In all D&D privlucts,
youll find wondecful fantasy illustrations. Pore through those
cproduces, or find a boak cover or some other are seurce to privide

ryou with a picture that firs something the PCs will encounter, |

i Ihen, when the encounter comes 1o pass, pull oue the picture ang

i3y, “This is what you see While players' imaginations are fertile,
sometimes seeing  depiction of something they encounter in the |

game—a character, & monster, ora place—makes the experience
all the more exciting or real. Sometimes vou can lind illustrations
in edd places. Jewelry catalogs can provide visual aids for some
magical items or reasure, and sometimes g hisrory book ar ency
clopedia with illustrations is just as good as or heteer than a fan-
w[A8Y book.
Of exrurse, you can't always have s prop or a picrure of some mon-
ster, NPC, or place thar you have created. That's when you rely on
:the DM best friend: the evocative, exciring descriprion. Pepper
{your deseriptions of whar the characters see with adjectives and
Livid verbs. Remember that you, and you alone, are the players’ eves
‘and ears "A dank, dark chamber with moss growing in cracks in the
sstome walls is much more exciting than % 10-foot-by-10-foot room."
Throughour the game, contdnually ask vourself What sl da the
chitacters see? Do they hear anything? Are there any. noticeable

oders? An unpleasant tang in the air? Do they feel the chill wind |

Agains1 their skin? Is their hair tousled by hor, dump gusrs?

No player will forget a tense batile on a crumbling hridge in the |
middle of 4 thunderstorm, The best way 1o get the plavers’ atten- |
tion is with gripping action. While not every encounter needs 1o,

be life-threatening or earth-shaking, keep in mind how it would
all seem in some action movie or exciting book, Villans shour epi-
thets as they light, and monsters toar menacingly, If 4 fighe with
gnolls is exciting, imagine how much more exciting a fight with
enolls on aledge around a lava pir would be,

[rs often a secondary consideration, bur some DMs enjoy croat-
.ing just the right armosphere for their playing sessions, Music is
{often a good way to accomplish this, Irs sort of like having 2 sound-
prack for your game, Not surprisingly, those whe enjoy using music

in_their games often use soundracks from adventure movies,
although classical, ambient, or other sryles worl well Keep in
mind, though, that some people find music distracting. Be recep-
tive to what your players like—an atmosphere in which the play-
ers can't hear, are distracted, orarent enjoying themselves is nevera
good one. Other ways DMs can create an atmosphers are wirth
painted miniarures and dioramas, specially adjusred lighting, and
even sound eflects. (Tf the door to the room you are in squeaks, you
may want to tse thue whep the PCs apen a dungeon dooz)

Another element many DMs employ and many plavers enjov is
dor the DM to use different voices when speaking “in characrer”
(Erucricing seversl different sccents or ways of speaking and

Jassigning them to different NPCs can be a striking way 1o make

|those chatacters stand out in the p]m_,—:_-;-; minds.
Coce ina while, a limle miming of actions can supplement 2

game that otherwise exises only in vour imaginatlon. Ifan MPC s |
shriveled and stooped over when she walks, stand up and show |

the players exactly whar you mean. When the ceiling above the |
PCs begins to collapse, slam your fises upon the rable like falling |
rocks. If someone holds out his hand and offers something to g
PC, mime the action—almost every time, the player {assuming|

.the character rakes whars offered) will follow vour cue instinc.
tively and reach out, miming the character’s grasping whatever it
{is. You could even snake a player whose character is invisible sit
under the table to remind everyone that they can't see her, bur her

volte just comes out of nowhere, Keep in mind, though, thar this |
.sort ol aceivity can quickly get out of hand. Don't act out your com-.

bats, or someone could get 3 black eye!

Linally, every once in o while, really surprise your players. The |

NPC they thought was a villain (ueng out to be a shapechunged

unicory with only the best of intentions. The clue they thoughr,
led o the treasure vault rurns out 1o be a red herring (see page 13

for how surprises can overcome metagame thinking), If the PCs
Lare in a dungeon room, and a fire giant is about to srorm ine the

pewom and artack, keep your voice at 2 moderare or even soft level

\while describing the room. Then, suddenly, raise vour voice and
eap to your Leet as the giant enters, Thatll get their auention

KEEPING GAME BATANCE;

A lot of peaple talk shout game balance, They refer ro rules they
like ag "balanced,” and rules that dont seem. to work as “unhal-
anced,” But what does that really mean? All zame balance does is

to ensure thut most character choices are relarively equal, & bal-.
sanced game is ong in which one character doesnt dominate over |
the rest because of a choice thae he or she made (e, closs, skill, )
leat, spell, magic item, etc. It also reflects that the chagacters.
aren't too powerful for the threars tha they face, et neither are

they hopelessly overmatched,

Two facrors drive game balanee:

Good I'M Management: A DM who careflully warches sl por-
tions of the game so that nothing gets out of his or her control
helps keep the game balaneed. PCs and NPCs, victaries and
defents, awards and afflictions, treasure found and treasuire
spent—all these aspects muse be monitored to maintain balance.
No ane character should ever hecome significantly greater than
the athers. Il this does happen, the others should have an OppOTt-
nity to catch up in short order. The PCs a5 1 whole should never
getso pawertul thur all the challenges become mivial to them, Mot
should they be constantly averwhelmed by what they must face,
It modun we always Iose, and always winning gets horing fase
i These rypes of games ave known as “kille dungeons” and *monty
hauls" respectivele) When temporry imbalances do Do, it
easier to fix them by altering the challenges than by changing any-
thing about the PCs and their powers or equipment. No one likes
to get semething (a new magic sword, for example), only to have it
taken away again because it was too unbalancing,

Player-DM Trust: Players should trust the 1M, Trust can be
gained over time by consistent use af the rules, by not taking sides
{that is, nor favoring one player at another's expense), and hy
making it clear that you're not vindictive roward the plavers ar the
PCs. If the players trust you—and through you the pame
system—they will recagnize thar anvthing that enters the game
has been carefully considered. If you adjudicate a situation, the

players should be able to trust it as a fair call and not quesHion or
second-guess it That way, the plavers ean focus their artenticnon |

playing their characrers, succeeding in the game, and baving fun,
(erusting you o take care of matters of fairness and realism, They
also roust that you will do whatever you can to make sure thae they

are able to enjoy playing their chacacters, can potentially succeed
in_the. pame, and will have fun. IF chis level of trust can be
tachicved, you will he much more free 1o add ar change things in
vour gams wirhout worrying sbout the players protesting or scr-
tinizing every decigion:
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of the same old thing, Mayhe a plaving session falls Jat [or no
apparent reason, Sometimes this can't be helped—you're only
human. In fact, eccasionally you will find it’s better to cancel a
playing session or cut it shorr racher than have 4 poor experience
thar may set back the whale campaipn.

However, there are ways to make an average playing session a

ymemorable one or to spice opa poor one. For example, props can |

thring sparkling new life to 4 game. You can male fake pirchment |
{rom normal paper, ‘aging” it by wetting it slightly with coffee or )
eaand then letring it dey to an uneven vellow Toss in a few |

jereases or small rips, and later when the PCs find 4 map or 2 mes-
jsageyou can actually hand it 1o them, 014 coins, tarar cards, a bar-
tered book in a foreign langnage, and the like all muke wonderful
handeours ro pet players into the spirit ol the game.
Another type of visual aid is artwork. In all D&D privlucts,
youll find wondecful fantasy illustrations. Pore through those
cproduces, or find a boak cover or some other are seurce to privide

ryou with a picture that firs something the PCs will encounter, |

i Ihen, when the encounter comes 1o pass, pull oue the picture ang

i3y, “This is what you see While players' imaginations are fertile,
sometimes seeing  depiction of something they encounter in the |

game—a character, & monster, ora place—makes the experience
all the more exciting or real. Sometimes vou can lind illustrations
in edd places. Jewelry catalogs can provide visual aids for some
magical items or reasure, and sometimes g hisrory book ar ency
clopedia with illustrations is just as good as or heteer than a fan-
w[A8Y book.
Of exrurse, you can't always have s prop or a picrure of some mon-
ster, NPC, or place thar you have created. That's when you rely on
:the DM best friend: the evocative, exciring descriprion. Pepper
{your deseriptions of whar the characters see with adjectives and
Livid verbs. Remember that you, and you alone, are the players’ eves
‘and ears "A dank, dark chamber with moss growing in cracks in the
sstome walls is much more exciting than % 10-foot-by-10-foot room."
Throughour the game, contdnually ask vourself What sl da the
chitacters see? Do they hear anything? Are there any. noticeable

oders? An unpleasant tang in the air? Do they feel the chill wind |

Agains1 their skin? Is their hair tousled by hor, dump gusrs?

No player will forget a tense batile on a crumbling hridge in the |
middle of 4 thunderstorm, The best way 1o get the plavers’ atten- |
tion is with gripping action. While not every encounter needs 1o,

be life-threatening or earth-shaking, keep in mind how it would
all seem in some action movie or exciting book, Villans shour epi-
thets as they light, and monsters toar menacingly, If 4 fighe with
gnolls is exciting, imagine how much more exciting a fight with
enolls on aledge around a lava pir would be,

[rs often a secondary consideration, bur some DMs enjoy croat-
.ing just the right armosphere for their playing sessions, Music is
{often a good way to accomplish this, Irs sort of like having 2 sound-
prack for your game, Not surprisingly, those whe enjoy using music

in_their games often use soundracks from adventure movies,
although classical, ambient, or other sryles worl well Keep in
mind, though, that some people find music distracting. Be recep-
tive to what your players like—an atmosphere in which the play-
ers can't hear, are distracted, orarent enjoying themselves is nevera
good one. Other ways DMs can create an atmosphers are wirth
painted miniarures and dioramas, specially adjusred lighting, and
even sound eflects. (Tf the door to the room you are in squeaks, you
may want to tse thue whep the PCs apen a dungeon dooz)

Another element many DMs employ and many plavers enjov is
dor the DM to use different voices when speaking “in characrer”
(Erucricing seversl different sccents or ways of speaking and

Jassigning them to different NPCs can be a striking way 1o make

|those chatacters stand out in the p]m_,—:_-;-; minds.
Coce ina while, a limle miming of actions can supplement 2

game that otherwise exises only in vour imaginatlon. Ifan MPC s |
shriveled and stooped over when she walks, stand up and show |

the players exactly whar you mean. When the ceiling above the |
PCs begins to collapse, slam your fises upon the rable like falling |
rocks. If someone holds out his hand and offers something to g
PC, mime the action—almost every time, the player {assuming|

.the character rakes whars offered) will follow vour cue instinc.
tively and reach out, miming the character’s grasping whatever it
{is. You could even snake a player whose character is invisible sit
under the table to remind everyone that they can't see her, bur her

volte just comes out of nowhere, Keep in mind, though, thar this |
.sort ol aceivity can quickly get out of hand. Don't act out your com-.

bats, or someone could get 3 black eye!

Linally, every once in o while, really surprise your players. The |

NPC they thought was a villain (ueng out to be a shapechunged

unicory with only the best of intentions. The clue they thoughr,
led o the treasure vault rurns out 1o be a red herring (see page 13

for how surprises can overcome metagame thinking), If the PCs
Lare in a dungeon room, and a fire giant is about to srorm ine the

pewom and artack, keep your voice at 2 moderare or even soft level

\while describing the room. Then, suddenly, raise vour voice and
eap to your Leet as the giant enters, Thatll get their auention

KEEPING GAME BATANCE;

A lot of peaple talk shout game balance, They refer ro rules they
like ag "balanced,” and rules that dont seem. to work as “unhal-
anced,” But what does that really mean? All zame balance does is

to ensure thut most character choices are relarively equal, & bal-.
sanced game is ong in which one character doesnt dominate over |
the rest because of a choice thae he or she made (e, closs, skill, )
leat, spell, magic item, etc. It also reflects that the chagacters.
aren't too powerful for the threars tha they face, et neither are

they hopelessly overmatched,

Two facrors drive game balanee:

Good I'M Management: A DM who careflully warches sl por-
tions of the game so that nothing gets out of his or her control
helps keep the game balaneed. PCs and NPCs, victaries and
defents, awards and afflictions, treasure found and treasuire
spent—all these aspects muse be monitored to maintain balance.
No ane character should ever hecome significantly greater than
the athers. Il this does happen, the others should have an OppOTt-
nity to catch up in short order. The PCs a5 1 whole should never
getso pawertul thur all the challenges become mivial to them, Mot
should they be constantly averwhelmed by what they must face,
It modun we always Iose, and always winning gets horing fase
i These rypes of games ave known as “kille dungeons” and *monty
hauls" respectivele) When temporry imbalances do Do, it
easier to fix them by altering the challenges than by changing any-
thing about the PCs and their powers or equipment. No one likes
to get semething (a new magic sword, for example), only to have it
taken away again because it was too unbalancing,

Player-DM Trust: Players should trust the 1M, Trust can be
gained over time by consistent use af the rules, by not taking sides
{that is, nor favoring one player at another's expense), and hy
making it clear that you're not vindictive roward the plavers ar the
PCs. If the players trust you—and through you the pame
system—they will recagnize thar anvthing that enters the game
has been carefully considered. If you adjudicate a situation, the

players should be able to trust it as a fair call and not quesHion or
second-guess it That way, the plavers ean focus their artenticnon |

playing their characrers, succeeding in the game, and baving fun,
(erusting you o take care of matters of fairness and realism, They
also roust that you will do whatever you can to make sure thae they

are able to enjoy playing their chacacters, can potentially succeed
in_the. pame, and will have fun. IF chis level of trust can be
tachicved, you will he much more free 1o add ar change things in
vour gams wirhout worrying sbout the players protesting or scr-
tinizing every decigion:
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HANDLING UNBALANCED PCS -

Sometimes, though, the unexpecred will happen. The charac:
ters may defeat a villain, foiling what the villain (and you)
thought was an unstoppable escape plun, and gain a warpal
swand thar vou never intended to fall into their hands, PCs
entrusted to_deliver an_artifact 1o ies ﬁghj:l:-u| PWTIET TV
(decide 1o simply keep it instead. Or, even more
{ikely, the combination of some new acquisiion ==
iwith an item or spell or power s character
(leeady has will prove unbalancing in s way %
you didn't foresee.

When a miseake is made, and a player char
.acter ends up too powerful, all is not yer lost. In
fact, it's almost never difficult 1o simply increase
the challenges that the character faces w keep him
or her from bregsring through encounters, However,
this way ol solving the problem can be unsatisfying, and t

jcan mean that the encounters become too difficult for the
{orher PCs, AL the same time, as already noted, its never fun
{ro lose some aspect of your character (1 new spell, a new
item, & new power, that murms oui o be unbalancing, From
the player's point of view, it’s not his or her fulr,

You have rwo options:

Deal with the Problem In-Game: "In-gama’ js

a term used to describe something thut happens
in the story created by the play of the game,
JFor example, suppose a PC becomes unbal-
anced by using a wish spell to give herselt the
Lability to cast all her prepared spells revice rather
.than once, (This sheuld never happen with o wish,
(hut DMs do make mistakes) An in-pame solution
might be to have an enemy cleric use a mircle 1o rob her of thar
(mewfound abilire Whatever you do, ory not to malee ie obeions that
Lthe situation is actually juse a ool 1o balance the
Lgame, Instead, make it seem just a part of the
adwenrure, (1 vou don's, indignant plavers will
EELVEIY ANV,

Deal with the Problem Qut-of-Game
‘Chur-of-game” means something thae takes F |
plece in the veal world bur baz an impact on the —— {
game itself, An out-of-game solution to the problem described in,
the last paragraph would be ro take the plaver aside berween ses
sions and explain thar the game has become unbalanced hecansa
of her character—things need to change, or the game may fall
apart. & reasonable person will see the value in continuing the
game, and she'll work with vou either in-game (perhaps donating a
too-powertul item 1o an appropriate NPC guardian) o ourol

.game {perhaps by erasing the unbalanging power from her charac
iter sheet and just pretending it was never there), Be warned, how.
jever, that not every pameris ressonable, Many will hate this level
{ef intrusion on vour parand resent giving up a great abilivy oz
item their characrer “sarned.” Even if they don' rell vou 1o forget
it, theyll begrudge the loss. What's worse, after an unformmare
exchange of this rype, it will seem obvious and conrrived if yvou v
to balance things with an in-pame solution. Mobedy said DMing
WiLs easy,

Beyond simply adjudicadng, somermes you are going 1o want to

(change things. Uhat's okay, However, changing the rules is a chal-
{enge for a DM with only a lirrle experience.

ALTERING THE WAY THINGS WORK

Every rule in the Flayers Handbook was written for ¢ reason, That |
doesnt mean you can't change them for your own game. Perhaps |
your players don't like the way initiative is determined, or you find |

that the rules for learning new spells ave roo limiting, Bules|
that you change for your own game are called house rules. |
Given. the creativity of gamers, aslmost every campaign |
will, in time, develop its owm house rules. J
] The ability (o use the mechanics as you wish is para-
mount i the way releplaving games work—providing a

framewerk for you and the plavers 1o create o campaign,

Sall, changing the way the pame does something shouldn't be
taken lighely 1f the Player's andbook presents the rules, then|
Lthroughour the Duygeoy Masroe's Guide you will fnd explana-,
tions for why those rules are the way they are. Bead these explana-|
ticns carcfully, and realize the implications for making changes,

Cansider the following questions when you want 1o change
u rule;

* Why am [ changing thiz rule?
* Am I clear on how the rule that I'm poing to
change really worles? i
* Have [ considered why the tule existed as ic did .
. inthe first place?
* How will the change impact other rules or
situarions? ] !
® Will the change Faver one class, mace, skill, fear,
etc, more than the others? >
* Cwerall, s this change going to make more players happy ar
unhappy? (If the answer is “happy” make sure the change isnt
unbalancing, If the answer is “unhappy” make sure the change |
is worth i)

Df[em_pla}-ers want tir help redesign_mules, This can |
be olay, since the pame exises for the enjoy-
maentof all its participants, and creaive play- |
ers.can often find ways to fine-tune a rule, Be,
teceptive to plaver concerns about mechanics.
At the same vime, however, be wary of players who
Intenticonally or umintentionally want to change the rules
just for their own benedit, The D& D game system is flexible, bur
it also meant to be a balanced set of rules. Players may express g
desire to have the rules always work in their Givor, but the realitvis
that if there were no challenges for the characrers, the pame would
quickly grow dull. Resist the temprarion ro change the rules just e
please your players. Make sure that a change penuinely improves
vt campaign for everybody

ADDITIONS TO THE GAME

As DM, you pet o make up your own spells, magic irems, races,
and moensters! Your campaign might have a real need for 2 spell
that turns foes 1o crvstal, or a monster covered in dozens of tenta-
cles that dmins heat from living creatures, Adding new races,
spells, monsters, and magic items can be a really entertaining and
rewanding experience.

O the downside, an addition ro the game can spoil pame bal-
ance. As stated earlier, maintaining balance is an important DM
tesponsibility. Most unbalancing factors are actually hasty or i1l-
considered DM creations. Dantlet that happen e vou.

Ome way to judge whether a new skill, fear, spell, or other
aption is balanced is to ask yoneselt, "If T add this 1o the game, 15
ir so good that everyone will want to take i7" At the same time, |
ask yoursalf, “Is this so limited that no one will be interested in
it?" Keep in mind thar it’s easier and more tempting to creare
jsemething thats too good rarher than not pood enough, Warch |
woursell |

&

MAKING MISTAKES

LA magic item thal allows the characters 1o move through walls
(unhindered, giving them easy access to all sorts of places you do
not want them to go (at least withour great effort), is a mistake. A




o
P

4th-level spell that kills mulriple foes with no saving theow is a
mistake. A race with +4 Smengeh and +4 Dexterity bonuses i a
mistake. : ;

Usually, the mistakes ther creep intw a campaign are the ones
that seem innocuous at first. A 1stlevel spell creating a hlast of |
wind that knocks a foe down appears 1o be fine—until a shrevwd |
| player starts using it 1o knock pewerful opponents off the edyes of |
eliffs. On the other hand, youll know right away that vou should |
cnever have put a vod of disintegrution with umlimited uses in that)

vieasure chest, or that you should never have allowed your players
{to.convinee you thar the game would be more fun if critical hits
vmuliplied all damage by five,

When things get unbalanced, you need to fix things either in-
game or cut-of-game, depending on the situation and the involved
plavers' personalities. Unbalanced character shilities or items are
best handled in-game, but rule changes can only he handled aur-

jof-game. Semetimes itz best for you o admit to the plavers thar

syina made a mistake, and pow it needs o be fixed in order to keep |
jthe game fun, balanced, and tunning smooth. The more reason. |
cable you are, the more likely vour players are to be understanding. |

Alter everything is prepared, and everyone sirs down at the tabls,
youre on Irs your show Here are some points vou should con-
sider, while ar the table and before you ever gt there, 1o help che
pgame rimn as smoothly as possible,

KNOWING THE PLAYERS

MNormally, but net always, the DM is in charge ol inviting plavers
jte-play in his or her game. 1f this is the case, its your responsibility
ita know and understand each of these people well enough that
yyou can be reasonably sure that theyll all get along, wirk well
(together, and enjoy the sort of game you run,

Aot of this bas to do with playing style, Ultimarely, vou have
te know the kind of game your playess wanr to play —and, with
players new to the game or & newly formed geoup, this lnowl-
edge may rake a while ro emerge. Recognize that while you're in
charge, irs really evervbodys game—and thar the players are.all |
here, coming back session alter session, because they trust that |
you'll help them have a fun and rewarding play experience.

Table Rules
Une thing that will help everyone, players and DM alike, to all get
along 15 establishing a set of rules—rules that having nothing ro
do with the acrual game bur that govern whar happens with the
people around the eble,
. The following are some rable rules issues thar voull need o deal
{with eventually, 1s best to come up with the answers before you
istart @ regular campaign. You can establish these yourself, or you
cean work them out with your players,

Nonattending Players: Sometimes a regular player can't
show up for 2 game session. The DM and group are ficed wich the
question of whae to do with his or her character You hive several
choices:

* Someene else runs that character for the session (and thus runs
two characters at once), This is casiest on vl but sommetimes
the fill-in player resents the task, or the replaced player is

i unhappy with what happens to the character in_his or her

| absence,

1*You run the character as thouph he or she were an MPC, This

i might acually be the best solution, hur don't do it if running a

L _character and ronning the game ar the same time is oo much:
for youand hures the whole session.

* The character, like the player, cant be present for this advenmee, |
This enly works in certain in-game situanons, bur i it makes,

sense for the character to be absenr, thar's a handy way o take

the character out of the action for a game sesston, Ideally, the |

reason for the characrer's absence is one that allows him o herto |
jump back in with 4 minimum of fuss when the plaver is avail- |

. nble again. {The character may have some other commitment, or

+ she mighr fall vietim 1o some minor disease, for instance.)

\* The characrer fades into the background for this session, This is
probably the least desirable solution, because it strains every-
one's suspension of disbelicf

LBecognize that players come and ge. Someone will move ALY

anothers eegular life will become busier, and yer another will
grow tired of the game, Theyll quit. At the same time, new play
ers will want to join in, Make sure always to keep the group ata,
size that youre comforrable with. The normal-sized group ls|
probably around four players (with the DM as the fifth person).

(However, some groups are a5 small as owo players, and orhers as

Jarge as eighe or more, (Very large proups somerime use a non-,

rplayer assistant who helps manage player actions, rules referenc-,

-ing, and NPCs o help the DM keep from gerting bogged down,)

You can also play the game one on one, with just one player and

one DM, but that's a very different sort of play experience. (It's 1.
good way 10 handle special missions such as a paladin’s guest for

ber monine, )

If you can, try to find out from the players how long they're
intereseed in playing, and trv to et a modest commitment from
them w show up on a regular basis during that time, |
|- Integrating New Players: When semeone new joins the cam-|
paign, his or her chamcter needs ro be integrated inmw the game,
{see Chapter 5: Campaigns). At the same time, the player needs to.
be integrated into the group. Make sure thar a new player knows,
the house rules and the table rules as well s the game rules,

Dice Conventions: When someone makes a roll and the die.
lands on the foar, do you reroll it ar nse the die as ie liss? Whae
do you do with a die thae lands cocked againgt a book? Are play-
ers required 1o make all die colls where the DM can see them?
There are no right or wrong answers to these questions, but
deciding your group’s unswers ahead of time will save you from
arguments lacer.

Book Use: It5 best if no plaver can reference any book ather
than the Player's Handbook during a playing session. If you allow
any other boolks to be used, establish this as 2 rable rule:

Rules Discussions: It's probably best if players don't question
vour rulings or established rules, propose new house rules, or con-
duct discussions on other aspects of the game [aside from what's
immediately at hand; during the game itself. Such matters are best
addressed ar the beginning or end of the session.

Jokes and Off-Topic Discussions: There are always funny
things to be said, movie quotes, good gossip, and other conversa-
tions that crop up during the game, whether they're inspired by
whar’s going on in the session or completely extraneous. Decide |
for yourself (and as 2 group) how much is too much, Remember
that this is & game and pecple ate there to have fun, vet at the same
time keep the tocus on the actions of the characters so the whols
playing session doesn’t pass inidle chat.

WORKING WITH PLAYERS

Two players want the same magic item. Each thinks his character |
can use it best or deserves ir for what hek done. 1l the players cani |
find a way to decide who gers it, you will have to_arhitraze ard
timpoge a_solution. Or, worse, one player is angey with another
player for something thae happened earlier that day ouside rhe |
igame, so how his chatacter tes o harass or cven kil the other|
(player’s character. You shouldnit sit back and let this happen, Its
Lupto wou o step in and help resolve conflicts such as these. Az
LM, youre a sort of master of ceremonies as well as an umpire

during the pame. Talk witl the arguing players together or



separately outside the game session and try 1o resolve the conflic. . METAGAME THINKING

Make it clear as nicely as you can thar you can’t let anyones argu-
ments ruin the game for the other players and that vou wenl toler
ate teal-world hand feelings affecting the way charscters within
the game reace to each other,

It a player gees really mad when vou rule against her, be firm |
{but kind in relling her that vou oy vour best tobe fir and that vou |
{cant have angry outhurses spoiling everyone else's fun, Sertle the |
{marter owside the game session. Lisien to her complaints, but |
(remember that vou're the final arbiter, and thar by agresing o play.|
{in your game she has also agreed 1o gecept your decisions as DM,
[See When Bad Things Happen 1o Good Characrers, page 18.)

Soemetimes one players actions ruin the fun for evervone. An
ahnoxious, irresponsikle, roubletnaking plaver can make the
game teally unplessanc Somertimes he gers others’ characters
killed hecause of his actions. Orher times he stops the game alto-

peether with arpuments, tantrums, or off-topic conversations, Seill
{other times he might keep everyone from playing by being late ar |
{not showing up at all. Ultimately, vou should ger tid of this player, |
{Den't invite him next me. Don't play the D&D game with some-|
one whom you wouldn't enjoy spending time with in another |
social serting,

Decide how many plavers you want in your pame, and stick
with that decision, If someone leaves, try m ger a new player. If
sOmente new wants to join an already [ull group, resist the urge to
Iet him or her in unless you're sure you can handle the incressed

tmumber of players: Hf vou have (oo many players, consider divid
{ng them into two groups thae play at different tmes, T you have
{too few, you might want to recruit more or have each player play
(note than one character. (Its poed to have ar least four characters
inan adventuring parry) As a rule of thumb, four to siv plagers is
best, alrhough heow many you can handle 1s up to you Bemember
(that the more players avound the whle, the harder it will be for vou
ito keep mack of everyone and the less time each individual player
gets for his or her character’s actions,

If one player dominates the game and menapolizes your time
with her characrer's actions, the other players will quickly grow .
dissatisfied. Make sure everyone gets his or her turn. Also, make .
sure each player gets to make his or her own decisions. (Oveteager |
or overbearing plavers sometimes try to tell the others what to do.t |
1f one player insists on controlling evervthing, ralk ro him outside |
the Fame session and E".-Cp]..'li.l‘] that his actions are mﬂking 1]_1i.ngs
less fun for everyone.

CONSIDERATIONS FOR RUNNING THE GAME
The fﬂ”UWiI‘Ig iterns are available to enhance your game. The‘:,u"re ol
for everyane, however,

DM Sereen: This is a cardstock screen that stznds up on the table
between you and the players. It has useful tables and rules rerminders
on itto speed play, You can also paperclip notes to yourself ta it, sa you
can see them but the players can'c. Behing this screen, you can put
your maps and nates on the tzble, and rall dice where the players ean't
see what you're doing, The only drawback is that a screen creates a wall
between you and the players, which can be distancing. DMs whe wish
ta have the information an the screen handy but don't want to sst
themselves apart from the players sometires lay the sereen flat an the
table in frant of them, hiding adventure notes undemeath,

Computers: There are many reasens to have a computer with you at
the table. You can keep all your notes and maps in electronic files easily
searched and referenced during the game. There are special DM utility
programs that manage MPCs, PCs, monsters, treasure, and other
types of infarmation. Same will create random encounters, generate
characters, and even generate random numbers, Mot all roleplaying
groups like them, howaver, becausa of the tendency of 2 camputer ta

KNOWING THE PCS

“1 tigure therell be s lever on the other side of the pir that deacri-|
vates the trap.” a pla:r'r,:r says to the athers, "becausze the DM would |
never create a trap that we couldn't deacdvate somehow” Thar's an |
pexample ol metagame thinking, Any time the players hase their
icharacters’ actions on lagie that depends on the facr that they're
iplaying a game, they're using metagame thinking. This should
talways be discouraped, because it derracts from real roleplaying
cand spails the suspension of dishelief J
Surprise your plivers by foiling meragame thinking, Suppose |
{there is a lever on the other side of the pit, for example, but s
rusted and useless, Keep your plavers on their toes, and don't let
them second-guess you Tell them to think in rerms of the game
world, notin rerms ol vouas the DM. In the game world, someone |
made the mepin the dungeon {ora purpose. Figure purthe reasons.
[or what they have done, and the PCs will need to do the same,
| In shoet, when pessible you should encourage the ployers o
iemploy in-game logic, Confronted with the situation given|
labove, an sppropriste response {rom a clover character is 0 &
(figure thereTl be a lever on the other side of the pit that deacti--
vates the trap, because the gnomes who construcred the trap.
must have 4 means to deacrivate it In fact, this is wonderful—ir |
shows smart thinking as well as respecr for the veristmilitude of |
the game world.

Cme advantage that vou slways have over a professiopal writer)
designing an adventure is that you know your players. You know |
what they like, whar they're likely 1o do, what their capahilities,
are, and what’s golng en in your campaign right pow Thars why.,
even when you use a published sdventure, vou'll want 1o work o
ensure that it gets integrated into your campaign properly, |

A good DM will alwaye know the following faces shout the,
characters in hisar her game: !

The Characters’ Basic Statistics: This includes class, race, lavel,
hit points, save and artack bonuses, spells, and special ahilities. You
should be able 1o look at & monsters hp, AC, and specsl gualiries
and be able o judge whether ies o firting challenge. Compare, for
examyple, the monsters AC with the artack bonusges of the characters
in the group— particularly the fighters. When you figure average
ralls, can the Hghters hit the apatare? Do they need above-average
rolls? (1f sa, the challenpe will be greac! Do they need a natural 207
(1L sy the challenge is almost cerainly oo difficult.)

draw the DM's atterition away from the players and the game. If you
find yaurself staring al the screen maore than at your players, consider
scaling hack the computer's in-game use and restrict it 1o geperating
material between sessions.

Miniatures: Metal or plastic figures can be uszed to represent charac-
ters, monsters, and scenery in the game. You can use them on a grid to
show ranges, tactical miovernent, line of sight, and areas of spel| effects,
(A wenyl mzt with & grid that you can write on with wipe-off markers is
especially useful) Even without a grid, vou can use miniatures to show
tarching erder and relative position, or you ein use a 1-inch-to-S-feet
scale to handle tabletop distances precisely. Somstimes pasition in
combat means the differance between life and death, and miniatures help
everyane agree an characters' and creatures' pesitiens. |n addition, paint-
ing riniatures iz fun in its swn right. With a little luck, players can usually
fird miniatures that are posed the way their characters would stand and
then paint thern sa that they match their characters even bettar,

Counters: If you're not as interested in the visual aspect of minia-
tures but find the tactical eppertunities Interesting, you can use any
serls of counters bo represent characters and monsters: paker chips,

checkers, caing, seraps of paper—arything you want.
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Examine the artack bonus of the monsier. Look ar the damage it
can deal. When you compare these pieces of information 1o the
ACs and hir points of the PCs, will the monster be able t hit or
seriously damage the characrens? Will it almest certainly kill one?
I the monsier’s artack bonus added to.an average d20 roll hies the |
character’s AC, and the average damage dealt is more than the PCs i

total hp, the monsrer will kill the chatacter. When you lock at the |

psavee 1ICs for the monsters special areacks, ave the characrers likely |
|to suceessfully resist the atrack? |
These sorts of questions and analyses allow you to judge mon-,
sters, encounters, and adventures and determine wherher they are
{ppropriate for vour group, Challenge Bating assignments for
_such things will help, bur no one knows your group ol characters
like you do. (See Chapter 7: Rewards for details about Challenge
Ratings.)
Keep an up-te-date recond of all the characters, their abilities,
wspells, hp, AC, ete. One way 1o do this is to require the players to
\eive you a new copy of their chataceer sheet whenever it changes. |

+This information is helpful t yeu for balancing encounters and |

moniraring hit point loss and spell depletion during play. 1t's also

very handy if 2 player can'r make it to a session, ensbling vou w |

simply hand the character sheet to whoever is running the charac-
ter for that session,

The Players' Likes and Dislikes: Some groups hare polirical
intrigue and avoid or ighore it in favor of going down Lot the dun-
geon. Other groups are more lkely to run fram 2 serious combat
{challenge. Some groups like adventures with mind flayers and
| psionics, Some don't. Because of this, youte the best indge, il you're
fuweare of what the group likes and what entices them, whether they
(weill like and partake in a particular encounrer or sdventure,

For example, a DM might find thae the lure of gold motivates
ithe PCs in her group, She knows, then, that in arder to ger them
jinvolved in the adventure she has designed (or purchased), there
{has to be some measure involved, and the PCs need 1o know sbout

it shead of time. Anorher group, however, might be inrerested in
heroic deeds. They don't care about money, hut if they hear that
the duchy's in danger from a storm-controlling wizard, they're off
to step him in a ash. |

Nothing’s more [rustrating for 2 DM than to create an_adver- |
ture and provide the PCs with the hook that will bring them into
the action, only to have them ignore or even consciously seject ir.
No ene wants to see his or her adventure po unplayed. Know wha
interests and motivates the group, and youll be ahle 1o avold this
dishearrening pessibility,

Whatls Going on in the Campaign: This is an easy one, Since
you're managing the evenes in the game, you need 1o keep mack of
what’s going on anyvway, In this case it5 important o always know

cwhar the characters are doing and a licele about their plans, If the
{PCswant to leave the area and head i the mountains o find one
lof the characrers' old mentors, vou need w keep that in mind
cwhen preparing that session’s adventure and in planning shead for
funire sessions,

Keep a record of everything that's godng on in the parme. A time
line can help you keep track of when events happened in relaton
to each other (especially handy for monitoring the acrivities of
teeurning villains), Above all, make sure you always have a good
grasp of NPCs' names (particularly ones you're forced to maks up
in the middle of the game) so that the king’s name daesnt change
abruprly from session to session. And of course you should

remember what the PCs have sccomplished, where they have
{been, enemies they have made, and se forth.

KNOWING THE ADVENTURE AND
OTHER MATERIALS

(Youre running the game, so vou have to know everyihing.
Well_maybe not everything, but certainly enough to keep,
things moving. If vou know the PCs wanr to liead into the

moungains, ics helpful if, abead of time, vou have looked inrg
how mountain travel affeets their movement, whar it's like 1o,
be_in the mountains (possibly through some research in an|
encyclopedia or travel book), and other considerations (climb-.
[ing gear, mountain encounters, erc.), U you have a chance 1o try
(rock climbing, or if you've done it before, so much the berrer-
jthere’s nothing like personal experience o lend realism to your
descriptions, =

More to the point, however, vou will want to have prepared,
-as much as you can for the adventure ahead of time. You will,
{want to have [gured our whit will happen when, the layout of|
the area (both_the large-scale landscape and individual
encounter areas), what the PCs will encounter if they go to 2.
particular ares, how NPCs encountered in_ the adventure will|
teact to the PCy, and the events likely 1o happen (such as a con-;
versation o i fighe).

When running & published adventure, this preparation gften
imounts to reading the marerial carefully and making notes.
wwhere you need them, Useful poines to note mighe inchide any or,
call of the Fn]!nw[ug:

* Page numbers in the rulebook for rules you know voull need 1o
reference in a given encounrer,

* Changes necded to make the adventure ft into your campaign.

* Changes you want to make o please your tastes or those of your
roup,

* Preplanned actions vou wane the NPCs to talke in a given,|
encounter (ambushes, dving speeches, spell sequences, etc ).

* Reminders to yourself about rules, advenrure structure, events |
that mighr occur (such as random encounter checks), or the.
consequences of cercain acrions.

If you are designing an advenrure on your own, your preparation |
requires (obviously) a lot more time. This preparation might
include any or all of the following elemenis:

* Maps of the area (large scale) and of specific smaller areas where
encounters are likely to oceur These can he as simple and
skeatchy or as detailed as you like,

* A Loy to the map or maps demiling special aress and what
might be encounrered there, including foes, allies, treasure.
traps, covironmental situations, and possibly even written
descriptions of whar the PCs see, hear, and experience upon
EOCETING A17 dred.

* NPC listings that include their statistics and notes on their
potential reactions.

* Bookmarks in the rulebooks (or notes listing page numbers) for
niles that might need to be referenced,

* Notes on the overall story or plot of the adventure if it i
complex,

* Statistics for any new monsters you'te introducing.

This prepatation can amount 1o a lor ol wark, Not every adventire
ls poing o require reams of notes in arder to play, It vacles from
adventure to adventure and foom DM ro DM, Not every DM likes
to prepare detailed notes ahead of rime, Some have more fun if
they just “wing it And sometimes a DM would like 1o he herter
prepared, but there just isn't time. Find the sivle of Pungepn Mas
tering that suits you best.

KNOWING THE RULES

If vou kenow that the tctical aerial rules will be needed to.play)
our the battle where the POs are mounted on eriffons and the )
lgacpoyles actack them. review those rules hefare plaving. When
rules less often used come into play in the course of the adven-
ture, [t slows things dewn if you have to reread them in the
midst of a game. Looking over commonly used rules—such as




descriprions for spells you know MFPCs or PCs have prepared, or
even the basic combar rules—Dbefore a pame segsion iz always a
good idea.

When a player has a rules queston, you should be the ene best

able to answer the question. Mastery of rhe rules is one reason.

why the DM i3 sometimes called the referee.

Mo marter how well vouknow the rules, though, a plaver might |
(eemember some point that didn't occur ta yow, Most plavers, guite,
propecly, won't lood it over you if cthey koow some rules berer |
than you do. I someone else ot the table correcrs your recollection

of a cule or adds some point vou hadn’t thought of, thank that
player for his help, When people_ cooperare to make the game
Better, everyane benefits,

SETTING THE STAGE
I1's worth stating again: Once the pame startg, its ull up to you, The
(plavers are likely to take their cues [rom you on how o act and

jreact, [F you handle the pame seriously, theyll be more likely o]
{rake it serionsly, 1 you come across with a more relaved, light- |
hearred tone, they will crack a few jokes and malie side comments |

of thedr own, You make the game the way vou want it 1o be.

Recapping
“Last Oome, '!r'l-.l'l.l. h-ﬂli }'L'l.‘i'r di.:‘:l-.'.-r"r'l."l'f'.l.'; Th? enrrance [o fl'lﬁ 12'||]' I'Ir ‘l'IE'
basilisk and learned that i mibe of gobling living nearby appar
ently worships the creature like a god. You were near the end of

pvour ffth dey of traveling through the Thangrat Forest. Mialee
| the wiizard had suffered a grear wound while fighting the inirial
lgoblin scouts. Krusk wanced 1o po strpipht 1o che
(gablint camp and deal with them then and there,
{but the rest of vou talked him ineo helping vou
find a suirable place to make a sate and

Advestirers make carefil plans vegarding their
rext adventure,

delensible camp. The poblins, meanwhile, were obviously
preparing for o fght, based on the sounds vou had heard earlier]
rhat day. Wow, as the sun sets bevond the distant mounraing, it |
secms as though the basilisk imelf is stming within its lair, What,

Lo vou do?”

In the middle of an copoing campaign, recapping acrivity from

\the previous session (or sessions) ar the start of 1 new session often

helps establish the mood and remind evervone what was going
on. It can be frusmating te DM and plivers alike that while in the |

|game the characters continue what they were just doing, in real |
|life the plavers have lived several davs of real cime between then |

and mow, They might have forgporren imporrant details thar will
iffect their decisions if they don't get reminders,

O course, that means that you need to leeep notes of whart hap- |
pens so that you den't forget either. At the very least, jorting down |
u few sentences about what was going on at the very end of a

(pime session and leaving them somewhere where youll fnd
|them right away at the beginning of the next session is always a
Lpood idea. You may God that vou tend co think abour the game
{between sessions mone than the players de, and thus you have a

berrer grasp of the evenrs, Youll quickly get to the peint where
vou wou't lorpet whar has huppened in past sessions, especially |
since the advenrures you're working on now will often be bulld-
ing off those events,

Describing

Remember that while good description is key ro the plevers'|
understandiing (see page 100, mood s as lmpotianl gs scene, |
Emotion is as imporant as sensory daca, Tell the players how |
everything feels, If they have a)
question, answer it. If their chac- |
acters dont know the answer, |
ask them how theyTe
. golhg toopo about
finding it out,
When only one
character expe-
LIeNCes SOTme-
thing, rake
him or her
aside and
describe
it to caly
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that player. If she's a scour sent shead, shell hive to come back 1nd
report in her own words what she sawe The other plagers will ehen
have o see it through her eves, based on what she chooses o rell
them, Of course, occasionally it's alay 1o deseribe one characrer's
experience in frone of the whele group. Minar demils such as whar |
i magic potion tastes like nrwhar one character seez under the had |
are probably inconsequential enough 1o tell everyome, ,
Such minor details are not inconsequential encugh o isnoge or |
[otget, though. Don't describe only the important {nfarmarion, oz
ithe plavers will quickly carch on,
land the very uct of your describ
ing something will give them o
iclue o ies dmportance, Throw [| [l :
in a few trifling details here || (5909
and there [or favor as well as
to keep them puessing,

Dot prompl their acrions,
{Den't say, Do you lock in the
caleove Ar most, say, "Where
{do you look? Prompting can
Eive away too much,

For more on describing

action, see Chapter 3: Bun- .
ning the Game,

Mapping =
If one of the players is draw-
{ing a map when the charac- 73
{ters explore & new place (and =
tsomeone should be mapping), "=
give ber a break. Describe the /2%y
Layout of the place in as much )
(detail as she wangs, including
dimengions of rogms, Be
willing to repear a descrip
tion if needed or even make a
rough sketeh of the cutline of

dn area.

There are, of course, excep-
tions 1o this rule. When the PCs
dare [l'.'lb[ Oor in 4 muare, [hl: 'ﬁ.l'l'ln:llE s
point of the scenario is that R
they dont know where they
are. In cases like these,
don't take pains o help the
mapper. 1f they'te sneaking
through a maze and they get the map wrong, it’s all the more fun

when they have ro backtrack.

SETTING THE PACE

The pace of the game determines how much rime you spend on a
given sctivity or action taken by the characters. DHfferomt plavers
enjoy different_paces. Some pick up every coppet piece, some
learn it’s not worth the game time. Some roleplay every encounter,
while some want to skip on to the *sood bits?

Do your best to please the group, bur when in doubt, keep
things moving. Don't feel that irs necessary to play our rest peri-
ods, replenishing supplies, ar carrying out daily rasks, Sometimes
that level of dewil is an oppormunity 1o develop characters, but
jmost of the tme its unimporeant,

You should decide ahead of time, if possible, haw long the play-
ping session will last, This not only allows everyone to make plans
taround the game bur also enables you to judge about how much
Hime is left and pace things accordingly—von should always end a
isession ata good sopping peine (see Ending Things, below). Thres

to four hours is u good length for an evening game, Some peaple !
like 10 play longer sessions, usually on 2 weekend. EBven if you

Drrenpeon Masteving weft regicres
a Jodid fiermlation of

pleasising, fusf

Gk building a

¥ G "

normally. play for shorter periods, sometimes its fun o run 2,
lengen, ‘marathon” session

Referencing Rules _
Try o look at the rules as little as possible during a game. While the
ituleboals ure here to help you, paging through a book can slow
ithings down. Look when necessary {and mark things youll need o

teler to again with a hoskmark), bur recall a rule from memary
when you can. You may not be petfectly correct in your recollec:
¢ tion, but che game keeps moving, |

r:'if:"‘.
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Asking Questions .
Don't be afraid w siop snd gsk
1 | important questions. [ the play-|
= :Hf ers seem bored, ask il they would
| like you to skip ahead or pick up
= the pace. If you're unsure how they
A want to handle a situation, ask.
And make sure you ask what their,
o poals are. both in the shorr terin and
:"i the long rerm. The answers to these
guestoens help you prepare adven- |
g_r tures and encounters for next time,
W Bemember  thar some  plavers
might want to keep their charac
ters’ goals a secret from other PCs
in the group, so irs ssmetimes)|
best to ask the plavers individy-|
ally; outside the play session orar |
legst aveay from the table,

Taking Breaks |
When you finish up a lengthy !
combat encolnter or 1 Tension-
filled scene, take 2 break. Parric-
ularly in a long playing session,
establish a fow hreaks for food,

f'- drin |{.3. [rips to the bellll.m-‘.?m: or
. just a lirtle time o relax, During
this time, you can take your
mind off things for a few min-
utes, or you can begin w pre-
pare for the coming encounter,

~ PROVIDING
THE ACTION

The players look to you for news of what’s going on in the world
around their characters as well ag [or information shour what hap-
pens when their characters rake actinns. You have to provide all
the answers,

LAl

Handling PC Actions
When a player tells you what her character does, give ler the
result of her action as quickly as possible. Once in 4 while, it adds
tension o leave a player hanging, but thats the exception, nor the
tule, 1fa characeer wants to do something not covered in the rules,
do your best to extrapolate [iom the existing rules 1o decide how |
bese to bandle the unusual situation (see Adjudicating, puage 93,
Encoutage the playess not o slow things down by taking a long
time 1o decide what to do. A characrer who pauses oo long when |
4ir's his tuen slows things down for everyone, Give him a time limit.
(such as 30 seconds) when necessary |
The most important. point to remember regarding character,
actions is thar each plaver conrrols his or her own character. Dant
Horce a character m take a specific action (unless the characrer is
jmagically compelledl, Don't tell a player how his or her characrer
feels about things. Even if an NPC with 1 high Charisma Allempes




43

o persuade a character, no mere die rall should force s characrer's
acrion (it can, however, foil 2 Sense Motive skill cherlkl. When
running an NPC, feel free to lie, trick, cajole, or malign a character,
hur don'e use vour authority as Dungeon Master to us wrp characeer
contro] from a plaver.

Handling NPC Actions
tHormally, NPCs should abey all the same rigdes 45 PCs, Dceasion:
ally, you might wanr to fudge the rules for them in one Wy or)
yangther (see below), bur in general. NPCs should live and dia— |
Vail and succeed—by the dice, just as 'Cs do.

Be as quick —or quicker— to decide what the NPCs do on their
s a5 the players are when deciding the PCs actions. To keep
things moving, be ready ahead of time with what each given NPFC
will do. (Since you know shead of timne that the encounter is
coming, you cin prepare berter than the players can.) Jor down
(NEC strategies right alongside their game statistics.

Srill, NPCs are people too: Don't let it be obvious 1o the plavers |
tthat a particular character is "“fust an NPC" implying that what he !
{orshe does isn't as smart or important as whar 2 PC does. While thar

might be true, it shouldn' seem 1o be true. In arder o make the |
game world seem real, the people who populate it shonld aet real

DETERMINING OUTCOMES

You're the arbicer of everyeh ing that happens in the game. Perind

Eplling Dice

jSome die rolls, when seen by g plaver, teveal oo much, A player
{who rolls to see if her character finds mrap.and sees that she las
wolled very poarly knows that the informarion you give her as g
tesult of the toll is probahly unreliable, {"Meope. No maps down
cthat way, as far as you can tell”) The game is much more interest-
{ing when the plaver of a character trying e hide or move silently
{doesn't know whether the character has aiccesded,

-

HANDY DM SCRATCH PAPER TRICKS
Here's some advice about what to do with scratch paper during a
game.

Combat Matrix: When running a battle, create 3 quick matrix like the
following:

1 2 3
Armon ¥ Bless ands
Barg X
Ores i
Skeletons

The names in the |eft column are the names of the PCs and MPCs,
listed in initiative order {Arman goes first, Barg goes second, ele,),
while the headings across the top are rounds. Space out the names a
bit so yau can add or mave 2 name if need be. Check characters ofT
(put an “X" in the proper column) as they take their turns each
raund. In the above example, Arnon, Barg, and the orcs Have eaken
their actions in the first round of the cambat. This lype of impromptu
chart Is also handy to keep track of facts such as spell durations (naote
the entry above for *Blews ends™ in the calumn carresponding ta the
third round)

Wing-It Sheet: Create o “wing-it" sheet, The wing-it sheet stays with
your other notes until you need it On it are iterns that you might need
an the spot to help run the game. Handy DM lifesavers include the
fellowing:

® Alist of twenty random names. Sometimes, you need ta come up
with miner characters an the spot, anes you hadn't realized the PCs
would interact with, Players pay mere attention to “Shalaka, captain

— i

In cases where the player shouldn't know the die result, make |
the roll yourself, keeping dice behind a screen or otherwise pu of |
sight, While this takes some of the fun of rolling dice away from |
the players {and lets face it, thar really is a part of the fun of the |

cgame), it helpe vou to maintain an accurace control on what the
tplaver knows and doesnt know,

Consider making the following skill checks for the player
where he or she cant see the resule:

 Blull

| Diplomacy
Hide
Listen
Move Silently |
Eope Llze |
Search

Lapot

Do this on a case-by-case basis, When possible, wlways let the play-
cers make the rolls themselves, When it would increase Euspense to
keep them in the dark, roll the dice yourself

DCs, ACs, and Saving Theows

Dot tell 3 player what he needs o roll to succeed, Dot tell him

whar all the modiflers ave 10 the roll Inseead, tell the players thae

keeping rack of all those things is vour job. Then, when they rpl|

the dive, tell them whether they succeed or fail, |
This is important so that players focns on whae their characrers |

are doing, not on the numbers Tk alsa o way te hide the peea-|

sional DM cheat {see below,

UM Cheating and Player Perceptions ,
Terrible things can happen in the game hecause the dice just go
awry. Everything mighr be poing fine, when suddenly the players

of the watch” than [ust "the captain of the watch,”™ The list lets Yo
quickly give names—and hence potential importance—to each
person, kawn, river, or whatever that the party ericounters, Names
make things real,

* A more or less randam Aovechart-style diagram. Imagine a bunch of
blank circles with random lines connecting them. When the charac-
ters are pursued inta the forest, you have a map that works for the
chase scene. [t works a5 a cave rietwark, sewer plans, crawded City
streels, the diagram of a spur-ofthe.momant organization, or even
the levels of & villain's plat,

* A few random magic items, spells, or monsters that you haven't
used much in yaur campaign lately, for when you need some new
encaunler of idea an the fiy,

Log Sheet: Start each game session with a blank sheet af paper.
Record the date of the sessian and any starting conditions for the
session (the game year, spasan, etc.]. Recard PC names on the sheat
sa that you have them handy and can call sach player by his or her
character's name. Then, as eyents happen in the game, muke notes en
the log sheet, You can keep track of hit paints, special conditions such
as paison and diseass, ind other important reminders. At the end of
the session vou have 2 sheet of paper that, while nat a bana fide log,
helps you remember details. You can three-hole-punch the sheet and
PUL L in 3 binder with all the athers from other game sessions, thus
creating a file yau can refer to |ater

If you use graph paper for this sheet, you can mark off squares for
timekeeping, Use a slash for & half hour and cross the slash o te make
an X for zn hewr, You can also outline the sqUane corresponding to the
time when a spell duration exgires,




have a run of bad luck, A round larer, hall the party's down for the
countand the other hall almost cerrainly can’t tke on the foes that
remain. If everyone dies, the campaign might very well end then
and there, and thar's bad for everyone. Do vou stand by and watch
them get slaughtered, or do you “cheat” and have the [oes run off.|
ot fudge the die rolls so chat the PCs sull miraculously win in the .
end? There are really two dssues ar hand,

Loyou chear? The answer: The DM really can't cheat, You're the |

tumpire, and what you say goes, As such, it's certainly within vour |
xights to sway things one way oranather to keep people happyor,
keep things running smoothly, Irs no fun losing a long-rerm |

jcharacter from getting run over by a carr. A good rule of thumb is
that a character shoulda’t die in a teivial way because of some
fluke of the dice unless he or she was deing something really
stupid at the tme,

However, you might not feel thar its dight or even [un unless

yyou ohey the same rules the players do. Sometimes the PCs geT
Hucky and kill an NPC you had planned ro have around for g long |
jlime. By the same token, sometimes things go against the PCs, and |
disaster may befall them, Both the M and the players take the |
bad wirh the peed. Thats a perfectly acceprable way to play, and if|
there's a default method of DMing, that's ir,

Justus importan un issue, however, is whether the players real-
ize that you hend the rules. Bven il you decide that sometimes its
okay 1o fudge a lintle to let the characters survive so the game can
continue, donl let the players in on this deciston, 1¢'s imporeant to the

«game thar they believe their characters are always in danger Con-
isciously_or subconsciously, if they believe youll never let bad
ithings happen to their characters, they'll change the way they act.
{With no element of risk, vicrory will spem less sweer, Andif there
safter something bad does happen o a character, the plaver may
believe vou're out to ger him i he feels you saved other players
wrhen their characters were in wouble.

When Bad Things Happen to Good Characters
Charscters sutfer setbacks, lose magic items, gain ghiliry score
penalties, lose levels, and die (sometimes repearedly’. Unfortu-
nate events ate part of the game, almost a5 much s success, gain-
ing levels, earning treasure, and altaining greatness. Huar players |
don'r always take it well when something bad happens to their |
characiers. . /

Remind players thar sometimes bad things happen. Chal
lenges are what the game’ all abour. Point out thar a sethack can
be turned into an opporunity o succead later, 1 a character dies,
encourage the other players (pechaps subtly) to have their charac-
ters get the dead character wassed. If this proves not to be an
option, reassure the plaver of the dead charscter that there dre lots
of opportunities in new character types she hasn't ver mied. A
thard somewhere will pen a ballad about the fallen character’s
theroic demise even as the group welcomes her new PC. The pame
Lgoes on,

It's rure but quite possible that an entire party can be wiped out
In such a case, dont lee this catastrophe end the whole game. NPC
adventures mighe find the PCs and have themn raised, putting the
PCs deeply in their debt {an adventare hook if ever there was one),
The players can create a temporary parcy for the purpose of
retrieving the bodies of the [allen adventurers for mising or at least
honorable burial Or, everyone can roll up new characters and

i i

start.anew. Even that's not teally so bad—in fact, ir's an opportu-.
nity for t deamatic change of pace.

ENDING THINGS

Ty not 1o end a game session in the middle of an encounter, Leay-
{ing evervthing hanging i a terrible note to end on, Ir's difficult 1o
tkeep track of informartion such as initiative order, spell durations,
and other round-by-round details berween sessions, The only
exception to this guideline is when you end @ session with a_
celiffhanger. A cliffhanger ending is one in which ghe StOTY pauses.
{just as something monumental happens, some surprising purn of |
evenls occurs, or just as things get good. The purpose is o keep
players intrigued and excited until the next session,

If someone was missing [rom a session and you had her charac- |
ter leave the party for 1 while, make sure that theres.a viay towark |
her character back in when she rerumns, Sometimes 4 clilfhanger

ycan serve this purpose—the PC comes racing into the thick of
(things like the cavalry to help out her beleaguered friends,

Allow some time—a few minutes will do—at the end 1o have
severyone discuss the events of the session. Listen 1o their reac-
tions and secrerly learn more of what they like and don't like.
Reinforce whatr you thought were good decisions and smart
actions on their parts {unless such informarion gives too much
away [or the adventure). Always end things positively.

You may want to award experience points at the end of each sas-
siom, ar you might wait undl the end of each advenmure. Thars up
to you, However, the standard is to give them out at the end of |
each session, so players whose characters go up a level have time |
to choose new spells, buy skills, and rake care of other details |
telated to level advancement,

: e ————
GAME SESSION CHECKLIST

1. Sel up the play area, Even if the game's not accurring at yaur
house, you should set bp things sa thal you're happy with
where you're sitting and where the players ara sitting. You need
ta have encugh raom to lay out your notes and baaks, and so
forth. Make sure everyone can hear and see you.

Z. Make sure everyone is familiar {or refamiliarized) with his ar
her character and the current situation.

3, Geravolunteer ta keep 4 map and/or take notes,

. Determine the marching order of the characlers—in general,
whete they will be in relation 10 each other during the adven
ture, 5o it's always clear who is where. This information can be
written down or displayed with miniatures or counters

5. Describe the initial scene.

B, fsk the players what their characters da.

7. Run thraugh all the events and encounters of the adventure for
that session's portion of the adventure), laking a few breaks as
needed.

8. Bring things to a good stopping paint or a suitable eliffhanger

3. End the sessian,

10, Ask the players what they plan to do next tirme

11, Award experience points. Alternatively, this can be done at the
beginning of the next session, ar ance every few sessions [see
Chapler 7: Rewards),
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haracters, obviously, ave the ptiview of the plavirs, not the Charismal This i the strictest method Ie frequently gener- |
[nmnpgenn Master. That said, however, vou can have 1 lot of ares virtually unplivable characiéss, bar fi-makes high
influenee on the options thar players have when creating scores very spegia .Thnfp,‘&w.r may teroll all ahiliries i her
or advancing their characters, I vou want 1o allow drow ahility modifiers towl - Fenlower, or if she doesn Have
; “and mifotaur PCs, thacs fine, but you might nesd a lirrle any scotes of 12,01 beterr i
fa advice tohelp vou keep such options manapeable. High-Powered Clmgdfhjs: Roll 5da six ‘fimes, dis

* gurding the rwo lowest dicesgach thime. Avranpe as desirad,

OMIL ¥31LdVYHD

e 4 ’ This ix just vight for 2 high'powered game where the
F\BXIL[ | I SCO RES weharaceers nead te be mally, good just g survive The
player may verollall abilities if Tus ability medifiers dont
G EN E R AT] 0 N romal at least +2 av i he doesn't have ar leasr ome gcore of
In addition to the statdard method {op genering ability scores 15 or better. ; _ (]
presented.on page 7 intlie Plager s Handbool: (roll 48, dscard thie The Floating Reoll: Rall 4ds six times, discarding
lowest die, dnd mmange a8 desired), here are eight optional vari- the lowes! dic each time. Orce during this process, the |

ants ¥ou mipht want 1o onsider using in your campaizn; player can reroll chie lowest die instead. Arrange scores

Organic Charaeters: Roll 40 six times, discarding the lowest a5 Jesired This resnlts in slightly better charncters
i + die each rime, I'iu:r.;;_':_prdﬂ (Strength, Dexterity, Constitiution, In- than the defaule midthiod, fflowing players to either
-:ﬁﬂ%g& Wiﬂhmy:uh_dfh%l asrolled. Reroll amp one abiliny tpTove 4 particulady bad seore or rogbtain o very'
of your rheice, tileinig the new wll if irs higher Then swiich any goad scove, For exampla. if the player ralled 4ds and
twor ability scores. This method allows some chnipe bt doaant lera ‘ot the resales 1, 206, and 6 for & scoretof 15, she |
3 player have all ber abiliny scoves exactly where she wints them. A might choose o refll the 1 to see if she could im-

(just like in real life}, gr $he miy hive 3 personal wslént thar isdt . weroll came upoa i) o i
usual in her class (such as whigh Steengeh score for 4 sorcerer, Standard Point Buy; Allabiliries starcae . Take
& Customized Average Charagrers; Rell 3de six times and 25 poinrg i6 speedd aur imoeng sl abilities Eor
artange as desired. This method produces characrars moty like ability scores upee 14, you buy cham on ait-for 1
: average peaple bur sl alltwd customizadion, The Player may basis. For abilities ahove 14, it costs a little mare
i rerall all abi EBJ%MW,‘; i iﬁcﬂmﬂiﬁggsﬁﬂ. erifhe tsee Table 2.4: Potne Costs fior Ability Scores). This, .
4ol doesnt have any scores of 12 i herrer, = N : methoad: allows for maimum customizatioh, bat
. Random Average Characters: Holl 3d¢ six timet und place L yol sheuld expecr each PC w have ur lesér pne. ol
i _WEHS&%.IME&&Mﬂm Intelligence, Wisdom, raally goodseone. S T |
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TaBLE 2-1: ABILITY SCORE POINT COsTS dwarves” among the choices is that it provides players with a,

Ability Paint Ability Point simple choice tight out of the Player's Handboak. They do not have,
Seore Cost Score Cost to ook at any ather source for information about their characier's!
] 1 4 g race ynless they want to, While many players eventually appreci-.
14 2 15 ] e advanced options, a good DM keeps a few choices simple for
1 3 16 1d . those who want to concentrate their attention elsewhere,
12 4 17 13 L 4 To create a new submce, think of 4 specific aspecr of devia-
13 § 18 16 | ton—culture, climate, or physical starare, Then, as youlook at the
i Elayers Handbook descriprion of the standard race, determine whar
Nonstandard Point Buy: Use Table 2-1: Point Buy Costs for) ,changes that deviation would cause to this descriprion. A subrace,
| Ability Scores [rom the standard point buy method, bur the player] | might have different ability score modifications, different free
{ has feswer or more poings for buying scores, a5 shown on Table -3¢ sliills {oru +1 or =2 pacial bonus to cerrain skill chacks), & different
| tavored class, different linguages, or even different special abili
TaBLE 2-2: ABILITY SCORE NONSTANDARD POINT CosTs tes, such as the dwarl’s poison resistance or the elfs skill with &)
Type of Campaign Points Allowed o |
Low-prowered campaign 15 paints Keep in mind that the sandard races have disadvantages to bal-
Challenging campaign 22 paints Lange their adwanages. A subrace should not have a honus o
| Taugher campaign 28 paints L | Strength and 1 negative sdjustment to Charigma without some ad-
| High-powered campagn 32 points I i ditional considerations, since Strength is so much more important,
| | Lhin general) than Charisma, Tnstead, that dwarven subrce ol
| Default Array: Use the following scotes, arranged as desired:| create might have 2 42 1o Strength and 0 -2 10 Charisma if it alsa
15, 14, 13, 12,10, and 8 This method is 2 faster version of the saan- lacks the standard dwart’s darkvision and sronecunning shilities.,
dard point buy method and is good for craating WPCs quickly Alternatively, your dwarven subrace could have +2 (o Strength, +2

1o Constirution, =2 o Dexlerity, —2 to Charisma, low-light vision
RﬁCES rather than darkvision, and =2 10 Climb checks rather than the

stonecunning ability.

|Sometimes, people are poing to want to play cat people; opres, or In general; strive for halance, Balance ap ahility score bonus
{edroww elves instead of the races in the Player's Handbook, The races swith an equivalent ability score penalty {see Table 2-7: Abiliry,
| presented in the Fuyer's Handbook provide a great many options for . Seare Equivalencies). Beplace o skill bonus with a bonus re a dit-
{players to choose [rom, but some UMs want 1o offer more or dif- lerent skill, a free skill with a different [ree skill, and a special,
{forent choices, particularly after plaving the pame for a while, ability {such as saving throw bonuses or darlevision) with an-,
{New choices can please the players and pive your campaign a other relatively equal ability. The range of different abilities and)|
(unigque flavor. An easy way 1o customize acampaign is te change skill medifications is great, so you're on your own in finding the,
vthe races that players can choose from when creating characters. perlect mix for vour campaigh. Look to the subraces in the Mon-

1 i ster Muanval for good examples, and consider the following vari

SUBRACES Arions:

tall, slim hallings are called rallfallows Sylvan elves are reclusive, Subterranean: Underground-dwelling versions of the stan-

tough elves who live in the woods. Mountain dwarves ae. aven dard races might possess darkvision, stonec unning, and a differ

sturdier than their more common counterpars, These offshoots of| ent set of racial enemies. An elf's familiaciry with the bow—a
the standard races are called subraces, | weapan more suited to shoveground use —might change 1o Gimil

The standard DéeD characrer races are divided into subsaces 1o farity with 4 weapon berrer suited to subterranean use, such as the
showease slighe differences in appearance, outleok, end adapta-: hand crosshow

tien. Other than a few minor differences, members af 2 subrace e Aligned: A subrace might lean toward one particular align-

semhble members of the race a3 described in the Players Handbaok, ment, changing its culture and outloglk rather than irs game sti-

Subraces malke plaver choices varied and interesting, bur you tistics. This subrace might have a different favored class ar

might also want to create subraces that age limited ro NPCs only. different lanpuage options.

A good way to intreduce a subrace into the campaign is 1o credte Magicak Deviations that have greater or less aflinity with
(an NPC encounter with the existing characters. By introducing a magic would change favored classes, ability score madifications
Lsubrace a5 an NPC, you demonstrate to the plipers how you sea (particularly to Intelligence, Wisdom, or Charisma), and even spe-
| metnhers of that subrace, Sometimes, plavers are not interested in clal sbilities such as the gnomes free use of particular cantrips,
Lplaying a new subrace but still appreciate its advent as @ new and Focused: Subraces might possess a special attraceion ro build-

interesting aspect ol your campaign. The major subraces for the ing things, desmoying things, theft, kartle, particular animals, sail-

Flayer's Handhool races are found under the appropriste entries in ing, homadic wandering, piety, or virtually anything else that you

the Munster Maral, ean conceive. Such a focus probably changes the race Tivored

You also might choose not 1o allow PCs of subraces, After all, class and skill check bonuses and might alfect ability score modi
subraces rend to Slray from the m‘chetypa] races in the Ff.;g.-'e-r; feations a5 well.

Handbook, and they complicare the atherwise simple (but impor Wild: Less civilized versions of the standard races would prefer

tant) racial choices. Some of those presented in the Monster classes such as barbarian and sorcerer and gain bonnses 1o Wil-

Manugl, such as the drow, duergar, and other evil kinds of eres- demness Lote ar Handle Animal checles.
(rures, might e inappropriate to youwr game. The drow, dusegar, Larger or Smaller; Subraces that are larger or smaller than,

and svirlneblin might also be wo powerful in relation tothe other, | their standard counterparts offer intrigning oprions. Meditim-size,
}-EC race choices. — halflings o Small ebves would use rules and equipment similar w|
| One copsideration you should leep in mind is maintining a thar used by other characrers of their new size. Conceivably, a cam-|
L baseline, You might be tempeed to drop the standand dwarf alto- palpn might bhave Tiny gnomes or Large dwarves, You should be
| gether in faver of o campaign containing deep dwarves, duergar, Lwary of Ting or Larpe characters, however, because they alter the

derro, mouncain dwatves, and any dwarven subtaces you add. The eampaignin signilicant ways (for example, new weapons nead 1o

advantage 1o maintaining a common haseline and keeping "just. be provided for such characters).

i -6 B

-




Agquatic: Underwater (or coastal or istand) versions of the stan-,
dard races might have gills to breathe water, 3 bonus o Swim |

checks, and an affinity with various forms of aquatic wildlife. Races |

unable 1o breathe air are pspally oo lmited for most Campaigns.,
You should also be carelul not to simply make agquatic versions of
every race and crearure, since this rapidly becomes too predictable.
Desert, Mountain, Woodland (Terrain or Climate Types):
Finally, climate can change culture and race to create 2 subrace
better suited for the environment in which it lives {desert half
lings, polar gnomes, and so on). These subraces differ from their
sandard counrerparts mostly in skill check bonuses or free skills,
| Just as with aquarc variations on races, this method of diversifying
fthe races can become bland and oo par for many players tastes it
Uit iz owverused.

TaBLe 2-3: COMMON SUBRACES

Dwarves Ehves

Hill dwarves= High elves*

Deep dwarves Aquatic elves {sea elves)
Derre

Crrow [dark elves)

Cray elves

Wild elves (grugach)
Wood alves (sylvan elves)

Duergar {gray dwanes)
Mountain dwiarves

| Gnomes Halflings
LAock pnomes® Lightfest:
Lavirfneblin (deep gnomes) Talifellows

Forest gnomes Deep halflings
*The standard dwarves, elves, gnomes, and halflings described in
the Player's Handbook,

MODIFYING RACES
Somelimes you may wish to modify one of the common races
ithose available as PCs in the Player’s Handboak?, Doing this is dif
ferent from creating. i subrace, because it means that the entire
comman tace takes on different characteristics. A campaign
might not even use subraces bustill have races modified from the
rules presented in the Flayer's Handhaok.

The main reason you may want ro modify the Player’s Handbook
rices is o give your campaign 4 unigue or a specific feel. For ex-
ample, in some campaigns, dwarves never use arcane spells. In
others, they may be wizened maseers of the arcane arts.

Changes through Limitations
The parameters of a campaign can shape the benefits and restric-
tiens tor playing characrees of various races. Sometimes, in order
tor reflect specific roles that you want mces o play in the cam
paign. you can restrict which classes pach can choose. Limitations
mightinclude any or all of the [ollowing:

* Dwarves and halflings cannot be wizards, sorcerers, bards, .
monks, druids, palading, or mngers.

* Elves cannor be druids, paladins, or monls

® Halt-elves cannot be paladins or monles 1

{* Halforcs connot be wizards, bards, druids, palading or Tangers.|

The fighter class, the clevic class, and the rogue class are never re-,
(strieted. Bach is considered fundsmental toany eulture or race, ol-|
theugh you can of course create your own eXCeptions,

It is perlectly acceprable lor you to say “In my world . . * and
then descrile whatever changes or restrictions you feel necessary.



Be prepared for players to complain if you're denying something guite unbalancing. Even something s seemingly innocuous s
otherwise granted to them in the Ployer’s Handhook for the choices wings should be considered carefully The ability to fly can cir-
they make. You're the DM, and ir's your campaign, Its important, cumvent interesting encounters (particularly ourdeors), and it
however, to make sure that the plavers nnderstand the explans- makes skills such as Climb and Jump meaningless. You should
tions behind these changes so thar they don't feel restricted forna, | net allow such creatures as PCs unless YOu are running 3 partic-
regson, 165 ofren 4 good ided o balance restrictions with extraal-. L ularly high-powered pame.

lowances—such as grearer starting maoney, free slills, or somel |
Lother small consideration, Doing this may seem like bribery, bur,  TABLE 2—4: MONSTERS AS RACES

whar you're teally deing is making a balanced change. i Easy (Few Strange Powers)
Eeep in mind thel sumetimes restrictions can give o concepr. | Race Level Equivalent
{inore meaning. For example, if you croare a new class or prestige | Goblin Mearrmal
\class called the elven hartlemage, von could logically restrict it to Kobold Marmal
-enly elves. (Prestige classes are discussed later in this chaprer.) Orc Mormal
Bie careful nor o limit one race a grear deal mote than another. Habgoblin MNermal
Don't restrict fighter, cleric, wizard, or rogue class selection by race Aasimar Class levels +1
without careful consideration of what effect that restiction might Tiefling Class lewels 41
(have on player satisfaction as well 2s on the logic of the campaign. . Lizardfalk Class lavels +2
pIn a seering in which a race cannot be clerics, for eximple, they! | Groll Class levels 2
pmust be ireligious as a people, A race with no wizards in @ magl-. | Troglodyte Class levels 42
vcal world needs some other character class (such as sorcerers pr. | Bughear Class levels 43
very powerful clevics) ro compensate for thar ahsence, or other| Half-celestial* Class |evels 43
races will almost certainly best them. Half-fiend* Class |evels +3
Cantaur Class levels <5
Changes through Addition and Subtraction Ogre Class levels +5
Moaditying a race by adding or subrracting aspects s just like cre- Minotaur Class fevels +8
ating a subrage, but the changes affecr the entire race. One M
{amay find that darkvision is inappropriate for dwarves in her cam- Difficult (Strange Pawers or Limitations)
Lpaign, while another believes that in his campaign elves should Race Level Equivalent
| never die of old age Half-dragon= Class levels +3
While DMs make such changes 1o givie a unigue flavor o a Werewolf*t Class levels +3
{eampaign, these changes often end up creating problems with Pixigié Class levels 14 |
Uagic or balance. For example, without datkyvision for their Werebeart{ Class levels 14 1
Ldwarves, many players opt to play a different race instead, and Satyr (with pipes) _Class levels +5
Lthose who do play dwarves often eventually feel that they made a Troll Class levels +8
wieng decision by not choosing, say, a_half-ore, Meanwhile, in
the game where the DM chose to make elves immartal, ne sctual Very Difficult (Very Large or Very Special Powers)
gatne balance issues atise, vet the players grow dissatisfied wich Race Level Equivalent
the logical incongruity, If elves dont die of old age. they ask, why, Blink dag Class |evels +4
isn't the world swarming wirh them by new? These problems are| Cigre mage Class levels +9
not insurmountable, bu they show thar r|'.;1|1g¢_~ must be well Urnicarn Class levels +6
thowghe our. Balance raking an sbility away from a race by replac-. Hill giant Class levels +12
ing it with another. Think through lopic problems, and explain *Choose a standard race for the creatuge’s base race,
them away with a reasonable mtionale. For example, elves might **Can't cast Oweo's imesistible donge.
have an incredibly low birth rate and fghr in many wirs apaine fCharacter must be at least 2nad |evel,
evil, keeping their numbers low despite their biclagical immu- t1Character must be at least Bth |evel,

NIty (o aping,
srarting Monster Lovels

NEW RACES Creatures such as ores, kobolds, or poblins make grear PCs; since
[You can give vour players new race oprions either by using creatnres they're humanoid, can communicate, have 1 HD for less), and
LErom the Monster Manual or new creatures of your own design. In don't wield unbalancing special ahilities, These characrers should
-either case, handle this radical change to the campaign with care. be treated normally, with Hir Dice appropriate to their class. Their

level equivalent on Table 2—4: Monsters as Races is “normal;’

Variant: Monsiars as Races. which means thar, for example, a 3rd-level ore barbarian is pretey

While every monsrer in the Monster Manua! has the statistics much the same as any other 3odlevel barbarian. Some kinds af
that a player would need to play, most are nor suirable as PCs. crearures might be restricred from certain classes (no goblin pal-
lable 2-4: Monsters as Races lists monsters that ave easy, diffi- adins, for example), but that's up to you.
eult, and very difficulr o incorporate into a campaign as PCs Other creatures, such as lizardfolk, bughears, and even ogres,,
Use these lists as guidelines, but dont alluw players to play crea- are plso simple to add into an otherwise standard campaign, he-.
tures whe have an Intelligence score of 2 or less, who have no cause they have no special powers. However, they are so powerful|
(way o communicate, or who are so different from ather POx thar their class levels don't accurately reflact their poswer, Only let,
Lthar they disrupt the campaign, (The creatures in the Difficult .a player create one of these powerful characters when you would,
Land Very Difficulr sections of the wble, for example, are too ctherwise allow thar plaver to creare a higher-level standard char-
tweird for moese campaigns,) Some creatures possess strabpe acter of equivalent power. Thus, il you would normally allow a)
Annate abilities or great physical power, and thus are question- player to create 4 Sth-level character, you can also allow him o
able at best as characters (except in high-powered campaigns. create an ogre (with no chiss levels). If you would normally allow
p For example, a hill glanr dishes ourvast amounts of damage, and)| {a characrer to create an Sth-level character, you can allow an ogte

a PC playing a beholder, with its amay of magical powers, is, weith three class levels ar a minotaur with none.




If 9 monster has © Hit The or less, or if it isa template creature rypical minoraue has a Smength score of 19, s0 ity racial abiliey
isuch as a vampire or o lycenthrope; see the Monsts Manpal), it moditieis +8 (19— 11 = 8 Roll the ability score (dde, discarding |
Taust start the game with one or more.class levels, like a regular the low die} and add the racial ubility modifier to get|
character. If o monster has 2 or mote Hit Dice, it can the minotaur PO Strengeh score, {
start with ne class levals For scores below 10, the procedure is different,
tthough it can gain them First, roll the ability score (4ds, discarding the
later), Lycanthropes are a special Lo i), anad compare the oll to the monster's av-
iease, A lycanthrope should spart erage ahility score on
owith at least o nuwmber of class Table 2-5: Monster)
levels egual 1o s animal PO Abilivy Scores for )
formis Hit Dice, A PC lycan- W Strength,
thrope whose class levels ave = Dexterity,
dower than thar is 2 problem Constitution,
because the ability 1o gssume Wisdom, or
the animal form's Hit | Charismal or|
Dice is out of halance Table 2—6; Mon-
with _the characrer's ster PCs' Intel
normal abilites, ligence  Abilicy

Even if the creonure is Scores, For exam-.
jof a kind that normally ple, the minotaur
advances by Hir Dice has g listed [Ingelli-
rather than class levels, 8 gence_score of 7, so the
such as 0 unicorn, a PO [0 plaver_consults that col
{as an exceptionel in- umn on lable 2-6. She then
dividual) can pgain rolls 4ds, dropping the low
class levels racher result, and gets a 100 Checling
ithan Hit Dice the lefi-hand column ong
lable 2-6, she sesc thar her|
minetaur PC has an Intelligence |
score of 6,

The separate tsble for Intelligence|
enzures that no PO ends up with an Inpel- |
ligence score of less than 3. {Optionally, half
are MCs could use the 89 column on Tuble
26 if you wanted 1o apply this featuee to
them as well in vour campaign ) This is im-
portant, because creamires with an lnrelli-
gence of less than 3 are not playable
characters, Creatures with any ehility zcore
lower.than 1 are alse probably not playable,
ittud you should think ewice about Ietting in
any PC with an ability score of less than 3,

Ability Scores
e Monsters
{While the Morster Min-
fual gives ability scores
plora eypical creature of & certain
tkind, any “meonster” creature that
becomes an advenmurer iy defi-
nitely not typical. Therefors,
when creating a PC from the
Muorster Munual, check 1o see
if the cregmure has any oypl-
cal ahility scores of 10 or
higher. 1f sa, for each
score, subtracr 10 (il the
score i= even) ar 11 (if - e e o
the score is odd] 1o ger V. = % s . <A troll tratsed and
the racial al:‘i]ir'll" miodi- - i . hrﬂ-. X ..; ﬁ?#EFPfd‘z"-“-‘&;'ﬁ'rﬁ.
lier. ¥or example, 2 .

TABLE 2-5;: MoNsTeEr PCs' ABILITY SCORES TagLe 2-6: MonsTER PCs' INTELLIGENCE ABILITY SCORES
Dice — Monster Ability Score {Str, Dex, Con, Wis, Cha) — Dice —— Monster ntelligence
Rl 1 2-3 4-5 6-7 &4 Rall 3 45 67 B-8
12 1 4 E 12 16 18 3 i 10 14
17 ] q ] 1 15 17 3 i g 13
16 ] 4 ] 10 {4 16 3 6 E 12
15 1 4 7 9 13 15. 3 & i1 1n
14 1 4 6 3 12 14 3 A ] 0
13 1 3 5 7 11 13 3 5 ;! g
12 1 1 5 7 10 12 3 5 7 a
" 1 | 5 7 a 1 3 5 7 g
110 | 2 4 & 5 0 3 4 6 ]
L9 1 2 4 3 i g 3 4 f ]
| & ] 2 4 3 i 3 3 4 B 5
L7 | ] 3 § 5 7 3 3 5 7] |
- ] | 2 4 4 [ 3 i § &
H 1 ] 1 3 3 5 3 3 5 5
4 1 1 ] i F i 3 ] 4 4
| 1 1 1 1 1 1 3 3 1 1




Other Sratistics for Monsoers
Creatures with Hit Dice of 1 or less have normal, class-based Hit
[ice and features. Those with 2 or more Hit Dice have statistics
based on these Hit Uice plus those for class levels (il any).

For example, an ogre with no class levels has 418 HT, 2 basc,
attack bonus of +3, one fear, and 8 skill poines {plus Tnrelligence,
medifier). The fivst KD is rreared as maximum, giviag her 8 + 3d8

|+ iConstitution bonus X 4) hit poinrs.

A creature with no class levels has the seandard Eear for a cres-
cmure ol its kind, A ereatuee with elass levels has cquipment worth,

| an amount based on the romal of those class levels (see Table 2 24:
| Starting Fquipment for PCs above 151 Level ),

Lxperience for Monsters
A creature with only class levels, such as a PC ore, gains XF nor
mally. A creature with class levels plus monsver levels, such as an
pogree, has a characrer level equal to his monster levels plus his class

| levels, A creature stares with the minimum number of XP required |
{10 be his level When ereatures gain levels, they add class levels, ag)
{ in.the multiclassing rules in the Mayer's Handbeok (with the mon-|

srer clase considered their favored class).
For example, a PC ogre with no class levels could enter the
falre when any fotnal fth-level character would be allowed, The

Plager's Handbook as examples and guides. When in doubt, make,
the new cace like one found rhere. Mansters in the Monsler,
Marual weren't created to be PC races and shouldn't be used i)
maulels for gnything orher than monsters and MPCs, 1 you want.
_to ereate a carlike race with a preat Dexterity, look to the elves as
Lan example. They gain a +2 bonus to Dexterity but suffer 2 -2
| penalty w Constitutien. For having such a great bepefit as height
ened Dexterity, the cat people should have 2 commensurate
penalty as well.

. Herels an important secret: Mot all of the ability scores are equal.;
Motice, for example, the halforc wich a penaloy in Intelligence)

and Charisma buta bonus only in Serength. That's because neirher
a penalty to Intelligence not a penalty to Charisma by iself is

equal tp a bonus in Smengrh. 1o renuen o the cat peeple example:,

Dexterity i alsn a very imporrant abilitg and thus a Dextedty|
bonus could not be balanced by a Charisma penalty alone unless
L some other deswback were added as well,
In general, the following rable demonstrates appropriace penal-,
Lties 1o match equal bonuses. Wotice that somerimes the bonus/,

Lpenaley trade-ofl doesn't always worle both ways, For example, a

bonus in Seeength is rowghly equal toa penalty in Constimurion, but
a bonus 1o Constitution is not equal 1o & penalty in Strength.

ogre |:~|:gi|:1£- at 4th level (because she has 4 Hit Dice) with 6,000 TABLE 2—7: A.BILIT'r SCGHII-: E.Q.I.,II\I'A.LEN.I_'JES

XF (just enough ro be 4th level—see Table 3 2 Experience and

Level-Dependent Banefits, page 22 in the Flayer' Handbook:,
L Dince the ogre earns another 4,000 XP she becomes sth level, and
Lihe adds a 1se-leve] class,

Rpleplaying Mondters
Many of the creatures in the Monster Manual are evil, Not onlv are
| these creatures going o have a difficult dme in standard serrings,
Lsuch as human cities, but evil PCx might not be what you wanr for
Lvour campaign. However, it's Gairly easy oo justify how o monster
whose kin are evilmight be neurral ov even good in alignment. See
if any of the following backpround options sppeal to your player
and fir inwirh his characrer concept

Reared by humans, elves, dwarves, or another nonevil race.
Saved from a horrible fate by good-aligned crearures
Individually repentant.

Disillusioned by evil,

(3n the run from evil creatures,

Mapgically aleered or geased,

Most WPCs assume that monsters are evil, regardless of the char-
acter’s actual alignmenr. Within a human ciry or an elven wwn, a
L goblin or a troll is going to be leared, loathed, or—ar best—dis-
| trusted, Decide for voursell how much vou wane eo stross the diffi-
Louley of plaving 2 monster in civilized areas. The plaver muse
| decide just how bestial or sophisticated he wants to play the mon-
ster character, and how reue 1o the monster archetype the plaver
wants to cling, He may ook o vou for puidance, so be prepared
ahead of rime regarding these issues as well. Do vou want the ming
vaur PO o be gleefully terrodaing the little folk or ro be struggling
e fit in with humuans?
Remember that whats good for PCs is pood for KPCs. MPC
monsters can have :'.]:r.lisu;'s, {:x-:;ep‘rlon,ul ﬂbl]l‘l.’?’ SCOLES, and maxi-
mum first Hit Dice as well,

Creating New Races
| While the creatures in the Monster Munual make for interesting
L PC racial chedces, thats not really whar they were made for. Most
{were made 1o be opponents for the PCs (which is why they're
. monsters) Thus, some DMs may wanr to creare new races made

primarily for giving playess new options. )
Crearing new races is difficult, In peneral, use the races in the,

Ability Score Bonus
Strength

Abllity Score or Scores Penalized
Dexterity

Constitution

Intellipence and Charisma
Intelligence and Wisdam
‘Wisdom and Charisma
Strength i
Constitution

Intelligence and Charisma

Intelligence and Wisdam

‘Wisdom and Charisma

Dexterity

Intelligence

Wisdam

Charistma

Wisdam

Charisma

Intelligence

Charjsrria

Imtelligence

Wisdom

Crexterity

Constitution

Intelligence

Wisdom

Charisma

OF course, theres nothing really wrong with penalizing a more
imporrant score than the one gering the bonus, You could creare a
frail race of kindly, beautilul crearures with a +2 Charisma honus
and a—2 Strengeh penalty, butbe aware thar most players will not
]}1:11.’ such i race. Some might, however, and that’s for you to judge_
Heter o C]l:l;:lIEL 1 Dunpeon Mastedng if vou think you have
intmduced somerhing inro your game (in this case, & new rice)
thar was a mistake because it was either overpowered or not pow-
erful enough.

Basically, the same sorrs of puidelines thar you must consider
when creating subraces or using monsters as races apply 1o crear |
ing hew races, Bewane of special abilities, pardenlarly movement-|
orcombat-related ones, Remember thar size changes many aspects)
of a chamacrer, Benefirs should be balanced with drawbacks, Fav)

L strict attention to culture and enviconment for ideas on how ol

shape the race, i
An interesting avenue you may wish to examing regarding new,

| race rearion is the ideg of J}ul['-b:etm] races. The Player's Handbook
Laleeady presents the halfelf and the half-orc, The Monster Munual

gives rules on hall-celestials, half: dragons, half-fiends, and more
mixed races such as the planewuched (ausimars and Heflings)




i i ¥ i A
Half-ogres, half-wrolls or elf-orc, ore ogre (orog), gnome Special abilities are somewhat more complex to alter, Always,
halfling, or orc—gablin crosshreeds are all inreresiing possibilities have a concept with strengrths and wesknesses in mind—— dont)
for PC races. ¥ou may wish ro rule that seme crosshreeds are im- just try 1o create the class thar can do everything. Remember that)|
possible or unfeasible, such ss dwarf—elf, helling—human or while the paladin has a lov ol special offensive, defensive, and heal-|

ghome-ogre, That's strictly up to you. \ing abiliries, she has neither access o attack spells nor any way 1o
+ _sneak around. The wizanl is a great spellcaster bur has poor

('* l A .q S 'ES | jcombar abilities. Consider making a swashbuckler togue with no

cability fo sneak attack bur more combar- and mevement-oriented

A OM should consider carefully the classes in her world, lor they feats, or a druid with fewer spells per day but the capability o,
define the people who live there. Presenred here are ideas for,  shapechange more nften, . i
modifying Flayer's Handbook character classes, for special prestige Remember, however, if vou have created a varianr class with |
(classes, and for NPC classes (which represent everyone whe isn't snealding and subrerfuge capabilivies beteer than the mopue, or
cquite a fighter or a sorcerer but who stll needs some sort of game combat-oriented class more adept at combat than the fighter, you
mechanics treatment), have pone asrray. Varants should exist for vatlery and aver, not 1o
ourshing the standard classes. The other point o retmember is that |

MODIFY] N'G CHA MCTE R {[ ASSES making o class worse at something it's already bad at is nor neces
{Imagine the desert knife fighter, a fiphter with & limitad csarily a balancing factor. A wizard with & worse attack bonus or a

vweapen selection but early specialization with a knife. Ora fire] | restriction against taking combat-oriented feats really isn't thar,
dmage. a wizard with particularly poten fire spells but no acgess,. _Lmuch worse off than the standard wizard. (She wasnit likely to por,

toany spell urilizing water, air, or earth. Or a wartior-priestwho ! involved in meles if she could help icanyway ) Dungeon Masters

funcrions like s elerie, bur with a fghters weapon selection and | who are real sticklers for class balance might want ro avoid modi-|

attack bonus, fewer spells per day, and no access to heuling fying character classes altogether. Irs difficult, and the problems it

spells. creates don't usually make themselves evidene unril the changes |
I youre like most DMs, the character classes in the Flayers are already in play.

Handbook are exible enough o fit most any niche or need, par
ticularly with the: possibilities of multiclassing, the variery of Avoiding the Pidfalls

Jfears and skills, and facers such as school specialization for the barbarian and the figheer classes show the difficulry in bal-|
jwizards and domain selection for cletics, If you wan to create a lancing character classes. Both exrel at cambat but do sa in differ-|
peampaign vich with relipion and divine influence, where just ent wiys. The fighter gains more and more combar feats and |
\ahour everyone has deity-granred powers, you don't have 1o over: specializarion, while the barbarian attains his PronEss in Tempo-,
thaul all the existing classes. Instead, you can just say evervone lor mary bursts of rage. Tuke a look ar the bonuses and modifications,|
cmost everyone] in that society multiclasses so that they possess ar that each gets. Even though their attack bonus progression is the |
least one level of cleric. You can rule thae in such 2 world, clerical same, 3 tighter with well-chosen feats ourshines the barbarian, |
Jmulticlassing has no penalties, and evervone can do it for free (no even ene in a Tage (Once out of his rage, the barbarian’s not even
XP penaltes). i close.) This siruation is balanced by the other special advantages
Thiz means, of course, that vou have medified the class system the barbarian has: an increased movement rate, more skill poines,

sliphtdy. Further modifications eceasionally allowr o DM o create a greater selection of class skills, uneanny dodge, and a more gen
slightly different classes either for variety or 1o fill a niche creared, ercus Hit Die type. All of these aspects need to be considered
in her owen campaign. Various aspects of o class—such as Hit Dice, | when measuring the balance of a character class,

base artack bonuses, or spells per level—are easy o change, How- | When modifying a class, always take the ollowing steps

ever, even though the numbers are easy to change, you should be |

aware of the implications, A rogue with a Bgheer’s arrack bonus is 1. Look to see which standand class seems ta be most like the end
better than a regular rogue unless her gain in this respect is affser result that vou want (o create,

by some loss elsewhere, Likewise, a wizard with more spells per 2. Look to sec if anorher class has special abilities thar can be
day is also unbalanced in regard to other classes withour some sig- swapped in exchange for something thar this class has in order
nificant drawhbaclk, b ereate what yon want,

BEHIND THE CURTAIN: WHY MESS AROUND WITH CHARACTER CLASSES?

The standard character classes fit into virtually sverpone's campaign, Sometimes, however, players come to you and say that they like a cer-
They'te flexible, and skill apd feat selection allow them to be truly cus-  tain class, but they want to change a single feature or two, Michele
temizable. Mast character concepts can be covered using the classes  might want to play a ranger with no desire to obtain more than one
as wiritten, Madifying classes is mostly a tool that you can use to tailor  favared enemy. She wants to play a beast-slayer, and her character hates
things ta best fit your campaign. It shouldn't come up that often, since  dire walves. She's alsa interested in the paladin's warhorse. You can
s rarely necessary, decide, as a DM, that it's acceptable to trade those ranger abilities far

DMz who create their own worlds may find the classes need some  the paladin's mount, In fact, you might decide that it's net a fair trade,
focusing to make them specific to a particular campaign. If, in develop-  and that Michele’s character can have the detect evil ability as well. (She
ing your own world, you design a culture steeped in 3 long-standing s, after all, giving up an ahifity usable al 1st level as well 35 one that
hatred of magic. you might alter the fighter to be a demonslayer and give  comes Into play later for one that she can't achieve until 5th level }
the class a limited weapon selection and special feats that werk best  Allowing a player to play the character she wants to play |s always a
against outsiders. The ranger might become & wizard-hunter, the cleric  desirable gaal, Sure, sametimes it can't be ackieved—the player asks
could be a protector with early access to dispe! magic and various defen-  for toe much, or what she wants doesn't fit with your campaign—but
sive spells, and all PC classes might be imbued with the ability to use  the effort 1o accommodate reasanable modifications s almost always
datect mage once per day, warth it




3. Look moall the other classes and march the newly modified class
against each one, taking into account the following;

® Hir Dice

Base attack bonus progression

Base save progressions

Skill poines .
Clazs skill lisy, including exclusive skills

Weapon and armot proficiency |
Spells per day !
Spell list selection

* special class feanizes

Me class should excel beyond another overall. Fay particular at-
tention to special class fearures and speils,

spell Lists for Variant Spelicasters
L One faicly easy way to modify an existing charactér class or, inl
jellect, invenr an entirely new one is to modily the spell list of 4]
tspellcasting class, Sometimes altering spell lists may seem lile |
mixing and marching the specialey school of a wizard or domains.
of a priest. And rhat's not enteely incorrec. Priests with radically
different domains or tore different specialist wizards can seem like
entirely different classes sometimes. Alrering the mix of spells in
a spell list, however, can modify classes to an exrent timpossible
(with just specialization.
- Swirching spell level for various spells, so that the modified ¢lass
thas, for example, faster access to illusion spells bur deesnt ger key
revocation atrack spells undl later can creare an interesting variane
(e wary of this method, The spell lists and the levels assigned to
{them were designed with a careful balance in mind. Switching a
ispell up or down mere than a single level is probably a had idea.
(Ihont assume that all spells carey equal weight, either. Making fire-
{ball and fv 2nd-level spells on a spell list and then pus]li.t:g ACE ERVLS-
Lebility and magic moulh up o 3rd level 1o compensate isunbalancing,
While s amvinbility and magic mowth ave hoth useful spells, they
dont present balance issues as obvious as firchall (the first significant
multiple-target damage spell} and fly (often the difference between
avolding an encounter ot not), When mading spells up or down in)
level, do so with a theme in mind. A caster might he great at divina.|
dons and enchantmenes b poce st any spells with abvious, dra-|
matic eflects. Or he may be particularly adepr at healing bue not a5
good with spells that offecr emotions or minds,

Even if you caretully balunce the spells vou incresse or decrease
in level, you're likely ro make a spelleaster more powetful. For in-
stance, firchall and hghtning boll are roughly equivalent spells, but
if you ceeate a variant spelleaster with lightning bulf as 1 2nd-level

cspell and fivehall as a 4thelevel spell, that charscter is more power

Lful than the wizard or sorcerer it was based on.

+—The most obvious way o create new spell lsts is to take spells

{frem the different classes and miv and match, If you combine
spells from twe classes, you create an interesting but potentially
unbalanced new vartant class. Beware the allpowerful hyvbrid: a
class wich the firepower of 1 wizard and the healing capacity of a
cleric. Domt simply pick the best spells from all the lists and give
them 10 a single caster. As with switching spell levels, a theme for
a brand-new spell list helps balance ir {especially a theme with
both strengths and shortcomings). The new spell lise might be
strong on offensive spells but lacking in defensive magic, or great
with healing and divinations bue lacking in movement-relared

pnnd alterarion spells, Casters with access o spells from two differ-

fent classes should generally have fewer spells available than either

tofithe original classes. Versatility has its price,

¢ Classes for whom spellcasting is secondary—such us the
ranger, the paladin, and perhaps the baed— offer an even greater
opportunity for manipulation, since their listz are smaller and,
thus more eagily shifred. Subtle changes, such as the paladin of a/

deiry of healing with all cuting spells, or 1 beastmaster ranger,
with enly animal-related spells, are fairly easy to create. Greater!
changes ate also possible, such as the divine bard (the canror),
whose spells are all taken from the cleric list

The Witch

{Hete's an example of creating a new spell list for a varianr spell-
casting class: the witch, A staple of fantasy liregaiure and Fairy
tales, the witch dabbles in many rypes of magic—minar illusions,

.spells dealing with health or life, nature-based magic, simple div-,

linaticns, and spells that alier the shape and sppearance of
things—but excels at just a few:. Hence, her list is somewhar Hm-
ited, but it coneains wizard, cleric, and druid spells. She uses the
sorcerer’s Spells per Day table (see Tahle 3-16: The Sorcerer, page,

49 in the Flayer's Handbook, and her spells are based on Charisma,
This spell list is designed with these considerations in mind:

Cure Spells: Only the weakest of these, and the witch doesny
{have the cleric’s ability to cast cure spells spantanecusly, The witch |
Jisn't hlessed with a clerics {or druid’s) plethora of healing spells,,
but she can offer a lule aid to those she favors,

Mlusions: Only through the middle levels, The wirch can trick

her fors; bur ot o the excen that awlzaed can.

Divinations: Only the soadghtforward divinarions, such as
clacrvayance and sery, and not even all of them,

Charms: Many. A major niche for this caseer.

Form-Changing: Ancther strong point for the wirch, From
change self o shapechange, the witch has most of the spells relaring,

Lo changing her (or someone else’s) form. i |

Nature: From speaking to animals to controlling the weather,
the witch dabbles in this type of magic, if for no other reason than.
she usually lives a secluded life in the wilderness. |

Flashy Spells: Anything from a lightring holl ro 2 wall of fire to|
Bighy's hand spells is right our The witchs archetype doesnit S
gest overt arrack spells or spells that create massive magic con
structs. She doesn't summon monsters, place wards, or telepart
[from place ro place. Her magic is subtle,

Miscellaneons: Spells such as whispering wind, Lesmund’s tiny
hut, bestows curse (and a few ather curselike spells), and a fow com-
mumnication spells round our the list, For flavor, the firse six levels
of the witch’s spell list each have thirteen spells.

Witch Spell List

The wirch chooses 1 have access o one of the two spells marked
with an asterisk (). Of the asterisked spells, she cannot cast those
ol an slignment opposed to her own.

0 level—arcane mark, cure miner wounds, dancing lights, daze,
delect magic, deteel potson, flave, ghast sound, light. mending, read magic,
vesiatare, sriue.

ist level—vause fear, change self, charm person, command, com
prehend languages, cure light wounds, doany, endure elements, byootism,
ideralify, mlent triage, sleep, venbrloquism,

2od level —alter wlf, bindress/deatness, caltm emotion, cure tioder
ate wounds, delay paison, detect (houghts, enthrall, inuisibility, focafe
abject, minor uimage, soare, speak wille gnimals, whispering wird.

Ard level—bestow cuerse, dairvgpanceclarrandience, condagion,
creale fond and water, cure blindness/deafness, dispel magic, Leaiund’s
by huat, magic civele against chags/law®, magie circle against evil/gond®,,
spestral force, swggestion, tomgues, wirter brouthing, el

4th level—charm munster, discern lies, dnanation, crodion, fror!
gront vermin, locale creature, minar crealion, neutralize_poisor, paly-1

crnorphather, polymorph self, remouve curse, scrpng, |
sth level—advanced illwsion, attraclion, arimal prowth, avoidance,
dream, fechlemingd, prealer command, greater servmg, magic far, e,
Lireation, mirage arcend, mighbsar, seming
ath level—ammate, eyebite, find the path, gens/uest, heroes' feast,
} III-'EE.'IIPI-..IIIE'FR. s suggestion, muslead, project imeage, vepulsion, Tenser's
transfarmalion, brue seeing, weather contml,




7th level—crecping doom, finger of death, insanity, hueoak, repel Creating Prestige Classes

wid, Irminsport via plands,

gth |E1"E1—m1||:;-\1tJJ;-‘,-'::Hrluulﬂn-_ discern Jacation, hovreid iwilting,
palymorph any object, prophesy, trap the seul,

oth level—earthquake, fivenght, refuge, shape changs, wail af the.

banshee, weird,

(REATING NEW CLASSES
|Of course, it's possible ro create entirely new classes, or rather, to
caleer existing classes so drastically that thev're no lomger recopniz-
\able. For example, you could make the following adjusrmens 1o
\the ranger:

# Limit his weapon selection to resemble the rogues list of
weapon proficiencies.

* Change his favored encmy ability so that he gers it only ence
and the bonuses come inge play whenever the character fights
undead.

{* Give him the rogues sneak attack, bur change it so that its,

usuble against undead (and only against undead).

* Change his spell list so that it consists of spells thar deal strice- |

by with undead or that are used for subterluge and sneaking.
* Atdrdlevel, give him the paladins smite evil ability, usable only
against undead,

Now the class is the undead stalker, a stealthy chavacter skilled in
{rracking and slaving undead.

This method of mixing and matching abilities from different
jelasses is the best way o go should you want 1o create an entirely
{new class. Ir glves you a starting poinr and an ides of what VoL
should and shouldn't do to creare a balanced character.

PRESTIGE CLASSES
i the City of Grevhawk, a shadowy guild of hired killers wiclds
power and fear like deadly weapons, Qnly the most rothless and
et subre women and men can join the guild as members. These
assissing must pass rigorous teses and mials w prove their worth,

so that they may learn the art of dealing death as anly assassins.

can. Meanwhile, far to the south, o small. seeret cabal af spell-

casters called loremasters practive their arts of divination and |
focus om rheir deep srudies. Only the most ralented and deeply in-|

guisitive can join their mystical ranks
Asgassing and loremasters are aumong the many types of prestige
classes, Characters whe qualify can choose 4 prestdige class as o mul
class to pick up as they advance in level, Taking a prestige class does
not lncur the experience point penalties normally associated with
multiclassing. Prestige classes allow DMs o create campaign-specilic,
jexclusive roles and positions as classes, These special roles offer abil-
{ities and powers otherwise inaccessible 1o PCe and focus them in
wapecific, interesting directions, A charscrer with 2 prestige class is
more specialized yer perhaps slighely berrar than one without one.
A newly ereated, 1at-level character cannot be & member of a
prestige class. Abilities granted by prestige classes are inappropri-
ate for tsrlevel characters. Prestige classes are acquired only by
meeting the requirements specific 1o each example. This almose
always requires—in effect—that a character be ar least mid-level
tsay, around Sth or ech level) Additionally, the character must
meet nonrule-related requirements in-game, such as group mem-
bership fees, special training exercises, quests, and so forth.
Allowing PCs access to prestge classes is purely optional and
vilways under the purview of the DM, Even though a few examples
jean be found below, presrige classes are idiosyncratic 1o.each cam-
‘paign, and DMs may choose o nor allow them ot to use them anly
{or NPCs,
i Dungeon Masters should use prestips classes as a tool for world-

building as well as s reward for achieving high level. They set char- |

acrers in the milien and put them in the context of the warld,

Preztige classes ave like regular classes, except thar they have re-|
guirements that must be met before one can amain the class,
Reguirements vary, but here are sume general rules. Most|
.characters should have a chance of working roward qualifying,
{Thus, class or level should never be used 15 a requirement, A
prestige class based arcund being the champion of Heireneous,
for example, wouldnit require a prospective member to be 2
fighter or a paladin of a given level, although those might seem |
ithe most sppropriate candidares. Instead, the prestige class,
might require u base arrack bonus of +&, Thus, fighters and pal-
adins at th level could rake up the prastige eluss, but clerics and
rognes could qualify ac 11ch level and wizards at 16eh level, This
requirement then encourages certain types (and levels) of char-
acters bur precliudes none. .
Sounetimes, however, prestige classes can be created 1o be more
(discriminaring, A gnome tinkerer prestige class would require
Lthat the qualifying cheracrer be a pnome. This sorr of restricton
Uurther develops the differences in races and helps quantify the,
pzame world in very tangible ways.
Examples of good requirements include any of the [ollowing:

Race

Alipnment

Rase artack bonus

Number of ranls in a specific skill

Specific feats. including specific wespon proficiencias

The ability to case divine (or arcane] spells =
The ability 1o cast a specific spell ,
Specific special abiliries such as sneak atrack (with o cermain !
number of dice of additional damage), eurning/rebuking on-,
dead, or evasion

Should a chavacter find herself in o position tchanged alipnment, |
lost levels, and so on} where she no longer meets the requirements
of a prestige class, she loses all special abilities (hut nor HD, base
attack bonus, or base save bonus) gained from levels of the pres-
tige class.

Prestige classes should ofler a number of special shilities, in-
cluding at least some not available in any other way, Qualifying for
a prestige class is difficolt, and advancing levels in the new class is
a sacrifice, so the rewards should be subseantial, When designing
i prestige class, look 1o characrer class special abilities and use
them, modify them, and build upon them for puidelines. A pres-
rige class should be at least as beneficial and I_\|_1-,ug_~r|:_-.1| a5 1 normal
charseter class and—il the requirements are high—it might even
be more powerful, Always balance the power of a prestige class
with its requirements, If the reguirements are such that a parricu-
lar prestipe class is not available o characters below 10th level, ir
can he better than one available to characters at sth level. (Six ex-
amples of prestige classes follow this secrion.)

Lise prestige classes to establish and develop the following
themes in Four campaign. ]

Bacial Distinctions: Each tace might have a number of differ-
enr prestige classes, ranging from dwarven smiths ro halfling
sconts o elven warror-poets.

Cultural Distinctions: |f the Torrashi barbarians of the Trigid |
north dde wolves and worck with them on their hunts, create a |
prestige class fwolfriders) thar allows a character 1o speak with and |
befriend wolves, ight on woltback, und 5o on, |

Religious Orders: Conceivably, every religion in your cam-|
paign might have 4 prestige class based on being the champion of|
i specific deiry |

Guild or Group Membership: Joining the Band of the Blade,

{the Slayers; or the Mage's Cabal provides allies and other benelits
for these who qualify, making chis an obvious way to install a pris-
tige class specilic to your campaign.

gy




TABLE 2-8: THE ARcANE ARCHER the skills Balance, Climb, Escape Artist, Hide, Jump, Move
Base Silently, Pick Pocker, and Tumble,
Class  Aftack Fort Ref will Enchant Arrow: Al st level, every nonmagical arrow an|
Level Bomus = Save  Sawve  Save  Special arcane archer nocks and lets fly becomes enchanted, gaining aj
1st +] ) +2 +0 Ench ant arrow +1 | 1 unl‘lﬂﬂfemen[ |_‘;-|_1]'|_|_|;-|__ Un]j_ke I.':I]ili'.',j.l_' WERpOns F‘TIL'J.‘.Iﬂ.l'I.lEL'i. 'h:r.
Znd +2 £l +3 -0 Imbue arrow \. normal means, the archer need not spend experdence points or
ird +3 i3 +3 +] Enchant arrow +2 | pmoney o sccomplish this tesk, Howewver, an archer's migic
dth 4 +4 14 +1 Seeker arrow : arrows only funcrion for ber. For every two levels of arcane
Sth £5 +4 +4 | Enchant arrow +3 | archer the character advances pust tst level in the prestige.
JGth +6 5 +5 12 FPhase arrow I cclass, the magic arrows she creates gain +1 preater potency (<4
th =7 +5 +5 +2 Enchant arrow +4 2l st level, +2 at 3nd level, =3 at 5th level, +4 at 7th level and < 5
&th P8 -G +8 z Hail af arrows ar gth level}.

ath +9 -6 +6 +1 Enchant arrow +5

! Imbue Arrow: At 2nd |1‘:'i.-'E'_|| an arcane archer Elins this \_.F._l”_.
10th +10 +7 o +3 Arrow of death

like ahility, allowing her to place an area spell wpon an arrow,
When the amrew is lred, the spells area is contered upon

Arcane Archer i ] [} where the arrow lands, even if the spell could nor-
(Master of the elven warbands, the .q‘ Fi mally he
| arcane archer is 8 wardor skilled in . centered
|using magic te supplement her " An only on,
{combat prowess. Bevend the woods, arcane archer e CARTRE

arcane archers gain renewn throughout
entire kingdoms lor their supernatueal
accuracy with a bow and their sbilinr 1o
imhue their areows with magic. In a group,
lhl:'}' can sivike fear into an entire Enemy
ATy,
| Fighters, rangers, paladins, and barbarians
{become arcane archers to add a livde magic
Lto their combat abilities. Conversely,
[wizards and sorcerers may take
_this prestige class to add combat ca-
.pebilities to their repertoire. Monks, cler-
des, druids, rogues, and bards rarely
become arcane archers,

WPC arcane archers ofren lead units of
normal archers of form small, elite units formed
entirely_of arcane srchers. These units ae_one of the
prime raasons thae the elves are so feared in hattle,

Hit Die: d&,

This abifity allows the archer
to use the bow's range rather than
the spells mange, It takes a standard
action too cast the spell and fire the arrow;
The arrow must be fred in the round the spell is
citst, of the spell is wasted.

Seeker Arrow: At 4th level, the arcane archer can)
launch an areow once per rl'm..-' ill & larget known 1ol
her within range, and the amow wravels o the
targer even arownd corners, Onlby.an unaveidable |
obgtacle or the end of the arrow’s range prevents,
= ) the arrow’s flight, For example, if the rarget is within,

! a windowless chamber with the daor
closed, the arrow cannot enter This
ahility negares
cover and concesl-
ment modifiers, bul
otherwise the
artack ie rolled
normally This is
g spelllike ability. (Shooting the
arroe iz part of the acrion.)
Phase Arrow: At 6th level, the arcane archer
4 can launch an arrow once per day ata tazger known
o her within tange, and the arrow travels o the
o % target in a straight pach, passing through any
nonmagical barrier or wall in irs way, (A wal) of
force, 2 wall of fire, or the like stops the arvow)
This ability negates cover, concealment, and
even armor modifiers, but otherwise the arack is
rolled normalle This is a spelldike ability (Shooting
the arrow is parr of the action.)
Hail of Arrows: In lieu of her vegular amacks,
once per day the Sth-level arcane wrcher can fire
b an arrow at each and every targer within range, toa max-
:;I—..-wﬁ #HF  dmum of one target for every arcane archer level she has

Reyuirements
Te qualify to become an arcane archer, @ character
st [ulfill all the following critets,

Race: Elf or half-elf

Base Artack Bonus: 16

Feats: Weapon Focus (any bow other than a cross-
bow), Point Blank Shot, Precise Shot

Spellcasting: Ability to cast 1st-level arcane spells,

"
Class Skills

{ The arcane archer's class skills {(and the key abil
ity for each skill) are Craft (Tnr), Hide {Dex,
Intuit Direction (Wisk, Listen (Wis), Move
Silently (Dex), Ride (Dex), Spot (Wis), Lise
Rope {Dex, and Wilderness Lore {Wis) See
Chapter 4, Skills in the Flavers Handbook for

skill descriptions. i 0G0 earned. Each srrack uses the archers primary arack bonus, and |

Skill Poinrs at Each Level 4 + It mod ifier each enemy muy anly be targeted by a single arvow. This is 2
spell-lile ability,

Class Features Arvow of Death: At 10th level, the arcane archer can enchant an

(Al of the following are class features of the Y . irvout of death that forces the target, if damaged by the aprows,

arcane archer prestige class
Weapon.and Armor Proficiency: An

acrack, to make a Fortirude save (DC 200 or be slain immediataly 1
takes one day to create an arrow of death, and the arrow only func-|
Larcane archer is proficient with all simple ctions for the arcane archer who creared ie. The enchantment lases
and martel weapons, light armor, medivm [no longer than ane year, and the archer can only have ane sich
armen and shields. Note thar armor check | arrowinexistence ata time.
penalties for armor heavier than leather apply w




ASSASSIN shill), and Thse Rope (Dex). See Chaprer 4: Skills in the Playvers)

The assussin is the master of dealing quicls, lethal Blows, Assassins Handbogh for skill descriprions.
also excel at inflleracion and dispuise. Assassins often function 25
spies, informants, killers for hire, or agents of vengeance, Their Skill Points ut Each Level 4 + Int madifier,
training in anapomy, stealth, poison, and the dack acts allows them, |
to carry out missions of death with shocking, terrifving precision. | Clase Fearures
Rogues, monks, and bardic assassing make for the classic L tAllof the following are class features of the assassin prestize class.

(shulking gssassin in the shadows with 2 Blade carre-
Jing certain death. Fighters, ex-palading, rangers,
druids, and barbarians operate s wartior as-

Weapon and Armor Proficiency: An assassin’s
weapon rraining focuses on weapons suitable for |
stealth and sneals avtacks, Aszassing are proficient.
Jaussing, with as much ability e kill in A aisaisin with the crossbow (hund, lighr, or heavy),,
jcombat a5 [rom the shadows. Sorcerers, dagger (any type), dart, Tapien sap, shorthow
wizards, and clerics may be the most = i \os, {normal and composite), and short sward,
terrifying assassing of all, for with - s e— Assassins are proficient with lighy,
their spells they can infilrrare and - ' Wl W Ay armor bul ot with shields. |
slay with even greater impunity. 1 Viget s Mote thar armor check
As NPCg, assassing work in guilds gy L penalties for armor heav-
wor secret societes found hidden 4 { . M = ier than leather apply to the,
i citdes or based in remote skills Balance, Climb, Escape,
orteesses in the wilderness, Artist, Hide, [ump, Move Silenily,
Svmetmes they serve more pow- | Fick Pocket, and Tumble, and thal
erful evil charseters singly or in a carrging heavy gear imposes a
group. Occasionally an assassin | check penalty on Swim checks,
works alone, but only the mose 0% Sneak Artack: If an assassin can
capable ave willing g operate with- catch am opponent when she isunalile
out any sort of support or backup, 1o defend herself effecrively from his attack,
Hit Trie: de, be can serike o vital spot for exira damage, |
Basically, any rime the asssssins tacget|
wollld be denied her Dexteriry bonus )
| _AC {whether she setially has 3 Dexger- |
ity homas o not), the assassins amacl |
% deals +1dé points_of damage, |
' This extra demage increases by,
+1de poitus pvery pther
M level (12ds at and
lewel, +3d6 ar 5th
lewel, and so on)
Should the assussin
| score o critical hit
I with asnealearmack,
this extra damage
is net muleplied,
Tt takes precision
- and penetration to
Wk 7 ege hir a viral spot, so

| W
Rigquirements ‘
T qualify 1o becomne an assassing &
icharacter must fulfill all the following
Leriretin,
Alignment: Any evil,
Move Siicnrl_jf: 8 ranks.
Hide: & ranks,
Disguise: 4 ranks,
Special: In addition, he
must kill ssmeone for no
other reason than 1o join
the assassins.

Clags Skills
[he asgassing class skills 4
tand the key ghility for 8
each skill) are Balance

[Prexcl, Bluff {Cha), Climb {Str), ranged  artacks  can
Craft {Int), Decipher Scripe (Ine, exclusive skill), Diplomacy (Cha), only count as sneak attacks if rhe target Is 30 feet away or less.
Disable Device (Int), Disguise (Cha), Escape Artist (Dex), Forgery With asap or an unarmed srike, the assassin can make 1 sneak
), Gather Informarion (Chaj, Hide (Dex), Innuendo (Wis), attack that deals subdual dsmage instead of normal damage, He
dntimidate (Cha), Intuir Direction (Wis), Jump (Stt), Listen (Wis), cannof use a weapoen that deals normal damage ro deal subdual
Mave Silently (Dex), Open Lock (Dex), Fick Pocket (Dex), Read demage in a sneak ateack, not even with the wiual —4 penalty,
Lips (Inr, exclusive skill), Search (Ine), Sense Motive (Wis), Spot bBecause he muost make optimal pse of his weapon in order 1o exe-
(N is )y Swrimn (Secd, Turnble (Dex), Use Magic Device (Cha, exclusive cute the sneak amack.

TaBLE 2-9: THE ASSASSIN

Class Base Fort Ref Wil Spells per Day———
Level Attack Bonus Save Save Save Special st ind ird dth
15t +0 -4 +2 -0 Sneak attack +1d6, death attack, poison use o - —
Znd +1 4 +3 0 +1 save vs, peison, uncanny dodpe (Dex bonus o AC) 1 — —
3rd +2 i1 =3 i1 Sneak attack +2d6 1 0 —
4th +3 +1 = +1 12 save vs. paisan 1 1 — —
5th -3 +1 P4 +1 Sneak attack <146, uncanny dodge (can't be fanked) 1 1 0 ==
ath -4 +2 +5 +2 +3 save vs. poison 1 1 1 —.
Tth 5 +2 +5 +2 Sneak attack +4dé 2 1 1 0
Bth B +2 +& +2 4 saye ys. poison 2 1 1 k|
2th + +3 +6 +3 Sneak attack +5d@ 2 2 1 1
10th +7 3 +7 +3 +5 save vs. polson, uncanny dodge (+] s, traps) ! 2 2 1




An assassin can enly sneale ateack living creatares with dis
cernible anatomics—undead, constructs, oozes, plants, and incor-
poreal crearures lack wital areas o artsck Additionally, any
creature immune to criical hirs iz similacly immune o sneak ar-
tacks, Also, the assassin must also be able to see the targer well,
encugh (0 pick out a vitgl spot and muse be able to reach a vill
spor. The assassin cannot sneak attack while siriking at a creatuyre.

|with concealment or by stoiking the limbs of a cresture whose|

| vitals are beyond reach, |

I an assassin gers a aneak atack boous from another soume,
| (such as rogue levels), the bomsses (o damage stack,

Death Attack: 1t the assassin studies his victim for 3 rounds and
(then makes o sneak artack with a melee weapon that successfully

deals damage, the sneak attack has the additional effect of possibly
either paralyzing or killing the target (assassini choice), While
studying the vietim, the assassin can imdertake other actions so

{long us his attention stays focused on the target and the wrget does

pnot deeect the assassin or recopnize the assassin as an enemy [Fehe| |

pvictim of such an artack fails her Fortimde saving throw (DC 104 As

| the assassing class level Intelligence modifier) apainzt the kill|
effect, she dies. 1 the saving throw fails against the paralysis effect, |
the victims mind and body become enervated, rendering her com-
pletely helpless and nnable to act for tdd rounds plus 1 round per
level of the assassin, I] the victimy saving throw suceceds, the
artack is just a novrmal sneak auack. Once the assazsin has com
pleted the 3 rounds of seedy, he must make the deach arrack within

{the next 3 rounds, If a death artack is avtempred and fhils (che

victir makes het save) o if the assassin does nor launeh the attack

{within 3 rounds of completing the study, 3 new rounds of study are

Lrequued before he can arempt anether death amtack.

Poison Use: Assassing are trained in_the use ol polson and
jnever tisk sccidentally poisoning themselves when applying
| poison toa blade, _

Spells: Deginning ar 15t level, an assassin gains the abiliny ro cust
a small number of greane spells. [oocast 4 spell, the assassin mist

have an Intelligence score of at lease 10+ the spells level, o un a5

sassin with an Intelligence of 10 or lower cannot cast these spells.

Assassin bonus spells are based on Inrelligence, and saving throws.
agalnst these spells have a DC of 10 4+ spell level = the asgassin In-|
telligence modifier (il any). When the assassin gets 0 spells of al
given level, such ag 0 {splevel spells ar 15t level, the assassin pets
only bonus spells. An assassin without o honus spell for thae level

cannat yet cast 4 spell of that level, The assassint spell list appears

below, An pisassin prepares and casts spells just a3 2 wizand does.

Saving Throw Bonus vs, Polson: Assassins main with poisons
of all types and slowly grow mare and maore resistant w their ef-

Fects. This is reflected by a narural saving theow bonus 1o all pei-
csuns grined at 2nd level that increases by 41 for every rwo levels

Lthe assassin gains (41 ar 2nd level, +2.a1 4th level, <3 at 6th level,

rand so.on).

Uncanny Dodge: Starting at 2nd level, the assassin pains the
extraordinary sbility to react to danger before his senses would

Bl

TaBLE 2=10: THE BLACKCUARD
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=

nommally allow him te even be aware of it At 2nd level and above,
he retains his Dexterity bonus to AC (if any) regardless of being|
caughe flar-footed or steuck by an invisible atacker. (He still loses!
his Dexrerity bonus to AC i immaohilized ) |

At sth lewel, the assassin can no longer be fanked, since he can
react to oppenents on oppasite sides of him as easily as he can
react 1o a single attacker, Thiz defense denies rcogues che ability o
use [lanle artacks ro sneak arrack the assassin, The exception ro this
delense is thar a rogue at least four levels higher than the assassin|
can [ank him {and thus sneak attack him), |

At tirh level, the assassin gains an intuitive sense that alers)
him to danger from traps, giving him a +1 bonus 1o Reflex saves
made o avoid traps,

If the psgassin has another class that grants the uncanny dodge.
ability, add rogether all the class levels of the classes thar grant the|
ability and derermine the character’s uncanny dedge shility on
that basis.

sassin Spell Lise
Assassins choose their spells from the following list:

15t level—change seif, detecl povson, ghasi seumd, chsuring mist,
spidey el

2nd level—alter self, durkoess, pass without trace, wndetertable
alignmunl,

3rd level—decper darkness, inetabiliy musdinection, nandetection,

4th ]C?’fj—mif.'.'tfﬂﬂcu ;Il|:I!"FI ﬁ'r.f!.{;;‘ll” |_'l|F memeril, ”“-l'n".'l:l'f sl
hlity, povsan,

ackquard _
The blackguard epitomizes evil He i= nothing short of & morl
fiend, The quintessential black knight, this villain carries 2 repura-.
ricm of the [oulest sorr thae is very well deserved, Consering with)
demons and devils and serving dack deities, the blackguard is,
hared and [eared by all. Some people call chese villains anti-
palading due to their completely evil natuce.

The blackpuard has many options available to him—sending
forrh dark minions end servants ta do his bidding, attacking with
stealth and honorless guile, or straightforward smiting of the
forces of good that stand i his way. Fighters, ex-paladins, rangers,
monks, druids, and barbarians make {or indomitable combat-
oviented blackguards, while ropues and bardic blackguards are
lilkely o stress the subrle aspects of their shilities and spells.
Sorcerers, wizards, und clerics who become blackguards are
sometimes called diabolists and faver dealing with Oends even
maore than other blackanards do.

As NPCs, blagkgnards usually lead legions of undead, evil out-
siders, or pther mensters to conguer their own doomed demesne
or expand their existing territory, Sometimes they serve mor
powerful evil churaceers as dark lieutenants. On occasion they op-
erate alone az hired lallers or 'ﬁm;d:nng purvevors of ill, destroc-
riom, and chaos,

Hit De; 10

Class Base Fart Ref will Spells per Day ————
Level Attack Bonus Save Save Save Epecial 1st 2nd 3rd ith|
15t +1 2 o 0 Detect good, polson use 0 — — -

2nd +2 +3 0 0 Dark blessing, smite gond | -
3rd +3 -3 | +1 Command undead, aura of despair 1 4] - =
4th i —i4 1 +1 Sneak attack +1d6 1 1 - —
5th 5 +4 1 -1 Fiendish servant 1 1 0
fith +6 +5 +2 +2 1 1 1 —
Tth +7 15 +2 +2 Sneak attack +2d6 2 1 1 Q
Rth B +B& ] +2 Z 1 1 1
Sth +3 +B +3 +3 2 2 1 1
10th +10 +7 +3 +3 Sneak attack +3d6 2 2 2 |




Reguirements
T qualily to become a blackguard, a character must fulfil] 4l the
following criteria,
Alignment: Any ewil
Base Attack Bonus: -4, H
Enowledge (religion): 2 ranks, |
+— Hide: 5 tanks
- Feats: Cleave, Sunder, .
i Special: The blackguard muse have made peaceful comtact with,
pan evil outsider who was summoned by him or someone else 1o}
{have contracted the taine of true evil

Class Skills
The blackguard's class skills (and the key ability for each <kill) ate
Concentration {Can), Crafr (Ing), Diplomacy (Cha), Handle
Animal {Cha}, Heal (Wis) Intimidate (Cha’, Knowledge ireligion)
pinel, Pratession (Wis), and Ride { Dex). Sae Chapter 4: 8killz in the
Players Handhaook Lor skill descriprions |

4

Skill Poinies at Eachy Level: 3.4 Tt modifier 1

Class Features
All of the following are class features of the blackpuard prestige
class.
Weapon and Armor Proficiency: Blackpuards are proficient
with all simple and martial weapons, with all types of armor, and
pwith shields. Note thar srmor check penalties for armor heavier
tthan leather apply 1o the skills Balapee, Climhb, Escape Artist,
ide, Jump, Move Silewtly, Pick Pocker, and Tomhle.

FIENDISH SERVANT

Upen or after reaching Sth level a blackguard can call 4 fendish bat.
cat, dire rat, horse, pany, raven, or toad to serve hirm. [Sewthe Monster
Maruai for these crealures’ hasic statistics.| This creature may he used
2= a guardian (such as & bat), a helper (such a= a cat), or 2 mount
(such as 3 horse). The blackguard's servant further gains HD and spe-
cial abilities based an the blackguard's character level,

The blackguard may have only one fiendish servart at 2 time. Shauld
the blackguard's servant die, he may call for ancther one after one day,
The new fiendish servant bas all the accurmulated abilities due 3 ser-
vant of the blackguard's curren| level,

TABLE 2-11: FIENDISH SERVANTS

Blackguard
Character Bonus Matural Str
Level HD  Armor  Adj. Int Speclal
12 erless 2 HD +1 +1 &  Improved evasion,
share spells, empathic
lirk, share saving throws
1315 w4 HD 43 b2 7 Speak with blackguard
618 +6 HD 5 ti & Blood bond
15-20 +8 HD +7 +4 89 Spell resistance

Blackguard Character Level: The character level of the blackguard
{his blackguard level plus his ariginal class level)

Bonus Hit Dice: These are exira d8 Hit Dice, sach of which gains a
Constitution modifier, s narmal, Extra Hit Dice improve the sarvant's
hase attack and basc save bonuses, as normal.

Natural Armor: This is a benus to the servant’s natural armor rating.

Str Adj.: Add this figure to the servanl’s Strength score.

tnt: The servant's Intelligence seare, [The fiendish servant is smarter
than normal animals of its find.)

Detect Good: At will, the blackguard can detect good as g spell.
like ability. This ahiline duplicates the affects af the spell detect good, |
Poison Use: Blackguards are skilled in the use of poisan and |
never risk accidentally poisoning themagelves when applying,
Ipoisen toa blade.

Dark Blessing: A& blackgnard applies his Charisma madifier (il

cpositive) us a honus to all saving throws,

Spells: Beginning ar 1st level, a blackguard gains the abiliry 10
cast a small number of divine spells, To cast 4 spell, the blaclguard |
must have 4 Wisdom srare of at laast 10+ the spells level sa g

i blackguard with a Wisdom of 10 or lower cannet cast these spalls |
Black guard bonus spells are based on Wisdom, and saving throws
against these spells have & 1C of 10+ spell level & the bhlackguards
Wisdom modilier Whan the blackguard gers 0 spells of o given |
level, such as 0 1silevel spells ar 15t level, he gets only honus!
spells (A blackguard without @ harus spell for that level cannar.

et cast 4 spell of that level) The blackguard’s spell Kst appears
shelow. A blackguard has aceess to any spell on the list and can,

Hreely choose which to prepare, just like a clerdc, A blackauard pre-.

Hpares and casts spells fusr as a elarie does {though the blackgnard
cannol spontaneously cast ave or mflict spells),

Smite Good: Once a day, a hlackguard of 20d level ar higher,
may arrempt to.smite good with one normal melee attack Eo
adds his Charisma mudifier (if positive) o biy aeeacl o]l and
deals 1 extra point of damage per class level For example, a 9th-
level blackguard asmed with a longsaord would deal 1dses
puints of damage, plus any edditional bonuses [rom high
Strength or magical effects that normally apply If the black.|
guard accidentally smites a crearure thar is not goad, the smire]

Improved Evasion: IF the servant is siibjected 1o an attack that nor |
mally allows a Reflex saving thraw for hall damage, it takes na damage
on a successful saving throw and only half damage on a failed saving
throw. Improved evasian is an extracedinary ability.

Share Spells: At the blackguard's optian, he may have any spell he
casts on himself also affect his servant. The servant must be within 5 feet.
If the sgefl has a duratian other than instantanecus, the spell stops af-
fecting the servant if it maves farther than § feel away and will not affect
the servant again even if the servant returns to the blackguard before the
duration expires, Additionally, the blackguard may cast a spell with o
target of "You" on his servant (as 4 touch range spell} instead of on him-
self. The blackguard and the semvant can share spells aven if the spells
norrrially da net affect creatures of the servant's tpe {magical beast).

Empathic Link: The blackguard has an ermpathic link with the servant
cut to a distance of up to one mile, The blackguard cannot ses through
the servant's eyes, but they can cormmunicate telepathically, Even intelli.
EENT servants see the world differently from humans, sa misunderstand-
ings are always possible, This empathic link js 2 supernatural ability.

Because of the empathic link between the servant and the hlack-
guard, the blackpuard has the same connection ta a place ar an item
thal the servant does

Share Saving Throws: The servant uses its swn base save ot the
blackguard's, whichever is higher

Speak with Blackguard: The blackguard and servant can communi-
cate verbally as if they were using 2 commen language. Other creatures
do not understand the communication without magical helg.

Blood Bond: The sorvant gains 2 +2 bonus to all attar ks, checks, and
saves if it wilnesses the blackguard threatened ar harmed. This benus
lasts as lang as the threat is immediate and apparent.

Spell Resistance: The servant's spell resistance equals the hlack-
guard's level + 5. To affect the sarvan! with a spell, a spellcaster rust
rake 2 caster level check (1420 + caster level] af least equal to the ser-
vint's spal| resistanes,




has no effect but it is still used up for thar day. Smite good is a ath level—cure critical wounds, freedom of movernent, mflict critizal
supernatural abiliry, Wiy, poisme, summon monster 1V,
Aura of Despair: Bepinning at 3rdlevel, the blackpuard radiates "Evil creatures only.

a malign aura that causes enermies within 140 feer of him to suffer a
-2 morale penalty on all saving throws, Aura
of despair is 4 supecnatural ghiliry
Command Undead: When a black-
Lguird reaches 3rd level, e gains the
|supernatural ability to command and
rebuke undead (see the Player's Hand-
[ ook, pages 139-140). He commands
{undead as would a cleric of two levels
Upwer
Sneak Artack; If a black-
guard can carch an oppenent
when she is unable to de-
fend herself effec- o
| tively from his
{attack, he can
| srrike a wital

Fallen Paladins
| Blackguards who possess bevels of paladin (that is to sav, are now
tex-palading) gain extra abilities the more levels of paladin they
possess. Those who have tasted the light of poodness and justice
and turned away muke the foulsst villsins,

Dwarven Defender .
The defender is a sponsored champion aof g

dwarven cause, a dwarven aristocrat, a dwarven

deity, or the dwarven way of life. As the name

might imply, this character is a skilled combatant
trained in the arts of defense. A line of dwarven de-

fenders 15 a far better defense than 2 10-loot-thick wall of
stane, shd much more dangerous.

Most dwarven defenders are [ighters, paladins,.
rangers, of cleries, slthough ex-barburians, sorcer-

spot for extra . or5, wizards, and druids can certainly all bene-
damage . fir trom the defensive capabilities of this,
Basically, prestige class. Rogues, bards, and
any  Time monks wsually depend too heavily
the black- on mobility ta really use the ahil-
guards tar- ities of the dwarven defendec

class to their fullest. |
NPC dwarven delenders are asually sal-|
0) diers in & dwarven citadel, sepresared)
into their own units separate [rom regular
wartiors ot fighters. Occasionally, a lone, wandering dwarven
defender can be encountered on some mission, although he)

LRl would
[be denied
| her Dextet-
Lty bonuis 1o
LA (whether
\she actually has
La_ [exterity bonus or not), the
lackguards artack deals +1d6 poines
ol damage at 4th level and an addi-
tiomal +1dé polnts for every three levels
thereafter (=2de at 7eh level, +3dg ac
toth level, and so onl. Should the
blackguard score a critdeal hir with a
sneak attack, this extra damage is
not multiplied.
Ranged attacks only count as snealk
atracks I the target is 30 feer away

TanLE 2-12: FALLEN PALADIN BLACKGUARD ABILITIES

Paladin Extra

Levels  Ability

|-2 smite geod once per day. (This is in addition to the ability
granted to all hlnl'.hgl,mrl:'s at 2nd tevel, sa that a fallen paladin
blackguard can smite geed o total of twice per day)
Lay on hands. Once_per day, the blackguard can cure himself
of damage equal to his Charisma bonus times his level. The
Blackguard can only cure himseli or his fiendish servant with
this spell-like ability,

or less. & blackguard cannor make 5§ Sneak attack damage increased by +146

i sneak attack o deal subdual e Fiendish summuoning, Once per day, the blackguard can use &

damage. The blackauard must be able summan meonster | spell to call farth an evil creature, For this

to see the rarget well enough o pick A blackguard spell, the caster level is double the blackguard's class level.
cout 2 vital spot and must be able 10 210 Undead companion, In addition ta the fiendish servant, the
ireach a vital spor. He cannor snesk blackguard gains {at Sth level) a Medium-size skeleton or
pattack while ‘ih'ilﬂ'l'lg af acreattre with con- zombie as a companion. This cormpanion cannot be turped
|cealment ar by striking the limbs of 3 crenture whose virals are ar rebuked by another and gains all special bonuses as a
beyond reach. fiendish servant when the blackguard gains levels.

A blackguard can only sneak ateack living creatures with dis- 114 Favored of the dark dreities. Evil deities like nothing mare thar
cernible anatomies. Undead, constructs, ooees, plants, and incor to seea pure heart carrupted, and thus a fallen paladin of this
poreal creatures lack vieal areas ro arack. Additionally, any stature immediately gains. a blackguard level for each evel of
creature immune to critical hits is not subject to sneak artacks. paladin he trades in, Far example, a character wha has bwelve

IF o blackguard gets o sneak arack bonus fom another source levels of paladin can immediately becarme a 10th-level hlack-
isuch a5 rogue levels), the bonuses o damage siack, guard with all abilities if he chooses to lase ten levels of pal-

adin. The character level of the character does nat change,

Blackguard Spell List This, of course, is in every way 2 profitable frade for the avil
| Blackguards choose their spells fom the following list: character, since he has already lost mest of the benefits ke

| vst level—cause Jean cure light wounds, dowm, wmlict light wonnds, gained from having those paladin levels. However, with the
LILags WeapoH, SHFmOn sonsler I* loss af paladin levels, the character no longer gains extra abil-
2nd level—hulls strength, cure modemte wounds, dovkness, death ities found on this table. Thus, a fallen paladin of 15th level
kenell, inflict mederale woernds, shatter, suttmen monster 1T, could become a 10th-level blackguard,Sth-level paladin with
3ud level—eontugion, cum serus wounds, decrer darkress, mfligt se-. the first three eatra abilities an this chart because of those five

ricris woirls, pritection fromm elemierils, sioreman monster 107 ] levels E:.Fp.]ln{‘linl
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usually guards his words so closely thativs difficult to learn swhar hit points are. While delending a defender cannor use skills or,
his quest acrually entails abilities that would require him to shift his position, such as Move
Hit Die: d12. Silently or Jump. A defensive seance lasts for 3 rounds, plus the
chatacter’s [newly improved ) Constituton moditier, The defender
Hequirements ! may eid the defense volumrarily peios to this imie, Ar the end of
To qualify to become a defender. s charactermust fulfill all the fol- | | the defense, the defender is winded and suffers a —2 penalty o
lowing criteria. {. | Strengeh for the duratlon of that encounter, The defender can only

Alignment: Any awful,
Race: Dwarf.

Base Attack Bonus: +7,
Feats: Dodge. Endurance,

Toughness.

take his defensive stance a certain number of times per day as de-
rermined by his level (see Table 2-13: The Dwarven Defender),
Tuking the stance takes no time itself, bur the defender can only,
do so during his action. {A defender cant, for example, take the .
stance when struck down by an arrow in crder to gee the
extra hit points from the increased Constitation.]
Defensive Awareness: Starting at 2od level, the dwar-|
ven defender gains the exmaordinary,
ability 1o react 1o danger belore his
senses  would  nocmally
allow him tw even be,
aware of it At 2nd Jevel
and above, he retains his
Dexterity bonus fo AC (i
any; regardless of being
caught  fat-foored  or
souck by _an invisible
attacker, {He atill loses
any Dexterity bonus o AC)
il immebilized )

At Sch level, che dvear-|
ven defender can no long-
er be flanked. since he can|
react to  Qppoments o)
opposite sides of him as pas-|
Aly as he can react o asingle,

attacker. This defense denies
rogues the ability eo use Junk
artacks 1o sneak attack the
dwarven defendee The excep-
tion to this defense is that a
rogue at least 4 levels higher
than the dwarven defender can
_Hank him {and thus sneak arrack
i,

At tarh level, the dwarven
defender gains an intultive sense
that alerts him to danger From

traps, giving him & +1 benus to
b Reflex saves made to avold traps.

Defensive awireness is cumu

Class Skills

The defender's class skills (and
the ]{1‘.}" :11‘:'i|i1'!.-‘ J.I_I]_' L-ar_'h 5]-r_|_“_l
are Crafe (Int), Listen (Wis),
Sense Motive [Wis), and Spot
Wis) See Chapter 4 Skills in 8
ithe Player's Handbook for skill

r]nsl:.l'i]}[iuns.

Skill Points at Bach Level: 2 = Int

muslifier. .
Class Features

All of the following are class [eatures
ol the dwarven defender prestige
iclass.

Weapon and Armor Froficiency:
The dwarven defender is proficient
wwith all simple and mardal weapons,
all rypes of armor. and shields, Nate that
armor check penaltics for armor heavier
than lesther apply 1o the skills Balance,
Climh, Escape Artist, Hide, Jump, Moye
Silently, Pick Pocket, and Tumble,

Defensive Stance: When he needs 1o,
the defender can become a stalwart bastion
of defense. In this defensive stance, a de-
fender gains phenomenal strength and dura-
hility, but he cunnot move from the spot he is
defending, He gains the following benefies:

®* .2 Srrength

* -4 Constiturion

* .2 resistance bonus on all saves
* 14 dedge bonus 1o AC

! £ lative with uncanny dodge, If che
:T]:I.: increase in Constitution increases the defendery hit dwarven defender has ancother class
jpoints by 2 points per level, but these hit points go away at the end that grants the uncanny dodge abiliey, add rogerher all che class Jey
of the defensive stance when the Constitution scare drops hack 4 els of the classes that grant these two abilities and determine the
points. These extra hit points are.not lost first the way temporary characeer'’s defensive pwarensss ability on that basis.

TABLE 2—13: THE DwarveN DEFENDER

Class Base Fort Ref Wl AC
Level Attack Bonug Save Save Save Bonus Special
15t i1 =2 +0 +2 +1 Refensive stance 1/day
2nd 2 +1 <0 -1 +1 Defensive awareness {Dex bonus to AC)
ird i3 +3 i1 +3 1 Defensive stance 2/ day
4th +4 +4 +1 4 -7
5th +5 4 +1 P4 +2 Drefensive stance 3/day }
Gith +6 15 +2 ] +i Damage reduchion (3), defensive awareness [can't be flanked)|
Tth +7 +5 +2 +5 +3 Defensive stance 4,/day
Bth +3 +6 2 +6 +3
9th +9 +i b3 +6 +3 Defensive stance 5 /day
10th +10 +7 3 +7 t4 Damage reduction (8}, defensive awaraness (=1 va. traps)
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Damage Reduction: At ath level, the dwarven defender gains Spells per Day: A loremaster continues training in magic as
the extraordinary ability ro shrug ofl some amount of injury from well as her Held of research, Thus, when a new loremaster leve] )
each blow or attack. Subtracr 3 [rom the damage the dwarven de galned, the character gains new spells per day as if she had also|
lender takes each time he is dealt damage. Ae 10th level, this gained a level in a spellcasting class she belonged 1o before she
damage reduction rises to 6. Damage reduction can reduce, | added the prestige class, She does not, however, painany other ben-
damage to 0 but not below 0. [That is, the defender cannotactuallyl | efir o character of that class would have gained (improved chance of
| gain hit points in this manne.) I i controlling or rebuking undead, metamagic or item cteation feats,

and so on). This cssentially means that she adds the level of lore
master to the level of some other spellcasdng class the charac-
ter has, then determines spells per day and caster level,
accordingly, For example, if Gremda, an Sth-level wizard,

gaing a level in loremasrer

she paing new spells as if she
had rizen te 2th level in
wizard, bug uses the other lore-
master aspects. of level progres-
sion such as arack bonus and
save bonus. If she next gains a
level of wizard, making her a oth-level,
"\."l"]..’_ilf.'(‘l..“llﬁt [l::"r'l:"[ |ﬁ1'f‘:11'|2'|3n;"1'. S-J.H;' Eﬂ.L]'I.'i
and casts spells as if she had rsen
1o 10th-level wizard.

If a character had more than
ene spellcasting class belore she
became a loremaster, she must
decide towhich class she adds each
level of loremaster for purposes of
determining spells per day when she
adds the new level, }

Secret: In their snadies, loremasters
stumble upon all sorts of applicable
knowledpe and secrers, At 15t level and)
every two levels afterward (3ed, sih, 7ehy
and gth 1&"-'Els'2'. the loremaster chooses one
sectet from Tahle 2-18 Loremaster Secrers.
Her level plus Intelligence modilier deter
mines which secrets she can choose, She cant
\  choose the same secrel twice,

il Lore: Loremasters pather knowledge.
Ar2nd level, they gain the ability to know
legends or information regurding vari-

% _ous toplcs, just like a bard can with
bardic knowledge. The loremaster adds
herleveland her Inrelligence modifier

re the Knowledge check. See page 29

in the Player's Handbook for more
information on bardie lenpwledge
bBonus Languages: Loremasters,
£ intheir lsborous studies, learn new
languages in order to access more
knowledge, The loremaster can
chopse any new I.Q]|I.'U_|L,|.|E'|I'_' it 4th
and &rh level

Greater Lore:

At 6ith level, a

| premaster
Lovemasters are SE.'IL‘].].(.H.;-‘#.L‘FH wha RonCentrate
en knowledge, valuing love apd secrets over
pald, They uncover secrety that they then nse wo
beerer themselves mentally, physically, and spiritually,

Characters without ar least one level of
wizard, sorcerer, cleric, or druid pain
lierle benefit 1o becoming a loremaster.
Palading, rangers, and bards might
gain seme benefit, but overall, it
wonld be minor.

Lotemasters somerimes gather in
secluded cabals but are more lilely 1o be
locared as an oeder attached to a univer
sity, o library, or some other source of infer-
raation. They're likely to enrn extra money as
sages and Information brokers, pouring their
wages in their own research. A loremaster

| mighr also adopr a position as & wise oncina
Leommunity, or even a5 its leader, drawing
| e het knowledge to help others,

Hiit Die; o4

Kpquirements

‘Lo qualify to become a loremaster, 5 chae-
acter raust fullill all the following critera

Spellcasting: Abiliry 1o cast seven dif
ferent divinations, one of which must be
3rd level or higher

Two Knowledge Skills [Any Typel: 10
ranks in each,

Feats: Any three melamagic or irem cre-
tion fears; plus Skill Focws (Knowledge [any
individual Knowledge skill]).

Class Skills
I'he loremaster’s cluss shills (and the ey abilivy
for each skill} are Alchemy (Intl, Appraise (Ing,
Concentoation (Con), Decipher Scripr [Int,
L exclusive skill), Garher Information (Chal, Han-
{ddle Animals (Chaj, Heal (Wis), Knowledge (all
Lakills raleen individually) (Tnr), Perform (Clia),
| Profession {Wis), Scry (Inr), Speak Lan
guage, Spelleraft (Int), and Use Magic
[evice (Cha, exclusive skilll, 9pe
Chaprer 4; Skills in the
Players Handbaok for

shill descriptions. loremaster gaing
e ! T the ability 1o idemtafy;
Skill Points at B ] [ magic items, a3 the spell,

Each Level: 4 4 Int as an exteacrdinary sbility, She|

| modifier. A fovemasier may do this once per irem examingd,

| Teue Loxe: At 10th level, once per dav a loremaster can use herl
Cass Foatires knowledge to gain the affects of a legend love spell or an analyzel

LAl ol the following are class features of the loremaster prestige class. dwepmer spell, True lore is un extraordinary abilics,

Weapon and Armor Proficiency: Lopemasters gain no profi- |
clency in any weapon or armor Mote that armor check penalties,  Shadowdancer
for armor heavier than leathee applg,' ter the skills H:'IL'IT'IEE. ':].i.l:fl.'l.ll.:mJ+ IL}p::uaTing in the bOLL']t'I between ]'ig]'nt and darlkness, shadow-
Escape Artist, ITide, Jump, Move Silemtly, Pick Pecket, and Tumble,| dancers are nimble arrists of deception. They are mysterious and




TABLE 2-14: THE LOREMASTER

Base
Class Level Attack Bonus
1st i
2nd o
ird +1
4th +2
Sth +2
aith 13
7th I3
2th 14
9th 14
10th +5

Fart Save
<0
+0
¢
+]
+]
+&
+2
+2
+3
(]

TaBLE 2-15: LOREMASTER SECRETS

Laval +
Int Modifier
1

L e o o

£ =~y h

v
1o

cunknown, never completely trusted but always inducing wonder

lwhen met.

Secret
Instant mastery

Secret health

Secrets of inner strength
The lere of true stamina

Secret knowledge
of avaidance

Weapon trick

Do pe trick

Applicable knowledge

Mewfound arcana

| Mare newlfaund arcana
{%As if gained through having a high ability score.

Effect

Ref Save
G
+0
+1
+1
|
2
2
+2
+3
-1

4 ranics of a skill in which
the character has no ranks.
i3 kit points

i1 bonus to Will saves
+1 bonus to Fortitude saves
+1 bonus te Rellex saves

i1 bonus to attack ralls
+1 dedge bonus fo AC
Any ane feat

1 banus 1st-level spell=

1 banus Znd-level spellr

. Bopgues, bards, and monks make excellent shadovedancers, but
lighters. barbarians, rangers, and paladins also find shadewdancer
abilities allow them o sirike ar their opponents with surprise and
skill, Wiznrd, sorcerer, cleric, snd druid shadowdancers employ the
defensive capabilities inherent in the prestige class ro allow them |
to cast their spells from safery and move sway quickly. Despite theit |
litsk with shadows and trickery, shadowdancers are as ofeen good as |
evil They may use their incredible abilities as they wish,

Shadowdancers often work in [LoUpes, never staying in ong
place too losg, Some use their hilities ro entertain, Others oper-
ate as thigves, using their abilities te infiltrare past defenses and

1 0 T " -
dupe others, All shudowdancer roupes maintain an aura of mys
tery amoeng the populace, whe never know whether o think well

or ill of them,

Hir Dic; ds,

Rgguirements

| To qualify to become a shadowdancer, a character maust [l all

thie following

criteria,

Move Silently; 4 ranlks
Hide: 10 ranks,
Perform: § ranks.
Feats: Dodge, Mobility, Combar Reflexes

Clase skills

The shadowrdancer's class skalls {and the key ability for sach <kill)
(are Ralance {Desc), Blufl (Chal, Decipher Scripr (o exclusive skill),
| Diplomacy (Cha), Disguise (Cha), Escape Artdse (Dex), Hide {Dex),
Jump (S, Listen (Wis), Move Silently (Dex],
{Bocket (Dex), Profession (Wis), Search {Int), Spot (Wis), Tumble
Dy, and Use Kope (Dex). See Chupter 4: Skills in the Plawr
Hardbiogk for skill descriptions.

Skill Paints at Each Level: 6 4 Int modifier.

Perform (Cha

L Pick

Will Save

+2
+3
3
+d
+4
+5
=5
~f
]
v 7

‘lass Features |
All of the following are features of the shadowdancer prestige class,

. Weapon and Armor Proficiency: Shadowdancers are profi-

|cient with the club, crosshow (hand, light, ar heawy), dagger (any |
|Type), dart, mace, mochingstar, quarterstaff, rapier, sap, sharthow
inormal and compesite), and short sword, Shadowdancers are pro-

Licient with light armor bue not with shields. MNaote that armor
check penalties for armor heavier than leather apply to the skills |
Halance, Climb, Escape Artist, Hide, Jump, Mowe Silently, Pick |

Focker, and

Hide in Plain Sight: Shadowdancers can use the Hide skill
even while being observed, As long as they are within 10 (eeg of
some gort of shadow, shadowdancers can hide themselves from |
iview in the open without anything ro actually hide hehind. They |
.canmot, however, hide in their own shadows. Hide in plain sight is |

Special

Secrel

Lore

Sacret

Bonus languzge
Secret

Greater lore
Secret

Bonus language
Secret

True lare

Tumble,

i SLL[J-: rnat_ura] :bﬂn}r

Ewasion: Al 2nd level, 2 shadowdancer gains evasion, I n.x}'lmvm
tor any effect that normally allows her o artempr g Reflex saving |
throw [or half damage (such as a firehall), she whes no damage with |
a successful saving throw, The evasion abilice can only be used if
the shadowdancer is wearing light srmor orne armor.

Dardovision: At 2nd level, s shadowdancer can see in the dark
as though she were permanently under the affect of a darkvision
spell. Thiz is a supernatural ability

Uncanny Dodge: Stacting at 2nd level, the shadowdancer
gains the extraordinary ahility to react 1o dunger before her senses
wotld normally allow her 1o even be aware of it. Ar 2nd level and
above, she retaing her Desterity bonus 1o AC (i any) tegardless of
being caught Ja-footed or struck by an invisible aracker, {She
still loses any Dexterity bonus 1o AC if immohilized.)

At sth level, the shadewdancer can no longer be flanked,
since she can rfeact to opponents on opposite sides of her as
easily as she can react 1o a single sttacker. This defense denies
rogues the ghility o nge fank guacks o sneak artack the shad-
owdancer. The exception to this defense is char a rogue at leasc 4
levels hipher than the shadowdancer can fank her (and thus

sneak artack herl

At 10t level, the shadowdancer pains an intuitive sense that
aleres her to dpnger from maps, piving her 2 +1 bonus to Reflex

saves made te avold maps,

If the shadowdancer has another class thar prams the uncanny
dodge abilitg add together all the class levels of the classes thar
arant the ability and determine the character's uncanny ;lpdg.:.

ability on thag basis,

Shadow Illusion: When a shadowdancer reaches 3nd level, 3],19
can create visual illusions {rom surrounding shadows, Thiz spell-|
lilee ability is identical ro the arcane spell silenl image and may he.

emploved once per day,

Summon Shadow: At 3rd level, a shadowdancer cun sum-|
ymen ashadow an undfm‘l shade. {See the Monster Manual for the
Unlike & normal shadow, this shadow’s
_Jllgnm:.nt matches ti‘t.’li al the shadowdancer. The summoned

shadow cannot be rurned, rebuked, or commanded by any third

(shadew's statistics,)

Spells per Day

=1 level of existing class

1
+1
i
+1
+]
+1
41

level of existing class
level of existing class
level of existing class
level of existing class
level of existing class
level of existing class
level of existing class
level of existing class

t1 level of pristing class
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TaABLE 2-16: THE SHADOWDANCER

| Class Baza Fort Ref Wil

Leval Attack Bonus Save Save Save
Tsk 10 +i 2 +0
2nd +1 40 =3 +0
ird +2 +1 +3 +1
4th +3 +1] ) i1
Sth I3 +1 14 t1
&th +4 2 +5 +2
7th +5 +2 +5 )
ath +B +2 +6 +2
9th HE 3 6 +3
. 18Qeh +7 +3 =7 +3

party, This shadow serves as a companion to the shadewdancer
and can communicate intelligibly with the shadowdancer. Every
ithird level gained by the shadowdancer allows her o summon
van additional shadow and adds +2 HD (and the tequisire basel
-attack and base save bonus increases) to all her shadow compan-|
vions, For example, u 9th-level shadowdancer can have three,
shadow companions, each with & 11D,

1f 2 shadow

companion is de-
stroved, or the
shadowdancer
chooses to dismiss

Lit, the shadow-

| dancer must attempta For-

| titude saving throw (DC 157

LI the saving throw fails, the

| shadowdancer loses 200 experience

| peines per shadowdancer leve], A suc-

cessful saving throw reduces the loss by

Lhalf, to 100 X per prestige class level
The shadowdancer’s experience can never
g helow 0 as the result of a shad ow's dismissal or
destruction, A destroyed or dismissed shadow com-
panion cannot be replaced for a yesr and 2 day

Shadow Jump: At 4th level, the shadomw-

dancer gaing the ability to rravel between
shadows as ([ by means.of a2 dimensian
daar spell. The limitution is thar the
magical manspert must hegin and
end in_an area with at least some
shadow, The shadowdancer can
jump up to a total of 20 feer each
day in this way, although this may
(be a single jump of 20 feer or twn
Ljumps of 10 feet each, Every two ley-
Lels thereafter, the distance & shadow-
Ldancer can jump each day doubles
(40 feetar 6th level, 80 [eer ae 8th
level, and 180 feet ar toth levell,
This amounr can be split_up
amaong many jumps, bue each jump,
no matter how small, counts as a 10-foot Increment. (For
instince, # rh-level shadowdancer who jumps 32 feer cannot
jump again until the next day)

Defensive Roll: Starting ar sth level, the shadowdancer can
c1oll with a potentially lethal blow to take less damage from ir,
Onee per day, when a shadowdancer would be reduced 1o 0 hit
| points ot less by damape in combat (from a weapon or other Blow,
inataspell or special ability), the shadowdancer can artempt 1o roll
Lwith the dimage. She makes a Reflex saving throw (DG = damage

dealt) and, if suceessful, takes anly half datnage from the blow: She
miust be aware of the atack and able to react to it in order 1@ exe-
cute her delensive roll, If she 15 in 2 situation that would deny her,

A shaderdamcer

Special

Hide in plain sight

Evasion, darkvision, uncanny dodge (Dex bonus to AC)
Shadow illusion, summan shadow

Shadow jump (20 f.}

Refensive roll, uncanny dodge {can’t be flanked)
Shadew jump (40 ft.], summaon shadow

Slippery rmind

Shadow jump (B0 f).

Summon shadow

Shadow [urnp (160 /), Impraved evasian, uncanny dodge (+1 vs, traps) |

any Dexterity bonus to AC, she can't attempt the defensive roll.
Slippery Mind: This exra ordinary ability, gained at 7th level,
jtepresents the shadowdancer's shility ro wriggle free from muagical
| ellects thar would orherwise control ar compel her, If the shadow-
| danceris affected by an enchantment and fails her saving throw, 1,
L round larer she can artempt her saving threw again. She only RELs
this one extra chance 1o succeed ar her saving throw, If it fails as
well, the spells effects proceed normally, |
Improved Evasion: This extraordinary ability, gained ar Lotk
level, worlks like vasion (see above) The shadowdancer takes no
damage at all on successful saving throws apainst artacks thae allow
a Rellex saving throw for half damage (hreath
; weapon, finhall, and g0 on), Whats more,
she takes only half damage even if she!
fails her saving throw, since the shad-
ovwdancer’s reflexes allow her 1w
ger out of harm's way with
incredible speed.

NPC CLASSES
The Player's Handbook exten-
sively describes adventurers,
Bur what ahout the rest of the
world? Surely not everyones a
fighter, rogue, or wizard, Pre-
sented below are NP clagses,
Mone of them, with the possible
exceptions of the expert and the aris-
tocrar, stands up as a playable class for
PCs. Instead, they represent the rest of
the people in the world around the PCs who
don't toain to go on advenrures und explote
dungeons,

Trear these classes as you would any ocher,
They ger feats every three levels and ahiliry
score increases gvery four levels (zee Tuble 3—2¢
Experience and Level-Dependent Benefits, page

22 inthe Flayer’s Handboal). Most MPCs take feats
such a5 Endurance, Skill Foeus, Track, and orher
noncombat-related abilities. It's possible for NPCs 1o
multiclass, and even o obtrin PC classes if vou o
desire,

The fuct that each NPC class has differing levels pro-|
vides the DM wirh a means to measurs NPCs against pach
other. A typical blacksmith might only be a 3rd-level com-|
mener. but the worlds grestest blaclsmith is probably 4
20th-level expert, That 20th-level blacksmith iz.a capahle
person with great skill, bue she cant fght as well a= g

lighter equal to her level {or even one much lower in levell, il
can she cast spells or i the other things that characters with PC.
| classes can do,

NECs gain experience the same way that PCs do (see Chapter 7
Rewards for detaile). Mer heing adventurers, however, their oppaT-




Iunities ate maore limited. Therefore, a commoner is likely ro pro-
pizress in levels very slowly, Most never reach more than 20d or 3rd
{evelin their whole lives, A warrior serving as 1 town guard is maore
Hikely 1o gain experience here and there and thus might gain a [ew
Hevels, bur this experience is still paltry compared o whar an ad-
{venturer gains. Note, though, that dengerous areas ave more likely
(o produce higher-level NPCs than peacefil, sertled lands. A com-
imoner whe muse regularly fpht off gnolls from rangscking his
{Harm or burning his crops is likely ro be 4 highJevel commoner

You should find that these NPC classes provide encugh dis
tinetian s that anyone the PCs meet who isn't an adventurer can

be ereated nsing these classes. See the Generating Towns section |
(pages 137-140} in Chapter 41 Adventuring for information on
how many characters belonging to each of these NPC classes are |

found in a typical town and their respective levels.

Adept
Some tribal societies or less sophisticated regions dont have the
resources ra train wizerds and clevics, Reflecting a lesser knowl-
edge of magic yet an intriguing combination of srcane and divine
skills, the adepr serves these cultures as both wise woman (or hely
man) and mystical defender,

Adepes can be found in isolated human, elf, dwarf, nome, and
Jhallling communities but are most prevalent among more bestial
thumanaid and giant species such as orcs, goblins, gnolls, bug-
{bears, and ogres,

Hit Die: da,

Clugs Skills
The adept's class skills (snd the key ability for each skill) are
Alchemy (Int), Concentration (Con), Craft (Int), Handle Animal
(Cha), Heal (Wis), Knowledge (all skills taken individually) (Int),
Profession (Wis), Scry (Int, exclusive skilll, Spellcrafr {Int), and
Wilderness Lore |Wis). See Chapter 4: Skills in the Ployer’s Hand-
ipake for skidll descriprions.

| Skill Poines ar 15t Level (2 4 Int modifier) % 4.
1 Slill Poines ar Each Addirional Level: 2 + Int medifier
4
:_lﬂs; Features
All of the following ate class features of the adept NPC class.

Weapon and Armor Proficiency: Adepts are skilled with all!

T oy _ L
TABLE 2=17; THE ADEPT
| NPC Base Fort Ref will Spells per Day ——
Level Attack Bonus Save Save Save Special a 1st Znd Ird dth Sth
st 0 +0 +0 =2 3 1 - — -5
Znd +] +0 0 =3 Surnmon familiar 3 1 = - —
Ird +1 +1 -1 +3 3 F i £ =
4th +2 +] =1 -4 i 2 v} —
=th +2 +1 i1 +4 3 2 1 — -
ath +3 +2 . +5 3 2 1 — - -
Ith +3 -2 12 +5 3 3 2 — = -
Bth +4 +2 2 +& 3 3 2 8] — —
Oth +4 +3 13 +6 ] 3 . 1 — -
| 10th +5 +3 +3 +7 3 k| i 1 -
11th =5 i3 +3 £7 3 3 3 i — -
12th 41 4 44 LB 3 3 3 2 a -
T3th v6j 41 +4 4 +8 3 3 3 2 1 .
T4th )2 +4 +4 +9 3 3 3 2 1 ==
15th $Ti+2 +5 44 S 3 3 3 3 2 —
Téth +8/+3 L5 +5 10 3 3 3 3 2 4]
17th +8743 5 +5 F10 3 3 3 3 Fi 1
18th <844 +6 1 +11 3 3 3 3 z 1
18th +B 44 +6 +h +11 3 3 3 3 3 2
| 20th +10/+5 (1] ] +12 3 ] 3 k| i 2

simple weapons. Adepes are not profcient with any repe of armor
nor with shields. Wore that armor check penalties for armer hea |
ier than leather apply 1o the skills Balance. Climb, Escape Arrisi, |
Hide, Jump, Move Silently, Pick Poclet, and Tumble,

Spells: An adept casts divine spells, She is limired 1o.a cermin,
number of spells of each spell level per day, according to her class,
lewel. Like a cleric, an adept may prepare and case any spell on the |
adept list, provided she can cast zpellz of that level. Like a cleric, |
she prepares her spells ahead of time each day (see page 156 in
Chapter 10: Magic in the Plaper's Handbook). I

The DC for 2 saving throw apainst an adept's spell is 10 + spell
level + the adept’s Wisdom medilier,

Adeprs, unlike wizards, do nor acquice their spells from books
or scrnlls, nar prepare them through study, Instead, they medi
tate or pray for their spells, receiving them as divine inspirarion
ot through their own strength of faith. Bach adept must choose
i titne each day at which she must spend an hour in quier con-
templation or supplication to regain her daily allotment of spells.
Time spent resting has no effect on whether an adepr can pre.
pare spells.

When the adepr gers 0 spells of a given level (see Tuble 2217
The Adeptl,she gets only bonus spells for that spell slot, An adept
without a bonus spell for that level cannot et cast a spell af that
level Bonus spells are based on Wisdom.

Each adept has a parricular holy symbol fas a divine focus) de-
pending on the adept’s magical rradition. [

Familiar: Ac 2nd level, an adepr can call a familiar, just like a
sorcerer or wizard can See the section on familisrs in the Playert
Handboak {page 51) for more information

Starting Cear

2d4 % 10 gp worth of equipment,

Adept Spell List 4

Adeprs choose their spells from the lollowing list |
0 level—civate water, cure munor wonends, detect rhagic, ghost sound, |

ﬁmium;-. light, mending, purify fiod and drink, read magic.

Ty |
15t level—bless, burning hands, cause fear, command, comprehend |

Uanguages, cue lighl wounds, detect chaos, detect evel, detect mod, detect|
Haw, endwee clements, obscuring mist, profection frum chaas, protection
e eeal, proteckion from good, pratectian from law, deep,

2nd level—uid, animal trance, bull’s stvength, cal’s prace, cure mod-




ernle wounds, darkness, delay_patson, enidunine, imvisibility, mirvory
imaage, resisd elemments, see invisthlity, wel,

3vd level—ammate dead, besdow curse, comtagion, contmual Harme,
cove sevions wounds, daylight, decper darfress, lightning ball, seutralize
piisar, vereve curse, remave discase, longues,

4th level—cure critical wounds, mingt coeation, polymorph siler,,

palyrarph self, vestoration, stoneskun, wall of fire,
sth level—break enchantment, commune, heal, tHizjor cteahom, raise|

L idead, true seeing, wall of stone,

Aristocrat |
{Aristocrats ave usually educated, wealthy individuals born into high
~position. Adstocrars are notanly the swellborn, but also the wealthy

or pelitically influential peeple in the wotld They are given the
freedom to train in the fields of their choice, for the most part, and
to travel widely. With access to all the best goods and oppornumities,

|many aristecrats become formidable individuals. Some even g0
yon adventures with lighters, wizards, and other classes, although,
{usually such activities are nothing more than a larl,

The aristocrar might offer potential as o PC class. They have an,

Weapon and Armor Proficiency: The aristocrat is proficient.
in the use of all simple and martial weapons and with all rypes of!
wrmor and shields. Note that armor check penaldes for armor]
heavier than leather apply to the skills Balance, Climb, Escapel

pArtist, Hide, Jump, Move Silenty, Pick Pocket, and Tumble,

atarting Cear

sd8 % 10 gp worth of equipment.

Commoner !
[ 'The common folk farm the felds, stafl che shops, build the|

homes, and produce (and transport) the goods in the world
around the adventurers, Commoners usually have no desire 1o
live the wandering, dangerous life of an adventurer and POsSsEss]
none of the skills needed to undertake the challenges advenrurers.
must face. Commoners are skilled in their own vecations and
| muke up the majority of the population.
+— Flayer characters should not be commoners, since commonets,
(make poor adventurers. Instead, the commoner class should be re-
Lserved for everyone who does not qualify for any other class

impressive selection of skills and respecrable combat teaining, | Hit Die: d+,
Bring a aristoctat, however, isn't so much a choee a3 4 position

you're born into. Characters cannot take aristocvar as a multiclass  TABLE 2—19: THE COM MOMER

unless aristocrat is the class chosen Arst. Mostly, the DM should MPC Base Fort Ref Will
reserve the aristocrat class for rulers, their families, and their Level Attack Bonus Save Save Save
COURiers, st +0 - +0 =0
Hit Drie: da. Znd +1 + +0. =0 |
} Ird +1 1 +1 +1
TABLE 2=18: THE ARISTOCRAT ath 12 +1 +] £]
L NPC Baze Fort Ref will Sth i +1 +1 11
| Level Aftack Bonus Save Save Save fith +3 +2 #2 +2_J
1st +0 +J +{ +2 Tth =3 +2 +2 2.4
+.2nd +1 ] +0 +3 &th 4 +2 +& kg
L 3rd 2 i1 +1 -3 9th +4 1 13 +3
~dth =3 +1 | 4 10th +5 +3 +3 =3
5th +3 +1 +1 +4 11th +5 3 ] +3
fith +4 =Z =2 £5 12th +6/41 14 +4 +4
Tth +5 +2 +2 5. 13th +6;+1 +4 - +4
&th +B4+1 +2 i +5 | T4th R 42 - 14 +4
ath ~6/+1 +3 +3 L | 15th +7(=2 -5 +5 +5
10th +7 /42 +3 +3 | 16&th +8/+3 +5 +5 +5
11th +8i+3 3 +3 +7 | Tth +8/43 LS 5 +5
Tath +9/+4 +4 - 18 18th +9/+4 +6 +6& b
13th 1944 +4 i-d +8 18th S-TREE +& +6 +6
14th -10/-5 14 +4 49 20th 10745 6 6 6
15th <11)46/21 b5 5 .9 i
16th 120102 +3 +5 +10 Cluss Skills
L 171k 12472 +5 +5 +10 The commaner’s class skills (and the key ability for each skill} are
| 18th +13/+8/43 ~f 45 £ Climls (Ser), Crafr {Int), Handle Animal iChal, Jump (Ser), Listen
L 18th F14/49) 14 o <6 11 VWis), Profession (Int), Ride {Dex), Spat (Wis), Swim (Str), and Use
20th F15/+10) 5. 6 +6 +12 Rope (Dex), See Chapier 4 Skills in the Player’s Hardbook for skill

descriptions,

Class Slkills
The aristocrac’s class skills (and the key ability for each sleill) are
Appraise (Int), Bluff {Cha), Diplomacy (Cha), Disguise (Cha),
Forgery (Int), Gather Information (Cha}, Handle Animal (Chal,
[nnuenda (Wis), Intimidaee (Chal, Knowledae (31l skills raleen

Sleill Points ar 15t Level: (2 + Int modiller) = 4,
Skill Points at Bach Additional Level: 2 + Int modifier,

Clazs Fearures

individually) (Int), Listen (Wis), Perform. (Cha), Read Lips {Int,
exclusive skill}, Ride {Dex), Sense Motive (Wis), Speak Language,

| Spot {Wis), Swim (5m), and Wilderness Love {Wis). See Chaprer 4:

The following is a class feature of the commoner NPC class,
Weapon and Armor Proficiency: The commoneris proficient|
with_one simple weapon. He is nor proficient with WELpOnS,)

 Skills in the Player’s Handbook for skill descriprions. parmor, o shields, Mote that avmor check penalties for armor hegy-!
| ier than leather apply to the skills Balanee, Climb, Escape Artise,]
4 Skill Points at 1st Lewel (4 | Tnt modifier) x 4. . Hide, Jump, Move Silently, Pick Pocket, and Tumble,
Skill Poiwts at Each Additional Level: 4 - Inr modifler !
Starting Gear
Class Fearues | 5d4 gp worth of equipment,

The follewing is o class feature ol the aristocrat N PC class,




i

TaBLE 2-20: THE ExpERT

NPT Bage Fart Ref will
Level Attack Bonus Saye Save Save
1t +0 't +0 +2
ind +1 10 +0 +3: L
el $2 +1 +1 £
dth 3 +1 1 +4 |
L_5th +3 +1 +] +5 |
Bth +4 L2 +2 A
Tth +5 £ +2 +5 )
Eth +6/=1 12 -2 +6 |
L_Gth +6/+1 ] +3 +6
L 10th +7/+2 +3 +1 +7
11th +4/+3 +3 +3 17
12th +5744 - 4 +8
13th 19,44 - +4 +8
L 14dth 110,45 i +4 +8
t 15th #17 [+6+] +5 5 +3.1
| 16th 12f+7 )42 +5 5 +10.1
| 17th T2 45 +5 10,
14th +13/48/43 +6 +6 +11 4
15th V142044 48 6 +11
20th #15/=10/+5 - 1 +12
Expert

pExperts operate as craltslolk and professionals in the world, They
{normally do not have the inclination or training to he adventucers,
ibut they are capable in their own field. The skifled blacksmith, the
jastute barrister, the canny merchant, the educared sage, and the
umastet shipwrighr are all experts.
. Porentially, the expert could make 3 PG-worrly class chpice, but
jonly for those plavers willing to create o characrer focused in
something other than traditional adventuring careers. Experrs
have a vast number of skills. Most towns and communities have at
least a few experts in various fields. DMs should use the expert
elass for NPCs such as elite crafisfolk, experienced merchanrs, spa-
soned guides, wily sailors, learned sages, and other highly skilled.
prodessions,
Hit DHe: da

lazs Slalls |
The expert can choose any ten skills to be class skills, One or tao |
of_these skills ran be skills exclusive w some other cliss, See.
Chapter 4: Skills in the Player's Handboak for skill descriptions,

Skill Poinis at 151 Level: (6 + Lot medifier) 4.
Skill Points at Each Additional Level: & + Int modifier

"lass Featutes
The [ollowing is a class feature of the exper NPC class. i
Weapon and Armor Proficiency: The expert is proficien in |
the use of all stmple weapons and with light armor but not shields,
Mote that armor check penaltes for armor heavier than leather
apply to the skills Balance, Climb, Escape Artist, Hide, Jump,.
Mowve Silently, Pick Pocket, and Tumble,

Sgatting Crear
il = 10 gp worth of equipment.

Warrior
The warrior is a strong, stout combarant without the specialized
training and finesse of # fighrer, the survival and outdoor skills
of the harbarian or ranger, ar the sophistication and religious
focus of a paladin, The warrior is 2 straightforward and unsubtle
opponent in a fight, bur not an inconsiderable ane.

Warriors are not as good as fighters, and thus PCs should be
encouraged Lo avoid this class in favor of the srandard combat- |
soriented ones given in the Player's Handhook, Representing ex-|
(petience in fighting and relsted areas bur not sophisticated |
training, Warriors are common among the humanedds and |
glants (orcs, opres, and so forth ). You should also use the warrior |
cluss for soldiers (although perhaps net for commanders or |
career soldiers), guards, local thugs, roughs, bullies, and even
regular people who have learned to defend their homes with |

some shility,
Hit Die: d&,




.TAH!.E 2-21: THE WaARRIOR

MNPC Base Fort Ref Will
Leval Attack Bonus Save Saye Save
Ist i1 =2 + o]
Znd +2 -3 +2 +0
3rd +3 +3 +1 5 [ |
4th +4 +4 +1 =11
|5tk +5 4 +1 i
| Bth +6/+1 kg +2 2
\_fth +7 /42 +5 $2 +2
Bih +8/+3 =6 r2 +2
L_sth 194 6 <3 +3
. 10th +10/+5 +7 +1 -1
11tk +11/+B6/+] +7 +3 +3
12th +~12/=7}+2 +4 +4 +4
13th 13/+8/+1 +8 +4 +4
14th 14/4+9) i +4 1
4 15th +15/ 410445 -0 +5 L |
| 16th 1641146/ +1 110 +5 LSk
| 17th F17/412/+7 142 +10 +5 {5
18th PTES 1348743 11 -6 B
15th +19/414/+9/44 <11 6 +6
20tk +20/+15)+10/+5 =12 +b i

Clasgs Skills
The warrlor's class skills (and the key ability for each skill) are
[Climb {51y, Handle Animal (Cha), Intimidate (Cha!, Tump (S,
{Ride (Dex), and Swim (Str). See Chapter 4 Skills in the Flayer’
{Handbook for skill descriptions,

Skall Peinrs ar tsr Level: (2 = Int modifier’ x 4,
Skill Poinrs ar Bach Additonal Tevel: 2 + Int modifier

Clags Features
The tollowing i a class feature of the warror NPC class.
Weapon and Armor Proficiency: The wattlor is proficient in
the use ol ull simple and martal weapons and all armor and

shields, Note that armor check penalties for armor heavier than |

leather apply to the skills Balance, Climb, Bscape Artist, Hide,

]

Jump, Move Silently, Pick Pocket, and Tumble, and that carrying |

heavy gear imposes a checl penalty on Swim checks,

Srarring Geat
3d4 » 10 gp worth of equipment.

TaBLE 2—-22: APPRENTICE-LEVEL CHARACTERS

: Base Fort Ref
Class Attack Bonus Save Save
Flghter +0 1 =
\Barbarian +0 i] _+0
Paladin +0 1 +0
Ranger + +1 0
Wizard +0 +0 0
Sorcerer +0 +0 +0
Cleric 40 +1 +0
Crruid +0 N | <0
Rogue +0 =0 I |
Bard +0 +0 ]
Mk +0 +1 +0

will

Save
+0
+0
10
+0
=1
+1
+1
+1
+0
+0
11

VARITANT: IST-LEVEL

MULTICLASS CHARACTERS |
At the DM pption, acharacter may be mulriclass ar 15t level, Suchl
acharacter may only have two classes, and one of them must be fa-

o wored by his race (see Chapter 2: Races in the Flayer's Handbook),
+ Half-ebves and humans favor no particular class and sa can com
| bine any two classes at 1st [evel
Since a PCs character level is equal to the sum of all his class
levels, a 1st-level multiclass character cannor have vet achieved tat
- level in either of his classes. Instead, he is considered to be ap.
prentice level in each class, An apprentice gets same but nor all of
the class benefits usnally pained ar 1st level, Onee the characrer
reaches 2nd level, each class becomes 1st level, and all benefits
denied ar apprentice level are mained.

At 1st Character Level

__Find the two classes thar the chatacter starts with on Table 2—37:
 Apprentice-Level Characrers, The characrer gers all benefits from,
i hath classes combined except when noted helow, ]

In addition to the standard and special abilities shown here, the
character gets all weapon and armor skills from both classes,
{Overlapping weapon and armor skills are nor cumulative. )

For hit points, choose one of the two classes ro be primary and
take standard tstlevel hit poines for that class. The orher class is
the secomdary class, and the characrer uses that class’s Hit Die for
Lit point: upon gaining 2nd level (see balow).

The character has skill points as if he were a 15e-level member
of his primary class, Skills purchased from the skill list (Tahle -2
Skills, page 59 it the Player’s Handbook) are purchased ae g member
of the primary class. Maximum rank is caleulated a5 il the charac-
ter weere 15t level: 4 [or g class skill (for the primary class) and 2 for
a eross-class skill {for the primary class!, }

The ist-level multiclass character has starring gear as his pri-
marv class,

Example: Gersh is a tsi-level gnome wizard (illusionisr)/
rogue. He is considered apprentice-level in both his wizard and
his rogue classes. As a Lst-level multiclass character, he con
sults the line for wizard and the line for rogue on Table 2-22-
Apprentice-Level Characrers, He comes up with the following
statistics:

Allack Bonus: +0

Fartitude Soite: +0

Refles Save: ~1

Wil Save: 41

Spectal: Mone

— Spells® —
Special o st
One bonus feat - ..
Rape, fast movement = 1
Detect ewl, Loy on hendst = =
Cine favared enermy —

#, Qe

4 2
Tuirm undead} 7 1§ |
= 2 1

= . = 1
Unarimed combat, Wis bonus to AC

*Apprentice-level spellcasters know as many spells as their 1st-level caunterparts. They just can't cast as many per day, Apprentice-level spell
casters can cast more spells per day when they ackieve 15t level, but they da net gain knowledge of more spells. Bonus spells da apply at

apprentice level,

**f specialist gains an additional spell fram her specialty schaal, as normal,
TThis ability is level-based. Treal the apprentice-level character zs [evel zera.
11 The anly Tst-level =pell an apprentice cleric gets is his domain spell, which he selects rach day from one af his two domains,



SR

Spells: Two cantrips and zero 1si-level spells, plas the three
canttips he receives for being a gnome {see the Player's Handbook,
page 17), the bonus 1st-level spell he receives for having & high In-
telligence (see Table 1-1: Ability Modifiers and Bonus Spells, page
B in the Player's Handhook), and the bonus 1st-level illusion spell he,
gets for being an illusionistisee School Specialization, page 54 in
the Player's Handbook). His rotal per day is Live ca nerips and two Lst-|

Hevel spells, one of which must be an illusion spell

L3l Boemts: He clects 1o have rogue as his pritnary class, Thus, |
the bemns wich s hir points plus bhis Constmution modifier [again,,
see Tuble 1-1: Ability Modifiers and Bonus spells, page & in the
(Players Handbook), 4

Skalls: Gershis primary class is rogue, and his Imtellipence is 15
(+2 modifier), so he has 40 skill poinTs {[842] = 4) to stare with, He
can buy skills from Table 4—2; Skills ipage 59, Player's Handbook) ar
the rogue cost. Maximum rank is 4 for rogue class slills and 2 for

Jrigue cross-class skills (even if they are illusionist class skills.

+Inaddition, he has all the rogue weapen and armor skills. Un-{

Uortunately, the wizard wes pon and armor skills add nothing o his |
iselection, because as o rogue, he's already skilled in every weapon |
a wizard is skilled in, and wizards arent skilled in armor

Achieving 2nd Level
At 1,000 X, the character becomes 2nd level Ar this time, each
class becomes 18t level, Malee the tollowing changes:

1= Add a Hit Die (plus Constitution modifier] for the secondary

{—clags. (This secondary class did not contribute 1o hit points al

L 1st character level,)

*_ Increase base attack bonus, saving throw bonuses, special abili-

| ties, and spell abilities for each class so that they maich 151-level

| figures in each class, Add up these figures for the multiclass
| cheracter's totals.

* Acquire and spend skill points as if the characrer were g mem-
ber anly of the secondury class. Skills purchased from the skill
list (Table 4-2; Skills, page 59 in the Flayers Hanidbpak) sre pur-
chased a8 g rpember of the secondary class. Maximum rank is 5
for class skills and 2 1/2 for cross-¢lass skills,

Example: At 2nd level, Gersh, no longer an apprentice, be- |

comes a 1st-level rogue/1st-level wizard (illusionis), He gets the
following henefits:

Base Allack Bonus & Fortitude Snve: Still 0, thar being the bonus
for 1st-level rogues and wizirds,

Reflex Sowe: Now +2 (for being a tst-level rogue).

Will Save: Now 4.2 (for heing a tst-level wivard),

Special: As a rogue, Gersh picks up the sneak attack, As a wizard,
Jhe picks up the ability to summon a familiar and the Scribe Scroll
Litem creation fear.

{Spells: He now gets three cantrips and one 1st-level spell, plus

ithe usual exeras, for a total of six cantrips and three 15t-level gpells
per day (one of which must still be an illusion, from his school of
specialization), i

Eif Pomts: He rolls the d4 provided by his secondary class,
wizard, and adds his Constimution modifier.

Shills; Gersh gains 4 more skill poines (2 for gaining a level of
wizard, plus 2 for the Intelligence modifier), which he must spend
s a wizatd, His maximum rank is 5 for wizard elass skills and 2 1/2
fer wizard crozs-class skills :

. Gershs statistics are now identical with whai they would have
tbeen if he had started as 4 1st-level rogue and picked up a lavel of
wizard (illusionist) at 2nd Jevel.

ADVANCING LEVELS
\As characters gain levels, they gain new shilitiss, new skills, new
leats, and generally get berter at what they do. This section details |
i few things you need 1o keep in mind while all this is Eoing on |

PR e
SN R
Access and Training |

The rules in the Player's Handbook assume thar chasacters have |

access to_everything chey need o advance in level—libraries |

whete they can research fiow spells, tratners to puide their effores, |
iand places to practice new skills and ubilivies. Research and rrin-
+ing arentt a part of the standard rules. They're assumed to be going
von in the background, However, you concrol the background and
tean decide how yow want 1o handle things sucl as this. Keep in

mind, however, that leaving rhem unspoken in the background is |
(4 fine choice,

Vaelant: Learning Skills and Fears
According to the rules in the Hlayer’s Handbook, characrers pick up
a mew shkillz and fears a5 they go up in levels In your campaign, |
howevyer, you can require thar a churacter cant learn 3 new skill or |
feat thar he hasn'r been exposed to. For example, a character in the
\desert can't learn swimming unless he spends time ar an pasis, You
might even require that 3 charscter cant iprove existing skills |
without the ability to pracrice. |
. One step further would be 1o require that a character have an
instructor o teach him new skills and feats, Under this approach, |
a character canlt learn to swim unless he has secess o body of |
water and someone who can swim willing 1w train him, Likewise, |
a character can't learn the Cleave feat unless he's Eota trainer who
lenews how ro do it and the time and place 1o practice by SpaITing |
with thar trainer. A trainer can ke another PO Dwhich encourages .
inferaction and cooperation among the playems) or an NPC, Nog- |
/player characrer trainers who are friends of the PCs mght erain
them for nothing; arherwise, professional mrainers, who are usu- |
ally found only in large cities, charge money. .l

Training Cost: 50 gp per week for a professional trainer (and |
related EXPUNERS |, |

Training Time: Ong week per rank gained for @ skill, or two,
weeks [or a feat, A character may work on twe skills or leats ot
onee, paying separately for each, "

I you allow it, at the expense of # cermin degres of cealism, a
character can obmin training shead of time, A player whose char-
aceer is at 20l level, knowing thar the character will ger a new feat
at 3rd level, might choose to have his character train for the feat
now either because the opportuniry is available or 1o Just get it our

jof the waw (The realism problem is that, although the characrar
completes his tralning, he still can't use the fear he has learned
until he acquires enough XP ro advance a level )

Distinguishing Skills and Feats: You don't have to treat
skills and Fears the same in this context. For example, you can
require training or exposure for shills but not fears, ruling that
feats are something that develop on their own as a character ad-
ventures, (Ot you can set such requirements for fests bui not
skills, justifying this by the fact thar feats are so much more
potent than skills and thus require more investment on the PCs
ParT f0 acquire.

Virlant: Learning Mew Spells
Divine spellcasters fust get new spells when they gain the ability
to.cast them. Their deity eakes care of it all for them, You will not
Eind a ranger in a library trying o learn 2 new spell, Arcane sprell- |
casters don't have things quite so casy, ]
Wizards must learn new spells and add them to their zpell- |
books, This process is detailed in the Flayer’s Handbogk (page 1541, |
They must cither learn them from spellbooks and serolls discov- |
ered while adventuring ar wait unril they gain a level, at which |
time itk assumed they gain two new spells If you require wizards,
to actually spend game time on spell research to gain those new |
ispells, assume thar it takes one day per spell {hut no roll is neaded
for spells that come with leve] advancement) and that such re
tsearch costs twice whar it would normally cost o have an NPC
cast that spell for the character (see NPC Spellcasting, page 149).




1t's perfectly all right for rwo PC wizards to shate spells,
According to the standard rules, sorcerers and bards don
need to study books to ger their spells bue Just awtomatically
gain new spells when they pain levels, However, as.a vartant
rule vou could require that each sorcerer contact an ineelligent
supernatural entity (anything from a lammasu 1o 4 demon) o
| learn new spells. Such creatures usually don't want payment jn)
+gold bu prefer 1o strike 2 bargain instead, These supernatural,
Lpatrons teach their moreal friends spells in exchange for an oc-)
~casional service (which could lead o an exciring advenmre in,
{its own right). Playing the parron is in the purview of the DM
rand, depending on the creawure chosen, you should require
(whatever sort of bargain you see fit. The following are bur a few
examples;

* A lammasu only makes 2 bargain with a good-aligned sorcerer
In exchange for spells, once every ather level the sorcerer must
right 2 wrong or do seme specific good deed, such as freeing al
captive cleric unjustly placed in prison, building a shelrer for,
diseased beggars, or destroying an evil temple. |

* A dmagon only makes 2 bargain with a sorcerer of the same
alignment. In exchange for spells, the dragon requires pay.
ment either in magic treasure or in service. I treasure. the
item must he of a value rwice what it would normally cost 1o
have an NPC cast thar spell for the character {see NPC
Spellcasting, page 149). Ifa service, every other level (rypically)

\the sorcerer must parform some task apparinted by ehe dragon,
| Usually, this service is o procure some specific obfect and
| bringing it to the dragon, glay a creanire the dragon considers
¢t threat or pest, or spy on one of the dragon’s enemies angd
repore whar he learns.
= A devil only makes a bargain with 1 lawful or evil sarceret. In
{— exchange for spells, once every other leve] this sorcerer must
| perform a task for that devil. The rask is always evil, For exarmple,
it might require the sorcerer to kill some gond-aligned char-
actet, destroy o temple of a good-aligned Jeity, spread a
vicious and destrucrive lie, or tempt s good character 1o do
somerhing evil,

Bards gain new spells by learning new songs, You can mreat this)
just lke a wizard learning new spells from books in g library, but,
the bard is srudying wich another bard and learning new music.
Alternatively, vou can rule that the basd muse spend an equivalent
petiod of time and money scouring the countryside for new
SOTES, Dew ramors, and so on,

Researching Chriginal Spells
A spelleaster of any type can create a new spell This research re
+quires access to a well-stocked library, typically in a large city or
pmetropelis. Research requires an expenditure of 1,000 gp per week
Land takes one week per level of the spell This maney goes into
fees, consultants, material component experimentation, and other
miscellancous expenditures. At the end of thar time, the characeer
makes a Spelleraft check (DG 10 = spell level), 1 that rell succeeds,
the character learns the new spell if her research produced a viable
spell If the roll fails, the characrer must go through the cesearch
process again i she wanrs ro keep mrying,
A viable spell is one thar you allow into the game, Don't tell the
player whether or not you think the spell is viahle when research
begins. (Thar's the point of the research,) However, [eel froe 1o
cwock with the player and give him guidance on the parameress
junderwhich such a spell might be acceptable in your game, You'se
L perfectly justitied in ruling abead of rime that some Topics, such as
{time teavel. are never viahle. and thus spells associated with them
| carmot be successfully sesearched in YOUE canypaigmn.
Research o creare new spells is alwaye in addition 1o any ather)
research invelved for gaining spells (if you decide to requite spell

reseacch for normal spell acquisition). Remember, howe ver, that,
sorceress and bards are strictly restricted in the number of spells)
they can knew and can never exceed these limits even via the re-
search of original spells,

“priane: Gaining Class Abilifies

{You can mandarte that to pain any of the newfound sbilities
cearned by advancing a level, 3 character needs to perform some
overall training. This training requires one week per every twol
levels, rounded up, {In other words, 1o gain 3rd level, o charac.
Lrer must train for two weels.) Training requires a character ro
train with a character of the same class who is higher in level
and costs 1,000 gp per week. If no such trainer can be found, the
cost is the same, bur the time required is doubled. The money
goes intwe fees, consultants, material component experiments,
and other miscellaneous expendivures. Withour the tealhing, a
_character cannot acquire more hit points, cliss abilities, saving
s throw and attack bonuses, spells per day, skills new spells, and
|50 T, i
Dion't require characters to train for skills and fears or research
their spells in addition to this. Use ane or the other. The costs and
titme here asswme skill advancement, gaining fears, and the ac-
guiring of new spells,

Vairdant General Downrime

L wou dislike the iden of all this formalized trning getting in the
way of the heroic, epic cimpalgn you have gaing, simply require
that swhenever a character gains a new level she must spend one,
day per level (or just 1d4 days) in downtime., During this period,
the character is husy training, focusing, or simply resting and)
cannof cast spells, po on ddventures, and so on This variant rulg;
means that the characters take a breather now and again, which is.
certainly realistic. No one is willing o delve into denger every day.
of her life,

Vartane: Caining Fived Hit Points

Instead of rolling for hir points when she gains a level, 3 plaver
may {if you use this variant) tke the average roll for the class.
rounded down {see Table 2—23; TFixed Hir Point per Hit THe). A
player may choose from one level to the next whether to roll ar 10
take the fixed amount. (Consdoution modifers still apply to either
uption,) Since below-average hit points hurt a PC more than
above-average hit points help, the increased certainty balances the
slightly reduced average result,

TaBLE 2-23: Fixep Hit PoinTs PER HiT DiE

Class Hit Die Hit Points
Sorcerer, wizard dd 2
Bard, rogue dh 3
Cleric, druid, mank 48 4
Fighter, paladin, ranger d19 5
Barbarlan dl2 6

CREATING CHARACTERS ABOVE IST LEVEL

Sometimes youTe going to want te create characters that aren’t 151
level, Perhaps you need an NPC foe capable of challenging your
players' high-level characters. Perhaps vou have purchased an
adventure you're dying to play, but no one has characters of the ap-
propriate Jevel, Perhaps you just want 1o jump right to sth levell
and start your campaign there. Whatever the res1so, creating new)
|.characters at any given level isnt hard {and, in fact, many players!
tind it funy, .
If you tell players to create characters of higher than 15t level,!
~assign an expedence poine total for them 1o use. This is berter than
| st assigning alevel becawse it balances characters who take mult.
classing penalties against those who do not. Then they should fol-
Lo these steps:

42 %
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L. Determing abilities and race normally
2 Determine character cluss. If the character is multicliss, deter
mine how many levels of each clags the character has, and in
what order they were pained, {The order is important in step 3.
. Determine character statistics, This iteludes base arrack bonus, |
save bonuses, spells abilities, feats, hit points (maximum hp ar|
first level and rolled hp for each level afterward). IF the charac-
L ters are 4ch level or above, allow them to add to their ability |
. scores at 4th level and every four levels beyond that (see Tuble,
32 Experience and Level-Dependent Benefits, pape 22 in the |
i Hlieyer's Handbook). 1t is important 1o nete if Intelligence gots
| modified, because a raised Inrelligence score might gain the
- character more skill points, but only at each level thereafter
{That is, the extra skill points are not rerroactive.)
4. Determine skills, The best way to do this is 1w buy them one
level ar a time, This allows a player o take into account
« increased skill poines from Intelligence {if any; and changes
{due to multiclassing, However, if a characrer's skill points per |
\evel do not change (such as when she puts the extra abiliey |
| point boost into some ability other than Intelligence} and no |
multiclussing is involved, the player can buy all the characters |
skills at once. In either case, keep in mind that maximum rank
is level + 3 for cluss skills and evel « 33 + 2 for eross-cluss skills,
. Bouip the charucter When cresting a 1st-level character, this
meant buying normal equipment. At higher levels, ir also means
deciding which magic items a charscter has acquired so far. Refer
1o Chapter & Magic Items, where all magic items are listed along
| with their market price. Table 224 Starting Equipment for PCs
+ibeye 15t Level shows the rotal value of & character’s gear at a
givens level, This value includes mundane irems described in
Chapter 7: Equipment in the Player's Handbook, but the bulk of it
-L:sps:riilﬂ'!.f it hig]‘l{:r levels) is L'u:rnpnscd of magic items Note
that these values apply only to PCs. NPCy pse ‘Table 2-44: NPC
Geear Value {page 581 to find the toral value of their equipment.

=
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TABLE 2-24; STARTING EQUIPMENT FOR PCs
ABOYE 15T LEVEL

Character Character ]
Leval —Wealth— Level —Wealth—
ind 200 gp 12th E8.000 gp |
drd 2,700 gp 13th 110000 gp |
4th 5,400 gp 14th 150,000 gp
5th 8,000 gp 15th 200,000 gp
fith 13,000 gp 16th 260,000 gp
7th 1,000 gp 17th 340,000 gp
&th 27000 gp 18th 440,000 gp
3th 36,000 gp 19th 580,000 gp
10th 49,000 gp 20zh FE0,000 gp
11th 66,000 gp

b Limitation om Magic Iems: You'ts free o limit chamcrers to
whar irems they can choose, just as if you were assigning them
to rreasure hoards dn the game, You're welcome to exercise an
item-by-drem veto, but an easier method is to limit them by
maximum cost for a single item. For example, while an th-
level character has 27,000 gp 1w spend, you can limic him o
owning no single item worth more than 5,000 gp. This is 4 good
way 1o prevent power imbalances such as an Sth-level fghte
with hardly a copper piece 1o his name whe is atmed with 2 nine

o liwes sigaler,

[ You could alse Hmir characters by the type of mapic item

| found—minor, medium, or major For example, a player cooatr-

4 ing.a Ird-level characrer has 2,700 pp o spend, bat vou could

L rule she can't equip the character with any irem that could nar
be obtained by & minor measire mll

Regardless of their level, characters generated using this|
method cannot gain arrificrs, sitce these are (literally) priceless,

Chameter-Created Magre ltems: A PC spellcaster can spend as,
many of the XP and gp vou have swarded toward making magic)|
items as she wishes, provided chat she has the proper item cre-|
arion fears and prereguisites, I

Charged Magic Hems: A player may select a partially used
magic item, such as o wand with only 25 charges left. Such an
irem should have half the full number of charges, and ies value
is propertional ta the charges lefe (half price ot a wand with 25
-_'ltargt'.!i’!. ]

(6. Work our the details, A paladin needs o wachorse, a druid_or
experienced ranger needs animal companions, a wizard might,
want & familiar, a character might belong to 4 guild or have a
cohort, and s0 on,

CHARACTERS AND |
THE WORLD AROUND THEM

(The PCs live in a living, breathing world. Although Chaprer &

(World-Building provides guidance on creating that world (alse

oak to Chapter 1: Dungeon Mastering), included hete are specific
\deails regarding character classes and their place in the world,

PCs and NPCs

The NPC classes presented above showcase the difference be-
tween POs and the rest of the world: The PCs are smong the mpst
capahle members of the populace, or ot least among those with the
greatest potential, The vadance of abilicy scores (from 3 1o 18 or |
higher} shows thae not all peaple in the world are ereseed eeual,
and not all have the same opportunities, l

Having the same oppurtunities, in this case, means having,
maining, Training is the diflerence berween an adept and a wizard,
a warrioe and a fighter, a commoner and everpone else. An NPC |
with good ability seores might still be a warrior rather than 2
tighter because she’s never had the opportuniry 1o obtain the mrain-,
ing assumed with the fighrer class. She can swing a sword, bu she
does nor have the finesse of 1 rrained fighter. In theory, however,
she could be trained as a fighter at some point after beginning her
careet as 1 wartior, gaining fighrer levels through multiclassing,

Obviously, however, training isn't everything. Someona with an
Intelligence of & is never going 1 be a wizard, since he is unable
to cast spells. In theory, theugh, anyome with the IntelHgence, the
inclitation, and the teaining can learn wizandrey,

Class Roles in SacieLy

Characters, particularly as they advance in level, need to know
how they and those like them fit into the world, This section may
be helptul in giving an idea of what classes particular NPCs mighe
belong to, what sorts of NPCs one might find in a world where the
classes are available, how PCs can fit in, and whar PCs can poten-
tially aspire to. Of course, PCs can form whatever goals they wish,
bur the following information might st least generate some ideas.
Barbarian: Barbarians have no place in civilized sociery—
that’s the peint, 1n their pwn rribal society they are hunters, war-
rioes, and war chiefs, Bur in a civilized community, the hese they
can hope for is to join fighters' organizarions and §ill @ fighrers
TﬂI.ES. 'C]{EE].[. J.ij_t_]:l.ll’_'r'i f!'l.‘.ﬂ'ﬁ b {'i'l.?mzu:d gir_'pr_':ii'_'t}r v,':i” NoT |LIJ.I.DW a b:ll'-
batian leader unless he's somehow proved himself worthy of their
loyalty, Barharians of legend often aspire ta gather these like them |
and found their own tribe, or even their own kingdom. |
Bard: Bards serve as entertainers, either on their owmn, singing |
for their supper, or in troupes. Some bards aspire to be an arisio-|
jcrat’s personal troubadeour, Bards cccasionally gather in colleges of |
learning and entertainment. Well- known, high-level bards often.
found bard colleges, These colleges serve as the standard educa-|
{tional system fora clty as well as 2 kind of bards’ guild where they

e find aining and support.

Cleric: Most clerics have an organizational strucrure buile right
into their class, Belipions have higrarchies, and each cleric has his
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place within it Clerics muy find themselves azsipned duties by
their churches, or they might be free agents, Clerics can serve in
the military of an aristocrar sancrioned by their religion, or within
some auronomous church-based military erder esmblished for

defense. A high-level cleric can hope 1o one day be the shepherd |

of his own congregation and temple, although some become reli-,
| oz advisors to aristocrats or rthe leaders of commiinities of their)
pawen, with its people looking to the cleric for religious and tempo-,
tal guidance. Clerics often work with paladins, and virrually every)
Knightly order has at least one clede member.

Druid: Druids ate often loners, They cloister themselves deep in,
| the wilderness in sacred. groves or other areas thar they have
celaimed for themselves, sometimes working with a single TAnger or

# group of rangers, Druids sometimes nrganize themselves in looze
affiliations. Om rare occasions, druids sharing a particular focus
may nrganize themselyes as a tght-knit order. Sometimes crearures
psuch.as satyrs, centayrs, orother feys join these groups as well
i All druids are at least neminally members of druidic society,|
{which spans the plobe. The saciery is so loose, however, that Itmay,
| haye little influence on a particulsr druid,

Druids assist and sometimes even laad small. rural CommLni-|
ties that benafit [tom their wisdom and power

Fighter: These characrers often serve as mercenaries or officers
in the army. The sheriff in a small town might well be a fighter.
Common soldiers and guards are usually warriors (see page 39).

Fighters may be loners or may gather to form martial societies
\for rruining, camaraderie, and emplu}rmr_'nt {As mercenary compi-
- nies, bodyguards, and so on). High-level fighters ol great renown
| typically found such societies, A fghier of common birth can also
Chope 1o become an aristocrat’s champion one day, bur those with
j-#aspirations 1o true gresmess plan on eprning their own grants of
{and to become nobility in their own right,

{— Monk: The rradition of monk training started in distane lands

 but now has become common enough so that local people can g0
off 1o menasteries and learn the spicliual and martial ares. In 1 rge
cities, monks learn their skills in special academies. Monks often
serve the monastery or academy that rrained them Other rimes,
however, they may join a different monastery or academy. A high-
level monk with a pood repuration can even found her own,
monastery or acidemy, !

Omnly on mare occasions dees 2 monk find a place in SOCTETY L |
side her monastery, Such monks can become spiritual advisors,
military commanders, or even law enforcers. A unit of monks in
an army ot in the local conswbulary would be feared indeed.

Paladin: Paladins are knighis, working for their church or
within a knightly order. Chalifying for an order is ofren difficult,
and membership always requires that the paladin follow a spe-

cific code of conduct. These orders sometimes allow nonpaladins

(as members, with good-aligned rangers and fighters being the

+magt commaon sort of nonpaladin members. No paladin organiza

tion exists long without a cleric for support, advice, or leadership,
i'.l{?'r'n'lf':'urf![. —

Faladins can serve in the military of an aristoerat sancrioned by
their religion, or within some autonomous church-hased milirary
order established for defense. A high-leve] paladin might seek to
rule her own domain (1o bestow her just benevolence upon the
masses), establish her own temple where none existed before, or
to serve as the trusted lieutenant of 2 high priest or warthy aristo-
crat. Paladins in such service are often called justicars ot some-

thing similar, implying that the paladin is in charge of dispensing
| church-sanctified justice,

Banger: Rangers olicn seclude themselves, wandering into the
pwilderness for lang streiches of time. If they aspire to leadership,
{itis often as the warden of @ small, fronrier community, Some
rangers form loose-knit and often secrerive organizations, These

ranger groups watch over events in the land and gather 1o ex-|
change information. They often have the best view of the grand,

picture of everything that oecors. High-level rangers aspire 1o,
found their own ranger societies or to establish and rule new com-|
muniries, alien chose they have carved out of the wilderness itsalf |

Rangers and druids ofren work together, even sharing the same|

(secretive network, Sometimes a ranger group includes g few
| druids, or vice versa,

Rogue: Rogues may secve in armies as spies or scouts, They can
waork as operatives of temples or as general troubleshooters far
aristocrars, having attained these unique positions because of the.

Lversatility of their skills and abilities. _ ,

Frequently, however, rogues gather together in guilds devored,
to their area of expertise: theft. Thieves' guilds are common, The
L"Il‘gl:'l' a ity is, the more !jJ:\.'t‘h-' it is to have a thivves g"-i-ld. The
populage and the constabulary sometimes hate these guilds, Arl
orher times they are tolerated or even accepred, so long as they
don't allow themselves ro get our of hand in their work. Accep-

L tance is often gained through bribery in politically care UpL areas.

Sorcerer: Sorceters, 1o the general populace, are indistin-

\guishable from wizards, They often fill the same roles in SOCiETy,

Lalthough they rarely join wizards' guilds, since they have no
need to research and srudy, Sorcerers, more than wizards, keep 1o,
themselves. Sorcerers are more likely ro hang about the fringes,
of sociery, among creatures that other people would consider
onsters, -

Conversely, some sorcerers find that military life suits them
even beer than wizands. Sorcerers focused on bartle spells are
mare deadly than wizands, and they olten jre berter wich Weapans,|

L& high-level sorcerer might aspire to the same sores of goals al
wizard would. Despite their similariries, rheir differing ap-|
proaches means wizards and sorcerers find themselves in conflict.
more often than they ger along, 4

Wizard: Wizards can serve many roles in society, Wizards for hire,
are useful to the military as firepower (some armies employ entire,
units of wizards to blast the enemy, protect rroops from danger, tear
dowrmn castle walls, and 20 on). Or g wizand can serve the commumity
a5 2 wellpaid moubleshooter—semeone able o rd the yown of
vermin, stop the levee from bursting, or forerell the furure, A wizard
can open a shop and sell magic items she creates or cast needed
spells fora fee. She can aspire to serve an atistocrar 25 an advisor and
chiel wizard, or to even rule over a community on her own. Some.
rimes, the public fears 4 wizard for her power, but move often than
not the local wizard is 4 highly respected member of the COmmumiTy,

Wizards sometimes gather in guilds, societies, or cabals for
miurtual research, and ro live amang. those who understand the
endless fascination of magic. Only the most powerful and famous
of wizards have the reputations necessary to found permanenr es-
tablishmenis, such as a wizard’s school. Where they exist, wizards
guilds control such issues as the price and availability of spells and
magic items in a community,

Guilds and Organizations.

As mentioned in many of the preceding deseriptions, characters
often gather in groups with chasacrers of the same class. Some-
times this is simply the hest way 1o keep one's place in society and
o make [riends with common inrerests. Somearimes it required
by law or outside pressure. For example, if you're 2 wizard in the
town of Dyvers, you had beteer register with the local Wizards'
Cabal, To do otherwise and use magic without itz blessing results,
in swift rertibution, Thieves' guilds are also notovious for the dis-|
pleasure with which they view nonmember TOLES operating in
| their ares, and the vigor of their response, On the. other hand,|
guilds can be simply beneficial to members of the appropriate]
 class {see below), Or they can he a way of contrelling characrers of]
L specific class by some outside force. For example, 4 city might|
| require all bards whe perform within its city walls to be licensed
L the local bards' guild, the hetrer 1o suppress scandalous hallads
that are overly critical of local figures.
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Guilds often require dues, vaths of loyaloy or other regquire-
ments of their members, The extent of these requirements should
be based on the number and quality of benelits a member gains.
Tangible benefits include any or all of the following:

* Training
1* Boquipment availability (sometimes ar a discount) i
Lodging
Informartion
Hiring opportuniries
Influential conraces
Legal benefirs {members are allowed to do things others can't)
Salety

LEADERSHIP

You are the sort of person ethers want to follow, and you have dane
somie work attempting to recruit coharts and followers.

Prerequisites: The character must be at least 6th level,

Benafits: Having this feat enables the characrer to attract loyal cam-
panions and devoted followers, suberdinales who assist her. See Table
2-15: Leadership for what sort of cohart and how mary followers the
character can recruit.

TapLE 2—25: LEADERSHIP

Leadership  Cohort — Mumber of Followers by Leval ——
Score Level 1st  2Ind Ird 4th 5Sth 6th
1 or less — — - — -
2 Ist — — — — —
3 2nd - - — —
4 3rd - = - -
5 ird — —_ — = —
6 4th — — - — —
7 Sth — — — —
8 Sth - - — -
9 6th - — — - —
10 Tth 5 - - - -
11 Ith -1 — —_— —
12 ith H - — —_ —
13 Sth 10 1 — = —
14 1 0th 15 1 — —
15 10th 20 2 1 —
16 11th 25 2 1 --
17 12th i 3 1 1 - —
18 12th 15 3 T i) —
19 13th 40 4 2 b 1
20 14th 50 5 3 2 1
21 15th &l & 3 F) ] 1
21 15th 75 7 4 2 2 1
23 1 &th b 9 5 3 F) 1
24 17th 1o 1 ] 3 i 1
254 17th 135 13 7 4 2z z

Leadership Score: A character's Leadership score equals his level
plus any Charisma madifier. In arder to fake into account negative
Charisma moedifiers, Table 2-25: Leadership allows for very low Leader-
ship scores, but the character must still be 6th level ar higher in order
to gain the Leadership feat and thus attract 2 cohort. Quiside factors
can affect a character's Leadership score, as detailed in Table 2-26:
Leadership Modifiers.

Cohort Level: The character can attract a cohart of up to this level,
Regardless af the character’s Leadership score, he can't reciuit a cohort
of his level ar higher, & 6th-level paladin with a +3 Charisma bonus, for
example, can still only recruit a cohort of Sth level ar lower,

Une geed reason 1o join a guild is to get an assist in character |
tralning. If you use raining requirements and,/or costs in your|
pame, guilds can offer training ar reduced rates to theic)
members. And puild members are always sssured of having a.
Ltrainer when the fime comes, Guilds thar offer training often do
.50 for free, bue then require yeary duoes of ar least 1,000 gp.
(Orher groups offer rraining ae half normal cost and onlv charge
dues of 50 gp.
Wot every organization need be based on class. The Defenders of |
;Truth is an organization made up of members of almest every class |
{even rogues) based on upholding orderand the dghes of the people |
in a localized communiry The Sociery of the Claw is.a secretive, pvil|
group of monks, fighters, rogoes, and sorcerers who seek to over
throwe the king and 1ake conerol of the kingdom on their own.

Number of Followers by Level: The character can lead up to the indi-
cated number of characters of each level. For example, a character with
a Leadership score of 14 can lead up to fifteen 1st-level followers and
one 2nd-level fallawer,

TaBLE 2—-26: LEaDERSHIP MODIFIERS
General Leadership Modifiers

The Leader Has a Reputation of Leadership Modifier

Greal prestige Fi
Fairness and genarosity +1
Specizl power +1
Failure -1
Aloofress B |
Cruelty 2

Cohart-Only Leadership Modifiers

The Leader Leadership Medifler

Has a familiar/paladin’s warhorse) =)
animal eempanion

Recruits a cohort of a different alignment -1

Caused the death af a cohart — 2

*Cumulative per cohart killed,

Follower-Craly Leadership Modifiers

The Leader Leadership Modifier

Has a strungheld, base of oparatians, 2
guildhnuae. and 50 on

Maoves around a lal -1

Caused the death of other followers 1

TapLE 2-27: EXAMPLE SPECIAL COHORTS

Creature Alignment Leve| Equivalent
Werebear Lawful goad 9th
Pegasus Chaotic good ath
Unicars® Chaotic goad Bth
Dire wolf Meutral Gth
Crwloear Meutral ath
Giriffon Meutral ath
Draganne’ Meutral Tach
Hell hound Laweful evil fth
Displacer beast Lawful evil Tih
Imp Lawful evil Tth
Young green dragant Laweful evil Sth
Erinyes [davil) Lanerful evil 15th
Quasit Chaotic evil fith
Ettin Chaotic evil &th

*Leader must be a human, elven, or halfelven maiden.

*The leader is immune to the dragenne's roar.

1The dragen ages but does not gain XP.

G




Cohorts and Followers
When PCs gain levels, they also garner reputarions, Those wha
show promise, great power, a path toward success, ar perhaps just
a friendly demesnor may find that MPCs wanr o follow them.
These NPCs may wish for apprenticeships, emplovment, or 1)
leader they can look up ra. ;
Attracting Cohores
LA character ol 6th level or higher can stare arrracting cohores)
{elite companions) and followers (loyal underlin g5l To doso, the)
(character must take the Leadership feat (see sidebar), Unlike
| other fears, this vne depends heavily on the social setting of the
campadgn, the actusl location of the PC, and the group dynamics.
You're free to disallow this fear if it would distupt the campaign.
Be sure to consider the effect of 4 PC having a cohort. A cohart
is effectively another PC in the parry under thar players contral,
vone whase share of XF, treasure, and spotlight rime is bound to
{take something away from the other plavers' characrars, If your|
reroup is small, cohores may be a grear idea. 11ivs big enough that!
a cohort would be a problem, don't ler the PCs have cohorts,
Onee the chatacter has a cobort, the cohort carns XP at one half
the tate a PC would. She does nat sutomatically gain levels as the
leader’s Leadership score improves, nor does the leader's
Leadership score imit her level
A character can try to armract a cohort of 4 particalar rce, class,
and alignment. The cohort’s alignment may nor be apposed to the
Jeader’s alignment on either the law-vs.-chaos or gond-vs.-evil axis,
{and the leader suffers a Leadership penaley if he recruits a cohori
of an alignment different [rom his owy. The DM determines the
{detuils of the cohore The cohort has gear as an MPC {see Table
(- 2-44: NPC Cear Value, page 58). For move on cphorts, see page 147
vin Chapeer 5 Campaigns,

Special Coluores

With the DM's permission, a leader may seek our a speciall
cohort who is not a member of the standard PC races {the!
common races). For creatures with classas, such as a lizardfolk|
ccohort, ealculate its level according to the rules for PCs of that
kind of monster (see Monsters as Races, page 12}, For example,
(o leader with a Leadership_score of & could have 1 Sth-level
buman fighter as 1 cohort, or a lizardfolk with four fighter
lewels, or a bugbear with three fighter levels. For more uniegual,
ccreatures, add at least 43 1o 2 creature’s Challenge Rating to de-,
(termine its effective level The more special abilities a creature,
has, the larger the number vou should add. See Tahle 3—27: Ex:
ample Special Cohorrs. Note that evil special cohorts may have
agendus of their own.

Followers

Followers can be warriors, experts, or commoners. The leader

ican generally choose their races and classes. & leader attracts.

Hollowers whose aligiments are within one step of his own. A

ineurral good leader, for example, attraces neutral good, lawful
good, chaotic good, and neurral followers, These characrers
have gear appropriate to NPCs of their level (see Table 2-44:
NEC Gear Value, page 58). As the leader's Leadership rises, he
can attrace mone. followers. If his Leadership poes down, [ol
lowers may desert. For more on followers, see the Cohorrs sec-
tion on page 147 in Chaprer 5: Campaigns.

Beplacing Cohores and Followers

1f a leader loses a cohort or followers, he can genemally replace,
them, according to his current Leadership score. 1t takes time (144,
months) to recruit replacements. 1f the leader is 1w blame for the.
deaths of the cohorr ar followers, it takes extra time to replace]

ANIMAL COMPANIONS

Druids and rangers can use the animal friendship spell to gain animal
campanions, which zre something like coborts. Use these rules of

thumb when charasters have anirmal campanions,
While the spell allows a character to have animals whese Hit Dice

total double the character's caster level that maximuim assumes opti-
mal canditions. The typical adventurer should be able to maintain ani-

mal companions whose Hit Dice total half the maximum [caster level
for 4 druid, half of caster level for 4 ranger). If the character spends
mast of her ime in the animals' home territory and treats them well,

she can approach and even achieve her maximum Hit Dice, I she
spends mast af her time at sea, in cities, or atherwise in places that the

animals dan't like, her anirnals desert, and she will nat be able to rezain
even half her maximum, Remember, these creatures are layal friends
but not pets ar servants, They won't remain layal if being the charac-
ter's friend becames too onerous,

The anirnal is still an animal, It's not a magical beast, 2= a familiar or
a paladin’s mount is. While it may have learned same tricks. it's still no

more intelligent than any other animal of its kind, and it retains all its
bestial instincts, Unlike intelligent followers or cohorts, animals can't

fallow complex instructions, such as "Attack the gnoll with the wand.~
A character can give a simple verbal command, such as “Altack” ar
“Came," as a free action, provided such a command is arnong the

tricks the animal has learmed. A mare camplex instruction, such as
te”lng an animal to attack and painting out a specific target, is a stan.
dard action, Animals are lll-cquipped ta handle unusual situations

such as cormbats with invislble opponents, and they typically hesitate to

attack weird and unnatural creatures, such as hehaolders and aozes,
Left lo its own judgment, an animal follows & character and attacks
creatures that attack her for that attack the animal isell}, To do mare

than that, it needs to learn tricks. &n arirmal with an Intelligence of 2
car |earm six tricks. Possible tricks include:

“Attack”: The animal attacks apparent enemies. The character may
paintto & particular creatuse to direct the anlmal to attack hat creatire,
Mormally, an anirnal will rot attack unnatural creatures (though it will
defend pecple, guard places, and protect characlers against them.
Teaching an animal to be willing 1o attack unnatural creatures counts as
twio tricks.

“Come": The animal comes to the character, even if the animal
narmally would not do se (such as following the character anto a
boat).

“Defend": The animal defends the charactar lar is ready to defend the
character if no threat is present),

“Crawen™: The anirmal breaks off from combat or othersise backs dawn.

“Fetch®: The animal goes and gets something. The character rust
pointout a specific ohject or the animal fetches seme random ahject.

"Guard": The animal stays in place and prevents athers from
appraaching

"Heel": The animal follows the character closely, even to places
where it normally wouldn't go,

"Pedform™ The animal does a variety of simple tncks like sitting up,
ralling aver, rearing, and so an.

“Protect”: The animal follows a specific ather character and pratects
hirm fram danger [like "Defend.” but for anathes character].

"Seek™ The animal moves into an area and looks araund for anything
(NIRRT

“Stay®: The animal stays in place waiting far the character 1o retum.
It dees not challenge ather creatures that come by, though it =till
defends itself if il needs ta.

“Truck™: The animal tracks the scent presented 1o it.




them, up te a [ull vear. Note that the leader also picks up a reputa-
tion of failure, which decreases his Leadership score.

See page 149 for more on WPC attitudes, Hemember that even
fanarically loval followers are not stupid.

NPC STATISTICS

{This section provides baseline staristics for NPCs of every stan- |
dard class ar levels 1-20, with rules for how to adjust those STATiS- |
Jtics by race or kind of monster, Starting with just an WPCS level|
tor Challenge Rating, which is nsually the same thing), vou can |

jgenemte an NIC randomly, or you can put the pieces together as
o see fir, The rules cover everything from a typical dwarven

fighter to 1 half-fiend minolaur sorcerer
These statistics give you basic characters with minimum work.
Ifyou want to pur more work ineo handerafting MPCs, you can use

these statistics gy a place 1o start, or do it all from scratch,

Lo create an NPC, you can select options from the following |
(rables, determine informarion from the tahle randomly, or create |
\an NPC from scrarch,

TABLE-BASED NPC

To create an NPC from these tables;

1, Decide the NPCs class, level, and tace or kind of monster.

2, Find the class and level on the NPC tahles (lable 2—33 o Table
2-43),

3. Medify the staristics listed there by the information pertaining

o the NPCs race or kind on Table 2-44: NPC Adjustments by
Race or Kind.

RANDOM NPC
i create an NPC randomly, start with the NPCs level (or Chal-
Jdenge Rating, which is usually che same thing:. Then determine
the following informarion randemly:

1, Boll the N
ment,

2. Holl class randomly on Table 2-29: Random NPC Class,

3 Boll the race ar kind randomly an the appropdate column on |
Table 2-30: Cood NPC Race or Kind, 2-31; Neutral NPC Race,
or Kind, or 2-32; Evil NPC Race or Kind,

PC's alignment on Table 2-28: Random NPC Align- |

4. Combine the class-based statistics from the appropriare NPC

table (ko Table 2-33 to Table 2-43 with the rmee or kind infor- |

mation from WPC Adjusrments by Race or Kind, page 57,

TABLE 2—-28: RaANDOM NPC ALIGNMENT

L d% Alignment

01-20 Good (LG, NG, or CG)
2150 Meutral (LM, M, ar CM)
51-104 Evil (LE.ME. ar CE)

TABLE 2-29: RAN pom NPC CLass

Good Meutral Evil Class
01-05 M-0s 01-10 Barbarian
0E-10 Q610 11-15 Bard
11-30 11-15 16-35 Cleric
31-15 11-25 3640 Crruied
L3645 26-45 41-50 Fighter
4650 46-50 51-55 Meank
L31=55 — — Paladin
13665 51-55 S6—a0 Fanger
6675 56-75 A1-E0 Ropue
7e—30 76-80 B1-45 SOrCerer
81-100 21-100 86-100 Wizard

HANDCRAFTED NPC

To creaee an MPC from scratch, simply use the informarion from

the Pleyer's Handbook, the Monster Manual, and the earlier parts of |

|this chapier.
The one additional piece of informarion vou need isthe valige uL

an NPC gear See Table 2—+4: NPC Gear Value to find the rotal |

value of the NPCs equipment, Select equipment whose total value |
is this amount or less and lec the balance simply be matey. You can |

use the other tables as guidelines and shortours,

Counr a charged leem as half irs full value, and roll mandomly for
the number of charges it has just as you do for nocmal for g
random magic item. {If the item is one of the few with value
beyond its charges, however, halve only the part of its value thats
based on its charges. Use your discretion. |

When selecting pear for 4 spelleuster, count magic items that
she can make herself 93 700 45 expensive ag normal. This rule e
tectively treats the XP cost as an exrea gold piece cost. 1f the item
is charged, then counti as half nermal value (2 ner 35%) and de-
termine charges lelt randomly.

READING THE NFC DESCEIPTIONS
The NPC descriptions summarize a lot of information about the NPCs.
The material that is not self-explanatary is explained below:

Increased Abllity Scores: Magically enhanced scores are in parentheses,

Lvl: Claas |owvel

Init: Borus to initiative checks, Thisand all ather numbers are totals,
with relevant modifiers already added in,

Spd: Speed,

Weapens: Each NPC is equipped with & meles weapon and a ranged
weapon (the menk has an unarmed attack listing as well}, The Wieapon
calumng list the total attack bonuses due to class and level and total
dariage bonuses {in parentheses). If an MPC has more than ane kind
of ammunition, attack and damage figures use the ammunition with
the best bonuses.

F/R/W: Bonuses to Forfitude, Reflex, and Will saves.

Skills: Skill abbreviations are Alch (Alcherny), Ani Emp (Animal
Empathy), Appr (Appraise), Ba [Balance], Cli {Climb), Can [Cancentra.
tien}, O Dey (Disable Device}, Dipl (Diplomacy), Hi (Hide), Ju {Jump),
kne (Knowledge, one appropriate o the class), List {Listen), M Sil
(Move Silently), O Lock (Open Lock), Perf (Perfarmance), § Mat (Sense

Mative], Spellc (Spellcraft), Sreh (Search), Tum (Tumble}, U M Dev
[Lse Magic Device}, and Wild (Wilderness Lore). Skill madifiers include
arrmor check penalties, where appropriate.

For every 1 paints by which an NPC's |ntelligence score goes up or
dawn (because of race or creature kind), the creature gains or loses one
skill. New skills have ranks of 3 + elass level for half that for crass-class
skillsp

Spells: The rumbers of spells a spellcaster has are listed in order of
level, from lowest ta highest. The 4th-level sorcerer's "6/7 /4™ means six
O-level spelis, seven 1st-level spells, and four 2nd-level spells.

Gear: Severda| paragraphs In each description list armer, weapons,
and various types of equipment each MPC possesses. Parenthetical
netations indicate atwhich level ar levels the character has the itern in
question,

Spell-stering items store spells at the minimurn caster level needed
to cast thase spells (unless otherwise specified), Rell randomly far the
number of charges in a charged item as you do for a randomly gener-
ated charged magic {tem.

Daggers are listed under gear, not weapans, but NPCs can use them
as weapans if they need to.
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COMBINATION APPROACH it take the Fower Attack feat. Be prepared to adjust equipment,
OF course, you can combine these approaches, using the marerial and feats (mostly) as needed. (OF course, there are precious few|
here as a starting point and then maling diffevent choices for the kobold fighters) \
NPC: different skilly, different feats, different gear, even different * These statistics are for exceptional characters (the same way that|
classes (for a multiclass chataceer), t 4 PCsare exceprional). That's why, for example, 3 gnoll ranger has
" i i # higher Strength score than the gnoll in the Morster Manual,
NOTES ON NPC DESIGN L 3
(Heep these notes in mind when working wich these tables, | Elite and Average Characters
| b All PCs and all the NPCs deseribad in this section are “elites” al
*_Character statistics ure average; hit points are clite lusing maxd-. _ cut above the average. Elites (whether they are PCs ar nor) rell
mum hit points at 13t level). The abilities use the standard array:. above-average ability scores and auromarically get mastmum hit
You can roll these statistics, but be be sure to note how doing so palnts from their first Hit Die. Average characters, on the pther
attects other statistics. For example, a fighter with a lowar hand, roll average shilities (3ds) and dont get maximum hit
Dexterity can'’t rale Dodge, peints fram cheir first Hir Die. The monsters described in the,
* Adjustments for unusual creatures somerinies interacr strango- Monster Manual are aversge characrers rather than elites
ly with the class marerial, For example, & kobold fighter isn't big (though elite monsters also exist). Likewise, some lighters,
or strong enough ta he proficient with a baseard sword, ner can wizards, and so on are average people rather than elites: they
TaBLE 2-30: Goop NPC Race or Kinp
Bbn Brd Clr Dird Fir Mnk Fal Rgr Rog Sor Wiz Race/Kind Levalw
- o 0 a -0z 0110 - Q=02. M Aasimar (planetouched)  Mormal
- — a2 — -0 — - - = 03 — Dwarf, deep Mermal
01-02 02-06  20-32 ~ 04-33 03 11-20° 01-05 _ 01-05  [ud-05 bz Dwearf, hill Marmal
- — 23-24 441 — 21 - 06 06 = Dwarf, mountain Mormal
— 07-11 25 a7 42 — — - 0708 0307  EIf pray Mormal
- 12-38 26-35 0z-11 4347 0413 Qe-20  07-1%  08-11 08-41 EIf, high Mermal
|03-32 37 36-44 21=2] — — 21 == 1336 — EIf, wild Marmal |
(13-34 3R 47 22-3] - — -1 — 37 42 EIf, waod Marmal |
|- 19 42 3236 - — — 374 20 33 43 Gnome, forest Mormral |
|— 4044  43-51 37 48 — 22 42 21-25. 3940 44-48  Gnome, rock Mormal |
15 45-53 52-56 3846  49-50 14-18 £3-27  43-57 26-35 4] -45 40-58 Half-elf Marmal |
15 54 57-66 47 51 15 2R 58 3660 46-54  59-63  Halfling lightfoat Marmal |
- 55 67 - 53 20 29 — 61-66 55 64 Halfling. deep MNarmal
— 56 63-63 48 — — - 59 67-72 56 6567  Halfling, tallfellow Marmal
361 57 7o 49 53-57  231-35 EL 6064  F3-77  57-58 65 Half-arc Mormial
62-98 58-87 71-35 20-83  58-97  25-87  31-87  5-87 77-95 59-95 69-96 Hurran Mormal
- 98 96 — — - - 97 og k) Swirfieblin {gnome) =1
589 2% 8793 @ 1] 1] a8 ag ag 57 28 Half-celestial* -1
100 100 99 - 89 0g 99 39 93 38-99 99 Half-dragan* 2
— 100 = 100 10 100 100 100 140 100 Werebear (lycanthrape)* -2

“Rercl| to determing the MPC's base race ot kind, (On the reroll, ignare ralls marked by asterisks,)
Il the creature is exceptionally powerful, reducs its class level to balance. If ts class level is 0.or lawer, reroll.

TaoLeE 2-31: NEuTraL NPC Race or KiND

Bbn Brd Clr Dird Ftr Mnk Rgr Rog Sor Wiz Race/Kind Layel*=
1 i} 01-1s - 010 - o1 - - Crecarf, deep MWarmal
0z z-03 16-25 — 11-29 —_ 01 0204 01 - Crwaarf, hill Marrmal
— 26 - 034 - — - — — Drwarf, mountain Mermal,
= 04-05 01 = — — — — H EIf, gray Mormal
— 0615 27 02-06 35 a1-02 02-08 0508 a2 02-26 Elf, high MNarmal
03-13 16 28 a7-11 - a7 - 03-13 - EIf, wild Marrnal
L14 17-21 29-38 12-31 1641 01 03-36 Q9 13-1% 27-28 Elf. wood Mormal
— — — 2 - 37 — — — Cname, forest Mormal
e 22-21 39 = = I8 10 16 29 Crome, rock Mormal
15-16 24-33 d40- 48 33-37 4246 04-13 39-5% 11-25 17-31 3044 Half-glf Matmal
1718 34-36 49258 38 47 14 5@ 2653 3241 4547 Halfling, lightfoot Marmal
19 i7 59 — 48 15 — 5458 42 Halﬁing. deEp MNermal |
- 38 &0 i5 - - 57 50-63 43 4849 Halfling, tallfellow MNormal |
20-58 30-40 61-62 40 4958 1625 5887 64-73 4448 50 Half-orc Marmal |
5887 41-98 6390 41-88 5994 26-100  &E-96 7497 4955 51-57 Human Marmal
Bi-ag — 01-97 5008 a7 - 97-9g s 95-07 — Lizarcfealk Mormal |
— - - - — - — — — Syirfreblin (gnome) -1

98 - 9% — — 48 a8 a8 Doppelganger -3
a9 99 59 %9 89 = 99 a9 99 9g Wereboar (lycarithrope)® 1
100 100 100 100 104 — 100 100 100 100 Weretiger (hycanthrape)® -

*Rercll te determine the MPC's base race o kind {On the rercll, ignare rolis marked by asterisks,)
**|fthe creatiure is exceptionally pawerful, reduce il class level {o balance, If its class |evel is O of lewer, rerall,




TaBLE 2=32: EviL NPC Race or KIND

Bbn Brd
=, a1
il —
Q203 0z
04 03-17
05 18
06 12
- 20
{0y=19 21-22
+30-38 3-97
A0-44 —
45 o3
46
47
4577 —
78 %9
79-83
B4 —
|E5-86
B0 —
1
, s
8586 100
8r-08 —
53-100

Clr
o102
03

04

05
06-08
09-18
1520

2

2325
26-56
§7-63

65
&b
a7
6a
6971

)
Ti-T4
7a-89
20—
92

93

o4

85

96

a7
9g-99
100

Dird

01-02
Q3

o4
D5-06
D7-56
57-71
72
73
74
75

Fir Mk
1-02

03-04 —
05 =
06-07
D8-12
13 =
14 -

15-23
2453
54 -
53
3640
a1 =
81-86 ~
== G4
57 —
] ==
89 =

90

o1 =

o2 =

a3 —
a4 -

95 —
96 95-96
97 9708
98 —
94 L.
100 100

Rgr Rog Sar Wiz Race/Kind Level
- o1 —_ - [rwarf, deep Mormal
- — — Drearf, hill Marmal
a1 0z - 01=14 Eff, high Marrmal
- o1 - EIf, wald Mormal
02-11 03 - 11 Elf, wood Mormal
12-28 D418 0z-16 12-26 Half-elf Marmal
24 15-38 17-21 27 Halfling, lightfoot Mermal
- ig 2 =T Halfling, deep Meemal
30 40 23 28 Halfling, tallfellow M el
31-3% 41-50 24-23 - Half-are Pl
40-69  51-70 2968 29738 Human Marmal
70-71 65 - Lizardfolk . Marmal
— -85 kit — Gablin Marmal
72 £ n 79-20 Hebgoblin Marmal
— 87 72-86 - Kabald Marmal
- — -- Qe MNermal
== BR-EY — 21 Tiefling |planstauched) Marmal,
- — — Crow (elf) {female] =1
= — — §2-91 Drow (elf) [male] =
— = — Druergar {dwarf) =]
—_ - — - Drward, derro -1
{3-92 — a7 az Ginoll 1
93 B0 Troglodyte =1
94 9093 a1 a3 Bugbear 2
a5 53 — Qgre -2
— 93 — Minotaur it
94 S G4 Mind flayer -8
- - 85 95-96 Ogre mage -4
95 05--0¢ Gh a7 Wererat {lycanthrope)* i
S97-08 97 a7 94 Werewall (lycanthrope)® =]
33 ag-94 g4 0% Half-fiend* 3
100 100 99-100 100 Half-dragon® i

*Reroll to determine the NPC's hase race or kind. (On the reroll, ignore ralls marked by asterisks.)
*#If the creature is exceptionally powerful, reduce its class |evel (o balance. Fits class |evel is O or loweer, rerall,

have fewer hit points and lower ability scores than the NPCs .|

described here.

MNPC Barbarian

Starting Ability Scores: St 15, Diex 14, Con 43, Int 10, Wis 12,

Cha &,

Increased Ability Scores: 4th, 5o 16; 8th, Con 14: 12th, 5o 17

TasLe 2-33: NPC BarBaRriAN

Lwl hp AC
LSt 13 16
L2nd 20 17
| 3rd 8 17
| 4th 15 17
| Sth 43 (I

| th 50 18
Tth 58 18
Eth 73 19
th 2 20

10th %0 20

11th ik 2

12th. 107 22
1ath: 115 24
14th 124 24

1ath 132 4
lath 141 4

17th 149 6
18th 158 28
19th 1686 19
Mth 175 29

Imit
+2
+2
+2
+2
+2
#2
2
+2
+2
s
+2
+2
+2
2
¢
2
+2
+2
+3
+3

Spd

30 0.
30 ft.
30 fi.
a0 fi,
10 fr.
10 f.
30 fi.
30 1L
o ft.
30 ft.
30 .
301,
300,
30.ft.
60 f,
60 &,
a0 f.
60 f.
60 ft,
B0 fi,

Creataxe (1d12)
+5 (+2 damage)
+6 [+2)

+7 [+2)

+3.[+3)

£l {+3)

+11/6 {+3}

+12/7 (+4)

4138 (+4)

L1409 (+4)
15710 [+4)
+18/11/6 [+4)
HITNZT (+4)
F18/13 08 (+4)
+20/15/70 (+5)
+22/17/12 (+6)
+25/201 570 (+5)
HEFF2ZA1TIZ (+9)
128/24/18/13 [+9)
F31/26/21/16 (+11)
W3RFATIEANT (+17)

tath, S 18; 17th, Str 18 (20); 1oth, Str 18 (24), Dex 14 (163 20th,
Str 19 (25). i

Feats: 1st, Weapon Focus (greataxel; 3rd, Dodge; ath, Track; ath,
Blind-Fight; 12th, Improved Critical (greataxe); 15th, Power
Artack; 18th, Improved Critical composite longhow).

Class Features: 1st, rage {/day; 2nd, uncanny dodge (AC
bunus) 4th, rage 2/day; 5th, uncanny dodge (no fank}; 8th, rage

Compaosite Longbow [1d8) FiR/W Cli Ju List _ Wrild
+3 [+2 damage) +3/+2/=1 +3 13 +3 45 |
45 [+2) +4 /4211 ) i +b 6
+6 [+2} +4/43 )+ =5 +5 +7 7
+7 (+3) +3 /43142 37 +6 -8 +2
P8 {+3} 154342 +8 8 a +3
+9/4 (+3) +Bfrd [ 3 +9 +1 10 +10
=+10¢5 (+3) =6 +4143 +10 +10 +11 +11
=11/6 [+3) +8 /4 (+3 111 +11 +12 +12
F1247 (+3) P54t 12 412 _ 413 =33
+14/3 [+4) +3/+3/+4 +13 +13 +14 £14
+15/70/5 {+4] +3 54 14 +14 +15 #15 |
+16/11/6 (+4) +10/+6/+5 +15 +15 <16 16 |
1701207 (+4) 1006/ +5 +16 18 =17 +17
t1E/13 /8 (+4) 11645 +17 +17 18 +13
+19/14/9 [+4) 11346 +18 +28 18 +15 |
+23/18/13/8 (+8) #12/+7/+6 +19 +29 £20 £330
42418/ 14 9 [+8) 21204+7/46 +21 Y 3 (O L
+26/ 271 1611 {+9) L131+7)+6 +22 132 +22 +22
+18/73/18/13 (+9) RS FEN +25 135 +23 +23
«29/24/19/74 [+3) F1EM413/41T . +36 +36 +24 +24




( |
TaeLE 2—34: NPC Barp

bl hp AC nit Spd  Longsword (1d8) Light Crosshaw (1d8) F/R/W Bluff Dipl Pedf 5 Mot Spelle  Tum
Ist 7 14  + 0k 41 +2 14304 +6 -6 1 +3 +6 k5
nd: T3 T 4] R =2 +3 +1 442 7 +7 + +4 +7 ]
Id: 16 14 4] bft 4 o4 12442 +8 +8 -8 ¢5 +8 +7
dth 20 14 41  30f 45 5 {4503 #1060 +10 #1065 40 +8
sth 25 15 +1 3Rk 35 5 P2 145043 N +11 o b K +10  +9
T T s . | T +6 +3 /46104 +12 #1212 48 11 +10
[7th" 34 75 385 30f 47 +7 +3 /=614 +13 13 #1349 K12 411
[8th ™ 38 15 45  30f. 803 ] +3/+7/+8 +15 K15 =18 +1¢ 113 +12
(8th 43 15 45  30# 81 2 A1L7 )45 +16 +16 P | S 14 413
Ioth 47 15 <5 30/ +9/4 +9 418} 4E #7  #1? e - e 15 +14
1Tth 52 16 45 30ft  <10/5 (+1 damage) +10 A48 16 +18 44 220 3 P16 415
12th 56 18 +5 30f f11/6 (+1) «11 F5p-80+7 +20 +20 +22 114 +14 16
13th 61 19 45  30&  +11/6 (+1) (11 15487 21 +21 +23 15 +20 417
l4th &5 19 <5 30/ 13873 +12 +5f+10/¢8 73 <22 124 +16 i BN
15th 70 19 +5 30ft  <14/9jd (12 +13 +6/+10/+8  +23 ¥25 445 417 +22 =19
16th 74 20 45 30 L15770/8 (+3) +14 +6/+11 /44 +24 126 +26 418 bE3 +20
17th 73 22 45 30f,  +15710/5 (+2) +14 +B/+11/+8 4326 28 28 9 24 N
18th 83 23 45 30f  +18/11/6 (+2) +15 +7{+12/410 430 1300 #3020 25§22
19th 88 28 48 30fi, 1707207 (i2) +16 +THIZ00 431 43 +11 +27 26 423
20th 92 22 48 30ft. (TR (+3) 17 13T <32 7 BT i R | $27  +24

SrevLs CastfKnown
{15% chance of arcane spall failure at 1st-9th lavel)

(6th—14th), 2 nieutmlize poison (ath—20th), 2 Jaaste (10th 14th), 4 e
sietiines wooeereds | L Sth-20th |, 4 haste (1 5th—20eh 0, 4 heroism (ath-20th),

Class Spell Level Other Magic Gear: Amulet of natural armor =1 (8th-11¢h),
(Level 0 st Znd 3rd 4th 5th Gth amulet of natural armer +2 (12th—1ach), ring of protection <2
| st 254 - - — — (13th—17th}, boots of stviding and springing (151h-20¢h), antulel of]

| Znd 35 1/2 - — - - —
ird il 203 — - = —
dth i/ i3 /2 = = e =
{_5th ije a4 2/3 — — —
i _Bth 36 4/d EFE] — = -
L Tth if6 4/4 34 1/2 - P
Eth 16 414 4/4 213 — -

naluval armor +31 {17th—20rh), gauntiets of ogre power 42
‘17th—18th), ting of protection <3 (18th-20th), hag af holding 2,
(19th—20th), belt of grant strength +6 (19th—20th), gloves of Dexterity,
+2 (19th—20th}, cloak of resistance +5 (20th), rod of thunder and,
lightring {201k, J
Other Normal Gear: Climber’s kit (1st-20th), dagger {1st),
silver dagger (2nd—2mh), 3 Masks alchemist's fire ( 3od—20th).

9th 306 404 44 33 = =
10th 3/ dfd 4y 14 1/2 = = NPC Bard
11th 16 44 44 4/4 23 ~ - Starting Ability Scores: Str 10, Dex 13, Con 12, Int 14, Wis 8,
| 2th if8 54 14 a/4 3/3 — Cha (5. .
13th i/6 504 414 4/4 34 [ Increased Ability Scores: 4th, Cha 16; 8th, Cha 17 (19 12tk
14th 46 54 404 4/4 4/4 2i3 Cha 18 {20); 16th, Cha 19 (20}, 17th, Cha 19.(23) 18th, Cha 19 {25);
15th 4/6 64 44 404 4/4 13 = 20th, Cha 20 (28],
16th 46 65 5/4 4/4 44 1f4 - Feats; 1st, Dodpe; 3rd, Weapan Focus (longsword); ath, Im

Thh a6 G5 B/5 504 4/4 44 /3
18h  4/6 65 B6/5 6,5 54 44 17
19th 4/ /5 6% 6/5 5/5 54 4)4
Wh 46 A5 B3 6/5 /5 5/5  5j4

proved Initiative; 9th, Skill Facus (Perform): 12th, 8lill Focus (Spell-
craft); 15th, Skill Focus {Diplomacy); 18th, Skill Focus (Blul,
Class Features: (st, Bardic music, bardic lnowledge.
Armor:  Masterwork studded  learher {15t-9th}, none
i1orh—20th),

L3 days 10ch, uncanny dodge (+1 vs. traps); 11th, damage reduction
L= 12th, rage 4/day; 13th, uncanny dodge (+2 vs. traps ) 14th,
damage reduction 2/—; 15th, preater rage; 16th, rage sfday, un-
canny dodge (13 vs. trapsk 18th, uncanny dodge (4 vs, traps;
20th, rage 6 /day, not winded after rage, damage reduction 1/
Armor: Masrerwork scale mail (1et), masterwaork breastplate
(2md—ith), « 2 brastplate (5th-&ch), +2 brensiplate [9th—1oth), +3 breast-
plale (11th—t6th, <4 breastplate (17th), =8 hreastplate {1 8th-200h)
Greataxe (Melee): Masterwork [tat-gth), <1 (Fth-13ch), +2
(taeh}, 3 {105eh), o4 Cteth—zoch),

Composite Longbow (Ranged): Mighty [Str 14] (15t-3rd},
nighty [Str 16] (4th-9th), +1 mighty [Str 26] (10th=15th), 2 mn ghiy
(tr 18] (Leth—17th), +3 mighty | St 18] {18¢h—200h),
| Arrows: 20 nermal (1st), 20 masterwork [2nd 15th), 20 +2
Liiath—20th),

i Potions: 1 cure light wounds (s, 1 cure madevale wounds (2, 1
delay paison (2nd—31d), 1 leswer restoration {2nd—30d), 2 e modente

wourds (ird), 3 cure modevafe wounds (deth—sth), | netitrghize st}
{(4th—5th], 2 lesser restovation {4th—20th) 2 core SerpUs rurnds

Longsword (Melee): Masterwork (15t tochl, +1 (11th—13¢h],
=2 {14th—20ch] :

Light Crosshow (Ranged): Masterwork (1st—20th).

Bolts: 10 normal (15t—20th),

Potioms: | Chursma (15t=5th), 3 cure ligh! wounds {18e-3nd), 1
tongues (2nd—6thl, 3 cure moderate wounds (3rd-7th), 1 ghbness
(3rd=ath), 1[Iy (4th=8th), 2 Charisma (&th 20th}, 2 glibiiess
(7th—gth), 2 longues {7th—20th’, 3 cure serious wounds {Ath—20th), 2
fly {ath—2uth), 3 glibness (9th—20rh) |

Other Magic Gear: Wand of summon monster 1 (2nd—13ths,
ertulet of nitural armar +1.(sth—arh), mirror of vanity +2 (Bth—1athy,
bracers of wrmor +2 (10th}, amulet of natural aveor +2 (10th L&th],,
bracers of armor +3 (11th—15th), ring of protection +2 (12th}, ring of
protection +3 (13th-20th], o of Mading (14th-20ch), wand af]
sumemnn momnster [ (14th-18th), bracers of avmor +4 ¢ Lethd, wand ol

cpelynorph self (1 6th=20ch), bracers of armor 15 (17ch-20th}, amulet of

cnatiral avmor +3 117thl, mirvor of vamty +4 (17th), amulet of natural

Larmor=4 (1 Ech—20rh), e r.l_il: warity 46 (18th—20ch), ca rpet of .']'1-‘11’15
[£ /L7 ft] (19ch=20th), eves of charming (20th).



TABLE 2-35: NPC CLERIC

L bvl. _hp AC  Init Spd Maorningstar (1d8) Light Crossbow (1d8]  F/RAW Spelle  Con Spells per Day

s 1g 17 - 20 fi, +2 (+] damage) 1 +4/-T/14 +4 +A 33

ind 18 18 - 20/, ERESH +0 ~5/-1/+5 +5 o a4

ind 23 | | 20 ft, +4 (1) +1 +540/+5 - +8 4/4/3
| 4th 29 1% I 20 ft, =5 (+1] +2 +6{40,/47 07 +3 5/5/4

Sth 36 19 1 20 ft. £5 [+1) y +TiT /48 -8 +10 5/5/4/3

Bth 42 20, -] 20.f1, +6 [11) +1 [8/+2)+3 8 +11 5/5/5/4

fth 49 L - 20 ft, +7 [+1) +4 i3 (49 +10 12 6/6/5/4/2

ith 55 21 -1 20 f. +8/3 (+1) +5 PO 400 +11 £13 6/6/5/5/3

Oth 62 2z - 0 i, =873 (+1) +5 937410 112 +14 B/B/6/5)1 )¢

ith &8 25 = 20 L. +074 {21} -k 104430412 13 +15 B/6/6/5/5,3
SEuth., -5 22 I 20 fi +10/5 [+1) 7 #1043 4412 14 +16 6/70/6/5/32

12th 31 21 1 20 f +11/6 (+2) i8 =11 +4f174 +15 17 6/B/B/6/5/5/3

13th 88 4 0 20f £11/5 {=2) +10 {+1 damage] F17 /45014 +16 118 G876 65302
14th 94 4 o 0 26 (+2) +11 {11) FI2/+5)+18 +17 £19 6/8/8/6/6/5/5/3

15th 101 4 0 20 ft. i13/8/3 1+2) +12 (41} F13/+71417 =18 20 G/8/8/T/66/5/3 /2
16th 107 % 0 20f +14/974 (42) 13 {+1) +15/+8/4149 +149 +21 BJB(E/7/6/6/5/4)3
ih 14 2 @ 20 f, 14804 12 13 {=1 +15/+8/+20 +20 22 6/BIB 871616512
18th 120 D 20 fi., +15/10/5 (+2) 14 (+1) +18/19/=21 121 +23 BYRRRT /6 /65,43
19th 126 0 20 ft. <16/11/6 (+2) +15 (+1) F16/+9/+21 +22 124 B/RJBIRT /6 6,4/3
Hnh 133 0 20 ft. FITNZT (42) 16 [+1) +17/+3/423 -1 +25 B/8/8 /R8T /66, 6/5

Mote: You must choose one spell per spell level from the apprapriate domains,

MPC Cleric
| Lhitﬂrtil‘lg Abiliry Scores: St 13, Dex 8 Con 14, Ine 10, Wis 15,
{Cha 13,

Increased Ability Scores: 4th, Wis 16; 8th, Wis 17 10th, Wis
L7 (19); 12th, Wis 18 (20%; 13th, Dex 8 {10); 14th, Wis 18 {22, 16th,
(WFis 19 (23} 17th, Wis 19 {25); 20th, Wic 20(2¢6).

Feats: 11, Seribe Scroll; 3ed, Brew Potion; sth, Combar Casting,;
jath, Forge Wand; 12th, Heighten Spell; 15th, Maximize Spell;
Hath, Cmicken Spell,

Class Features: 1st, Turn or rebuke undead,

Armoz; Spline mail (1st), half-plate (2nd), full plae (3rd—5th),
1 full plate (fth-15¢h), =2 full plate (16th-20th), large metal shisld

(1st-7eh), +1 large metal shield {arh—15thy, +2 large melal_shield |

[16th-200h},

Morningstar {Melee) [or Deity's Favored Weapon |: Master- |

wark (1s1-11ch), +1 (12th-200h),

Light Crossbow (Ranged): Normal (1st-20th).

Bolts: 10 normal holes (1st—12¢h}, 10 41 (13th—200k).

Scrolls: Protection from elements (Tsr—2nd), 3 cure light weuwnds
t2nd-3rd}, 5 cure light wounds {4th—sth), silence [6ih), neutvalize
padsan (Zeh), rase dead (7th—13¢h), ethereal jannt (9th—14¢h), wind
walle (11th=13ch), resurrection {12th—13th), itplasion [13th-20ths, 2

csacrection (14th—30ch), b tesurrection (15th), 2 e fesurvection
(tath=20th), etherealness (17th—20rh), arlilife shell (17th—20ch),
s heal (17th-20th i

Potions: Blur (2nd—6th, levitate (2nd--6th), fly (4th-16th), spider
chimb {eh—10ch), hevaism (oth-12th),

Other Magic Gear: Cloak of resistance +1 (sth-14th}, wand of cure
light wounds (7th=gth), ring of protection =1 (9th—20th}, wand of hold
persin [9th—13ch), pearl of Wislom +2 (10th—13th), weand of searing
tight (11th—t4th), amulet of natem) aremor =1 t12th—20¢h), gloves of
Dextevity 42 (13¢h—20thy, pearl of Wisdom <4 {14th 18thl, cloak of 1o
sstince +2 (15th), wand of seavimg light [10th Jevel] (15¢h- 200k, claak
of resistance +3 {16th—20th), peard of Wisdom <6 ( 1 7th—20th), ring o

(blinking (18th-2oth), gem of seetrg (19th-20th), rod of ahsorpbion
(20th

IS[FE Druid
- Starting Ability Scores: Str 10, Dex 14, Con 13, [nr 12, Wis 15,
iCha g

Increased Ability Scores: 4th, Wis 16; 8th, Wis 17; 11ch, Wis |
17 (195 12th, Wis 18 (20); t4th, Wis 18 (22); 1ath, Wis 19 {23}, ]

L7th, Wis 19 {265 20eh, Wis 20 (26}, . !

Feats: 1st, Scribe Seroll; ard, Track; ath, Dodge; 9th, Combar,
Casting: 12th, Seill Spell; 15¢h, Spell Focus (Enchaniment): 181h, |
Muaximize Spell }

Class Fearures: 151, narure sense, animal companion; 2nd, |
woodlund stride; 3nd, rackless step; 4th, resist nature’s lures 9th, |
venom immunity: 15th, 8 thousand faces: 15th, timeless hody. |

Atinor: Hide acmor (1st—sth), large wooden shield (15t sthl. |
=1 hide wrmor {arth—12ch), <1 large wooden shield (91h—16ch 1, =2 hide
wrmor (13th— 17th), 42 lovge wooden shield (17thY +2 hide armar
i18rh-20th), +4 lavge wooden shield (18th—30rh)

Scimitar (Melee): Masterwork {1st-12th), +1 (13th—15th?, +2
{1ath—zoth).

Sling { Ranged): Normal {1se—20rh),

Bullets: 10 masterwork {15120tk

Scrolls: 3 cure lighlwomnds {1sr), 2 mdure elements { 1st—2nd), heat
metal (2nd—irh}, 2 barkskin (3ed- 4ihy, 2 flaming sphere {3rd-41h},
warp woad {3rd—th}, 2 call lightning { Sth—eth), 2 neuiralize poison
{5th—6th}, 2 protection from_elements (Sthogth, 2 speak wilh plants
(Sth—6rh), 2 flame strike {7eh—frh), 2 reincarnate (7th—-20th), 2 sleet
storm (Fth=8th), i storm (9th— och, wall of fire (9th-10ch ), antilife
shell {1 1th 12ch), healing cirele (11th—120h3, summan nabure’s ally ¥1
(etth—12th), comtrol weather (13th-14ch), five starm f13th—14th),
heal {13th—teth), true seemg (13th—1 dthl, finger of death
(15th—1ath), repel mctal ov shome {15th—16ch ), 2 summon natures ally
VITL (15th-dath), earthquake (17th-—20th, 2 elomental swarm
(17th—20th}, 2 mass heal {17th- 20ch), shapechange (1 7ch—20th),

Other Magic Gear: Frtion of blur {2nd- th ), wand of gure highi
weonmds {2nd—14thl, 2 Quaals feather token—tree (3rd—20th}, phydac
leryof fuifhfulness (4th-sth}, bag of tricks [gray| (eth-14th, 2 patizhs
of darkuision (sth—8th), ving of pratection =1 (8th—t5th', wand of faerie
fire (9th—t2rh), amulet of natuwl armor +1 (10th-14th), peard of
Wisdom 42 (11¢h—13th), drnd’s vestment (12th—20th}, stone of good |
luck {12¢h-20ch), pearl of Whsdom + (14th—16th?, amulel of natural |
arrmar <2 (15th-—20rh), bag of incks |rust] (15th—17th), wand af e §

{moderate wounds (15th—20th |, ring of protection 12 {16th=20th), clok,

of resistance =2 (A7th-20th), pearl of Wisdan +& (17th=20th), bizg of !
fricks [lan] {18k 20th), arb of dovms {19th-20ch), ring of shooling |

(alars (20th),

Animal Companions: 1st-2nd, wolf, 3nd, eagle, woll; 4th, hlack

cbear, caple: Sth, black hear, eagle, owl; 6ch, eagle, 2 lions; 7h, brown

bear, eagle: 8th, dice boar, eagle; th, dire lion, eagle; toth, dire lion,




TaBLE 2-36: NPC Druip

kel hp _ AC Init Spd  Scimitar (Td6) Sling [1d4)

1st 8 1F +2. 30ft 4 +3
Znd 14 7. 2 i 42 -+

rd 20 17 2 Iqf. 43 ]

dth 25 1742 Iof  +d b

Bh. 33 9% 8 SR el i

Bth 36 18 2 30f 4% +7

Tth. 42 18  +2 30f  +6 +2

Bth. 47 19, +3  30R. 4732 +9

Hh 5 900 o+ A0R «7p +9
10th 58 21  +2  30f 4313 +10

[11th 64 21 +2 30ft 49 <11
lath.  €3- 21 -+2 30k 41005 +12
13th. 75 2 42 0t +10/5 (+1 damage) +12
I4th B8O 2 b2 /. =116 41 113
15th 8 23 42 30R #1372 () +14
16th 81 24 42 30fi. +14/9/4 (+2) +15
Wth. o7 235 2 WA +14/904 (+2) +15
18th 102 27 42 R H1500/5 (+7) +16
18th 108 27 42 30fk  416/11/6 (+2) =17
0th M3 27 42 WM AT D) -1z
SPELLS PER Day
Level Spells Level Spells
1st 302 2nd 473

Sth 504132 Bth 54743

Sth 655040201 10th 6/5/5/4/3/2

13th B716/5/5/4/21 14th B/712(5/5/4/4)2
17th B TITI65/5/4/2]1 18th BT 7 2/6/5/5)4/3 12

Leagle, owl 11th, dire lon, 2 eagles, owl; 12ch, dive beas; 13th, dire
bear, eagle; 14th, dize bear, cagle, owl; 15th, dire bear, 2 eagles, owl;
1ath, dive dger, 17ch, dire tiper, eagle; 18¢h, dire tiger, eagle, owl:
1ath, dive tiger, 2 eagles, owl; 20th, dire bat, dire Hger,

MPC Fighter

Starting Abilivy Scoves: Str 15, Dex 13, Con 14, Int 10, Wis 12, ]

Cha 8. i

Increased Ability Scores; ¢th, Sor16; 8th, Str 17; 12th, S 18,
téth, Str 19; 17th, Str 19 (2103 19¢h, See 19 (25 20ch, 5020 (26).

Feats: 1st, Exotic Weapon (bastard sword ), Weapon Focus (bas-
tard sword) 2nd, Improved Initiarive; 3rd, Power Attack; 4ch,
Weapon Specializadon (bastard sword}: sth, Cleave, Poine-Blank
Shor; 8th, Improved Critical (hastard sword}: ath, Grear Cleave:

Abth, Dodge, 12th, Precise Shor, Weapen Focus (composite long
thowl);_ L4th, Improved Critical {compasire longhow), 15th,
| Mounted Combat; 16¢h, Blind-Fight; 18¢h, Mounted Archery, Far
| Shor 20th, Combat Raflexes,

Armor: Spline mail (15t} large meral shield (st 7th), halfplare
fnd), full p]:!Tl: (ard=srh) 1 full p[Ei‘E I:i;th--'_-)[h:l, i1 Em‘g{‘ metal
shield (8th-14th), =2 full plate (10th—16eh), +2 larpe metal shield
(15th), +3 lavge metal shield (16th—200k3, +3 full plote (17¢h), 14 Jull
plate (18th—20¢h)

Bastard Sword (Melee): Masterworlk (1se-6th), +1 (7th—111h),
+2{12th—14ch), +3 (15th-17th), +4 (1arh—2oth) | .

Composite Longbow (Ranged): Nommal (1), mighty |Ser 14]

cmasterwork {2nd—3ed), mighty |St 18] masterwork [#th-sth),
gty |Ste 16] 41 (9eh—11th), +1 mighty [Slr 18] (12th-15th), +2
pemughiy | Str 18] (16ch-20th,,

Actows: 20 normal (1st—7th), 25 +1 arois (Sch-13ch), 50 1

farrzus (14eh—17th), 502 arrows (18th=20ch),

Magic Geats Frliom of cure moderale woomds (1st—200h Y, potis af
endurane | 2nd-20ch), cloak of resistance 11 (sth—=10th), cloak of re-

sustance+2 (1 1th-17th), ning of peotection 11 (11eh—15th), haals af,

M

T Spellc/Con/Kno  AniEmp  Wild  Wild Shape
+3/42+4 +5 i3 =6

4042045 +h -4 ~7
4 /+2/+5 % 74 +5 +8
+5/+3/+7 +& ~h £10
+3/+3 {47 +8 d +1] 1/day

+E/+4 [ +B +10 -4 +12 2/day

/4 +11 9 +13 3/day
1449 +12 10 +14 __ large
+7 [+ /49 +13 +11 £15
=B/+5/+10 +14 +12 +16 4 /day
+BI45 /417 +15 +13 +1&  Tiny
+9/+6/412 116 +14 +20 Dire
+9/=6412 17 415 21
+11f+7 1415 +18 +16 +&3 5/day
11 /48415 +19 17 +24 Huge
F12/48/+17 20 18 +25 Elemental =
+14/410/+20 +21 +19 427

£15/+11)=21 +22 +2) +28  Bfday,

elemental x3

F15/417 142 P23 =2 29

E16/411 /423 24 +21 +31
Level Spells Level Spells

3 432 ath 5/4/3

Tth B/5/4/311 &th 6/5/4/4)2

11th B/E/5/5/4)201 12th 6/7/5/5)4/3,2

15th B{77/5/5/504/2 16th Bl7/T16/5(5/413)2
159th 627 /7/0/6)53/5/3(3 £0th B 77T I6)5/5)54

4

speed (13th—20th), amulet o matural armay 2 {14th—20th], polion
af heraism (14th—16ch), eyes of the eagle (1 5th—20th), ring of protec-
fion +2 {16cth—19th), pountlets of ogve power {17th—18ch), tispe of
climbing (17th—20ch), quiver of Ehlonna (18th—20th), cloak of n
sishance 13 (18th—-20th), bell of giant strempth +& (19th—20ch), pink
foun stane (19th—20th), ring.of protechion =4 (20th), helm of telepor-
tation (20th).

FC Mank

Starting Ability Scores: Str 14, Dex 13, Con 12, Int 10, Wis 15,
Cha g,

Increased Ability Scores; 4th, Dex 14, 8th, Wis 16; 12th, Dex
15; 1ath, Dex 15 (17), Wis 16 (18); 16th, Dex 16 (18} 19th, Str 14
{16}, Con 12 {14), Dex 16 (20}, Wis 16 (20% 20th, Dex 16 (2
Wis 17 (23}

Feats: 1st, Dodge; 3rd, Weapon Focus (kamay ath, Mobilicy:
oth, Spring Artack; 12th, Improved Crivicsl (unarmed); 15th,
Combar Reflexes; 18th, Improved Initative,

Class Features: 1st, Unarmed Strike, stunning attack, evasion;
2nd, Deflect Areows; 3nd, still mind; 4th, slow fall (20 G} sth,
purity of body, ath, slow fall {30 fr.}, Improved Teip; 7th, wholeness
of body, leap of the clouds; sth, slow fall (50 {1}; ath, improved eve
siom; 1Uth, ki serike (41} 14th, dismond body; 12th, sbundant SEED,
13rh, diamond soul, ki smvike (42} 15th, quivering palm; tsth, ki,
strike (430 17th, timeless body, tongue of the sun and moon; 18th, |
slow fall (any distance), 19th, empty body; 20th, perfect self |

Kama (Melee): Masterwork (1st=2nd), 41 (3rd—oth), 42

A%
iy

Lot 13¢ch], =3 (ath—teth), +4 (17ch), +5 (18ch—20ch),

Sling (Ranged): normal (1st), masterwork (2nd—gth), .1

| foth—11th), +2 (12ch—20ch ).

Bullets: 10 normal (1st—10th), 10 1 {11th=20th),
Pertions: 2 cure light wounds {tst—2nd), 1 cat’s groce (1st-sch), 1

[graisem (2ol 9th, 12th—teth), 1 cure modevate wounds (4th—12ch), 2

cat’s groce {1 1th—12¢h), 3 herpism (17th—20th),



TaeLe 2-37: NPC FicHTER

Lyl hp AC Init Spd Bastard Sword (1410} Composite Longhew {148} F/RSW Clifju Ride
ist 12 18 +1 20 fi. +5 [+Z damage) +2 =11+ —3 -
ind 14 19 +5 20 ft. +6 [+2) ~4 (=7 A1 (1 -2
ard a7 21 +5 20 fi. 1 [+2) L5 (+2) tafed)+2 ¢ —
_dth 34 21 +5 20 fi. +9 (45} 16 [+13) +B{42 )42 12 —
Sth 42 a1 +5 20 ft. +10 [+5) FT [ +3) +70+3 43 3 =
&th 45 22 +5 20 . £11/6 (+5) +B/3 [+3) B/ 144 +5 —
Tth 57 22 =5 20 ft, +12/7 [+8) +9/4 [+3) PB4 44 +6 -
&th 64 23 +5 20 fi. +13/8 [+8) +11/6 (+4] P4 (44 -8 -
Sth b 23 +5 20 fi. H14/2 [+6) 247 [+5) +9/45/45 +9 —
1 0th ri] 24 +5 20 fi. K15/10 {+6) FI3/8 (+5) +10415 /45 10 -
[11th a7 25 +5 20.8. +16/11/6 (+6) +1470/4 [+5) +11/+6, 16 +11 -
1 2th 84 a5 45 £0 ft =19/14/9 (+8) +16/11 /6 (+6) 121477 +13 -
13th 102 25 5 201 +20/15/10 {=8) +17012)7 (18) p12043 07 +14
14th 109 27 5 20 ft. +Z1/16/17 (+8) +T8/13/8 (+6) P13/ 47047 +15 -
15th 117 24 5 20 fi. +23/18/13 [+3) +19/14/9 (16) +13/+8/+8 =15 ¥,
16th 124 an +5 201 +24/19/14/9 (+9) +21/16/11/6 (+7) +14)+8/18 =15 4
17th 1312 3 +5 20 f1. +2F[Z2NTNE (+11) +2211702)7 (+7) +14/)+8/+3 i 16 +6
14th 139 32 45 20 f. <28/23/1813 (+17) F24/19/14/9 [+8) =16/410/+10 116 +3
19th 166 32 +5 20 fi. +31/26/21/16 (+13) F25/20/15/10 (+B) 7410410 +18 ali]
ith 175 14 5 0H +33/28/23118 (+14) +26/21/16/11 (+4) +18/+10/470 +18 2
TasLE 2-38: NPC Monk
Ll hp. AC Init Spd Unarmed Kama {1d&} Sling [1d4) FIRfE jum  BafHifTum
st 813 41 30f <2 0de+d) +3 (+2 damage) +1 (1d4) +3 4314 +B +5
pnd_ 14 13 41 30R. 43 des2 +4 [+2) =3 (1} b {45 +7 +5
B 30 13 51 408/ 44 (1d6+2) +6 [+3) +4 (14} 4 fiays iR vT
fdth 25 14 42  40f 45 (1d8+2) +7 (13 +6 (1d4) +5+6] 46 +9 -g
fath 31 18 42 40 45 (1d842) +7 {+3) £6 (1d4) +aj+6/+8 +10 +10
fth 36 16 +2 S0R  +6/3 (1d8+2) &5 (+3) E702 {1d4) 47148 +8 +11 11
i 42 17 +2 S0 <74 (1dB42} FI[E (+3) =B/3 (1d4) PT84 112 +12
Bth 47 19 42 50fL  +B/5 {1d10+2) +10/7 (+3) 874 (1dd) =B340 =13 £13
8th 53 19 <2 60f.  +8/5 (1d10+2) +1047 {+3) +9/4 (1d4+1) +B/+8/+10 £14 +14
10th 58 20 <2 60f  +9/6/3 (1d10+2) +12/9/6 {+4) F10/5 {1d4+1) +8/<9/+10 +15. +15
1th 64 21 +2 60 +10/7/4 (1d10+2) +13/10/7 (+4) £12/7 (1d4+2) i8/+9/+10 +16 +16
12th €9 21 +2  70M  +71/8/5 (1d12+3) F14/17/8 [+4) +14/0 (1d4<3) P10+ +17 +17
13th 75 21 42 70ft <1185 {1d12+2) F14)171/8 [+4) +14/9 (1d4+3) +3/ 4 10¢+11 118 =18
Tath 80 21 42 70ft £12/9/6/3 (1d12+2) H18/13j10/7 [+5) =15110 {1c4+3) =1Q0+11/+12 <19 +19
15th 86 25 +3  B0f.  +1300/7/4 1d1242) +17714/11/8 (+5) FIZNZT0d443)  S100+12/413 <20 +21
Iith 91 26 =3 30R  +14/11/8/5 (1d20+2) +18/15/12/9 (+5) F19494/9 1d4=3)  +17/+74/+74  +21 123
17th 87 27 +3  80R  +14/11/8/5.(1d20+32) +19/18{13/70 (+8) R19/1409 (1d4+3)  $11/+74/+74 422 ri4
l8th 102 28 +7 90R  +IS12/9/6/3 (1d20-2)  +211181512/9 (+7) 2015010 (0d4+3) 4 12/+15/+15 123 +25
19th 127 30 +8  90ft  -17/14/11/85 (1d20+3)  +23/20/17/14/1 (+8)  =330TN2(1d4=3)  413/+16/+16  +25 +27
2th 133 34 +9  90fL.  +18/15/12/9/6 (1d20+3)  +24/21,18/15/12 (-8} +24/19014 (1dé+3)  <I4/417T7 +26 +29

Other Magic Gear: Bracers of armor +1{5th—10th), claak of resist-

pirice +1 {eth-ath), ming of protection +1 (7th-16th), amulet of matural
Aty +1 (Arh-17eh), bracevs of armor +2 (11th—14th), monks beli
ii3th=—20th), bracers of armor +3 (1Sth-19th), pearl of Wisdom +2
(LiSth=t&eh), gloves of Dexterity +2 (15th—18th), cloak of displacement
(16th—20ch), slippers of spider chimbing (17th—20th), ring of protection
-2 (17th-20th), amulet of natural grmor <2 (18th-20eh), arlet of
blasting [mitnor] (18th=20th), pearl of Wisdom +4 (19th), gloves of Dex-
lerity <4 (19th), pink Toun stone (19th=20th), pale blue Toun stome
(toth-20rh), bracers of armor +4 (20th), pearl of Wisdom 6 {20th),
gloves af Dextenity <6 {200h ),

NPC Paladin
Starting Ability Scores; Str 14, Dex & Con 12, Int 10, Wis 13,
iCha 15, =
Increased Ability Scores: 4th, Wis 14; 8th, Cha 18; 12th, Cha
170193 16th, Cha 18 (20); 19th, Cha 18 (245 20th, Cha 19 {25},
4 Feats: ist, Weapon Focus (longswordh: 3rd, Mounted

{Combat;_sth, Lightning Rellexes; 9th, Improved Critical |
(longsword}; 12¢th, Extra Turning; 15¢h, fron Will: 18th, Spell|

Penetration,

Class Features: tst, defect evil, divine grace, ley on hands, divine
health; 2nd. aura of courage, smite evil; 30d, remove disease, Tuen
undead; 5th, special mount; 6th, remove disease 2/weel; 9th, remoue
disease 3/weels 12th, wmove discase 4/week; 15th, remove disease
3fweek; 18th, remove disease 6/ week

Armor: Splint mail (1st), large metal shield (1s1-3d), halfplare
i2nd ], masterwork halfplate (30d), full plate (4th—6th), masterwork
large metal shield (4th—2th), 11 full plate (rrh- 110k}, +1 large metal
shield {Ath—12th), <2 full plate (12th—14ch), +2 large metal shisld
(13th-t4th), <3 full plate {15th—1eth), +3 loge metal shield
visth—17thl +& full plate (17th—20ch), & large metal shicld |
(18th—20¢h1 i |

Longsword (Melee): Masterwork (1s0—5th), +1 {eth-10rh), +2,
(11th-13thi, +3 [{41h-1aeh), +4 (17¢h), +5 (18ch—20th), |

Composite Longhow (Ranged): Normal {150), mighty [Str 14])
masterwork (2nd—12th), <1 mighty | St 12 (13ch—15th), +2 rHighty
[Str 14] (19th—20th}), . |

Arrows: 20 normal (1st—12th), § 1 apows (3rd-12ch), 20 +1

Larrows {13th—20ch),
| Potions: 4 cure lght wounds {{st-7eh), 2
'(arh—t1ath}, 2 cure moderale womends {ath-—ath, 15ch—20th}, 2 cure se-

ewre light weunds




T;H.BLE 2-39: NPC PaLaDIN

Ll _hp _ AC  Init Spd  Lengswond (1d3) Composlte Longbow (1d8)  F/R/W Heal Ride Con  Spells per day

1= 11 17 1 0. +5 (42 damage) +0 +8/41/+3 +5 +3 — — |
2nd 7 18 =1 20R 4642 +2 [+2 darmage) ~6/+1/+3 +6 +4 — =

3d 24 18 -1 20ft 47 (+2) ré (43) o424 +7 L —

Ath. 30 18 -1 20f 48 (3 £3 (+3) [ )] +8 5 +3 1

Sh A7 8 1. 20f.  <90+3) +6 {+3) i 7 42 )45 +4 16 +3 ]

6th 43 1@ 1 20# <1005 [+3) +712 (+3) +8/-5/16 ~q i7 +4 2

7th 50 30 1 208/ +11/6 (+3) +8/3 (=3 +Bj+5 )46 £10 +7 +5 2

gth 56 21 -1 200 127 =3 +804 (+3) +10/+6/+7 +11 +8 £5 N

9th _ £3 4 0ft. G138 (£3) F10/5 [+3) £10/+71+84 #11 | -6 21
lGth 69 22 1 20ft +14/9 (+1) +11/6 {43} =1 /e7/48 +12 + +1 22
[11th. 26 22 1 20® +16/11/6 {+4) +12/7/2 [+3) =11/+7/+8 +13 £10 &7 2/2
lth 8§32 23 1 20 SN2 {4) #1383 (=3 +13/+9/+10 +13 +11 +8 2021
13th 28 24 -1 0f  (1813/8{<4) F14/974 (-4 FLAH10/4TT T4 +11 49 21201
l4th 95 24 1 20ft +20/15/10.(+5) S15)10)5 [+4 1504100411 415 112 49 32
15th 102 26 -1 20f  +21/16/11.(45) =16/17/6 [+4) +16/412/415  +15 5 T [, 320
I6th 108 28— 20t 4227/12/7 [+5) H1TN20702 (14 +1B/+130476 416 +13 =11 343101
17th 115 28 =1 20t +24/19/14/9 [+6) +1813/8/3 (14 +1Ef+13/416 417 +14 __+11 3320
18h 121 30 1 0R +26/2116/M (+7) +19/74974 (14) +20/+15/418° 417 +15 412 4321
19th 728 30 -1 20R 42nRINTNZ (47 +2116/11/6 15 +20/+15/+18 418 €15 #13 41432
Wth 134 30 -1 200t 2RIIIEAI (+7) 2217 02)7 1+5) ~21-15/-18 418 +16 413 4/4/3/3

piotts wourds (10th—20ch), flying (10th—20ch, tengues (Loth—20th),
wrisdar {10th—20th).
Scrolls: 2 magic weapon (#th-20ch), 2 protection from ewil
L 4th—1 4k, remove paralysis (1 1th—20ch), detec) poison [ 12th—14th}, 3
Ladelay poison (12ch-20th), 2 wesist clements—fire (13th—20th}, death
sl (13th—20th ).
Other Magic Gear: 2 javeling of lightning (2th-11th), ring of

Lprotection <1 (9th—1 5th), mirvor of vanity +2.{12th—184h), cloak of

| resistance 11 (13th—14th), cloak of resistonce <2 [15th-17ths, wemulet
of natural armor +1 (16th—20th), korn of gesdness (1sth-20th,

TapLE 2—40; NPC RANGER

Keoghtuem's pintment (16th-20th), ring of protectivn +2 {t6rh=20th),
phylactery of faithfulness (17th—20th}, cloak af resistance +3
t18th—20th), mirror of vanity +& {19th=20ch), circlel of blasting
[major] (2oth),

Horse and Gear: Bir and bridle (2nd-20th), heavy warhorse
(2nd—4¢ch), military saddle (2nd-20ch), saddlebags (2nd-20¢h), stud-|
ded leather barding (3nd}, masrerworle studded leather barding|
(4th-sth), paladin's mount | Sth-20th ), masterwork scale mail harding,
(6th-9th), banded mail barding (10th—11ch’, masterwork handed
mail barding (12th—15th), masterwork halfplate barding {16th—20h),

Lwl hp AC Init  Spd Longswerd (1d8) Composite longbow (1d8) FiR W Wild Spot M Sl Hide
Ist 11 15 +2 30 fi +3 {+2 damage) +3 [+2 damage) +3 4241 +5 +5 +5 +5
ind 17 15 42 Wft  ad (47 +4 (42 +4/4+2/+1 +6 +6 +7 +7
ird 24 15 +2 aoft. 45 (+2) LS [+2) 14143 0+7 L7 G L v -8
ath 30 17___+3 MR +E[+2) +7 [+2) +5 /e +2 A k] +10 =10
Sth: .37 17 +3 Wi 4T+ +8 {+2) ~Ei e +3 i14 +11 1
6th 43 17 L7 ot +8A 0 +10f5 (+2) 645143 10 415 £12 422
Tth L1y 17 47 0 ft 814 (+7) <11/6 (+3) +6/+5+1 +11 +16 13 +23
Bth  3g 17 i7 Iof. =705 (+3) A12)7 (+3) 745043 12 +17 +14 £24
ath. &3 17 =7 M +118 (+3) +13/8 [+3) +7 /46144 +13 {18 +15 £25,
10th &8 19 +8 A0R #1247 (+3) +15/10 (+3} PBf T 144 +14 18 +17 £27,
TMth 76 20 B 30f  +13/8/3 (+3) F18/11/6 {+3) +8{+2/+4 15 +20 18 +28!
12th &z 21 +5 30 ft, 1140974 [+3) +19/14,9 (=4} +3/+9/+5 +16 =21 £20 +30)
[13th 89 21 49 0fe 4150105 (+3) +22/1712 [+5) +8/ 49045 +17 22 +21 +3]
{Idth 85 23 +2 e #1702)7 (+4) +23/18(13 (45) +10/+48/46 +19 124 +22 +32
15th 102 24 8] GO +T813/8 (1) +25[20/15 (+6) £10/<10)27 +20 +25 +23 33
16th 108 24 19 BOfE.  +2116/11/6 {+6) ~26/21 /18011 {=8) P11} 61007 +21 126 +24 i34
17th 115 24 P10 6O0ft.  =23J18/13/8 (+6) +~29/24/19/14 |+8) F12)412)+8 +23 128 +27 137
1Bth 11 25 +10  60f.  +25/20/15/10. (+7) +31/26/21/16 (+9) 13413049 +24 +24 428 +38
19th 128 25 <10 e0ft. 42F22017012 (+7) +32/27/2217 (+9) +13/413/49 425 =30 +29 +54
0th 134 25 11 80, 429/24/19/14 [+8) 134/29/24719 (+10) +14/+14 (+9 +26 +32 31 +56

Mote: As a full attack action, you can use longsword and short sward in combat. Daing so allows an extra attack with the shart swearel at the high:
est attack value, bul all attacks that round suffer a —2 penalty, Fram 18th-20th level, doing so allows two extra attacks with the shart sword,
ance at the highest altack value and once at a -5 penalty. [There's still a -2 penalty on all attacks.)

SPELLS FER Dayr

Level
sl
Sth
Oth
13th
17th

Spells

1

2

201
3732

Level Spells
Znd s
fith i
10th Al |
T4th 3N
18th 44302

Leve|
3rd
Tth
11th
15th
1ath

Spells

i

21
3/2()
4043

Lewval Spells
4th 1

8th 2
12th 21
16th 37310
20th 47413



Normal Gear: Dagger (1st-20th), healer's kit (1st=5thi, holy NPC Rogue

water (1st-2nd}, weoden holy symbol (15t} silver holy symbol
(2nd-20ch), 3 holy water (3rd-10th}, masterwork healers kit
(ech—20th), 4 hely water (11th—20th),

NPC Ranger |
Starting Ability Seares: Str 14, Dex 15, Con 13, Int 10, Wis 12, Cha B,
Increased Ability Scores: 4th, Dex 16; 8th, Dex 17 10ch, Dex

A7 {195 12th, Dex 18 (20}; 14th, Wis 12 {14); 16th, Str 14 (18); Dex.
(18021 17th, Dhex 19 (25); 20th, Dex 20(24), !
| Feats: 151, Point-Blank Shot 3rd, Precise Shor; 6th, Weapon
{Eocus [composite longhow!: 9th, Rapid Shor; 12th, Improved Crit-
Jdeal [eomposite longhow); 15th, Improved Critcal (longsword);

Lath, Improved Two-Weapon Fighting.

Class Features: 1st, track, favored enemy (goblinoidy; sth, fa-
vared enemy (undead); 10th, favored enemy (giant}; 15th, favored
cenemy (dragon); 20th, favered enemy (devil).

I Armor: Srudded leather (1st), mastorwork studded leather!

(ind-3rd), < f shudded leather (4th—10th), +2 studded lag ther {11th—14th),|

Ll stuudded leather (15ch—1 7th), 14 studded leathey (18th—20ch), )

Longsword (Mclee): Notmal {1st), masterwork (2nd-7th), +1.
(Bth-13th), +2 (14th-17th), +3 (18th-19th), —4 {20th’

Short Sword (Melee, Off-Hand): Normal i151), masterworl
(2nd—&rhy; +1{9th—20ch),

Composite Longbow (Ranged): Mighry [Str 14] masterwork
tist—6th), +1 mighty [Str 14] (7rh—12thy, +2 mighty [sir 1]
uddeh-15¢th), +2 mighty |Str 15] {16th—17eh), +3 moghty [Str 18]
{agth-19¢b), +4 mighty [Str 18] (20ch).

Arvows: 20 normal {tst-14th), 12 <4 grvows (15¢h—17ch), 8 slay-
g avvows (15th, 8 greater slaying armows (16th-17th), 10 +1 arveus
| I_ll:llh Eﬂrh}, 10 grealer i[lz}rlu_q arvaws i1 E:h—;luﬂ]].

Other Magic Gear: 2 potions of cune lighl wounds {158, 1 poteow of
{hude (1573, 3 polions of cure light wounds {2nd-8ih), eves of the vagle
U3ed-20th), ok of elvenkind ieth—20ch), potien_of endurance

(Sthe-tochd, gloves of Dexterily +2 (10th-16th], Hewa ril's handy faver-
sack (11th-20th), potion of heroism (11th—12th), amulel of natural
armar +1 (1 3th=20th), bracers of archery (13ch—20th, ring of protec-
tion 1 (4 3th—20th), pearl of Wisdam +2 (14th—20th?, boots of strzding
wnd springing (15th-20ch), belt of giant stngth +4 (16th-20¢h?, |
gloves of Dexterity +4 (17th—20th), pale green Toun sione (17th--20th), |
ritg of sustenance {17th—20th), robe of blerading (19rh—20ch], scabbard |
of Teeem ecdges (19th—20th), wand of cure serous wounds {1ath—20th),
figuring of wondrpus porver |absidign sleed] i 20th )

TaBLE 2—41; NPC RoGuE

Composite

M hp_ AC  Init Spd  Rapier (1d85) Shorthow [1d6)
L Tat Lo15  +B 30t 42 (+] damage)  +4 (+] damage)
dand 11 15 6 30ft 43 (1) +51+1)

ird_ 16 16 45 30 +4(-1) +6 [+1)

#ho 20 17 47 30R/ 451+l H8 [+1)
{5th 25 17 47  30f  +5(+1) +8 {+1)
E6th 23 17 47 308 640 =0 {41}

M 3410 47 DR 470 +10 [+1)

BEh. A% 19 4y 30 s34 +1148 [+1)

Hh 43 19  +7  30ft.  +8/3 (+2) F11/6 {+2)
10th 47 19 +7 30/ +9/4 (+2) +12/7 {+3)
Mth 52 19 47  30ft_ +10/5(+2) <138 (+3)
Iith 56 22 49 30ft. 415010 +2) <16/17 (+3)
13th 61 22 9 30ft 416/11 (+3) F18/11 (=3
lath &5 22 -8 3R 172 (43 11712 (+3)

Sth w23 +9 30 ft.
16th 74 22 +5 30 f,

+18/13/8 (+3)
+19/14/9 (+3)

118/13/8 (+3)
£19/14/9 (+3)

Starting Ability Scores: Stv12, Dex 15, Con (4, Int 14, Wis 10|
Cha g, |

Increased Ability Scores: 4th, Dex 16; 8th, Dex 17; 121h, Dex,

(A8 (205 16th, Dex 12 (21} 17th, Dex 19 (23); 19th, Dex 19 (25)

| 20th, Dex 20 (26),

Feats: 1st, Improved Initiative; 3rd, Shicld Proficlency: arh,
Alertness; oth, Lighining Reflexes; 12th, Weapon Finesse {rapier);
15th, Tmproved Critical (mapiet); 18ch, Combat Reflexes, |

Class Fearures: 1st, sneak artack 116 2nd, evasion: 3ed, uncanny |
dord gre { Dex bonus o AC), sneak amack «2ds, sth, sneak attack +3da:
6th, uncanny dodge {can't be flinked); 7th, sneak amtack +4:ds; 9th,
sneak attack +5da; 10th, improved evasion; uncanny dodpe (41 w5,
traps), stveak attack +ide; 13th, defensive roll sneak areack +7de; 14¢h, |
uncanny dodge (+2 va trapsi; 15th, sneak artacle 18ds; 16th, slippery |
mind; 17th, uncanny dodge (+3 vs. traps) snealc attack +0di; 1uth,

Lappornimist, sneak attack +10ds; 20th, uncanny dodge (+4 vE. traps ).

1

Armor: Masterwork studded leather (1st-sth), masterwork

:huc!{ler (3rd—éth), 41 buckler (7rh-9th), +1 studded leather,
Lrrthsth), +2 buckler (10th—141h),

Rapier (Meleel: Masterwork (1si—8th), 1 (9th—12th), 12,
(13th-18th}, 43 (19th—20ch), _ ;

Composite Shorrbow (Ranged): Mighry [Str 12] masterwork
i1st—grh), =4 smighly [Ste 13] (sth—1aeh), 42 mighty |Str 12]
i17th-19th), +3 mighty [Str 12] (20th)

Arrows: 20 masterwork (1a—arh), 10 <0 arows (10th-20eh, 10
masterwork arrows (10th—200h}, |

Potions: 2 coe hght waunds (1st), hidieg (L0, sneak (1513, 2 spiiddur |
chimbi {15t 4 cure lght wosnds (2nd—4th), darkvision (2nd-8th), neu-
tralize poiam [2nd—4th), 6 cure bight wounds (5th), 2 peutralize poLsn
(5th-20th), cuve sevious wosends (ath-111th), haste (ath-20eh), alter)
sell (t2th—z20th), 2 cure seriows wounds (12th-20eh), invisibility |
v12th—15¢h], gaseons form (18th—20th),

Other Magic Gear: Cloak of resistance +1 {4th—11th), bag of hold-
mg 4 (Sth-13th), bracers af grmor 2 (1 och—141h), ring of protection + 1
i1orh—14th), amulet of natun! armor +1 {12th-16th), cloak of resist
ance +2(12th-13th), gloves of Dextenty +2 {1 2th-16th), bag of halding
2 (13th=17ch), clonk of resictance 12 {14th—15th), Brecers of armer +4
t15th—1gh), ving of protection +2 (15th—20th}, cloak of resistance +i
(teth-20th), ving of memblity (16th-20th), amulet of profection
against delection and [peation. (17th—20th), bragers of armor +5
(17th-20th), gloves of Dextenity +4 (12th-18th), bag of holding 3
(1&th—20th), ploves of Dexterily <6 (19th-20ch), winged bools

+10

1h 79 23 I0f 2015010 (+3)  £21/18)11 [+4)
\Bth 83 27 110 30ft 421016011 (+3)  22{17/12 (~4)
I9th 88 28 411 30ft  +24/19/14 (+4)  +24/19/14 (+4)
Wth 92 29 412 30R +26/21)16 (+4)  +26/21/16 (+5)

Hipasidl o List/  Srch/f UM
FRW Tum Lock Spot-  Appr O Dey Dev
+1 /4,40 +6 16 —i 1. +6 3.
+1/+5/+0 +7 L) +5 7 +& b
+2 4547 +8 +10 +5 +8 +10 +5
~3f4B/+1 +10 412 47 -9 +11 <6
34842 £11 +13 18 +10 <12 +7
4/ 843 +12 +14 +11 +11 i13 +4
HAL£9 (43 +13 +15 +1d +12 +14 +8
+41+100+3 +14 K16 +13 +13 +15 +10
L5/ 4127 +4 <15 +17 +14 +14 +16 +17
+2/413/+4 +16 <14 +15 +15 +1Z +12
+3f=13 /-4 17 £19 +16 16 +18 13
+71=17/+8 +20 122 =17 +17 +18 i1
H 417046 +2] +23 £18 13 $20 £15
187419047 £22 +24 K18 <19 21 +16
9/418/+8 23 +25 120 +20 +22 +17
F10/+21 /48 v 24 =26 421 +21 F23 +18;
H10¢+22049 +26 +28 +22 +22 +i4 +19
117/+23/+10 27 +25 23 +23 25 =20
F11/424,470 129 +31 i34 +24 +26 +21
111 /3610 +31 +33 +25 £75 +Z7 +22)




e

TaBLE 2—42: NPC SORCERER

{19ch—20th), lavender and green loun stone (20th),
Other Gear: s0-f. silk rope (1st—2och], thieves foeels (151, mas-
rerwark thieves' roals (2nd-z2och],

MNPC Sorcerer

Starting Ability Scores: Str 8, Dex 14, Con 13, [nt 10, Wis k2,
Cha1s.

Increased Ability Scores: 4th, Cha 16; 8th, Cha 17: 12th, Cha
18 (200 14th, Diex 14 (16} 15¢h, Cha 18 (22); t6th, Cha 19 (235
1&th, Cha 19 (25); 20th, Cha 20 /26), ]

Feats: 1st, Toughness; 3rd, Improved Inidarive; sth, Combar
Casting; 9th, Dodge; 12th, Maximize Spell; 15th, Crafi Wand; 181h,
Spell Penerration,

Class Features: {st, Summon familiar

Shortspear (Melee): Normal (1st-12th), =1 (13th 20th],

Light Crossbow (Ranged): Masterwork (1st-20th),

Bolts: 10 normal bolrs [st—3ed), 10 masterwork (4th soehl,

Fotions: Blur (1st-2nd), imwsbility (1se-3rd), cat's grace
{and-4th), cure moderate wounds {3rd—eth, 9th—20th’, cure serious

{woutids (Sch, 8th), defect thoghts (11ch),

Scrolls: 2 magic missile {1st—2nd), 2 dhield (4 st—3ed), 2 sleep (1510, 2
ealor spray {2nd—3rd), misibility (#th), 2 investhility (Sth), 2 AMelf s geid
arrow (5thi, 2 web (5ch), hold veran ath-7thl, chavem monster (8,
surmrmor, motester IV [Blh-leve] castir] (9rh, teleport (11chY, four | 12th),
power wonl stun (14th), domination {156k, prismatic sprey (15th),
Bigh's clénched fist (17th}, horrid willing {17th), maze (18th 20och),
retenr swirm (1&th—200h}, swermon menster 130 18th-20¢th),

Other Magic Gear: Wind of sleep (2nd), wand of buming hunds
(3], bracers of armov +1 {4¢h—8th), wand of magic rrdssile (4, cloak of
resistance +1 (Sth—18th), wand of Mells arid arvow (sth—rch), it of pro-
tection + 1 (7th—11th), wand of magic missile [2th-leve] caster] (B, bvac-
ey af armer 42 (9th—120h), bead of foree (10th, Lach—20rh}, wand of
highining bolt (10th ), amulet of natwml avmor+ 1 {1 1th-16eh), Kenghtom’s
pirten ! (1 0ER), wwand of fireball [oth-level caster] (11¢ch), mirm uf wanify
+2(12th--14¢h), ring of protection +2 {12th—20th ), wand pf lightring haolt
[th-level caster] (12th), bracers of armor 3 (13th-16ch), wand of firehall

(bl hp  AC it spd Shertspear (1d8]  Crossbow (1d8) FiR/W Spelle  Con Spells per day
Tst B 12 +2 0 f. 1 (=1 damape) i3 P1f=27+3 - +5 504
2nd 1) 12— 30/ +0 (1) +4 1042 +4 +5 +6 6/5
d 15 12 -6 30 f. 10 (=19 P4 +2743)+4 +h =7 66
dth. 18 13 +6 10 f L1414 +6 +2f+3/+5 +7 + B/ 74
Sth. 22 13 +6 0t 2 (=1} - £3f+4/48 +8 +9 6715
fth 25 13 +6 a0t £ [=1) +7 45 +7 -g 10 6/7)6/4
7th 2 14 +6 30 ft. +3 -1 ST 445 (47 +10 11 B/7/ 715
Bth 34 14 B 30 fi, 4113 +8 +d 45 4B +11 12 6/7/716,3
9th 33 15 +6 0 f, =4 1) 8 <5146/ 48 F12 +13 B/77)714
10th 41 15 48 30 ft. +5 (=1). 19 +5/+6/+2 =13 +14 6/717125]3
[11th 45 & +G a0, +3_[=1) +8 +5/+6/49 +14 £15 BSTIT7 164
12th 48 17 45 30 f, +6/1.(=1) +10 +6{47/410 (15 <16 B/8/7/7/7/6/3
13th 52 18 +6 0 f. =61 410 +6/+7/+10 +16 +17 B/8T/TIT)T 8
14th 55 19 +7 0t $302 S Jl B+8(+11 17 £18 BRI (TITIT/53
15th 59 19 +7 30 ft, +7/2 +12 P 210411 +18 119 B8R /T7(7 4
16th 62 i +7 30 fi, +8/3 +13 +7/+10/412 114 =70 B{8/B/7/7/T /753
17h 668 2] +7 30 fi, +8/3 +13 +7/410/+12 +20 121 6/16/8,7/7(717/6)4
|&th &8 22 i 0 ft, . I +14 +8{ 111 /+13 +21 +22 6/16/8/8/7/7)77/5/3
19th 73 22 17 o fi +a74 =14 ~T{+10/412 vz +23 B/8/16/8/2/7/77/6/4
0th 78 22 +7 an i, +10/5 +15 +7{+10/413 =23 +24 B/8/B/16/8/7/7]7/7/6
SPELLS KNOWN PER LevEL
Level Spalls Level Spells Level Spells Level Spells
[ st 42 Zned 52 Ird 53 dth 6131
|5t B2 &1h 7140201 7th 71532 gth 8/5/372)1
|-4th 8/5/4/372 10th 1504031210 11th 8/5/5/4/3)2 12th 95545121
{13th 95544372 T4zh 9/5/5/4/4{3 521 | 5th /93 /0/4/413)2 16th B/55)40414/3)21
1.7th BY5/504 04 4,332 18th 955 4pa54/3/3521 19th 915 5/4/414/3(3/3)2 20th QS 5 4 47473130303

[Toth-Tevel caster] (13th), gloves of Dewderity <2 (14th 20th ), wand of
migic mussile |th-level caster, maximized] (14th—1 5th, 18th, mirr of]
vanity +4 {15th-17th), ring of fire resitance [minor] (16th), waend of
storeshin {16th—17th), aweulet of natiral armor +2 {17¢h—20th), bracers af
avmor +4 (17th, ring of wizardry 1 (17th-18ch}, bracers of armor +5
(18th-20th), mivey of vanity 4 (18th—2oth), cloak of displavemenl
(tarh—20ch), ring of wizandry T (19th), ring of whzardry ITI { 20th ),

Other Gear: Thunderstone (1st), dagger (1st—20th), 2 tangle-
foot bags (2nd), smokestick (3rd}, alchermists fire (3rd),

NPC Wizard

Starting Ability Scores: Str 10, Dex 14, Con 13, Inr 1 5, Wis 12,
Cha B.

Increased Ability Scoves: 4th, Inr 16 8th, Int 17; 12th, Ing 18,
(200 14¢h, Dex 14 (16); 15th, Inc 18 (22} 16¢th, Inr 19 (235, 18ch, Ing
19 {25 20th, Tnt 2026,

Feats: 1at, Scribe Serol], Tonghness; 3rd, Combar Casting; 5th,
Beew Fotion: eth, Improved [nitiative: oth, Lighming Reflaxes;
toth, Quicken Spell; 12th, Heighten Spell; 15th, Craft Wondrous
Item, Heighten Spell; 18th, Spell Penetration; 20th, Craft Stail

Class Features: 151, Summon familiar

Quarterstatt (Melee): Normal (1st-12¢h), +1 (13th—17ch), stuff
of frost {18th—20th ),

Light Crossbow (Ranged): Normal (1stl, masterwork
i2nd—20th},

Bolts: 10 normal (181-7th), 10 masterwork {8th—20th).

Sexolls: Diispel magic (15t=3rd), fly {1se—4th}, 2 summon monster [
isth, web (2nd, sth), lightning bolt (4ch), confusion (5th), 2 firehall]
(5th}, improved muisibility (6th), 2 hold person (7¢h), lightring balt
[7th-level caster| (7th), 2 charm maonster (Rrh), foewball [7th-lovel caster]|
(&thl, surmmon manster 1V [ith-leel caster| (oth}, fiveball [100h-lewe]|
caster] (10thl, flesh fo sfone (10th), teleport (10th—12th), cloudkill|
\iithy acid fing (12¢h’, incendiary cloud (14th), prwey word shin (14eh),
soliil fog [14th), domiration (15th), shapechange (16th), wal of the
banshee (16th), Bighy’s clenched fist {1 7¢h), horyid wilhing (171h), maze
(18th—=20th), summan monster X (18th—20rh)



TapLe 2—43;: NPC Wizaro

Crossbow Spllc/Kno

Wl hp  AC Init sSpd Quarterstaff (1d6).  [1d8)

1st 2 12 +2 ot  «+0 [0
Ind 1 12__ 42 of. 1 +4

Ired 15 12 +2 3011 +1 +4

4th 13 ) 3qft. 42 +5

Sth 22 13 +2 oA 4 +5

bth 25 13 +8 0f 43 [

Tth 20 14 +6 DR 43 B
&th 34 14 +5 D a4 +8
Sh 3% 15 45 DR 44 +8
loth 4 15 +5 I0f, <5 +9
Ml &5 76 A w0ft 45 19
T2th 48 17 +7 0/ 161 +10/5
l3th 52 18 47 0fe,  +7/2 (+Ldamage) +10)%
Wth 55 19 47 30 +8/3 (+1) K247
15th 59 IO 7 It 48/3 [+1) +12/7
16th 62 0 47 3 fi. 074 [+1) +13/8
17th 66 22 =7 Wt 904 (+1) +13/8
18 69 23 &7 W +10/5 +14/9
1ath 73 23 #7 0k #1005 +14/3
20ch 76 23 7 ofk. 41178 +15/10

FIRPW (Any2)  Con_ Akeh  Scry  Spells/Day

+0+2+3 +6 IS 12

+0/4+2 ) +4 +7 LB — 413

143044 +8 +7 — 4/3/2

H1 043145 1140 ] — 4/4/3

+2]+4 /46 111 +9 +& = 4;’4;'].;'2

+3/5/47 +12 P10 45 = 4/4/4/3

+3)+5/+7 +13 11 <6 — 450430

+3 /+5/+8 +14 +]2 7 — 4/5/4/4/2

+4/46/+8 115 +13 18 — 4750514121

t4{+6/+9 116 +14 49 —  4/5/5/4/3/2

+4 (1649 +17 <15 +10 4 5057513121 i
+5 (47410 <19 L6 +13 4/5/5/5/4/3/2
+6/+8/111  +20 F17 418 4)5)5/5/5/3/211
+6/+9/472 +12 +18  +18 — 4655543 2
3017 /413 423 +18  +21 — 4064505/5/5/3,21
BI04 424 +20 424 47 A6/5)5/5)5/3/313
££/+11/+14 428 +21 428 410 4[13/6/5/5/5/5/3/2)1
+91+72) 475 +27 +22 427 H13  402/6(5/5/5/5/3/3/2
+9/412/-15 +28 +23 428 16 4/12/6/5/5/5/5/4/3/3
+9/:120+18 3] 24 =11 ~20 AN2)6/6/6/5/5/5/5/4

Potions: Cat's prce {1st), cure lighl weunds (20d), muisbility
(2nd—3rd), cure moderate wornds (3ed-gth), cure sevivus wounds (5ih,
{ath—uth, 14th—20th), alter self (arh), haste (10th), defect tharughts
{111k}, .
| Other Magic Gear: Wand of lurning hands (20d), wand of vay of
venfechlement (3ed), bracers of armor + 1 (4th—8eh, wand af magi mis-
{sile (4th}, cloak of vesistance (Sth— L2th), ward of susiman monster 17
\iath), ring of protection +1 (7th—12th), wand of Melf's ncld avrow
Wzrhy wand of magic missile [9th-level caster] (Sth-arh), bracers of
warmar 42 (Fth—11th), wand of lightning boll (10¢ch}, amulet of natu-
{ral grmor i1 (11ch—14th}, wond of fiveball [9(h-leve) caster] (1 1th),
bracers of armor +3 {12th—t6ch), headband of intellect +2
(12th—14th), wand of lightring bolt [9th-level caster] (12th), dloak af,
resistince +2 (13th—14th), ving of protection 42 (13th=20th), wand of
firebull [ 10th-leved caster] 13k, gloves of Dexterity +2 i14th—20chl, )
wand of mogie missile [A0-level caster, mavimized] [14¢h—15¢h), |
amulet of watural aymor +2 (15th-20th), daak of resistance +3 (15th), |
headbvnd of intellect +4 (15ch—17th), pear of power [3d-level zpell] !
(teth), wand of staneshin (16th—17th), braects of armor +5 (17th},
ring of wigandry 1 (12th-20th}, boacers af wrmor +6 {18th-20th},
headband of intellect +5 (18ch—20th), staff of frost (18th—20th), rod of
ahsorpbion {20ch),

Other Gear: Dagger (1st—20th), 2 tanglefoot hags {2nd).

NPC Adjustments by Race or Kind
+Add the adjusrments belew to the class-based staristics. Add and
tapply.all adjustments, such as ability score adjustments. For exam
ple, a halfling gains a racial modifier of +2 to Dexterity (and thus &
+1 Diex bonus) and 2 41 1o Reflex sgves, which means that the fin-
ished character has 1 +2 Reflex save bonus. Tf a feat is duplicated,
select a new ane. —

See the Players Handbook or Dunceow Mastz's Guude for other
mraits by race or kind. (Racial rraite that always alfect a skill
check are already included in the adjustments o toral skill
banuses.)

Beplanatons/Definitdons
rﬂ'ﬂf lollosving notes explain or define certain rerms used in the ad-
Hustments list,
=3 mnks/skill: Submact 3 from each skill the NPC is listed as
‘havingat 1st level. (The NPC gained the class by multiclassing and
therefore doesn't per four rimes his per-level skill ranks at tst)
level)

Large: The characeer's AC and anack bonuses are 1 lower, and it
suffers a —4 penalty on Hide checks. The rharacter’s weapon is
larger, increasing its damage. See the Mander Manual intoduction |
1o see how damage incresses. The creature has 10-foor reach,

Slowr: The character's hase speed s 20 feer instead of 30 faet,

Small; The character’s AC and artack bonuses are 1 higher, and |
it gains a =4 honus cn Hide checks. The character's weapon s
smaller. Choose a smaller weapon l

Weapon Proficience: Regardless of class, the WPC is proficientat
least with simple weapons and weapons listed for its kind in the
Monster Marnual,

=

MNPC Adjustments

Aasimar (Planetouched): +2 Wis, -2 Cha. +3 Listen, +2 Spot.

Bughear: +2 CE. +4 Sir, 42 Dex, +2 Con, -2 Cha, =3ds HD. 42
buse armck. +1 Fore, +3_Hef, 41 Will 43 natural armer, —3
tanks/skill, =2 Climb, <2 Hide, +1 Listen, +2 Move Slently, +1
Spot. Alerimess. Weapon proficiency.

Derro (Dwarf): +1 CR. -2 Str, =4 Dex, +2 Con, —4 Cha. Blind-
Fight. Slow.

Doppelganger: 13 CR. +2 Str, +2 Diex, +2 Com, +2 [ng 14, Wis, <2
Cha. +4d8 HIY +3 base atraclk ++ Fort, 4 Ref, <4 will, 4 natural
artnor. —3 ranks/skill, +11 Bluff, +11 Disguise, +7 Listen, +4 Sense
Muotlve, +4 Spot, Alertness, Dodge, Weapon proficiency

Drow, Female (EIF): +1 CR. 42 Dey, -2 Com, +2 Lnt, +2 Chy, +2
Listen, 2 Search; 12 Spot,

Drow, Male (EIf): +1 CR. +2 Dex, =2 Con, <2 Int, =2 Cha +2.
Listeny, +2 Search, +2 Spot.

Duergar (Dwarfy +1 CR. 2 Coan, —4 Cha, +1 Listen, +4 Move
Silently, +1 Spor. Aleriness, Slow:

Dwacf, Deep: +2 Con, —4 Cha. Slow

I.‘waa.rf, Hill lﬂtﬂ.‘ndﬂ l‘d] 12 Con, =2 ( “ha Slovae

Drvarf, Mountain: +2 Con, —2 Cha, Slow. 1

Elf, Gray: -2 Str, +2 Dex, —2 Con, +2 Int. +2 Listen, +2 Search, |
+2 Spod, |

EIf, High [Standard]; +2 Dex,—2 Con. +2 Listen, +2 Search, 42/

| Sport. s 1

Elf, Wild: +2 Dex, =2 Int. +2 Listen, +2 Search, 42 Spor. d

Elf, Wood: +2 Str, +2 Dex, -2 Cah,—2 Int, =2 Cha <2 Tisten, +2]
Search, 42 Spor.

Gnpll: +1 CR. <4 Sir, +2 Con, =2 Int, -2 Cha +2d8 HD. +1 base

lantacl. =3 Fort. +1 matural armor, —3 ranlesfsldll, +3 Listen, <3 Spol.
Power Attick. Weapon proficiency,




Gnome, Forest: -2 Str; +2 Con, Small. +4 Hide, Slows

Gnome, Rock [Standard]: <2 S, +2 Con, Small. Slow

Goblin: -2 Srr, +2 Dex, —2 Cha, Small, +4 Move Silently.

Half-Celestial: +1 CR. +4 Str, =2 Dex, +4 Con, +2 Int, <4+ Wiy,
+4 Cha. +1 natural armor. 75% wings (douhle speed).

Half-Dragon: +2 CR. 48 St, +2 Con, +2 Int, +2 Cha: it Die in-|
credses cne type ro max of di2 (for all but the barbarian, add +1]
bpylevel 1 additional hit point), If Large, it hes wings and can fly|

{at normal speed.
Half-ELf: 11 Listen, -1 Search, +1 Spot,

HalfFiend: 12 CR. +1 natural acmor. +4 Str, +4 Dex, +2 Con, <4

{Int, +2 Cha. 50% wings, [ly at normal speed,
Halfling, Deep: —2 Sm, 12 Dox. +1 Forr, +1 Ref, +1 Will 41
attuck with thrown weapon (if any). Small, +2 Listen. Slow,
Halfling, Lightfoot [Standard} —2 Str, +2 Dex. 41 Fort, +1
Ref, +1 Will. +1 artack with thrown weapon (if any). Small =2
LClimb, =2 Jumnp, <2 Listen. 12 Move Silently, Slow.

Halfling, Tallfellow: -2 Str, +2 Dex. +1 Fort, +1 Bef, <1 Will 11}
jartack with thrown weapon (if any). Small +2 Listen, -2 Search, 12!

| Spot. Slow,

Half-Ore: 12 5t -2 Int, -2 Cha

Hobgoblin: +2 Dex, +2 Con. 14 Move Silently,

Human: | extsa feat. =1 skill (ranks = level +3),

Kobold: -4 Str, +2 Dex. Small +2 Craft (trapmalking), +2 Pro

fessiom {miner), <2 Search,

Ligardfoll: +1 CR. 42 Str, 42 Con, =2 Int, +3d8 HIL +1 base

cattack. -3 Ref. +5 natural armor, -3 ranks/skill, +& Jump, +5 Swim,
Li4 Balance. Multianack. Weapon proficiency,
{ Mind Flayer: +5 CR. 42 §tr, +4 Dex, +2 Con, +48 Int, +6 Wis,
j=f Cha. +8d8 HIN +6 base atack. +2 Fort, 42 Ref, <6 Will 13 nat-
{ural armor. -3 ranks/skill, +& Bluf¥, +11 Concentration, 411
yHide, <11 Intimidate, +4 Knowledge fany two), +11 Listen, 411
(Move Silently, +11 Spor. Alertness, Combat Casting, Dodge,
JImproved [nitiative, Weapon Flnesse {Tentaelel, Weapon
proficiency. = :

Minotaur: +4 CR. <8 Str, +4 Con, —4 i, -2 Cha. +ds HD, 46

base attack. +2 Fore, +5 Ref, 5 Will. Large. +5 patucal armor. -3

ranks/skill, +6 Inrimidate, +4 Jump, +8 Listen, +8 Search, 48 Spor.,

Powree Attack. Weapon proficiency

Ogre: +2 CR. +10 Str, =2 Dex, +4 Con, —4 Int, —4 Cha. +4d8.
HID. +3 base attack. =4 Fort, +1 Ref, +1 Will Large. +5 nanurul]

armor, 3 ranl-:::,-"ﬁkill. 13 Climh, +3 Listen, +3 Spot Wl:apun
Focus (grearclub). Weapon proficiency.

Ogre Mage: <8 CI. 410 Str, +6 Con. 4 Int, —+ Wis, +6 Cha
+5d8 HI) +3 base ateack. +4 Fort, 11 Ref, +1 Will Large, +5 namural
armor, =3 ranks/skill, +3 Concentration, +3 Listen, +2 Spelleraft,
+3 Spot. Improved Initiative. Weapon proficiency.

Ome: 4 51, =2 Int, —2 Wis, -2 Cha, i

Svirfneblin (Gnome): +1 CR. +2 Dex, +2 Wis, —4 Cha. +2 Fort,|
+2 Ref, +2 Will Small. +4 dodge bonus to AC. +2 Hide, Slow;

Tiefling (Planetouched): +2 Dex, +2 Int, -2 Cha, +2 Bluff.

| +2 Hide,

Troglodyte: +1 CR. =2 Dex, +4 Con, -2 Int +2d8 HD. +3 Fort,
+1 base attack: +6 natural armor, 3 ranks/skill, <7 Hide, +3 Licten.
Multiattack, Weapon Focus (javelin). Weapon profciency:

Werchear (Lycanthrope): +2 CR. 42 Forr, 42 Will =2 narural|

sarmot. +2 Listen, +2 Search, <2 Spot, See Monster Marual for bear|

form. MPC loses gear in animal form,

Wereboar (Lycanthrope): 11 CR. <2 narural armor. <2 Fort, 12
Will 42 Tisten, +2 Search, <2 Spot. Sec Manster Marnual for boar
form, WPC loses pear in antmal form. |

Wererat (Lycanthrope): «1 CE. +2 natural armor, +2 Fort, <3|
Will. +2 Listen, 2 Search, <2 Spot. See Monster Manual for rat or

ybrd form. MPC loses gear in animal form,

Weretiger (Lycanthrope): +1 CR. 12 natural armor +2 Fort, 42

LWL 42 Listen, <2 Search, +2 apor, See Menster Manual for dger or,
+ hybrid form. N PC loses pear in animal form.

Werewolf (Lycanthtupe): +4 CR. 42 natural atmor, +2 Forr, 42
Will +2 Listen, +2 Search, +2 Spot. See Monster Manual for wolfor,
hybrid form. NPC loses geur in animal form,

TaBLE 2—44;: NPC GEar VaLUE

NPC Level Value of Gear
15l 900 gp
Znd 2,000 gp
3rd 2,500 pp
4th 3,300 gp
Sth 4,300 gp
6th 5.600 gp
Tth 7200 gp
Eth 9,400 gp
ath 12,000 gp
10th 16,000 gp
11tk 21,000 gp
12th 27,000 gp
13th 35,000 gp
T4th 45,000 gp
15th 59,000 gp
lath 71,000 gp
17th 100,000 gp
15th 130,000 go
18th 170,000 gp
20th 220,000 gp
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it howr the characters fire when thew're catighedn a snowsioem, 3. All creatuyes involved make Spot checks, Success moand
what happens toa character whao isitirned it gaseons formiand - T iR crtatre sees the pther créniss or group, See Takla
how mvich damage the monk takes when she pers pushed aff the 5-2: Spotaing Difficulby for modifisrs tn these checks.
top of 2 70-fone-high tewer. 5 # If neither sl sicee adsé all GrEATILes spok aaph other st
*f. ¥ ' ; ; 2 ome-hall the f:q%ﬁﬁd range B 1

' , ulﬁe_é_ucpnﬁmfes thatcan bffect the BE ofa Spot check
While riding across -‘l_ﬁr.- plaing, the advenrurers see o gigne . [see Table 4 0Y are a5 lollows . o

bompardier beetle lumbering along in the distance. When theyie - Size Add ¥ to the base I of 20 5 cach dize care-

hiking through the mounwmins, displace? heasts suddenly appear gory the cosature being spotted is smallerthan Medium-
on a rocky shelf above them jist 4 dozen drds gway. And when sire or 4 for cach size category linger ¥ou can make
T campedd for the nighr in the woods, they can hesr some- cexcepriofs or creamites with unusnal shapes, such as a
thing stalking through the shadows beyond the light of the camp- ¢ Largesnike thatis o to the ground and ths ashard o
- e, bu they cank see it Detétmining rhe diStance ot whichan «  seeasaSmall cregiuce. bl ey
" encenititer beging Sews the stage for combat, or any vther frpe of -~ w%:;_num How starckly the crewuce’s coloting |
encounter. The following rules are éspecially mportant for standgoiit againit the surroundings. Irieasy to spot g
b wilderness encounters. Encounter distance {ndoors, on the other brightly colorsd couarl i da:k'ju'nfle it bl o
hand, ussally depends on the imogmt of illuminagion aviilable see waneer wolves in che snowd. 1 ca
and whether the opposing sides Jiave #ling pf sipht 1o gachother,. %" "Srillfigss: ek hitder (6 Shecr & thut are noy
5 e 1{!:1:1.-"‘1mu’w- established tha the PES are about 1o have an maoving, : e 1 g
ntconmter, dewrmine the distibce arvwhichf they see the creatures (or Six o1 More Creatures: _Ei'dul:na.ﬁ%q‘ehmrts are
L vice versa). The PCsand monsters hive . chiance o spot each other at easler to spor, even if the creamued aveamaller than
i . adistance, bureven iFtheynotice eseh arherar firsy, they're ceptain 15 Mediiim sira. ) A
. spoteschotheronce they ger eloser together, Follow these sreps: Moonlighe: Nighrrime, bur with smoonlight (or
A . b a, kL similar lights, . ' %7 e
P £, Determine vision o wditios iqd? tetealil Choose from the Starlighs: Nighttime with ne meen bur @ clear,
<choices on Table 3214 8potti gPieances: & e oo . starry sky lor similar I!g}t\ﬁ._ i
i It“l!nf-“ tht ordllamination dofines the distanca ar whichs . '

i or i i _ Total Darkmess: Overcast ar night, m.m.‘hamu'.:g T
n!lm i.:rr&én: {ns often happens inddors), start ' the liahtless: i

ol ar il
i




when the DM determines that they encounter eight oolls our en
parrol The DM rolls 3de == 10 and gets 2 result of 120 feet, the
distance at which each group has the chance to see the other,
The DC to spoc the trolls is 20 — 4 (they are Large) — 2 (5ix or,
more Creatures) = 14,
The D for the molls 1o spot the PCs 15 20, Their Spot skill 11'.|:rd|.
{fieris +5, 5o it's likely that ar least one troll will spot the party,
Any group thart fails to spot the
pother proup will do so automar-

cally ar 60 feer.

HIDING AND
SPOTTING

If creatures are
frying not to be
pseem, it usually
{ harder to spot
{ them, bur .
L ereatures 2
that are
]c{:n:p‘ing lowr to
avoid heing spot-
ted also ave less
likely to natice
other creatures,
If ereatures are hiding,
Lrhey can only move at half
 their normal overland speed.
| They also suffer 4 —2 penalty
on their own Spot checks
 to notice nrh'ﬁr CTeanires
 because they are staying
| low and using cover.

Instead of a base DC of 20
[or pthers to spat them at gw
the standard spotting
distance, the DC is 25 4 the
hiders Hide skill modifier
The circumstance madifiers {rom

Table 3-2: Spoving Difficuley still apply,

TasLE 3=1;: SPOTTING DISTANCE

Terrain Distance
Smoke or heavy fog 24 x5 R (avg. 25 ft.)
Jungle ardense forest 2d4 x 10 8. (50 f)

3de 10 fi. {105 ft.)
6d6 % 105, {210.f.)
66 ¢ 20 f1. (420 1)
Limit of sight
Line of sight.

Lignt forest

Serub, brush ar bush
\Crassland, little cawver
{Total darkness
|Indaars {lit)

TABLE 3=2: SPOTTING DIEFICULTY

Cincumstances ]

Hasc 20

Size +/=4 per size category
Contrast +/=5 or more
Stillness {nol moving) +5

5ix or mare creatures —

Maanlight= ta

\Starlight** +10

[Tolal darkness |[mpossiblef
L *+3 banus on Spot check if the spotter has low-light visicn or if he
arshe has darwisicon that extends far enaugh,

he or.she has darkvision that extends far enaugh.
TUnless the spotter has darkvision that extends far enaugh.

g

Example: Four adventurers are trekking through a lighe forese

exceptioe the size modifier (which s already part of the characrer's,
skill modifier) A character whose Hide ranks, Dexterity modifier,|
and armor check penalty tatal —6 or lower is actually has a lower,
D than if he ar she werent hiding, In such cases, simply calculate,

| the Spot DN as if the characrer weren't hiding {according 1o Table
| 3-2: Spotng Difficulnyry, 1fa creature gers a special bonuws 1o Hide
| beciuse of camoullage, special coloring. and so on, use that bonus
rather than the contrast bonus from Table 3—2 Sporting Difliculey,
Additionally, the other creatures do not mtomatically spot hiding
ccroatures at one-half the encounter distance. Instead, thar is the,
distanee ut which the other creanires can malke Spot checks o notice,
the hiding creamres, These are

¥ normal Spot checks opposed by

/ the hiders' Hide checks.

MISSED ENCOUNTERS
The rules for spotting creanmes
assume that both,
sides will,
evenmully
notice each
other, and they simply establish|

the distance at which they do so.
But somerimes vou want to take into
account the possibility that the two groups,|
will miss each other entirely, For example,
the adventurers might spot i toaming
& behir at a distance and hide, hnp_i_ug i
| misses them. They mighe also try ol
gneak past parrols when they are mying,
o infiltrate an enemy camp. Con-
ceivably, rwo groups could sven pass
each ether with neither ever know-
bl ing that the ocher was there.
T handle these Pﬂbéili:li]iﬁn."'ﬁ,
g simply let there be 2 50%
chance thar the other crearures
encountered and the PCs dan't perany closer but rather pass by each
other, such as when one group is meving nerth and the other east
[(Creatures following the PCs' teail, of conrse, alwavs close with them,)
1f you use this rule repularly, incvease the chanee for random
encounters (since some of the encounters won't acrually lead o
confrontations].

COMBAT

*%.5 bonus on Spot check if the spatter has low-light visicn or +10 if

The brave party of adventurers smashes through the wooden
door and into an ambush of bloadthicsty hobgobling with)
speats and custed blades. The mia of knights charges through
the forest on their pallane mounts, cheir lances plunging into
the scaly flesh of the horrible hydra that waits near the river's
edge. The dragon takes 1o the airand chases the elven lord and
his retinue, jaws snapping behind them as they run in rerron
Combat is a big part of what makes the D&D game excitng|
Therte are fow betrerways to test our mettle againse vour foes than|
in pitched baecle, Your most important job as DM is_running)
l'ﬂl'-"'lbﬂTS—Illﬂ_k.i_'llf.', ﬂiihg:‘ move qulr:l-c]}' and qrn-:rorh]jg and adjud_l—;
| cating what happens during each round of the action.

STARTING AN ENCOUNTER

LAD encounter can begin in one of three situations:

* _Oneside becomes aware of the other side and thus ean act firse,
gides become aware of each other at the same dme.

* Goth




* Some, bur not all, ereatwees onone o both sides become awire
of the orher side,

When you decide that it is possible for either side to become aware
of the other, use Spot checks, Listen checks, sight ranges, and so.on |
to determine which of the three above cases comes inta_play. |
{Although ir's good to pive characters some chance to detect 1)
Erl;'.':lmlﬂg encounter, uldmarely its you whe decides when the firee |
{raund begins and
{where each side is
i'.'.'hl:h it dogs.

| One Side Aware
{Firgt: In this case, vou
determine how much rime the
aware side has before the
unaware side can reacr,
(Sometimes, there is no
fime for the unaware side
1o do_anything before the
ayare side gets a chance o e
interacy, If so, the characrer or ' / vl
parcy that is aware gers to take g "":f'.rj
partial action hefore initiative s g .
tolled, while the ungware character or il;
pirty does nothing, caught Har-footed.
During this time, the unaware characeer
par parey gaing no Dexcerity bonus to AC.
|,A['[er this partial action, both sides
{malee iniriative checks to determine A
{the drder in which the partici- '

pangs act. Py
| (Hher times, the aware side \E—
{hag it few rounds 1o prepace, (I ), ¥

{its members see the other
lde off in the distance, head-
ing their way, [or example.) The DM should
track time in rownds at this point ro deter
ming how much the aware characrers can
accomplish, Onee the two sides come into .
contact, the aware chavacters can eake a “'i“.'l
parrial action while the unaware characters
do nothing. Keep in mind that il the aware
characters alerr the attenfion of the wnaware side bafore actual
contact 5 magle, then both sides are reeated as aware and no one
gets partial actions to begin the encounter.

Examnple (Sudden Awareness): A kobold sprcerer with darlvision
sees a party of adventurers coming down a long hallway: He can see
(e advenmurers, sinee they've got light, bue they can't see him since
\es out of the range of their illumination. The sorcerer gets a

action and casts lightring bolf ag the party. Caught unaware,
jthe party can do nathing but roll saving throws. Onee the damage
from the spell is assessed, both sides rell initiative.

Exapple (Thme to Preparel; Jozan the cleric hears the sounds of
ereatures moving bevond a door in s dungeon, He also hears
sttne voices, and detersmines that the crestures sre speaking Ore.
He figures thar they don' know hels there, He takes the time 1o
east bless and armoy of faith on himself before opening the door
and using a partial action to cast hald pevson on the first foes he
sees. He can cast the hold persan spell before anyone makes an
Anitiative check, unless the ores heard him casting bless or armer of
Unith in the previous 2 rounds, in which case they become aware,
i.luwx doesnt get the parrial action that enabled him 1o cast fold

i, and he'd berrer hope he gets the higher result on his initia-
tive check.
| Both Sides Aware at the Same Time: If both sides sre sware ar
the same time and can interact, both should roll initiative and|
resnlve actions normally

|f barh sides become aware of the other bue they cannat interact |
immediarely, track time in rounds, giving bath sides the same|
wmount of time in full rounds, until the rwo sides can begin fol
IMTELACT, |
Example (Both Aware and Can Interredt Immeduately): A paciy of
jadvenmurers burst inte a dungeon room lull of orcs, and neither
{knew of the other shead of time. All are equally surprised and
equally flat-lnoted. Initarive is rolled, reflecting tharthose charac
ters with better reflexes acr quicker in such siruations, i
Emm,::‘f‘ (Boih Awvare, But Cannat Inferacl bm m:dmfp.'}r‘_ll A parry afl
|adventurers comes along a dungeon corrider und hears the laugh- |
ter of ores beyond the door shead. Meanwhile, the orc lookout
zoes the adventures through 2 peephole in the door and
warns hiz comrades. The door is closed, so no direct |
: interaction is possi-|
B ble yer Jesan
casts bless,

—

Lidda drinks a potion. Tordek and Miales
move up o the door At the same time, the ores move into position,
and one uses a ring of ineisibilily o hide, The DM records the
passage of 1 tound The adventurers areange themselves around the
door and tnake & quick plan, The ares turn over tables and neck
arrows. in their shortbows, The DM tracks amother round. The
fighter apens the door, and the DM calls for an initiative check
From all. The thivd round begins, this time with the order of actions
being importan: fand dictated by che initiative checle resules),

Some Crestures ( But Not All) on One or Both Sides: In this
case, only the creatures thar are aware can act. These creatures can
take partial actions before the main acrion starts,

Example: Lidda is scouting ahead. She and a gargoyle spot each
other simultancously, but the rese of Liddss party doesnl see the |
monster {through they are close enough to hear any fighring that |
erupts), Lidda and the pargoyle each ger partial actions, and then|
normal combat stars. Lidda and the gargovle roll initiative before |

{taking their partial actions, and everyene else rolls inldative after |

those partial actions are concluded,

Variant: The Surprise Round
| Whether one side is aware of the other or not, the DM ean run the

[zt round of cambar as a sutprise round, In this o, un|:,-
partial actions are allowed, Ouly those an a side sware of the other




..a i

side can take any action at all. This reflecrs thar even when a

combarant is prepared, some amoumt of time {5 spent assessing the

situation. and thus Dil!‘l." f rifal actions oe allowed to bem_n writh.

This variar rule makes initiarive carry less of an impace, since i

is in the first round when initiative marrers most. Even if a wartior,

gets the jump on an oppenent, he can at best malke a single atrack |
{against a foe before that [oe can reace, Using the srandard mule,.
Lsame players will be bothered by the face that a high-level archer,
| wha gains the advantage in initiative can fire four or five arrows af|

his foes before they get to act. Uhis variant ralces care of that poten-|
| rial problem.

NEW COMBATANTS ENTER THE FRAY

The adventurers in the dungeon are fighting for their lives against

agroup of trolls inlent on throwing them into a dank pir to feed 1o

the dragon that conrrels this level Suddenly, in the middle of the

Light, a sroike team of dwarves wanders into the mwom where the

| battle rages. ¥ in the course of a bantle between two sides, somel

| thind proup enters the battle; they should come ime the action in

(between rounds, The following rules apply to this situation,,
whether the new group is allied or not allied with one or more,
existing side invelved in the encounter.

Mewcomers Arve Aware: If any (ot all of the newcomers are
aware of one or both of the sides in the battle, they rake their
sctions before anyone else, In elfect, they go first in the inidative
sequence. Their initiative check result is considered to be 1 higher

{than the highest inittative check result among the other partc-

| pants in the encounter. I differentation is needed for the actions

{of the newcomers, they act in order of their Dexeerity scoves, high-

Lestto Jowest. The reason for this rule is veeofuld:

|* Since theyve aware, bur there's no way 1o get 4 partial action
ahead ul-i:vur}'unv else (because the ENCOLLNLEE ]-_.35.3];.;3;‘1}- sHETE
ed), they po first 1o simulaee their advantage. This happens
whether the other sides are aware of the new side ar not,

* Placing them at the beginning of the round means that those
who bad 1the highest initiative scores priot to their arglval are
the first characrees to have an opporunity to react 1o them, This,
is an impormane advantage for the charaeters wich high inidarive|
SDres.

Newcomers Not Aware: If any or afl) of the newcomers are
not aware of the ather sides when they enter the encountar (for
example, the PO stumble unaware inwo a fght between two
monsters ina dungeon), they still come into pluy at the beginning
of the round, but they roll initatve normally. If one of the other
characrers involved in the encounter has a higher imitiatve scose

 than one o mere of the newcomers, thar character can react e
| those newcomers befare they get 1 chance 1o act (the newcomers
Lipe catght far-footed ).

1 more than one new group enters an existing cngounter at the
same time, you roust first decide if they are aware of the encounrer
or not. Those that are unavaze, ‘stumbling in” roll initiatve. Those
that are aware ace firstin the mound, in the order ol their Dexrerey
scares, even il they are not in the same group,

Example: A group of powerful adventurers fights a napa in a
dungeon room, The naga rolled badly for inirative, and all the
adventurers act before it Detween rounds three and four of that
battle, three orcs on 2 random patryl stumble in. At the same time,

| two more nagas errive, having been alerted by the sounds of the
| bartle, A1 the bepinning of round three, the two new nagas act in
Lthe arder of their Dexterity scotes. Then the ares rall for inicdative,
| and the results of their rolls are placed within the normal initiarive
Lorder foe the Baule In this case, poor rolls place them dead last,
| even after the otiginal naga.

Chen the adventurers act, able eo react to either the Aar-footed |

ores o the new naga reinforcements. Then the ariginal naga aces,|

followed by the ores (who probably ee from this battle, which is,
clearly out of their league), This same sequence is used for subse-|
guent rounds of the battle, |

KEEPING THINGS MOVING
CInitarive dicrares the fow of who goes when. Te is the teol thar the
Lpame uses o keep things moving, bur ultmarely ity you who
needs to make sure that happens. Encourage the plavers to be
reacly with their action when it comes to theit tuen. Players have,
less fun if they spend a lot of dme sitting at the tble waiting {or,
someone else to decide whar to do, |
Some resourceful plavers will learn rricks 1o help you move
Things aﬂon{.’,. When attar_'lung. T'|'|r:1_.r rell artack and Ijﬂ.tuﬂi_.’.# dice at
omee, 30 thar if successiul, they can tell you the damage that they,|
deal immediarely If they know that their nexe action will require a
die roll, theylroll it ahead of rime, so thar when you ask chem what
L they're poing to do, they can tell yoo immediarely (L antack with my
L hatrleaxe, and hit AC 14, ¥ thars good enough, 1 deal 9 points of
Ldamage."; Some DMs like to see each oll made by the players, so,
cyou'll have o decide [or vourself whether you allow prerelling,
Cme useful thing thit a DM gan de.is towrire down the inita-
five sequence ohce its determined for a given encounter, If you,
place this where afl the players can see it, each will remember
when his chatacter's turn 4s coming and hopelully will he ready ro
tafl Yol hiz aetion when it comes time for him 1o act. Don't write
down the NPCs' places in the initiative sequence, ar least not wnil
they have acted once —the players shouldnt know whas going 1o
j et before the enemies and who will act after, Its too sasy o plan)
L actions around when their opponents act

Simultaneity ,
Sometimes its important for you to impose ad hoc simuolmneity|
For ingtance, suppose Tondek hustles 15 feer ahead ol his [rlends)
down a corridor, turns o corner, and hustles another 10 feet down
a branching corddor, only to trigger a rap ar the end of his round,
You're within your rights to rule that Tordek won't trigger the trap
until the end of the round. Alter all, it takes him some time 1o get
down the comrider. You have three options,

* Plav by standand inidative and let the other characters know
abaut the trap at the start of their actiones.

* Hefore resolving the wap's effect on Tordek, get some commir-
went from the other plavers abour what their characters are
doing, so they can’t use the information abour the trap 1o help
derermine their characters’ actions,

* Dont rell Tordek abour the wap wnel the end of the round,
when everyone else has already aeied.

Variant: Roll Each Round
Some players find combat more fun if they get to roll inidarive
every round rather than rolling once ar the bepinning of the,
encotnter, Rather than deeermining a sequence of actions for each
round at the bepinning of an encounter, the plavers and DM reroll
for all combarants determining a different sequence at the starr of
gach new round. The goal is to give the combar a feeling of shifting
variahiliny
Ulttmately, this variant nile doesn't change things much, You'll]
find that it slows down play, because a new sequence of activiry will|
need 1o be determined each round —more die rolling, more caloy-|
lation, move organizing time, It doesn’t change spell dusitions, ol
| how warious combart acrions worls, Effects that la=e until the char-|
acter’s next action still operate that way. The differcnce is tharit's,
, possible for someone o take an acrion at the end of one round!
| isuch as a charge aitack) that puts him ac a penalry unril his next
{actpn,and then to roll well the next round so thar he goes first and
the penaley has no effecr. This means that sometimes it con be
benelicial 1o mll low for inidative in & round,




And consider this case: A wizand wants to cast a spell unhin-
dered by the oncoming monk whe rushes toward him. He knows
that if the monk reaches him, it will be difficuls to cast a spell
withour drawing attacks of opportunity from ber. He thinks 1o
himgelf thar his actions will depend on whether he wins initia- .
tive in this round (you need to keep this sorr of change in,
approach in mind if you use this vaviant). Meanwhile, the monk |
paans o reach the wizard and use her stun attack to keep him |
\from casting spells. They roll initiative, and the wizard wins, cast-|
ing 4 spell on the monk (hut the monk saves and isn't affecred),
The monk runs forward and stunz the wizard, o condition that
Hasts until the monks next action, 1n the next round, the monk
cwins again, and ateacks, but misses. Mow the wizard casts another
spell—but because he lost the initiative in this round, and acred
after the monk’s action, the face that he was stunned hardly
hindered him ar all

I yau roll initistive each round, taking a readied action ket in

pthe same round or delaying an sction until later in the same round |
tgives voua cumulative -2 penalty on Latet initiative rolle (The first|
jrime you do this causes 1 —2 penalry. If you rake a readicd acrion |
latee in the same round or delay an action until later in the same |
tound again during the current combar, the penalty becomes —4,
and 5o on) Taking 1 readied action in the next round ar delaying
until the next round carries no penalty, but you get no other action
that tound. The refocus action eliminates all accumulated penalties
[rom readying or delaying.
| Bven il you normally use o single ser of initiative rolls for the
pwhole combat, some turn of evenrs could make it worthwhile o
|reroll initiative, For cxample, the PCs arp f'igh[j,ug a trow wizard
jusing fmproved _invisibility. It's a climactic encounter with the
isurvival of the party hinging on it. The drow, on_his ruen, walks
ywithin 30 feet of Jozan, who has cast mvisibility purge, Suddenly, the
idrow is visible, Under normal initative rules, whoever just
{happens to act next would be able 1o artack the newly visible drow.
Outside of game mechanics, there’s no good reason to let thar char
scter act first. Additionally, everyone else will ger ane rurn before
the drow gets to act again. Instead of following the previcus order,
you can call for everyone—the drow included—to roll initarive |
agiin o see how [ast cach character reacrs o the new conditon |
ithe drow becoming visible),

COMBAT ACTIONS

A rroll mounted on @ purple worm with a long spear can teach
OppOnents 1wa squares away. Surrounded by enemies, it can guide
its mounts attacks against the same foe that it artacks, hoplng o
take him our of the combat entively, or it can artack one foe and
enconrage the warm to bite fand oy 1o swallow) ancthee while it
(sngs another with its venomous tail. Combat can be @ tactics]
Lgame i and of itself, filled with good and bad decisions,

L You need to play each NPC appropeiately, A combat-gavvy
Mighter with a fuir Intelligence lsn't going 1o allow his opponents to
getopportunity attacks unless he has to, bur a stupid goblin might,
A phase spider with an Intelligence of 7 might figure that phasing
in behind the dexterous wizand hes fighting is the best course of
serion (since the wizard blasted him with a magic russie spell last
tound), bur an ankheg {Inrelligence 1} might not know which
character is the higgest theeat,

Adjudicating Actions Not Covered

(While the combat acrions defined in the Playery Handbook are
numerous and faitly comprehensive, they cannot begin to cover
every possible acrion that a character might want to take. Your job
+ii.t0 make up mules on the spot 1o handle such things, In general,
suse the rules for combar actions as guidelines, and apply ability
(checks, skill checks and (ravely) saving throws when they are
appropriate, JFor more informatien on ad hoc adjudication, see.
Chapret 1: Dungaon Mastering )

The following are a fow examples of ad hoc rules decisions,

* Reinforcements show up to help the bughears char the adven- |

turers are fighring. Tordek can hear these newcomers artempt-

. ing to open the door to get in, He races o the door and eries ma
hold it shut while the others finish off the foes in the room, If
it were a normal door, you might call for an opposed Strength
check between Tordek and the bugbears pushing on the door.
Since the door 15 already stuck, however, vou decide thar the |
bughears must first push it open and then (if they succeed)
make an opposed check apainst Tordek.

* A monk wants 1o jump up, grab a chandelier, and swing on it
inte an enemy, You rule thar a successful Dexrerity.check (DO
13) allows the monk to grab the chandelier and swing, The |
player asks if rthe monk ean use his Tumble «kill, and you ler,
him. Ruling thar the swing is somewhat like a charge, you
give the monk a +2 avack bonus with his dramaric swinging
attack.

i*_A sorcerer readies an atrack spell so that he casts it as soon 23,

| he sees a beholder's small eves shoat mays. (He decides this is
the best way for him to determine whether the heholder's
antimagic may is carrently active.) That means, however, that |
the rays need ro have actually fired before the spell is cast {the !
spell canlt go before the rivs in this case). Sell, the sorcerer |
needs to know if he gets his spell case before he's seruck by the
damgerous ruys, You rule that if the sorcerer can beat the
beholder in an opposed rell, he can pet the spell off. The sor-|
cerer makes a Wisdom check. and rthe heholder makes 2!
Dexterity check.

Combat Actions Outside of Combat )
e a general rule, combar actions should only be performed in|
combat. That means that only when vou're keeping track of rounds,
and the players are acting in initiative order. You'll find obyious
exceptions to this, For example, 1 cleric doesn't need toroll initia:
tive 1o cast cure light wounds on o friend after the bartle’s over, Spell
casting and skill use are ofien used ouside of combat, and thars
fine, Atracks, readied actions, charges, and ather sctions are mean
to simulate combat, however, and are best used within the round
SIrUCtuTe,

Censider the fallowing sttuarion: Outside of combat, Lidda
decides to pull a mysterious lever that she's found in 4 dungeon
room, Mialee, standing dght nexr to ber, thinks that Liddas
sudden plan i= o bad one. Mialee tries o stop Lidda. The bestway 1o
handle this is using the combar rules as presenred. Lidda and
Mialee roll initiative. If Lidda wing, she pulls the lever. If Mialee
wins, she grabs Lidda, requiring a melee touch steack (as if starting
i grappler, If Mialee hits, Lidda needs ro determine whether or not
she resists, (Since Mialee is 4 good friend, grabbing Liddas gem
might be enough to make her stop. If Lidda keeps rrying ro pull
the lever, use the grapple rules 1o determine whether or nor Mialee
can hold Lidda back,

Adjudicating the Ready Action

The ready action is particulatly open-ended and reguires that
you make the plavers using it be as specific as possible about
what their charactees ate doing. 1fa character readies g spell so !
that it will be cast when a foe comes at him or her, the player
needs to specily the exact spell—and you're justified in making |
the plaver identify & specific foe, either ane that the characrer
s currently aware of or one that might come from a certain
directien, - |
If w character specifies o readied action and then decides noe

|t perform the sction when the conditions are met. the seandard
Lreule is that the character can keep hiz action reﬂu:iy. Given that
;combat is often confusing and fast, however, you're within vour
cights ro make ita little harder on the character who readies an




action and doesn't take that acrion when the sppormunity pres
ents itself, You have two eptions:

= Allow the character to forgo the action ar the expense of losing
the readied action. A
® Allow the character to make @ Wisdom check (DC 15) 1o avoid,
| taking the readied action, Thus, if a character covers a door with,
| & crossbow, he can make a Wisdom check w not fire the cross-,
bow when his friend comes through the door. A successful woll;
means that he deesn't five at his friend, and is still ready te shoot,
the ghoul chasing the friend. A failure means he completes the!
action he readied and shoots the frst creature through the
door—his [riend,

Smnart players are going to leatn that often being specilic is better
than making a general statement, 1f a character is covering a door
_with i crosshow, he might say, “1 shoot the first enemy that comes
L through the door! Although players can henefit from being)
| specific, you should decide if & cerrain set of conditons is ton]
| specific. *T cover the door with my crosshow so that Lshoor the first,
unwounded ghnl;:]_ that comes through” might be oo specific,,
since it’s not necessarily easy to rell an unwounded ghoul from 2
wounded one, especially when the judgment must be made in an
instant. Ulrimarely, it’s your call
Don't allow players to use the ready action outside of combar,
While the above examples are all acceptable in the middle of an
|encoutiter, 4 player cannot use the ready acrion to cover a door
| with his crosshow outside of combat. Itk okay lor a player to state,
| that he's covering the door but what that means is that il some-
thing cames through the door he's unlikely to be caught unaware
| 1f the character coming through the door wasn't aware of him, he
. pets a free partial action because he surprised the ather character,
Land 50 he can shoot the weapon, Otherwise, he still needs to roll
| initiatve for his character notmally

ATTACK ROLLS
Holling a d20 to see if an attack hits is the bread and butter of
combat encounters. It almost certainly the most common die roll,
in any campaign, Because of that, these rolls run the risk of becom:-,
ing boring, When a roll as exciting and important as ope that deter-.
mines suceess or Filure in combat becomes dull, vou've por 1o do;
something about it
Artack rolls can be boring if 2 player feels like hitting is a fore-
gone conclusion or that his character has ne chance ro hit. One
way that the rules address this potental problem is with the
decreasing artack bonuses for multiple avtacks, Even ifa characters
primary artack always hirs everything he lights, that's not true of
| his secondary or tertary artacks, L
One thing that can keep amack rolls from becoming humdrum
Lis good visual description, It not just it it a slice across the
| dragon’s neck, bringing forth a gout of foul, draconic ichor. See
below for more descriptive advice.

Variant: Autgmatic Hits and Misses
The Ployer's Handbnok says that an attack roll of patural 4 {the 420
comes up 1) is always a miss. A natural 20 (the d20 comes up 20} is
always a hir.
This rule means that the lowliest kobold can smike the most
magically protected, armored, desterpus characrer on a roll efa 20,
| 1t also mesns that repardless of o warrior's training, expecience, and
. magical assistance, he still misses a given foe at least 5% ol the time,
A different way to handle this is 1o say that 2 naeural 1 s treated
| us.a roll of 10, Someone with an attack hanus of 46 netsa—4 result,
| which can't hir anything, Someone with a =23 attack boous relling
| a1 would hit AC 13 or lower. At the other extreme, a nututal 20 i
treated. as i roll of 30, Even someone with a2 atrack penaley would)|
hir AC 28 with such a roll.

Critical Hits

Variant: Defense Roll

More tandomness can sometimes eliminare the an:gnm: conglu|
sion of a high-level character wha always hits or a lowly one wha,
never has a chance, A good way 1o inmroduce this randomness is to]
. allow (or force) characters 1o make defense rolls, Every time achar
| acter is arracked, rather than just using his never-changing, stanc
| AC, he makes a d20 roll and adds it to all his AC modifiers. Every
attack becomes an opposed moll, with attacker and defender match-
ing their modilied rolls against one another, (One way to loolkat it
is that without the defense roll, characters are “taking 10" on the,
roll ezch round, and thus are using 1 base of 10 foc Armor Class) |
The defense roll can be expressed like this:
1d20 + (AC —10] ;
For example, a paladin attacks an evil fighter, The paladin rlls 213
| and adds his avtack bonus of +10 for o toral of 23 The fighter makes
| his defense roll and gets u 9. He adds his defensive bonuses (all the,
. things thar modify AC, including armar), which come 1o +11 Thies,
| fighter’s taral is 20, less than 23, so the paladin hits
This variant rule really comes in hendy at high levels, where
higl-level fighters alwaws hirwith theic primary attac ks, and ocher,
characters rarely do. Unfortunately, it can slow down play, almase.
doubling the number of rolls in any given combar, A compromise
might be to have each defender make a defense roll once in a
round, using that same toral against all actacks made against him,
thar round, |
When someone geria 20 en an artack roll, you should be sure IL‘.I
puib our that this is a threat, not a critical hit. Calling it a crit raises
expectations thatmight be dashed by the actual eritical roll. When,
a critical hit is achieved, a vital spot on the creature was hit Thisis
an opportunity for vou to give the players some vivid description
to keep the excitement level high: “The mace blow hies the arc
squarely on the side of the head e lets out a groan, and his kuees
buclde from the impace”

Certain creatures ate immune to critical hits because they do not
have vital argans, points of weakness, or differentiation from one
portion of the body to another. A stune golem is a solid, human-
shaped mass of rock. A ghost s all insubstantial vapor. A gray ooze
has nao front, oo back, and no middle,

Varlanr: Instant Eill

When you or a plaver rolls 2 natural 20 on an ateack roll, a eritical roll
is made po see if g critical bit 12 seored. 1f that oritical moll is alse a 20,
that's considered a threat for an instant lill Nowra third roll, an nstane
kill rall, s made. 1f that roll scores a it on the targer in question |just
like 2 normal eritical roll after a threat), the targer is instantly slain.
Creatures immune o critical hirs are alse immune to instan kills,

The instant kill only applies to natural 205, regardless of the
theeat range for o combarant or weapon. (Otherwise weapans,
feats, and magical powers that improve threat ranges would be
much more powerful than they are intended o be.)

The instant kill variant makes a game more lethal and combar
more random. [n any conrest, an increase in randomness improves
the odds for the underdog, Since the PCs win most fights, a ruls,
rhar makes combat more random hurts the PCs more than i hues)
theit engmies,

Vardant Softer Critical Hies

]
Instead of making critical hits more lethal, you can malke them less.
| lethal. D sp by reducing each weapon's critical capacity one step.
| Weapans with a threar range of 20 and %2 damage deal no critical
hits at all. Those wich expanded threat ranges see those ranges go
down, and those with extea damage multiples see those multiples
go down as well




Standard Threat Range Softer Threat Range Now determing the path of the errant thrown weapon or projec-
18-20 20 rile. For direct fire shots, an errant thrown We PO oF !_'IJ_'.I}JELI,_L!::' et
1820 1oz maat likely ro veer 1o the right ot the left. For indirect fire, a projec- |
tile is most likely 1o go too far or fall shoet of its targer. The range |

Standard Damage Multiple Softer Damage Multiple .out to which a projecrile weapan or a thrown weapon makes a

X3 ¥ . .direct fire attack is summarized on Table 3-3, below. Il the weapon

x4 %3 i jis fired ata rarget farther away chan the lisred distance, then the

.-Wlﬂﬂ safter crivical hits, most weapons dont daal erivical damage dl‘ﬂ-u..

sund those chat seill deal critical hies do so less often or for less damage, |
(This variant makes feats and magical powers that fmprove threat |

eanges less valushle, it slightly decreases the value of a monster’s

Amrmimity e critical hies, and it reduces randomness in combar,

Yiriant: Critical Misses | Fumbles)

If you want to model the chance that in combat a characeer could
Jfumble his weapon, then when a player rolls a 1 on his attack roll,
rmﬂke him roll & Dexterity check (DC 10%. [ he tails, his character |

umbles, Youneed decide whar it means to fumble, hur in general, |
ithat character should probably lose a turn of activity as he regains |
his balance, picks up a dropped wespon, clears his head, steadies |
himself, ar whatever,

Fumbles are not appropriate to all games, They can add exciie
ment of ineerest o combat, bur they can also detrect from the fun
They cerrsinly add mote randomness to combar, Add this variane
I“]I‘. Utll:f' -Hftf‘r {:HTE:FL'IJ l_l.'ll"l.ﬁ[d-&m[iﬁﬂ.

‘u"al iant: Firing into a Crowd

"mrmﬂﬂ‘r-, if you fire a ranged weapon at a lg.:ne engaged in combar
,vnth someane you don't wanr to hit, you subler a4 attack penalty
}lEEL' the Ployer's Handbook, page 124), Somerimes, however, o player
iweants o know exactly where an arrow went if she missed her
mrget. For groups that wane to simulare realicy in a very dergiled
[wxa}r the following guidelines answer that question. Be warned,
thowever, this is an example of how D&} rules, in the interest of
simulating reality, can become fairly complex—there's a lot of
watle here for very little payoff,

The attacker malees the prtack roll normally, I[ 1r_:,L 4 miss.
check to spe whether the thrown weapon or projectile at least|
connects. If the arrack roll would have been goed enough fora |
ranged touch attack, then the thrown Weapon of prnjecrf]e has.
flown true but failed to damage the rarger. If the roll isn't good
enough [or o ranged touch hit, then the thrown weapon or
projectile is errane,

attack is indirect fire,

TaBLE 3—3: DirecT FIRE RANGE

| Weapon Direct Fire Range
Shorthow Lip ta &0 Nt
Langbow Up ta 100 ft,
Shert carnpesite bow Up to 20 ft.
Lang composite bow Upto 120 ft,
Hand crossbow Lp to 120 ft,
JLight crossbow Up to 200 ft,

| Heavy crossbow Lp to 250 ft.

\Sling LUp to 50 fi.

LAny thrown weapon Up to 20 fi.

TanLE 3—4; DirecT FIRE PATH

1d2a Fire Path
1-B Left
316 Right
17-19 Long

20 Short

TaBLE 3-5: DIRECT FIRE DEVIATION

1d20 Deviation

§ R i) One-tenth of the distance between attacker and target
{raund te nearest square)

1317 One-fifth of the distance between attacker and target
{raund to nearest square]

18-19 One-third of the distance between gttacker and Larget

(raund to nearest sguare)
0 Half of the distance between attacker and target {round
o nearest square)

Once the divection and the ameount of deviaton is determined,
trace a path starting at the fiver, If characrers yre in the path,
starting with the character nearest the firer, determine if the
thrown weapon or projectile has a chance to artack each charac-
ter. A ranged rouch areack roll is made for the thrown weapon or

BEHIND THE CURTAIN: CRITICAL HITS
Critical hits are in the game to add moments of particular excitement.
Critical hits, however, are deadly. The PCs, over the course of 2 single
game session, let alone a carnpaign, are subject to many mare atlack
ralls than any given NPC. That makes sense, since the PCs are jn every
battle, and mest MPCs are in just ane {the one in which the PCs defeat
them, usually). Thus more critical hits are going to be dealt upon any
single PC than any single NPC (and the NPC was probably not gaing
ta survive the encaunter anyway). Any given PC |s more likely to sur-
vive an encounter—bul a critical hit against the character can change
all that Be aware of this potential, and decide how you want to deal
With It ahead of time (see Chapter 1 for informatian an QM cheating)
The reason that critical hits multiply 2ll dam age, rather than just the die
roll, is 5o that they remain significant at high levels. When a fightar at high
level aclds +5 to his damage from magic and 410 from his magieally
enhanced stiength, the result of the Td8 from his longswerd becomes
trivial, even if deubled by a critical hit. Multiplying all damage, the rall 2nd
the bonuses, makes critical hits particularly dangeraus, In fact, they can
rompletely determine the course of a battle ifene or twe are dealt, That's

why they rmale the game both mare intaresting and mare uncentrallable.
Remember, a cntical hit feels like a lot of damage, but the difference
between a deubledarnage critical hit and a narmal hit is ne greater
than the difference between a miss and a hit. Taking a triple-damage
eritical hit, however, is like getting hit an extra two times, and taking 2
quad ruple-damage critical hit is like getting hit an extra three times.
The weapans in the Flayer's Hondbook are balanced with the following
idea in mind: Good weapons that deal triple-darmage critical hits do so
only an a 20. Good weapans thal deal double-damage critical hits do so
on a 19-20, Axes are big and heavy. They're somewhat difficult to use
efficiently, but when one does, the effect is devastating. An sxecutioner
uses an axe for this reason. Swords, on the other hand, are mare pre-
cise—sward wielders get in decisive strikes mare often, but they're not
as crigshing as those dealt by axes. A few ather factors are considered as
wel| freach, the ability to use a weapaon as a ranged weapan, and more),
but for the maost part, this is the basic rule of thumb, Thus, it would be
a mistake te add to the weapon list some new weapon that dealt triple-
damage critical hits en a 19-20, (Results such as this might be possible
through magic or feats, but shauld nol be 1 basic quality of ey weapen, )




projectile with no medifications for the skill of the firer hut

using magical adjustments and modifications for cover. If the
roll is a hit, then apply the same arrack result against the targer’s
full AC (not as a eouch arack?, 1f thac’s successiul, roll damage, If
it's not, the thrown weapon or projectile stops,

I the touch attack was unsuccesstul, the thrown weapon o)

| projectile keeps traveling along its pach, with each new
ptarget it that path using the same procedure. No
| madification is made [or range, bue divect fire
thrown weapons or projectiles ellectively travel
no farther than the distances given above, at
which time the thrown weapen or projecrile

 Mdrops to the ground, 4
TasLE 3—6: INDIRECT FIRE TARGET AREA "
1d20 Target Area. B
14 Lefi i
L 5B Right i
L a-14 Long :
15-20 Shart 33' -

TasLe 3=7: INpirecT Fire DeviaTiON

1d20 Deviation

1-12 One-terth af the distance between
attacker and target (round to nearest
square)

1317 Oine-fifth of the distance between
attacker and target (round lo nearest
sguare)

18-19 Cne-third of the distance betwesn

attacker and target (round to near-
est square)

1. 20 Half of the distance
between attacker
and fargel (round
1o nearest squarne)

Onece the direction and the
smount of deviation is derer-
mined, determine i there s a
character in the piven square, If

sy maeke an amack woll for the
ranged weapon with no modifica-
tions from the skill of the firer but
using magical adjustments and
modifications for cover If this is
successiul, roll damage. I it's nor,

the projectile poes no farther LY

DAMAGE

| Since combar is a big part of che
game, handling damage is a big part of
b:ingtht‘ Ihhd.

Subdual Damage
When running a combat. make sure
that you desceibe subdual and normal
damage differently. The distincticn should be
clear—bath in the playvers' imaginations and on their char
acter sheets.

Uze subdual damage ro your advantage. It is an invaluable roolif
Lyour advenmuze plans involee the PUs' capure or defest, bur vou
Ldontwant to risk killing them. However, if the PCs' opponents ate
| dealing subdual damage more often than nor, the plavers begin 1o

lose any [eeling of their characters being

bur to good elect,

threatened. Use subdual damage sparingly, A ranger and bis griffor mawni face off
AEAATE TpTerns Bigh da e air,

AR
&

Elayers, in general, hate for their characrers to be caprured..
When your WPCs start dealing subdual damage on the charac-
ters, the players may acually get more worried than if they,
were taking normal damage! This is poca-
sionally an effective way to frighren players in
an otherwise average encounter,
You can rule thar cerin demaging effects deal
subdual damage when it seems appropriate, For
example, u variant rule in Chaprer 4: Adventures,
states that you can make the first 1de of falling|
damage subdual damage. You can do so en a caze-by-
case basis if you wish, If a villager thoows a roclkat
a lenight, that also might be subdual damuge. Cereain
tvpes of damapge, however, should never be subdual
damage—puncruring wounds and mest enerpy
attacks, such as fira,

' Variant: Clobbered

Ultimarely, damage doesn't marrer until o character,
. is unconscious or dead, It has no effect while shey
- upand fighting, It easy to imagine, however, that
- _she could be hit so hard thae she's clobbered, but

i3 not knocked nnconscious or dead.

i i ‘-'-;%, Using this variant, if a.character takes half
ap & her cuerent hit points in damage from a single
ilﬁ\i;_ ; ::',ﬁ_' Blowy, she is clobbered. On ber next turn; she
S i £ can only take & pactial action, and alier that

ey tirn she is no longer clobbered, ,
a?;?%" 3 If you choose o use this vadant, it will)
i e often lead to slightly fastec fights, since|

e teking damage would somewhat reduce the

abiliey to deal damage. 1t would also increase]
randomness h:.l increasing the ;:j\gp_iﬂr_'ang_'g_
of dealing substandal bur less than lethal
damage. It would alse make hit poinis more
impaortant; clerics would want 1o cure fghe-
ers long before fghrers are at risk of dying,
because they might be ar risk of being clob-
bered, Finally, it may he easier for the superior
combatant to get unlucky, Thae fact could hurr
PCs more than MPCs in the long run

Variant: Death from Massive
Damage Based on Size
I 4 crearure tkes 50 points of damage or more
from a single attacl, she must make a Fortirude
save of die. This rule exists primarily so there
is ar least a nod roward realism in the abstrace
system of hit point loss. As an extra touch of
realism, yau_can vary the massive damage
threshold by size, so that each size caregory
largm' or smaller than Medivm-size raises or
lowers the threshold by 10 hp. This varant
hurts halfling and gnome PCs, familiars, and
some animal companions. It generally favors monsters.

Variant: Damage to Specific Areas :
Sometimes, despite the abstracr narure of combar, youre going to)
want toapply damage to specific pares of the body, such as when al
character’s hands are thrust into flames, when he steps on|
caltrops, ot when he peeks through o hole in the wall and some |
o shoots an arvow into the hole from the ather side, (This
situation comes up most {eequently with devious)
fraps meant to chop at feer, smash Gngers, eoc)
When a specific body parr takes damage,
Yo Can a‘lp-pl:,' =2 puna]r}' te any action that
the chyracrer undertakes using that portion of his

. _____L_'M



TaBLE 3—8; MassiveE DAMAGE BASED oM 517
Size F D T S M L H_ G cC
Damage 10 20 30 40 50 &0 700 ED S0

TasLE 3-3: EFFECTS OF DAMAGING SPECIFIC AREAS

Also, these penalties shouldn't stack. Two hand injuries shouldnt

impose a4 penalmy |
This sort ol rale purs a lot of pressure on the M to create ad hoe |

rulings. If thars acceptable to you, use this rule freely 1f not,

(ighore i

Hard Climb, Craft, Disable Deyice, Escapa Artisk, rurgcr;'.: LISiNG MINIAT ] RES AND GR;DS

Location  Damage Affects:
| Alchermy, Heal. Open Lock, Pick Pocket, and Use Rope,
| checks: attack rolls ]
L Arm Climb and Swim checks: attack rolls; Strength chegks, |
| Head All attack rolls; saves, and checks.

| Qe eye spat, Search, Appraise, Alcherny, Forgery, Decipher
Script, Open Lack, Disable Device, Craft, Read Lips, Sery,
sensa Motive, and Spellcraft checks: Wildermess Lare
checks. (for tracking); initiative checks: Drexterity checks;
Reflex saving throws. Severe darnage to both eyes blinds
b 4 character. {See Blinded in the Conditian Summary,
| page £3.)

(Hoeear  Listen checks; initiative checks. Severs damage to_bath)
ears deafens a character, (See Deafened in the Condition,
Summary, page 84.)

Climb, Swim, |ump, Ride, Tumble, Balance, and Meave
Sitently checks; Reflex saving throws; Dexterity checks,

Foat|Lep

TasLE 3-10; CREATURE S1ZE AND ScCALE ON GRIDS

Creature Example Matural
. Slze Crealure Reach Face™
| Fing Fly Ot 100/ square
L Diminutive Toad ke 25 square
L Tiry Cat 0= 4 /saare
| Smzll Halfling 1 sguare. 1 sguare
| Medium-size Human | square 1 sguare
| Large [tall} Hill giant 2 squares. ] square
| Lasge (lang) Horse 1 square 1x 24 squares
Huge [tall) Clowd giant 3 squares 2 X J squares
Huge {leng) Bulette Zsquares 2 x4 squares
Fetrigver Zsquares 3 x 3 squares
Cargantuzn (tally 50-foot 4 sguares 4 x4 squares. |
afimated statue |
Cargantuan {long)  Kraken 2 squaresT 4 % 8 squares |
fcoifed) Purple warrm 3 squares  Bx 6 squares |
Colozsal {tall) The tarrasque 5squares 8 % 8 squares
Colossél {long) Creat red wyrm 3 sguares 8 % 16 squares

*Face is width by length. !
**Creatures with 0 reach must be In the same squAre as an
oppanent te attack.
$Bite attack,

'
thody. For example, if a character's fingers ger slashed, he makes
sittacks rolls with o weapon in that hand ar -2, he takes a2 check
penalty on Climb, Open Lock, Disable Device, Forgery, etc. If a
characrer steps on a.calrop, he suffersa —2 penalty to Climb, Jump,
and Balance checks, and so on (in addidon to the effects described
on page 107 of the Pliyer's Handbook ',
The Condition Summuary {page #3) delines some effects of
dumage 10 specific body parts, such as whar happens when a
character is blinded or deafened. In addition o thit Informa-
tion, use the follewing rable as 2 guide for whar rolls are modi
Jfied by injuries to what body parts. Impose other penalties as
prou see fir,
| This penaley lasts until the characrer heals, either magically or by
Jesting. For g minor wound, such as stepping an a caltrop, a Heal
scheck (DC 15, L point of magical healing, or @ day of rest removes
the penaltes,
You cun also allow a character to make a Fordtude saving thow |
\DCAL = damage taken) to “tough it our” and ignere the penalty.,

+

While this is a game of imagination, props and visual aids can help
everyone imagine the same thing, aveid confusien, and enhance |

Jthe entire game play experience, [Fyou use mindatures or coutters |

as described in Chapter 1: Dungeon Mastering, use the following |
guidelines o sssise ractical-level play

Movement and Position

Few characters in s fighe are likely to stand still for long, Enemies |
appear and charge the party; the adventurers teply, advancing to

.take om new foes after they down their first opponents. Wizards
Leirele the light, looking for the best place 10 use their magic;
irogues quietly skirt the fracas, seeking a sraggler or an unwary .
(epponent to srike with a sneak attack, Finally, if the fight is lost,

mast characters find i1 to their advantage 1o remove themselves
from the vicinity With all this acticel manenvering gring on, |
something 1o represent character location wirhin a defined seale |
can really aid the game, .

Movement and position can be handled by using miniature fgures
[representing the characters and monsters) on g grid (represenring
the bartlefield, wherever that happens wobe), Miniamres show where |
a figure is in relaticn 1w any others, and the goid makes it clear how far |
the charsceers and monsiers: can move,

Standard Seale

1-inch square = § feet
30mm figure = human-size creature

Scale amul Squares

The standard unir for tactical maps is the 5-foot sguare. This unit is
uselul for miniatures and for drawing dungeon maps, which ave
usually created on graph paper.

In a fight, cach Small or Medium-size character occupics 3
single S-foor square. Larger creatures may take up more squares,
and several smaller ereatures fit in a square. See Table 3-10: Crea
ture Size and Scale on Grids, :

Creature Size: The sige category of the creature in question.
“Tall’ creatures, such as bipeds, are mostly upright. "Long” crea-
tures, such as most quadrupeds, are long or wide bur nor upright.

Example Creature: An example creature of this size

Number of Squares: The number of squares that a rypical crea
ture of this size occupivs. Huge or lirger long crearures have
several passible contigurations, depending on the creature’s shape.
Lt any case, these are only typical configurations, and certain crea
rures have different configueations,

Matural Beach: How many squaces sway the rrpical creature of
this type can reach with a normal atrack. Creatures thar use espe-
cially long weapons can reach Farther,

Line of Sight

Line of sight establishes whether a particular characrer can see |
something clse represented on the grid, When using o grid, drpw
imaginary lines {or use a ruler ora piece of sring) from rhe center of |
the square the characrer is in to the object in question. If norhing,

{hlocks this line, the character has line of ght (and can thus see it to |

casta spell onin target it with a bow, ere.) If the abjectin question is
acrually anocher creature, measure line of sight fom the center of |

|the square the characreris in m the center of the square that the crea-
cture acoupies. [Fa characrer can see o portion of a large creature that
\ccupies woee than one square, she can targer that creansre for

spell or any ather antack.
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whio is affecred and who is not. Realize ahead of time that vou will |
have to make ad hoc rulings when applying areas onto the grid. Use
the following as puidelines,

Bursts and Emanations: To employ the spell using a grid, the
caster needs (o designate an intersection of lines on the grid as the
ceneer of the effect, From that intemsection, it easy o measure a
ticius using the scale on the aeid, IPvou wers to draw a circle usi ng
the measurements on the grid, with the chosen intersection at the

jeenter, then if the majority of @ grid square lies within that circle,
{the sguate is o part of the spells area. Refer to the diagram of the
cileep spell's area to see which squares are covered by the hurst, The
diagram of the burning hands spell’s area shoves 2 bursr that covers a
jaemicivcle instead of a circle. Also see the diagram of the detect el
ispells area; this is the way an emanarion. spreads out from the
| castet.

Cones: Determining the avea ol a cone spell requires that the
caster declare whether she's casting it straight ahead or on the diag-
onal, In either case, the custer must pick an inrersection where the .
eone staris. From there, the cone expands so that it is as wide as it |
i long at its far end. Fora cone extending straight ahead, the width |
increases by one square for each extra square of distance from the.
caster. A cone caston the diagonal is rrickier o deseribe o the grid
because diagonal lengths and distances are harder 10 measure, The
same general rule applics, however: The widrh of the cone ar any
point equals that point’s distance from the caster. Refer to the
disgrim of the wmlor spray spells area to see which squares are
within the cong,

Miscellaneous: Using the rules given above, apply areas to the

:rg:iﬂ as well as you can. Remember to maintain @ consistent
sntmber of atfected squares in areas that differ on the diagonal,

T.lImLE 3=11: FLIGHT MANEUVERABILITY

MOVEMENT

In a round-by-round simulartion, particularly |
when using miniatures, movement will often |
_feel choppy, even though in reality ifs contin-|
uous. [Fa character runs across a room so large
that it talies him 2 rounds to do so, i might
seem a5 though he runs halfway, stops, and
~then runs the rest of the way a lirde facer.
:Although theres no way ro aveld representing
_mavenent in a start-sop-stact-stop fashion,
try to keep in mind—and try to steess 1o the |
players—rthar actually all movement thepugh-
out an enconnter is [Juid snd continuous

Unconventional Movement

Mot every kind of creature_gets around by
wilking and running. A& shark, even though it
moves by swimming, can ke o “run’ aeton to
swim Ffuster. A character under the influence of 2 fly.

spell can make a flying charge, A climbing thief can use

part of his speed to climb down 2 short wall and then use the
remainder to hustle toward a foe, Use the movement rules to apply
toany sort of movement, not just rraveling across a far surface.

lactical Aerial Movement

The elven barbarian mounted on the glant ragle swoops over the |
group ol mind fayers, launching arrows from his bow, One of the |
mind Quyers wears boots of Tving and takes o the air to betrer |
confront the elf. Once movement becomes three-dimensional and |
invelves niming in midair and maintaining a minimum velocity 1o
stay alofr, it gets more complicated, |

Mosr flving creatures have to slow down ar least a lirde to maka |
atuen, and many are litited to frirly wide turns and must maintain |
a minimum Forward speed. Each flving creature has 2 manenver-
ability, as shown on Table 3-11: Flight Maneuverability.

Minimum Forward Speed: Il flving creamre (ails to maintain its
minimum forward speed, it must land at the end of its movement, 1f
ieis too hig]‘u abowe the gn::u:nd. oy lanad, it fulls t—Tl'ﬂig]'lrdCli'.'n. Jdesrend-
ing 150 feet in the first round of falling, [ this distance brings it o the
ground, it takes falling damage. If the fall doesnt bring the creature to
the ground, it must spend its nest turn recovering from the stall, Tt
must succeed st 2 Reflex saving throw (D0 20) o recover. Otherwise
it falls another 300 feer, 1f it hits the ground, it takes falling damage.
Crtherwise, it has another chance o recover on its next rurn,

Hover: The ability to stay in one place while airborne.

Fly Backward: The ability to fly backward.

Reverse: A crearure with good maneuverabilicy uses up § feerol
its speed to start flying bacloward.,

Turn: How much the credrure can turn afrer covering the stated
distance.

Maneuverabllity and Example Creature

Perfect Good
[Will-o"-wisp) {Beholder]
Minimum Forward 5peed Marne Mome
Hover Yes fes
Fly Bachkward Yes fesg
Reverse Free =5 fi.
Turn Hny 50%5 .
Turn in Place fny +90° /-5 i,
Maximum Turn Any Any
Up Anzle Any Any
Up Speed Full Half
Down Anpie Any Any
Pown Speed Giouble Double
Between Dawn and Up (8] (F]

.f -

Average Poor Clumsy
[Gargoyle] [Wyvarn) (Manticora)
Half Half Half

Mo Mo M

Mo Mo Me

4595 AL 45°45 f. 457110 f.
+A5% /-5 ft. M Mo

i 457 457

(=1 45° 459

Half Half Half

Ay 45% 45"
Double Double Double
5t 10 20 ft.

&




Turn in Place: A crearure with good o average maneuverabilicy tor instance, can_hold several characeers; they just can't all Gght)

can “spend” some of it speed 10 turnin place. ellectively in thar small space. The rules for movement of minia-
Maximum Turn: How much the crearure can tuo in any one tures are imporrant for combar, but outside of combar they can|
Space, impose unnecessaTy” hindrances Lpon character activities,

Up Angle; The angle at which the crearure can climb,
Up Speed: How (st the cresture can climb,

. DESCRIBING THE ACTION

Down Angle: The angle at which the crearure can descend, The players take all their cues from vou. I'vou deseribe something
Dhown Sptﬁd: A ﬂ"-’[ﬂf.r. Creafure cah J.]‘_.- doveen st ewice its nommal | j_nfl:lmpl{:'[:llr' or '|.:||_:||:;|'|'|.l||rI [hn_'qul!Irm'g have no chance of understa nd-
flving speed. ing what's going on in the game world, While this is

Between Down & Up: Anaverags, poor, ot chunsy (ier muse)

fly level for a minimum distaoce afrer descending and before,
{chimbing, Any fier can begin descending after o climbwithous
LApintervening distance,

important.all the time that you'te Tunning a game, ir's,
crucial that you do it well durlng combats _
Your descriptions of each action that oeeues, the loca-
tions of all importanr objects and participants, and the
general envitonment are all crucial to the plavers abili:|
ties to make imtelligent decisions for their_characters,
Thus, you need ro be clear about everything Allow
the players m ask questions and answer them as
concisely a5 vou can, Mefer o each character
distinctly. If you call each NPC “that guy” the,
pLﬂ;ers will never know what you meats. Il a
monster attacks, describe its horns, bite, or claws:
sothat the plavers understand whar the heast {s doing

Evasion and Pursuit
In round-by-round movement, simply
counting off squares, it's impossible {or
pitslone charaeter to get away from a deter-
mined last character withour some sorr of
mitigating cltcumstances. Likewise, its no problem
for a fast character 1o getaway from a slower one.

When the speeds of the two concerned characrers are
equal, theres & sumple way to resalve a chase: If one If the players do not seem to have understood something you
credture is pursiing anather, both are moving at the said, say it again. Somelimes important points are lost among lots
same spead, and the chase contimues for ar least a few of new description. Don't be afraid o repear that a preat deal of
I{rlll’]dE-.J.'L:i'n'l: them malv'.{'.{!'pFIH‘:il |]|."TE-E'.L‘I'I.".-"|_'hE{‘J_{5 b see whio is the heat COTES O {L'IJLH the grate, or each time TJ.'I.E' ".'II‘-:'I,RGI.'LIJ.E THOVES,
taster over those rounds, I the creamure being chased wins, it the ceiling rumbles and dust shakes down onro the oo Thel

Lescapes 1 the pursuer wins, iccatches the flesing creamre., wotst that can happen is thar plavers;
Sometimes a chase acours overland and could last all are reminded how importane the
| day, with the too sides only occasionally petting plimpses statement iz, and they will aci
ol each other at a distance. In the accordingly, |
case of a long chase, an oppased When a character moves, add
Constitution check made by all background. Say “The mantcore
parties derermines which can meves away from the opening in
Leep pace the longest. If the the tar wall, where the foul smell
crearize being chased mlls secms o originate,” or “The barbarian
the highest, [t gets away, I steps even closer o the pit ot “The
not, the chaser runs down toper slides slowly across
lts prey, ourlasting it with the uneven floor” When 2
endurance. character uses an objecr,
describe the object, "The
warrior slashes vou with his
wavy-bladed dagger” is much
berer than “He hits vou for 3
points of damage.”
[he tone of vour descriptions
controls the [low of an encounter and the
mood that the enesunter projects over the
entire proup. If you speak quickly and intently,
this lends intensity to the action. IT your words
are frantic, they will make the mood of the scene
seem urgent and desperate
Sometimes ir's effective to add a licele
pantomime o your descriprions, If a POk oppo-
nent raises his huge, two-handed sword above
his hesd to attack the characrer, riise your
hands as if you are grasping the swordz hile
W hen someone rakes o terrible hirin barle,
flinch or recoil with & mementary lock,
of mock pain, If the PCs are fighting
& giant, stand up when the glang
takes hiz actions, looking down
atthe seated players, .
Sometimes (b5 hand eo aveid
“You miss. He hits You take
12 points of damage" And
sometimes, thar's okay

Ty, by 8 Fivcher

Maoving Around in
Sguares
The characters are all within
a corridor only § feet wide. A
tighter stands at the end of the corridor, a1
adead end. He's been poisoned and is
dying. The cleric wants to get at the
Lfighter o help, but two other characters
jare berwesn them, Thus, there’s no way for
| the cletic to get nexe te the fighrer and cast
newtralize povsom. You con rule thar ics
okay for the cledc to squeere
pasr the characters who are
in the way, cast the spell,
and then move back 1o
where she previously
stond.

In general, when
the characters arent
engaged in round-by-
roind combat, they

i should be sble to move
El[l':."'r'r'hl‘.'l'l:' End in :l]'l'!r'
manner_that you can
imagine real people
could. A 5-foor SOUATE,




Long verbal descriptions can get tedious 1o glve and m heat, and the
game effects are the important thing. However, that’s the exception,
not the rule. Muost of the rime, at the very least, make thar “He
discks, and slashes with his lon gsword for 1 2 poinrs ul'd.amagr_'." Iris
usually better in a deseriptive way 1o talk shour dealing damage |
rather than taking damage, “Tts claws rake for 8 points” is at least
(somewhat interesting, but “You take & points” describes nothing,
Bemember, oo, that an attack that does noc deal damage i noe |

{always & miss. Heavily armored characters may he frequently hit, bur |
their armor proteces them, [Fyou say *His short sword glances ol your |
{plare armor” this not ondy desérbes the action, but makes the plaver
[feal good about his choice spend exoma gold on the pood armor,

MNPC Actions
When an NPC takes a combat action, the plavers sometimes need to
have a clue whar'’s going on—both in the fictional reality of the game
sand in terms of the game’s mechanics as well. This means that when
jalizardfollowith a crosshow is taking a ready action to cover the area |
Hn frant of a door, the players should have a preery good idea thar if
they move in front of that door, the Lizardfilk 15 going ro shoot them. |
You need to think about what various actions look like while
they're happening. If you were all watching the combat in a movie,
whit would you see when a character refocuses, casts a spell, or
does sumething else that none of vou have ever seen a real person
do? Be dramatic, and describe the action fully, but aveid over-
jexplaining, because thar will slowe down the Dow of the action, Be
eonsistent as well, because vour words e not just description,
ithey're cues by which the plavers make gime derisions. I the last
ifime someone used the aid another actien, you described it as
pdistracting” and “harrying," use those words again. If thar means
jthat preery soon your players listen to your description and then
iy "Ooh, the wizard must be casting a spell” you have accom-
iplished something good —the players have learned your verbal
weues ta spelleasting. Not only does that allow them 1o make good
\decisions hased on your descriptions, bur it lends beligvability ro
the fetional world veu are creating.
spane actions, along with a sample, shore, verhal desertpeion, |
follomwr

¥

Action Description 1
Charge “He lunges forward at full speed, eyes

full of viclence.”
Fuil defense “She raises her weapon and watches

your attacks closely, attempling to parry
each one.”

“While. his_ally attacks, he darts in and
out of the fight, distracling his foe."
(Readying a “He's got his weapon trained on that
{tanged weapon ared, and he's abviously waiting far

| something."

|Casting = spell "He motions.with his hands in a deliber-
ale manner and speaks words that
saund mere like an invecation than a
sefntence,”

“She speaks a fow short wards, staring
intenth.”

"With & single word and 2 flick of his
hand..."

Casting a silenced spell “She dees nothing but make o powerful
: gesture.

tUsing a special ability “Without using words or gestures, she
| calls upon some power within herself,

I using her great will and inner strength.”
JActivating a magic item "He focuses intently an his item, draw-
Ing power fram it."

"Ehe's Jnnkl'rsg around, sizing up the sit._|
vation, and waiting to react.”

Aiding another

Casting a stilled spell

Casting 3 quickened spell

Delaying

Interesting Combats

The spiral pathway rose up tw the citcular platform where the |
seventeen magical gems were held in stasis, Below the pach,a,
secthing pir of raw, explosive magical energy waited like an OPET
(mawe The four adventurers climbed up the path, eager to reach
itheir goal, but suddenly a yuasit swooped down from some hidden
recess. Tordek drew his ase, knowing thae fighting on this narrow
path would be ditficult and dangerous. He wasn't sure what would
happen if one of them fell into thar magical energy, bur he didmy |
Jarant o find oot ]
While any combar can be exciting, you should peeasionally |
have the PCs face opponents in 2 nentraditional setting, Some-
times mounted combar, or aetial mounted combat, can provide a
change of pace, and underwarer settings can be interesting as well.
4 short listof other suggestions is below:

\Factor Game Effect
(Pits, chasms, bridaes, Characters can attempt ta push
|and ledges oppanents with a bull rush (see
i Plager's Handbook, page 136).
Fog One-half concealment (209 miss

chance) for everyone involved,
Characters must make Dex checks
(D€ 13) each round or take Gd6 points
af slashing ar crushing damage.
One random characier must make 3
Dex check (C 15) each round or take |
3dE points of heat damage. 4
Characters ean only melee apponents |
an the same level; platforms chenge,
level every other rownd, )
lce or other slippery surfaces  Characters must make Balance checks |
[OC 10) each round or fall prone, angd.
then spend @ move action to stand.

Whirling blacles
or glant, spinning gears

Stedarm vents

Rising or lowering platforms

For yet morve ideas, lock w Chapter 4: Adventures or The Environ-
ment, below, or ralke inspiranion from an EXCiting action mavie or
ook

SPECIAL ABILITIES

Throughout the game, vou'll find references to special abilitios of
all kinds—rays of energy, life-numbing rouches, and the sbility to
becomae insubstantial, o name a few This section identifies the
mast significant ahilities and provides derails on how to use them
and whar they look like,

Eollowing this section you can find a comprehensive listing of
conditions, such as held, panicked, and helpless, If 1 eharacter falls
victim to any sort of debilitation or strange effecrt, refer o that
conditions listing for how o handle the situation,

Special abilities are extrmordinary, spall-like, or supermatural.

Extraordinary Abilities (Ex): Extraovdinary abilities are
nonmagical. They ate howvever, not something that just anyone can
do ot even leamn ro do withour extensive training {(which, in game
terms, means to take a new character classl. A monk’ ahility to
evade attacks and a barbarians uncanny dedge are extraordinary.
Effects or areqs that negate or disrupt magic have no effect on |
extracrdinary abiliries, ]

Spell-Like Abilities (Sp): Spell-like abilities, a5 the name|
implies, are spells and magical ahilities that ate very much like |

sspells. Spell-like ahilities are subject to spell resistance and duspel.

magic. They do not funcrion in areas where magic is suppressed or |

(megated (such as an antimagic field), ]
Supernatural Abilities (Su): Supernatural abilivies are magical
tbutnot spell-like. This far-reaching category includes the basilisk's
{perrifying stare, the monks ki strike, and the ghouls paralytic
teuch. Supernarusal shilities are not subject to spell resistance or




n[frpl'i' e, lowevet, supezhalurul abilities atill do not function in

aress where magic is suppressed or negared (such as an anfimag
Field},

TABLE 3—12: SPECIAL ABILITY TYPES

Extraordinary  Supemnatural  Spell-Like.
Dispel Ma Mo Yes
| Spell Resistance Mo Mo Yes
| Antimagic Field Ma Yes Yes
Attack of Opportunity Ma M Yesg

Ciispel: Can dispel magic and similar spells dispel the effects of ahil-

ities of that type?
Spell Resistance: Does spell resistance pratect a creature from these
abilities?
Antimagic Cleld: Does an antimagic field or similar magic suppress
the ability?
Attack of Opportunity: Does using the ability provoke attacks of
| opportunity the way that casting a spell does?

| ABILITY SCORE LOSS

An undead shadow touches Tordels, and his axe immediately feels)

heavier in his hand. A giane wasp stings Mialee, and her normally
graceful movements become halting and sl A weaith ouches
Lidda, and she feels woory and tred.
Various attacks cause ahility score logs, either temporary abilicy
damage or permanent ability drain. Poins lost to temperary damage
Lreturn at the rate of 1 peint per day (or double thar if the characrer
| gets total reat) to each damaged ability, and the spells lesser restowction
| and restaration otfset temporary damage as well. Dirains, however, are
(permanent, though wsforahon can resone even those Jost abilicy
TG POy,
Whilz any loss is debilitating, losing all points in an ability score
| can be devastating.

* Sorength O means that the character cannot move at all. TTe lies
helpless on the ground,

* Dexterity 0 means that the charerer cannet mose at all He
stands motionless, rigid, and helpless.

* (Constitution O means thae the character is dead.

* Intelligence O means that the charscter cannot think and is|

unconscions in 4 comalilse stipor, helpless,

* Wisdom 0 means thar the character i withdrawn into a deep!

:dftep filled wirh nightmamﬁ, hElp]t.‘iS.
® Charisma 0 means that the chatacter i withdrawn into 2 cata
tonic, comalike stuper helpless.

Keeping rrack of negative ability score points is never necessary. A
_characrer's ability score can't drop below 0,

Having a 0 score in an ability is different {rom having no ability
| score whatsoever. A wraith has no Stength score, not a Strength
|seore of . A clay golem has no Intelligenee, not an Intelligence

scome of 0, The wraith can move, it just can't act physically on other
objects. The golem is oot in a stupoer of helpless, bue it has no
th uug]‘u‘.h OF MEMOLY,

Some spells or shilites impose an ellecrive ability score reduc-
tion, which is different [rom ability score loss. Any such reduction
disappears at the end of the spell's ar ability’s duration, and the abil-
ity scove immediately returmns to its former value,

1f a character's Constination score drops. then he loses 1 hir
| point per Hit Die for every point by which his Consdtution modi-
| fier drops. For example, at 7th level, Tordek is hir by poison that
| causes his Constitution to drop from 16 to 13, His bonus falls from
L+3 141, sohe loses 14 hit points (2 per level ). A minute later, the
| poison deals sncther 8 points of tempemary Constitulon damage,
| dropping his score to 5§ and his modifier from +1 to -3, He loses

another 28 hit points—{fora total of 42 hit points lost because of an/

overall e-point drop in his Constitution modifier

A full it poinit seove, howasver, can'e drop to less than 1 hit paint.
per_Hit [He, Ax 7th level, Mialee has 22 hit poines. Even if her|
Constitution score drops to 5§ or below, she will sall have ar least 7.
hir points (less any damage she’s taken),

‘The ability that some creatures have to drain ability scores (such

Las shadows draining Strength or lamias dreining Wisdom) 45 a
| supernatural one, reguiring some sort of attack, Such creatures do

ot drain abilities from enemies when the enemies strike them,
even with unsrmed artacks or natural weapons.

Variant: Separate Ability Loss

Some players don't like keeping track of ability scores that go -.].;nl.- nj
because they find it hard o recalculare their stagistics based on
their new abiliry modifiers. Thess plavers may find it easier to track,
abiliey loss separately, sorr of the way subdual damage works. In|
this varlant, for each 2 points of ability damege, the character

| sullers & 1 penalty e checks related 1o thar ability, If the ability
| loss equals or exceeds the ability score, then the character suffers,
| the effects of having a 0 score in chat ability Temporary ability,
| damitge goes away at the rare of 1 point per day

This variant leads ro very nearly the same results as standard

ability loss does,

ANTIMAGIC

The beholder opens irs large, cenrral eve, and suddenly Lidda
{whao had been invisible} becomes visible, and Tordel, whe had
been flving, drops unceremoniously 1o the flonr, The adventurers’,
magic weapons are now no berter than masterworks, and their,
lavets of magical protections are gone. The Are glant working with,
the beholder helts her axe, gring, and charges,

An antinragic field spell or the main eye ray of 2 beholder cmc:lz.
mapic altogether, This spell-like effect is exrremely powerful the,
ulrimarte defense against magic,

* Mo supernatural ability, spell-like ability, or spell works o an
area of antimagic (but extracedinary abilities still wozlk),

*  Antimagic does not dispel magic: it suppresses it. Onee 2 magical
effecr is ne longer affected by the andmagic (the anfimagic fades,
the center ol the eflect moves away, etc), the magic returns
Spells that sill have part of thetr duration lefit begin functioning
again, magic items are once again useful, and so forth,

* Spell areas that include bath an antimagic area and a nocmal
arrca, ]Jul; arc not oo ntr:md in 'r_hr,: ,arltir,na.gir_' ared, still function in
the normal area I the spells center is in the antimagic arey,
then the spell is suppressed.

* Some arcifacts are not hampered by antimagic. See the individ-
ual artifact descriptions in Chaprer 8: Magic lrems.

* Golemsand other magic construgrs, elemenrals, outsiders, and
corperedl undead, stll function in an antimagic area (though
the antimagic area suppresses thedr supernatural, spell-like, and
spell abilities normally) I such crestures are summoened o
'LUHJ{LEL'(].. ]J.LJ'-\":\"{:I:, e o .I:'L"].U'l"u'.

* Summoned oo conjuced creatures of any type and incorporeal
undead wink owut if they enter an antimagic tield. They reappear
in the same spot onee the field poes away

* Magic items with continuons effects, such as a bag of halding, do;
nit function in the antmagic area, bur their effects are not can-
celed (50 the contents of the bag are unawailable, but donoe spill
out in an antimagic area. nor do they disappear forever), !

* 'Twoantimagic fields in the same place do not cancel each other,
out, nor do they stack,

* gl af force, prismatic awall, and prismatic sphere are noc affected b}.:
shtimagic. Break enchontmenl, dupel magic, and grealer dispelling,
spells do nor dispel antimapic, Mordenbainens disiunction has al
1% chance per caster level of destroying an antimagic fisld. 1f the
antimagic field survives the disiuncrion, no irems within it are
disjoined,




BLINDSIGHT

The juvenile black dragon evokes darkness arnund the advenrur-
e, and then they hear it bound smong them, W hile they srupple
in the blackness, the dragon strikes them unemingly, relying on
other senses besides sight.

Some creatures have the extracrdinary ability ro use s nonvisual |
(sense (ot a combination of such senses) to operate elfectively with- |
jout visien. Such sense may include sensitivity to vibrations, acute.|
{geent, keen hearing, or echolocation, This ability makes invisihilicy |
jand datkness (even magical darkness) irrelevant o the creature |

(though it seill can't see ethereal creatures). This ability oparates out |
{toarange specilled in the creature descrption,

* Blindsight never allows a creature o distinguish color or visual
cantrast, A creature cannol read with blindsight,

* Blindsight does notr subject o cresture to gaze smacks {even

| though darlevision does).

\* Hlinding ateacks de not affect crearures using blindsight.

\* Dealening attagks chwarr blindsighe if it relies on hearing (a5 0.

| bar’s “sonar” does).

* Blindsighr works underwater but not in a vacuurm,

BREATH WEAPON

A ted dragon opens its mouth and exhales o pout of flame, The
adventurers caughr in the Hame try to take cover behind corners
and under tables, while one caughr in the open ducks and covers
,]:-:E face wich her arms,

Shile dragomn fire is the classic example, a brearh weapon may
al.m be a cloud ::Frmwnnuﬂ gaz, a bolt of lpghining, or s stream of
.ﬂ.ﬂd The ereature is actually expelling something [rom its mouth
(rather than conjuring it by means of & spell or some other mapical
(effect). Most crearures with breath weapons are limired to a
yumber of uses per day or by a minimum length of tme that must
{pass hetween uses, Such creatures are usually smart enough to save
their breath weapon until they really need it

* Using a hreath weapon is typically a standard action.

No atrack roll is necessary, The breath simply fills ies staced avea. |
For example, a Medium-size black dragon breathes an acid |
spray 60 feet long, § feet high, and 5 feet wide. i
Any character caught in the aren must make the appropriate
saving throw ar suffer the breath weapon’s full effects. In many
cases; & character who succeeds ar his saving threoe seill tales
half damage or some other reduced effect.

Breath weapons ate supernatural abilivies except where noted
(such s a pohwn of five breath, which is spell-like, or nonmupgical
spittle, which is extraordinary),

Creatures are immune to their own breach weapons.

Creamures unable to breathe can still use breath weapons, (The
| name is something of a misnomer.)

CHARM AND COMPULSION

As the srrange, wolllike crearure loped roward Tordely, he realized
that it was a good [riend that meant him no harm, Bur wh was
Mialee casting a fivehall ar i? He needed o stop her from deing thar
igain. Later, it was even worse when Tidda didnt know thar the
noble she was chatting up was actually a vampire, After one look
into his eves. she heard hiz voice in her mind, giving her orders
that she obeyed withour hesitation. She felt like 3 mere observer,
steapped behind her own eyes, warchiog as “she” sought our her
companions and invited them 1o a private party st che nobles

Lale,

Many abilities and spells can clowd the minds of characters and
mensters, leaving them unable to tell friend from for—or worse
{vet, deceiving them into thinking that their [ormer fends are
nowe thele worst enemies. Two general types of enchantments |
affect characters and creatures: charm and compulsian,

Charming anather creatuee gives the charming character the |
ahility to befriend and suggest courses of actions to his minion, hur |
the secvitude is not absolute or mindless. Charms of chis type !
include the various charm spells. Essentially, a charmed characrer |
rerains lree will but makes cheices aceording to a skewed view of

lthe world,

* The charmed creature dessnt gain sny magical ability to under-
stand his new [rend |
The charmed character retains his original alignment and alle- |
giances, generally with the exception that he now regards the |
charming creamure a3 a dear friend and will give great weight o
his suggestions and divecrions,

* Acharmed characrer fighes his former allies only il they threse-,
en his new friend, and even then he uses the least lethal means,
at his disposal as Jong as these tacrics show any possibilicy of

. success (just as he would in a fight berween two acoual friends).

= A charmed character is entitled to an opposed Charisma check |

b AgainsT hi= master in oeder to resist instructons or commands.,
thar would make him do something he wouldn’t normally do
even for a close [riend. T he succeeds, he decides nat o po
alahg with that order but remainz charmed.

& A charmed chatacter never obeys a command that is ob'.rmusly
suicidal or immediately and grievously harmful m her
I[ the charming creature commands his minien o do some-
thing thar the influenced character would be viplently cpposed |
ter, the sulject may attempt a new saving throw 1o break free of |
the influence altugethr_"r
* Any charmed charvacter who is u:npenlv attacked by the l:.J.'l::aTuIE:

who charmed him o the charmers appacent allivs i automag- |
cally freed of the spall or effect

Compulsion is a different matter altogether. A compulsion overrides,|
the subject’s free will in some way or simply changes the way the.
subject’s mind works. A charm makes the subject a [riend of the
Cus lt‘l_-\. a L'I'.'F]Tl.P Ll.ib'[l::l]'l. ma l':l'.'!; T]'l B 51 l:l‘EE'ﬂ Dhe? i‘h-e Casiel.

Bepardless whether a character is charmed or compelled, he
wont velunteer information or tactics thar his master doesn't ask
for. If & 15t-level wizard hippens to have a wand of fre tucked ineo
his boot, the vampire that is compelling him doesnt know that the
wand s there and can't tell the wizard ro give him the wand or use
the wand on his former friends. The vampire, however, can say,
"Hand over your mast powerful magic item”

COLD
Uhe frost giant sorides out of the blivzard, oblivious wo the freesing
cold.

A “cold” creature, such as o frost giant is immune o cold
damage. Tt takes double damage from fire unless the lire atrack
allows a saving throw for half damage, in which case it takes hall
damage on a successful save and double damage on a failed zava,

DAMAGE REDUCTION

The arrow sticks into the vampire, but she just pulls it our and
laughs az the wound instently heals, "Vou'll need to do batter than
that," she hisses,

Some magic creatures have the supernatural ability 1o instanty |
heal damage from wespons or to ignore blows altogerher as though |
they were invulnerable.

* The number in a creature’s damage reduction is the amount of |
hit points the creature ignores from normal apacks, Thus, &)
crearyre with a damage reduction number of 5 steuck for 8
points of damage ipnores 5 polnts and whes only 3,

1* Usnally, a cermain type of weapon—usually a magic weapon—
can_avercome_this reduction, This mformation is sepurated
from, the damage veduction number by a slash. For example, a

B
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werewolfs damage reduction is 18/silver, meaning the were DARKVISION

woll ignores the first 15 points of damage from every nommal Tordek looks arcund a lightless cavern. He sees the chamber s a)
atteck unless the weapon is made of silver, 1f 2 dash follows the shadowless scene in black and whire, fading into an indistiner gray|
slash (as with the damage reducrion thar is a class feature of the &0 [eel aveay.
barbarian}, then rhe damage reduction is effective againstany| | Darkvision s the extraordinary ability to see with no light
attack that does not ignore damage reduction, . dsource ar all, to a range specifled for the creature,
* Any weapon more powerful than the type given after the 5|1uhi

also negates the ability, so 8 =1 longsword damages 1 wergwalf, = Uarkvision is black and white only,
norenally, buea lungbwvrd made of seme other HPLL‘EG] materi-4 * Parkvision does norallow characters o see ;m}'rhh'l.g that rhw.'j.-'_
al won't work, For purposes of damage reduction, tlie pOwWer could not see otheradse—invisible objects are still invisible,
rankings are lsted on Table 3-13: Damage Reduction and ilusions are still visible as what they scem ro be. Likewise,
Rankidngs. darlovision subjects 4 crearure to pave attacks normally

| * Whenever damaspe reduction completely negates the damage * The presence of light does nat si}oil dackvision, I a character
from an attack, it alse negates most special eflects that accom has darkyision with a 60-foot range, and be stands within a 30-|
pany the attack, such as injury type paisan, 2 manks stun- foot radivs of light, the character can see normally

in the light, and 30 feet bevond the light
because of his darlvision.

DEATH ATTACKS
Lidda, scourting ahead of her parry, meets
the paze of the figure she discovers in
the shadows, Ir's a bodal, whose eyes
are death, She feels a sudden METTLE,
as her spark of life irself iz atacked by
the nndead creature’s supernatural
powrer
I'he bodak’s abvssal eves kill with a)
glance. The dreaded power wond, kil spell]
can slay without even allowing the vicrim,
dsaving theow A single amow of slayng can
fell a drapon. Even a fighter with 100 hir)
points can be killed by u single deach)
areack. In most cases, death atacks allow|
the victim to make a Forritude save o
avold the afTect, but if the save fails the
character dies instantly,

ning, and injury type disease. Damage reduction does
not_negate touch attacks, enerpy damage dealt
aleng with an attack (such
as fire damage from a fire o amied Baver
clemental), or energy dar BEe gt
drains. Wor does it affecr
poisons or diseases delivered by
inhalation, ngestion, of contict
Attacks that deal no damage
because of the target’s damage
reduction do not dismupt spells,
|.* Magical attacks and enerpy
attncks feven mundane fire}
| dpnore damage reduction.

\* For purposes of hacmiog
other crearires with dam-
age reduction, a crea-
fures natural weapons
count as 'l-'\'{."EP'DTl!i I::lf
the type  that can
ignore its own innare
damage  teduction,
The amount of damage
reduction s ircelevani,
Tor example. @ Large air
i."JﬂTE-L"TII::IJ |:d.:|_]'|'|flg:':
reducrion 10011 deals
.I.—{Il: L}.amH.EL' [ g WoIt
woll, as if the elemental’s
attack wers with & 11
weapon, However, dam-
agre reduction from 5;1:_'“5:,
such as_slopestan, does not
confer this ability,

\* Sometimes damage redoe
tion is instant healing, & sword
slash across a dempns hide shices
it open, but the epen wownd seals as
fast s it's made, Sometimes damage

* Raise deod doesn't work on some-
one killed by g death serack.

*® Death attucks slay instantly. There
15 15 r.hrmm for a character o sta
bilize and thus stay alive

* In case it matters, a dead characrer,
nomatter how she died, has—10 hir
points,

®* The .‘F[.H.‘.” death ward pProfecis i
character against these attacks.

DISEASE

A direy, foul otyogh bites Tordek, bue he
survives the encounter Two days later,
however, a fever strikes, and he becomes
shaliy and tired. The fever lasts a few more days
unril he can throw it off. Then, gradually, his body

reduction represemts the creanuwes touph recovers, lordek counts himsell lucky because some
hide ot body, such aswith a gargople or ivon ,.,ul::m In -:ili't-:: Cise, discazes weaken their victims parmanently,
churicters can see that conventional attacks dont work. When a character is injured by a contaminated arrack, touches,
an item smeared with diseased marrer, or consumes disease-tainged |
TaBLE 3—13: DAMAGE REDUCTION RANKINGS lood or drink, he must make an immediate Forritude saving throw |
. Power Rank Weapon Type I he succeeds, the discase has no effect—his inumune system
. Best +5 enhancement banus | [oupht off the infection. If he fails, he takes dum],ge afrer an inou-
| 2nd best +4 enhancerment banus bation period. Coce per day afterward he must make @ successiull
| 3rd best +3 enhancement banus | Fortitude saving throw 1o d.‘r'l.‘llil repeated damage, Two successfull
{Ath best 1.4 enhancement bonus Lamving throws in g rowe indicate that he has fought off the discase
5th best +1 enhancement bonus | and TECOVETS, la]{'ing Mo Imore d.'l:'nngc
Wieakest Silver, mithrai, or other special material l L 1I:'l'_'l-i,j. Can m]]_ |_]1¢:5u Fortitude hi‘r"i!'lg th TENAS 'Fn'r the P.L'I‘_f‘".":f 20 lJ.I.il.I.

he doesn’t lnow whether the disease has taken hold.
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Disease Descriptions TaBLE 3—14: DISEASES

Diseases have various symptoms and are spread through 2 num Disease Infection D€ Incubation  Damage.
ber of vectors. The characteristics of several pypical diseases are Blinding sickness Ingested & 1d3 days 1d4 Strit
summarized on Table 3-14: DHseases. Cackle fever Inhaled 16 1 day Td6 Wis
Disease: Discases in ifalic are supernatural in nacure. The rest ) | Demor fever Injury 18 1 day 146 Con=*
are extraordinary. L ADewil chillst Injury 14 1d4 days 1d4 Sty
| Infection: The disease’s method of delivery—ingested, inhalid, |Filth fever Imjury 12 id3 days 1d3 Dex,
pa injury, or contact, Keep in mind that some tnjury diseases may | 1d3 Can
the rransmitted by as small an injury s a flea bite and that most | Mirdfire Inhaled 12 tday Tdd Int
jinhaled diseases can also be itrpested (and vice varsa) Merrmeny pai® Contact 20 | diay 1d6& Con
| DC: The DC lor the saving throws o prevent infecrion (if the|  |Red ache Injury 15 1d3 days | d6 Str
icharacter has been infected), to prevent each instance of repeared Shakes Contact 13 1 day | d# Dex
(damage, and 1o recover from the disease. slimy doam Contact 4 Tday _1d4 Con=*
Incubation Period: The time before dimage begins. *Successful saves do ol allow the character to recaver, Only magi- |
Damage: The damage the character takes after incubardon and cal healing can save the character,
pach ILW afterward ﬁ]-"ﬂil‘,r scote damage is [EImpUTAry unless =*When damaged, character must succeed at anather saving lhrow
demsr.: noted, . or | point of temperary damage is permanent drain instead.
| Types of Diseases: Typical diseases include the following: { i The victim must make three successful Fortitude saving thraws in
| Bimding Sichness: Spread in rainred water, | row ta recaver fram dewil chills, 4
L Cactile Fever; Symproms include high fever, disorientation, and | L fEach time the victim takes 2 or more damage from the disease,
Hregquent bouts of hideous leughter. Also known as “the shricks” | he must make another Fortitude save or be permanently blinded,

Dervon Fever: Wight haps spread it
Dewil Chulls: Barbazu and pie fiends spread it. It takes three, nor - ENERGY DRAIN

mwe, successful saves in o row 1o recover from devil chills. Am undead wight bashes an adventurer, and she feels cold and wealk,
Eilth Erver: Dive rars and otyughs spread it Those injured while while the wight moves with greater vigor than before. When the
dn filthy surrounding might also catch it wighr strikes her apain, she grows weaker, as il het life foree wers slip-

Mimifir: Feels ke your brain is burning, Causes siupor.
Mummy Raf: Spread by
{mummies. Suceessful saving
ithrows do not allow the char  The e saisd.
pacter 1o recover (though they  flaver seem awith
o prevent damage normally).  daerkaisor,
Red Ache: Skin rurns red,
{blogeed, and warm to the touch.
L The Shakes: Causes involuntary
twitches, tremors, and fits
Slimy_Dopm: Vicrim urns inte
infortions goo from the inside our

]mu__ away, Her friends sée ber Gee doin of color and her |
flosh shrivel slightly. With the third strike, the adven- .
turer falls ro the ground, o desiccared hosk, 4 |
fellove advenmurer, also struck by the wight, |
survives the encounter. Owver the next day his |
spivit rallies, and he throws off the hungry
force thar clvwed ar his very soul }
Some horrible creatures, especially
undead monsters, possess a fearsome
supernatural ability to drin levels from
those they sudke in combac.'The creatare
making an energy drain atack draws a
pertivn of its viedms life force from her.

Healing Diseases
Use of the Heal skill can help
i disessed chamcrer, Bvery
fime the discased charac-  J§
ter makes u saving throw
agalnst disease effeces,
the healer makes a
check. The diseased
(charutter can vse the
{healer's result in place
lof his saving throw if
[the Heal resuls is highc[,
The diseased character
must be in the healer's
care and must spend
muost of each duy resting,
Characrers recover.
points lost ro abilicy
score damage at a rate of
1 per day, and thiz role
applies: even while a
\lisease is in progress, That
pmesns that o lucky charac-
lter swich 2 minor discase

* Most energy drains require a successful
_melee attack—mere physical contact is
not enough. Monks, for instance, can
W‘I.IIII.Ii siuch ceeatires with their fisss
without risking their life energy.

* Bach suceessful energy draining attack
bestows pne or more negarive levels on
the apponent. A creature sulfers the [ol-
lowing penalties for each negative level
it has gained:

L e all skill and abiliry checks
—1 o artacls
—1 1o saving throws
-1 effective level fwhenever the
creature's leval is used in a die roll or
-.’!dll_lllatmn reduce i b}fone]_-:}l each |
negative levrh

* If the vicrim casts spells, she loses access |
to-ene spellag if she had casther highese |
lescel, currenely available spell (I she has |
mare than one spellar her highest level, |

ImlghT be able 1o withstand i she chooses which she loses) In addi

pelthout accumulating any ] % tion, when she next prepares spells or

damage. i tegains spell slots, she gets one less spell
slor at her highest spell level

Ao




* Wegative levels remain for 24 heurs or uneil removed with a
spell, such as vestoration. After 24 hours, the afflicted crearure
miust attempt 4 Fortitude save. The DC s 10 + one-half the
artacker’s Hit Dice + the attackers’ Charisma modifier. (The DC
is provided in the attacker’s description.) If the saving throw,
succeeds, the negative level goes sway with no harm to the crea-,

| rure, If the save fails, the negarive level poes awuy, but the crea-,
|__rures level is also reduced by 1, The afflicted cresture makes a,
| separate saving throw for each negative level it has gained. |
= _Acharacter who loses a level to an energy drain instantly loses)
one Hit THe. The character’s base attack bonus, base saving
i throw bonuses, and special class abilides are now reduced to
the new, lower level. A 2nd-level rogue, lor example, normally
has the evasion ability, bur when she is drained ro st level, che
loges that ability Likewise, the character loses any ability score
gain, skill runks, and any fear associared with the level (if any),
If the exact ability score or skill rnks increased fram a level
now lost is unknoswn (or the player has forgotten), lose a point|
from the highestability score or ranks from the highest-ranked|
gkills. If a familiar or companien creature (such az g pﬂlad_i,n's_
mount) has ghilities tied to 4 character who has lost a level, the
creature’s abilities are adjusted w fic the characrer’s new level

* The victims experience point total is immediately set to che
midpoint of the previous level. For example, a character drained
from 2nd ro 151 level would drop to 500 experience points.

* A character with negative levels ar least equal to Ler current
level, or drained below 1st level, is instantly slain, Depending
on the creature thar killed her, she may dse the next night asa

| monster of that kind. 1f not, she rizes as a wipht

o Acreature gains 5 temporary hit poines for each negative level
itinflicts (though not if the negative level is caused by a spell or
similar effect).

[:T] {EREALNESS

Lut of nowhere, & spider the size of 2 borse appeass and bees
Mialee. Lidda wheels ta stab it, but it’s sone. The adventurers
know the phase spider is somewhere nearby, lurking on the Ethe-
reil Plape, watching them and waiting,

Phase spiders and certain other creatures can exige oo :h::.

Ethereal Plane, which lics parallel ro the Material Plane (the|
nermal world), While on the Etherea] Plane, a crearure is called,
ethereal

* Erhereal crearures ate invisible, inaudible, insubstantial, and
scentless ro creatures on the Marerial Plane (the normal werld),
Even most magicil attacks have no effect on them. See mvisibil-
ity and true seeing reveal ethereal creatures.

* An ethereal creature can see and hear into the Marerial Plane
in a 60-foot radius, though material objects still block sight
and sound. (An ethereal creature can’t see through a material
wall, for instance.) Things on the Marerial Plane, however,
look gray, indistinct, and ghostly An ethereal ceeature can't
affect the Material Plane, not even magically, An ethereal cres
ture, however, interacts with other ethereal creatures and
objects the way material creatures interact with material crea-
tures and ohjects,

® Ethereal creaturcs move_ in any. direcdon {(including up or
down) at will. They do not need o walk on the pround, and
material objects don't block them (though they can't see while

. thelr eyes are within solid material).

.® Farce effects are o special exception. A material force effect

extends ante the Ethereal Plane, so that 2 wall of fovee Blocks an
| ethereal creature, and a magi missile can steike one (provided
| the spellcaster can see the etheveal marget). Gaze elfects and
| abjurations also extend from the Material Plane to the Ethereal
Plane. None of these effects extend (rom the Ethereal Plane to)
the Material Plane.

Gheosrs bave o power called manifestation that allows them o)
appear on the Material Plane as incorporeal crearures, Siill, they,
are on the Ethereal Plane, und another ethereal creature can
interact normally with 1 manifesting ghost,

Erhereal creatures pass through and operare in water as ¢~a-111-,-

a8 HIT.
Ethereal creatures do not fall or suffer falling damage.

EVASION AND IMPROVED EVASION ;
The blue dragon’s lightning breath hlasts Tordek, Mialee, and)
| Lidda. They all twist and duck to escape the worst of the attack, but!

Tordek and Mialee are still borned. Lidds is merely sweary,

These extraordinary abilities allow the target of an area attack o

leap or twist out of the way. Rogues and monks have evasion and|
improved evasion as class features, but cermin other creatieres have|
these abilites, ton.

13 511h_'i6£‘t&d o an attack that allows a Bellex save for half dam-
age, a character with evasion takes no damage on a successful,
HYE,

As with a Reflex save [or any creature, a character must have
room to move in order to evade, A bownd character or one in i
completely restrdctive arca {crawling through & 2 1/2-foot-wide
shaf, for example} cannot use evasion

As with a Bellex save for any erearure, evasion is a reflexive abil-
ity The character need not know that the attack is coming to.
Use eVISIion. |
Rogues and monks cannot use evasion in medium or heavy,
armot, Seme creatures with the innate evasion ability do not!
tace this Lmitation.

tmproved evasion is like evasion. excepr that even on a Lmled_
saving throw the character takes anly hall damage. 1

FAST HEALING
AsTordek l'ighls the red slaad, the wounds he has aleeady pivenit,
heal hefore his eves.

The creature has the extraordinary abiliry o tegain hit poines ar

in exceptional rare. Excepr for what is nored here, fast healing is
just like natural healing (see page 129 in the Player's Handbook),

At the beginning of each of the creature’s rurns, it heals a certain
number o hit points (defined in its description. usualle 1 or 23,
Unlike regeneration (see below), Gt hc:llirug doas not allow z
creature to regrow or teattach lost body parts.

A creature that has taken both subdual and normal damage
heals the subdual damage first,

Fast healing does not restore hit points lost from starvation,
thirst, or suffocation.

Fast healing does not increase the number of hit points
regained when a crearure polymaorghs.

FEAR
A voung adull preen dragon charges the adventurers. Tardek feels
a twinge of fear bur grits his tecth and ignores it. Lidda doesnt
stand up as well to the charge. She holds her ground, but fear takes
the r:t]gn off her skill. The cohore whe had recently jl’J'i.l'I-l:d them,|
however, drops her sword and [lees recklessly, her screams fading.
in the distance.

Spells, magic ftems, and certain monsters can affect Ehdm.tuﬁ

with fear, In most cases, the character makes 2 Will 5="‘rl-nwb throw T|:|
eesist this effect, and a fiiled roll means that the character |5
shaken, fripghtened, or panicked,

Shaken: Characters who are shaken suffer 8 =2 momle pelmhv_

|t attack rolls, saves, snd checks.

Frightened: Characters who are frighrened are shalien, and in

Laddidon they flee from the source of their fear as quickly as they
can, although they can choose the path of their flight. Other than




that seipulstion, once they are out of sight {or headng) of the
source of their fear, they can act as they want. However, if the dura
than of their fear continues, characters can be forced o flee once
more if the source of their fear presents itself again, Characrers
unehle 1o flee can fght (though they are seill shaken).

Panicked: Characters who are panicked are shaken, and in |

Laddirion they have a 50% chance 1o deop what they'ne holding, and |

Y run away from the source of their fear as qu‘il:]d}r as d‘:c}r =1, 0|
Ciher than running away from the source, their path is random. |
m ﬂEE .EELHII -dJl l'.'|1.5:|.‘LL_ L].H.]:I.hi.].'b thﬂt LL.'I]:I.tI.'L'I]:I.I: t]le I.'Er].'l.l'_T tJ.'LEIi
f:l:l.ng those dangers. Panicled characters cower il they are

hﬁ‘f_ﬂt&d from fleeing.

_Becoming Even More I«enrful Tear effects are cumulative, A
Iyhaken character who is made shoken again becomes frighrened,
and n shaken character who is made frightened becomes panicked
instead. A frightened characrer who is made shaken or frightened

Jbecomes punicked instead,

Redshot boulders fly our of an inferno, striking the unexpecring |

adventurers. Looking closely, they can see the figure of a fire giant |
in the rearing flames. langhing

A “fire" creature is immune o fire damage. It takes double
dmlgf [IL’!J:I:'I. CU](] L'thL'E;b d.-.“:' C‘C.P].L! Rtrﬂ.{:k H]l'_'l'r\'ﬁ B EH.'\I-".LU.H L‘hl'm'r' E‘UL'
ha]f&nruaﬂe,i.n which case ittakes half da MAZE O & successful save
and double damage on a failed save,

GASEOUS FORM
|TJ:.|: chasicters have the vampice cornered, when suddenly her
. gets Blucey Lo an instant, she and her gear, including the
trmg thar the adventurers need, have turned iole a mist,
ich floats out through an arrow slit in the stone wall,

| Somecreatitres have the supernatural or spell-like ability o take

[l.b! form afa cloud of vapor or gas.

'® Guseous creatures can't run but can flv, A gaseous creanire can
mgve dhout and do the things that a clond of gas can conceiv- |
ﬂbl"" d.LH 51.['.]1 LR T I.Lndrr t!'.l.L I:Taﬁi'i. I'.'lf a dﬁ}'ﬂ‘l—. It uﬂnﬁ:. hm'r' {
ever, pass through solid matter. L

* (seous creatures can't attack physically or cast spells with ver-|
bal, somaric, material, or focus components. They lose their]
supernatural abilities (except [or the supernatural ability 1o
assumme pasecus form, of course),

* Creaturesin gasecus form have damage reduction 20/+1. Spells,
spell-lilke abilities, and supernatural abilities affect them noe-
mally, Creatures in gaseous form lose all benchit of maeerial
aemot (incloding natural armor), though size, Dexterivy, defllee.

tlon bonuses, and armor bonuses from force armor (for exam:
ple fram che mage armor spell) stillapply

* Caseons creatures do nol need to breathe and are lmmune o

+ attacks involving breathing (rroglodyte stench, poison gas. erc.).

* Casesus creatures can't enter water o other Hogodd.

A (Gaseous creatures are not ethereal or incorporeal.

* (aseous creptures are affected by winds or other forms of mow-
ing air ro the extent that the wind pushes them in the direction
the wind 15 moving. However, even the strongest wind can'r
disperse or damage & creature in gaseous form.

* [Mscerming o crearure in gaseous form from namral mist requires
i Spot check (DC 15), Creatures in gaseous form attempring

o hide in an area with mist, smoke, orother gas gain a +20 bonus,

EATTACKS
medusa leoks around, throwing dangerons, glances every-
nd focusing its eves on specific victims, Lidda closes her
levesand tries to-aim her arrows by ear. Jozan averts his eyes but

s e watch the crearure with p-ur'Lp]'Lr.raI viston so he koows |

whete o project his searing light spell, Tordek trusts [ate and looks .

the thing in the eyve as he swings his mighty axe. Magic washes |
through him, and he shrugs it off’ Jozan, however, accidenrally |

carches. the thing's eye, and he's not strong encugh 1o resist. His |
body hardens and mrns ro stone.

While the medusa's gaze is well known, paze stacks can aiau

lcharm, curse, or even kill, Gaze stracks not produced by o spell
yisiich as epebile) are supechatital

* Each character within range of a gase attack must atlempt a sav-
ing threw {usually Foctitude or Will) each round at the begin-|
ning of his wen,

* An apponent can avert his eves from the creature’s face, Lc:cuku.w,
at the creature’s body warching its shadow, or tracking the crea-
ture in a reflecrive surface. Each round, the opponent has.a S0%:.
chance of nor having to make a saving throw. The creature with |
The gare nrr.qck ga'ins: one-half concealment agai;n.-jt t]'u; Oppa-
nent (so any attack the opponent makes against the creature has
3 20% miss chance),

* _An opponent canshut his eves, turn his back on the creature, or |
wear a blindfold, In these cases, the opponent does not need (o
make a saving throw. The creature with the gaze attack gaing |
total concealment against the opponent as if the creature were |
invisible, Thus, any attack the opponent makes against the crea- |
ture has a 50% miss chance, and the opponent can't use sight 1o
Target artac s

= A creature with a gaze attack can actively atcempt ro use its gaze
as an attzck acdeon, The creature simply chooses 8 tegeet within |
range, and that opponent must attempt a_saving throw If the |
target has chosen o defend apainst the gaze as discussed above, |
the oppenent pets i chance 1o aveid the siving throw (gither,
0% chance for averting or 100% chance for shurting eves), Iris )
possible for an opponent o save against a creature’s gaze twice |
during the same round, once before its own action snd onee
during the creature’s action.

* Looking at the creatures image (such a5 in a mirror or as part of
an illusion) does not subject the viewer to o gaze attack.

® A creature is immune to its own gane attack.

* If visibility is limited (by dim Hghing, a fog, etc) so that i
resulis in concealment, there is a percentage chance equal o
the normal miss chance for that amount of concealment that a
character won't need to make a saving throw in a given round.
This chance is not cumulative with chances o aveid the gaze,
but instead is rolled separately.

®* Invisible creamres cannot nse gaze artacks,

* Characters using darlevision in complete darkmess are affected
by a guze atcack nocmally

* Ulnless specilied otherwise; an intelligent creature with a gaze
attacl can contral Its paze amack and “turn it off" when so
desired.

INCORPOREALITY

Lidda spots a translucent face poking forth from a wrall, bur it's
gone by the time she alerts her companions, The parry starrs to
back out of the mmined rhrone room rthev're exploring, when
Suddﬂnl?' E-E",'I,:'Iﬂ! ghf"le'}' :I"Ig'llmb. ﬂ}r et i.'?Ft]'IE Wﬂ].lh: tU\’Fjlrd l.!'.H.'m.

Tordek raises his magic shield eo fond off o specere’s atrack, but the

incorpores] hand passes through the shield and through hiz magic

plare armor, It touches his heare, which grows suddenly cold,
Spectres, wraiths, and a few ather crearures lack physical bodies. |

Such creatures are insubstantial and can't be touched by nonmagi- |

\cal matter or energy. Likewise, they cannot manipulate ohjects or |

exert physical force on ohjeces, Hlowever, incarporeal beings have |
# tangible presence that sometimes seems like a physical arack |

Jsuchas the rouch of a spectoe] againist a corporeal creature.

\* Incorporeal creatures can only be harmed by other incorporeal

creatures, by o1 or better weapons, or by spells, spell-like




¥ g -
|
effects, or supernararal effects. They wee immune 10 2ll non- notice (D 300 An inanimare object, or an unliving crearure]
magical armck forms. They are oot burned by normal fives, holding still, or 2 completely immobile creature, is even harder)
affected by narural cold, or harmed by mundane acids. to spot (DC 40}, 1t's practically impossible {20 DC) to pinpoint)

* Even when struck by magic or magic weapons, an incorporeal an invisible creanure's location with a Spor check, and even ifal
creature has a 50% chance to fgnore any damage from a corpo- character succeeds ot such o checl; the invisible creature sell
real source—exncept for a force eflect, such as magic missile, or | benefits [rom full concealmenr (50% miss chance).
damage inflicted by a ghost touch weapon (page 186). \* A crearure con use hearing o find an invisible creature, A clar-

. ® Incorporeal creatures move in any divection {including up o acrer can make a Listen check [or this purpose as a free action
down; at will, They do not eed to walk on the ground. each tound. A Listen check resule at least equal to the invisible

* Incorporeal creamres can pass through selid objecrs at will, | creature’s Move Silently check result reveals its presence. (Ad
although they cannot see when their eves are within solid matter. | creature with no ranks in Move Silently makes a Move Silendy]

* Incorpereal creatures gre inaudible unless they decide to make checlt as a Dexterity check to which an armor check penaly
nise. applies.)

* The physical artacks of incorporeal creseures ignore material A successful check lees a character hear an invisible creame,
armoer, even magic armar, unless {t is made of force (such a8 fover there spmewhere” Ins practically impossible 1o pinpoing
mage armer o bracers of defense) or has the ghest couch ability, the exzcr locarion of an invisible creature. A Listen checls that

* Tncorporeal creatures pass through and operate in water a3 eas- ___bearsthe DC by 20 reveals the nvisible creamure’s locarion.
ily as they do inair L

L * Incorporeal creatures canmot fall or suffer [alling damage | TaBLe 3—15: LisTEN CHECK DCs 1o DETECT INVISIBLE
|* Corporeal creamres cannot trip or grapple incorporeal crep:. CREATURES
LIRS, _ Invisible Creature Is: DC

* Incorporeal creatures have no weight snd do not set off traps In combat or speaking 0
that are triggered by weight Moving at half speed Move Silently check

* Incorporeal creatures do not leave footprines, have no scent, Maving at full spead Move Silently check at —
and make ne noise unless they manilest, and even then they Running ar charging Move Silently check at -20
only make noise imtentionally Some distance away i1 per 10 feet

Behind an abstacle (door) 3 {

INUI.&)[B'LLTY Behind an obhstacle [stone wall) +15 |

| An invisible guasit is spying on the advenrurers when Lidda gees a

strange feeling, "There's somerthing here” she whispen:, and signals = A creamre can grope aboot to find an invisible creature. A char

firr stlence as she tries to locate it by eac acter can make a touch stesck with his hands or a weapon in)

E The abilicy to move about unseen is woenderful, but s not tool- rora adjacent S-foet areas using a standard action. If an invisiblel

B _prool, While they can't be seen, invisible creatures can be heard, targer is in the desipnated area, there is 1 50% miss chance on,

= smelled, or fele. the touch attack. If successful, the groping character inflices oo

3 damage bur has suceessfully pinpointed the invisible creature’s

3 * TInvisibility makes a creature undetectable by vision, including current locaton. (I the invisible creamare moves, its location,
=) dackovision. ohviously, 15 once agaln unkbowi,)

& A creature can generally notice the presence of an active invisi-. * Ifun invisible ceeature strikes a characrer, the character struck

Ble ereature within 30 feet with a Spoe check (DO 200 The arill knowws the location of the creature that struck hiom (unedl, of
ahserver gaing a hunch that, course, the invisihle creature moves). The only exceprion is it
“something’s there” bur can'n, the invisible creature has a reach greater than 5 feet. In this

Tncorporeal wraith 1 see it or tatget it accurately case, the struck character knows the general location of the
It fomeared with an attack, A creature creature but has not pinpointed the exact locarion,
an adveninrer. N who s helding sull is * 1tacharacter mries toattack an invisible creature whose location
" 3 -

he has pinpointed, he attacks normally, but the invisible crea-
ture atill benefits from full concealment {and thus a 50% miss
chance}. Ar vour opticn, a particularly large and slow creature
might get a smaller miss chance. If a wizard projects a disines
gration ray into the center of an invisible Huge black pudding,
you could reduce or ignore the miss chance; ir's pretry hard 1o
M1ss ﬁnms'rh‘ingi hat b'iE_.
* Tfa charpcter eeles to artack an invisi-
ble creatuce whoese location he has
. nol pinpointed, have the player
. chopse the space where the charac-
ter will direct the armacl. If the
invizible cresture is there, con-,
I.E'Lll::T T.l'll:: ufmci‘;. nufmﬂ]]:f:_
w  If the enemy's not)
there, toll the miss
chance as AF iy
were there
dor't ler the,
plaver

pracrically impossible to

i e



the result, and 1ell him thar the characrer has missed. That WAy

the plaver dossn't know whetlier the attack missed because the
enemy’s not there or hecause you successfully tolled the miss
chance:

* 1 an iovisible character picks up a visible object, the abject|
remains visible, One could coat an invisible object wic Qoue 1]
at least keep wack of its position (until the four fell off or blew |

aweay . An invisible creamre can pick wp a small visible iren and |
hide it on his person (tucked in a pocket or behind s cloal) and |

render it ellectively invisible.

* Invisible creatures leave macks. They can be tracked 1‘-mrrn*|£|}'
Footprints in sand, mud, or other sofr surfaces can pive eneniies
clues to an invisible creanures location,

* An invisible creature in the warer displaces water, revealing its
]ﬂEHT'i(]TI. :E'H'" in‘."i,ﬁih[r Creature, I.'IF."'::""I.':"u-"\f':l.'I is ﬁ"”. hﬂ'l'd Lo 508 ﬂ'l'ld
benefits from one-half concealment (208 miss chance).

(* A creature with the scene ability can detecr invisible creamres

| asitwould avisible one (see Scent, below),

{* A crearure with the Blind-Fighe feat has a berrer chance w hitan |
invisible creature, Roll the miss chance owice, and he misses|
onl ¥ if both ralls indicete a miss. :_.-’4.1l:1:rnat1".'u]1_.-'_. make pne 25%
miss roll rather than two 509 miss rolls)

* A creature with blindsight can attack (and otherwise interact
with) creatures repardless of invisibility

& Aninvisible hurrting tarch still gives off l:ight, as does an invis-
ible object with @ light spell (or similar spell} cast upon ir,

\* Ethereal creatures are invisible. Since ethereal creatures are

not materially present, Spor checks, Listen checks, Scent,

| Blind-Fight, and Blindsight dont help locate them. In-

| corporeal creatures are ofren invisible. Scent, Blind-Fight, and

| blindsight don't help creatures find or artack invisible. incor-

| _poreal crearures, bur Spor checks and possibly Listen checks
can help,

* Invisible creatures cannot use gaze artacks,

Invisibility does not thwarr detect spells,

Since some creatures can detect or even see invisible creatares,

it i= helpful to be able to hide even when invisible,

LOW-LIGHT VISION

Lidda hears something stalking lhmugn the trees beyond the |
circle of light throven up by the campfive, but she can't see it. She |
nudges Mialee and pointz Mialee looks into the darkness and says,
*Dizplacer beasts”
Characrers with low-light vision have eyes that are so sensitive
o light that they can see twice as far ps normal in dim lipht, Thus,
il a group of sdventurers passes down a dack passage with a torch
i;llurnlr.—uli.ng g 20-foot radius, an ell with low-lighl vision can see
I:v:r:;d.l.u:g within 40 [eel of the wech. Tow-lipht visien is color
Awvigion. 4 spelleaster with low-light vision can read 2 scroll s long
(a5 even the tiniest candle lame is next to her as a source of light
| Characters with |nw-]ig]'|r visien cansee cutdoors on a moonlic
‘night as well as they can during the day.

PARALYSIS AND HOLD

A eleric of Hextor brandishes his unholy symbal ar Tordek,
gﬂsll.l.'l'l.‘- 'r'n1T]'| i, Jnd H]"['ﬂ]{\. 'l.l!'ll.n[-l,.]]lg'lbi(" 'n"u"l!lle"- qLI.L].IL".I. n]'r TIJTdL]\
leels his body freeze upoand he can't will his limbs 1o obre'; He
stands rigid and helpless. He hears o fighe raging around him and
sees whatever passes in front of hiseyes but he can't tum o sec
1]'l::ﬂ.'l.r his friends are Eﬂri_ng,'l'hc sound ot his own breath and the
r]:u:ad.ng_ of his heart Gl his cars. Then he hears someone behind
and all be can dods hope its o friend.

Spme monsters and spells have the supernatural or spell-like
Aability to paralyze or hald their victims, immebilizing them
heeuph magieal means. {(Paralysis Bom oxdns Is discussed in the

Poigegs section below.,)

-

* A paralyzed or held character canmot mave, speak, or take any |

ph}'sil:.ﬂ] action. He is rooted o the 5P, froeen and hu]ph';;.ﬁ._
Mat even foends can move hig limbs. Te may take purel'y et |

tal actions, such as casting a spell with no components,

it with a Forritude saving throw Hold is an enchanrment, a
mind-affecting compulsicn. A characrer usually resists it with
2 Will save,

* A winped creature fying in the air at the time thar v is feld or

|* Paralysis works on the body, and a character can usually resist

patalyzed cannot flap its wings and falls, & swimmer can't swim.,

i"II'I-.'I iy i.']Tl'.f“"l'l.

FOISON

A giant scorpion grabs Jowsn in its pincers and stngs him. The
wound burns like Are, and pain spreads through his body, bringing

o strange wealiness with it Jozan strugples to free himself [rom the

{pincers, bue his srms have become wesk, and the scorpion just
isrings him again. Mialee uses polymorph other to turn the scorpion |
Linto @ carp, 5o Jozan is safe from further harm. bur the poison =dll|

Peri

A characrer has a 5% chance ro expose himself to o poison when-

Lcourses through his weins, Seon it overcomes him, and he falls
helpless to the grownd.

When a character wwkes damage [rom an attaclowith a poisoned |

woapon, touches an item smeated with conract poison, consumes

peisensad food or drink, ot is ctherwise poisoned, he must make a
Fortitude sEVIIE throwe If he fails, he thlT-;J;; the L"L1i.‘:|.:'11'b- initial

damage (usually ability damage). Even if he sncceeds, he typically

faces more damage 1 minue laer, which he can also avoid with a |

successful Fortitude saving throw

e dose of poison smeared on ¢ weapon or some other chject |

affecrs just a single targer. A poisoned weapon or ohject retains ity |
venom until the weapon scores a hir or the object 15 ouched |
tunless the poison i wiped off before a target comes in contact

with it} Any poisen smeared on an objecr or exposed to the,

elements in any wnj,r—ifrhe vial contalning it is lefe umij_np_pcrcll_.
for instance—remains pocent until it s toached or used.

Although supernatural and spelllike pofsons are possible,

PDiFD]‘I ous l'.‘H.:EI:t.‘i ans E]II'.IGEFE E].WE‘l."h cx II'.J.UI'IJ.'LDEI'L'..

Foisons are described on Table 3-16: Poisons (see the next page .

s of Using Poisan

ever he applies it to 2 weapon.or otherwise readies it for use. Addi-
donally a.characrer who malls a 1 onan attack roll with a poisoned

weaponmust make a Reflex saving thoow (DC 15) or accidentally

poison himself with the weapon.

Poison Immunities

Wivemns, medusas, and other creatures with natural poison attacks
are immumne o their own poison. Nonliving crestures (constructs and
undead ) and crestures without mepsbolisms (such as elemenials) are
always immune o pelson. Ovzes, planie, and cermin kinds of crea-
rutes (such as tanar't ) are also immune o poison, although concey
ably 1 special poison could be concocted specifically 1o harm them.

POLYMORFPH

Lidda thought that the captain of the guard was acring a little

strangely, bt she put it down to stress. When she torned away, |

however, she heand a strange sguishing sound behind her, She |
spun amund to see that the man had cuesed into o 1-foot-tall bine- |

skinned monster, complete with a preatsword - an ogre mage,

Magle can cause creatures and characters_to change their,

shapeas

{have new physical forms,

:' The palymerpl othey spell (sea the Havers Handbook) defines the

general polymorph effect.

—sometimes against their will, but_usually to gain an)
advanrtage. Pelvmorphed creamures retain their own minds buel




Crearures thar polymarph themselves with an abiliry (nota spell)
do not suffer disorientation (a5 described {n polymarph other),

* Since creatures do not change types,  slaying or bane weapon
designed to kill or harm creatures of a specific rype alfects
those creatures even if they are polymmvphed. Likewise, @ crea-,
tuee polymerphed into the form of o creature of a different type.
is not subject to slaying and bane effecrs divected at thar type

| of creature, : .

L* A ranger’s [avored enemy bonus is based on lmowing what the,
foe is, 50 if a creature thar is.a_mogers favored enemy. poly-|

i marphs into another form, the ranger is denied his bonus, |

= A dwarl’s bonus for fighting giants is hased on shape and size,
5o he does not gain o honus against a giant polymorphed into
somerhing else, but dogs gain the bonus against any creature
polymurphed inm.a giane,

ESIONICS
{ The mind flayer ruens its alien visage toward the adventurers, and|
{ihe air seems to ripple as a wave of psychic force cascades toward!
(them. Mialee resists the ateack, bur her friends are stunned. She,
casts hald monster on the thing, and it becomes rigid. Nevertheless, |
she feels the creatures mind enter her own as it tries to win her
allegiance by psychic force.

Teleparhy, mental combar and psychic powers—psionics is a
carchall word thar describes special mental abilities possessed by
various creatures, These are spell-like abilities thar 2 crearure pener-

.ates from the power of its mind alone—no other ontside magiesl

TiaLE 3-16: Poisons

force or titual i needed, The mostwell known of the psionic cres-.
tures is the dreaded mind Qayer. which blasts its preys mind and
then devours the brain of the prey while it lies stunned. Each cres|
tures description in the Monster Manual contains details on jes|
L psionic abilities (if it has any’,
Psionic attacks almost always allow Will saving throws 1o resist
(them, However, not all psionic auscks are menral sieacks. Some
psionic abilities allow the psionic creature to reshape its awn hody,
heal its wounds, or teleport grear diseances, Some psionic creatures.
(can see ineo the future, the past, and the present (in far-off locales!,
as well as read the minds of others. .
Variant: Nonmagical Psionics
Psionics arent magical ar all, but a different sorr of extraordinary,
power altogether, Antimagic fields have no power over psionics:
(and likewise, most psionic abllivies cannor inteelere with magich.
VA creature’s special immunities or resistances 1o magic do_not
L protectit from psionic shilities, i
+—The danger of thiz variant is that, without the tradirional checks,
. that exist for magic, psionic ahilities quiclkly threaten 1o become
overwhelmingly powerful. Since conventional magical defenses
don't work, psionic defenses need 1o be added to the treasure
tables and spells

RAYS :
A thin, green beam leaps from one of the beholders eves anid.
streaks across the chamber ar Mialee, She rwists toaweid it (a5 she)

f
!

Paison Type Initial Damage Secondary Damage Price |
Small centipede poison Injury OC 11 1d2 Dex 1d2 Drex 90 pp
Greenbload ail Injury [T 13 1.Can 1d2 Con 100 gp
Mediurn-size spider venam Injury DC 14 |d4 Str 1d6 Str 150 gp
Blocodroat Injury DC 12 o 1d4 Con 4+ 1d3 Wis 100 gp
Purple worm poison Imjury DC 24 1d6 Str 1 Str 700 gp
Large scorpion venom [njury BC 18 1d6 St 1d& Str 200 gp
Whwern poison Injury BC 17 2d6 Con 2dE Can 3,000 gp
Blue whinnis injury DC 14 1 Can Uneonsciousness 120 gp
Ciant wasp poison Injury DC 18 1d6 Diex 1d8 Dex 210 gp
Shadow essence Injune.DC 17 1 Str= 2d6 Str 250 gp
Black adder venom Injury DC 12 o 1d6 Str 120 gp
Deathblade Injury DC 20 1d6 Can 26 Con | ,800 gp
Malyss roct paste Contact DC 16 1 Dex Zd4 Dex 500 g
Mitharit Cantact [MC 13 0 3ds Can 650 gp
Dragon bile Contact CHC 26 3de Str 0 1.500.¢p
Sassone leal residue Contact DC 16 2d12 hp 1d6 Con 300 gp
Terinay root Contact DC 6 1d6 Dex 2d6 Dex Tilgp
\Carrion crawler brain juice Contact DC 13 Faralysis ] 200 gp
{Black lotus extract Contact DC 20 3ds Can id& Can 1,500 gp
{Qil_of taggit Ingested DC 15 Q Uncansciousness 50 gp |
|d maoss Ingested D 14 1d4 Int 246 |nt 125 gp
Striped toadstonl Ingested DC 11 1 Wis 2d6 Wis |+ 1d4 Int 180 ap
Arsenic Ingested DC 13 1 Can 1d8& Con 120 gp
Lich dust Ingested OC 17 246 Sir 1di 5tr 250 gp.
Dark reaver pawder Inpestad DC 18 2d& Can 1d6 Con + 1d& Sir 300 gp
Ungaol dust Inhaled D 15 1 Cha 1dé Cha + 1 Cha* 1,000 gp |
Burnt athur fumes Inhaled OC 18 1 Con® 3dé Can 2100 &p |
Insanity mist Inhaled DC 15 1d4 Wis 26 Wis 1500 gp |

Type: The poison's method of delivery—ingested, inhaled, via an injury, ar contact—and the DC needed to save, |
fitial Deamage: The damage the character takes immediately upan failing his saving throw against this type of poisen. Ability score damage is|
|

temporary unless marked with an astenisk {*], in which case the loss Is a permanent drain. Paralysis lasts for 2d6 minutes.

Secondary Demage: The amount of darmage the character takes 1 minute afler exposure as i result of the poisoning, ifhe fails a second saving throw.
Linconsciousness lasts for 1d3 hours, Loss marked with an sastersk is permanent drain.instead of ternpora 1y damage,
Price; The cost of ane dase (one vial) of the poison, It is not possible to use or apply poisan in any quantity smaller than one dase, The purchase

and passession of poison is always illegal, and even |n big cities it can anly be abtained from specialized, less than reputable sources,




would mave to avoid an arow orasword), bue the beam figs erue SCENT

and connects, Green energy encompasses her in a fash, trying 1o Tordek is deapping Jovanys wounded, pneonseious form our of ;hp
disintegrate her. Her face contorts as she struggles ro resist the dungeon when he hears the sound of pursuit. Behind them 15 a |
spell In an instant, the green energy 15 gone, and Mialge is safe, carrion crawler, following the scent of blood. Lidda waits 1o
I'he beholder then projects a second eye beam ae her, Lambush it while Tordek keeps zoing, bur che abereation smells het
All ray attacks, whether from o roy of enfecblenent spell o g _land is ready for her when she comes out of hiding,
thehalder's eve ray, require the attacker to make a successful | | This extraordinary ability lets a crearure detect approaching
{ranged touch arrack against the rarger. Rays have varying, enermies, sniff out hidden foes, and track by sense of smell,
{tanges, which are simple maximums. A rav's actack toll never| |
.HJJEBTS A Tange pennlr}n Even Li:l LAy hits, it LLSLLa]hr allows thye ! |* The ereature can detect aOpponents ]11_.r SEN5E nt_smell, generﬂ]_l;r_
{lnrgel te make o saving throw (Fortitude or Will), Rays never. | within 30 feet. Il the opponent is upwind, the range is 60 feer. TF)
{require a Reflex saving throw, bur if o character's Dexterity itis downwind, the range is 15 feet. Strong scents, such as smoke
(honus 1o AC is high, it mighe be hard to hir her with the ray in or rotting parbape, can be deteeted at twice the ranges noted
the first place. above, Overpowering scents, such as shunk musk or coglodyte |
stench, can be detected at three dmes these ranges. |
REGENERATION * The crearure derects another creature’s presence but not its gpe
{The teolls’ wounds kept healing up as Tordek foughe them, unril | gific location. Noting the direction of the scent is 4 standard
{Mialee dropped a fireball on all of them (and hoped that Tordek ! | sction If it moves within 5 feet of the scent’s source, the crea-
jeould take the h{‘.iltj. i | lure can pinpoint that source,
{ Creatures with this extracrdinary ability cecover from wounds | * The creature can follow wacks by smell, making a ‘-xlsd_c-m
guickhy and can even regrow o reattach severed body pares, check ro find or follow a tack. The repical DC for o fresh rail is
10, The DC increases or decreases depending on how strong the |
* Damage dealt to the crearure s ereated as subdual damage, quarey’s odor is, the number of creatures, and the age ol the trail
and the creature qutomatically cures itself of subdual damage For each hour that the mail is cold, the D increases by 2. The
at a fixed rate (for txamp!{:. 3 points per round fora oolll .rl,'nl!n- otherwize follows the rules for the Tracle feal, Creatures
* Certain actack forms, typically fire and acid, deal damage w teacking by scent ignore the effects of surface conditions and
! Thf‘ Creatire nUIm-HJ.].Fi thHE SOLT U‘E dﬂmﬂac_d.ﬂﬂﬁ_ﬂtt COMVErt T poar Vlil_l'!‘l ||’.'?'
|__subdual damage and so doesn't go away. The crearure's |* Crearures with the scent ahility can identily Timiliar odors p.!::L
| description includes the details. a5 humans do familiar sights.
\* These crearures can regrow lost portions of their bodies and ® Water, partculatly running water, ruins s trail for air- hreath]ng
| can reattach severed limbs or body parts. Severed parts die if creatures. Water-breathing creatures such as sharks, however, |
L they are not reattached. fuve the scent ability and can use It in the water easily. |
LR Rﬂgenemtmu does not restore hit pmntn lizsit from starvation. * Palse, powerful odors {such as red hering) can easily mask
i thirst, or suffocation, other scents. The presence of such an edor completely spoils
* Autack forms that don't deal hit point damage (for example, the ability 1o properly detect or identify creatures, and the base
disintegration and most poisons) ignore reganeration, Wilderness Lore DC to track becomes 20 rather than 10,
L]

An arack thae can cause instant death, such as o coup de grace, o
massive dimage, or an assassin’ death actack, only theearens the | Variant Rule: Characters with Scent
crearure with death if it is delivered by wespons thae deul it nor- | Half-ores and gnomes, a2 well 25 many rypes of N PC humanoids such

mal da mage. l 35 ores and gnu]h‘. can take Scent as a feat The feats prevequisite is
| Wisdom 114 Seent is more powerful than many feats, however, and
RES] STANCE TO EN E. RGY this option may make these charscters and crearures too pood,
Mialee’s firehall singed the jannl but mostly the spell just made it
ngrier. SPELL RESISTANCE (SR)

A creature 'n'.'lth resistance to energy has the ability {usually Mialee’s Areball engulfs the ogre mage. Ir flinches reflexively, bue it
extmordinary) o ignore some dumage of u certuin type (such as doesnt try to avoid the blast. When the flames dissipare, the ogre
cold, vlvcmnﬁr or fire} each round, but it does not have tots] mage is untouched.

_Jmmumr!.r. ﬁpc]] TEsistance 15 the r.rrram'dinary a]‘n’]hy to avoid hs-'irlg

! affected by spells. (Some spells also grant spell resistance: )
= Each ability i defined by whar energy rrpe it resises and how

many points of damage arc resisted. For example, a janni has * T affect a crearure that has spell resistance, a spelleasier must
fire resistance 30.A janni can lgnore the fest 30 poines of fire make a caster level check (1d20 + caster level) at least equal ro
dumage it takes cach round. It doesn't marter whether the the creature's spell resistance ratng, (The defendecy spell resise-
damage has ¢ mundane or magical source. auce rating is lile a mapical AC) I the caster fails the check, the
* The cresture stilll makes saving throws normally, A janni, for spell doesnt affect the creature. The pessessor dees not have w
example, males a Refles save against & 5d6 fireball even though do anything special touse spell resistance. The crearure need nor
the fireball con’t hove i if the janni succeeds at the save and even be aware of the threat for its spell resistance to operare.
takes hall damage, only thar amount of damage counts toward * Ounly spells and spell-like ahilities are subject to spell resistance, |
its resistance that round. Exrraordinary and supernatural abilivies (including enhance- |
* Count the creature’s resistance from the start of its turn to the ment bonuses on mapic wespons) ere not. For example, the jiar
i start ol its ten the nest round. Tts resistance "resers” on its furn. , effect from a vad of fowdly might s subject o spell resisrance |
& When resistance completely negates the demage from an ener- because itis a spell-dike effect. The rod's combar bonuses (such.as |
4 pyattack, the arrack does not disrupt a spell. the +2 bonus from the od's mace form) are net. A creatre can |
i This resistance does not stack with the resistance thar a spell, | have some abilities that are subject to spell resistance and some
such as endire elements, might provide. ._that are nor. For example, an androsphines divine spells are sub-

jr:;:t (4] mu'u [eslstance, bt its oar 15 not; (1 hie Toar s sUpeTHat-
ural ability) A clecics spells are subject to spell resistance, but his




use of pusitive or negative energy is not, Even some spells ignore
spell resistance; see When Spell Resistance Applies, below
* A creature ean voluntatily lower its spell resistance, Duing so is
a standard acrion that does not provoke an attack of epporeuni-
e Once a creature lowers its resistance, it remaine down unil,
the creature’s nexr muen, At the beginning of the creatures next.
turm, the cresture’s spell resistance sutomatically
returns unless the creanure intentionally keeps it
down (also & standard action that does not pro
vole an artack of opporruniy,
® A creature’s spell resisnce never inrerferes
with its own spells, items, or akiliries.
*_A creature with spell resistance can-
net impart this pewer to others by
rouching them or standing in their g
midst, Only the rarest of creatures and (8
a few magic items have the abiliny
to bestow spell resistance upon
another
{* Spell resiseance does not stack It
overlaps. If a cleric wearing +1
chammail that zrants him SR 15
casts haly qura, which granes SR
25 against evil spells and spells
cast by evil creatures, he has SR
25 against the aforementioned
spells and SR 15
dgainst  other o=
spells and spell-
like ahilities,

When Spell
Resistance Applies
Each spell described in the
Player’s Handbook includes an epiey thar
indicares whether spell resistance applies o
the spell. In general, whether spell resistance applies depends on
what the spell does;

® Targeted Spells: Spell resistance applies if the spell is targeted at
the creature. Some individually targeted spells, such as P
missile when cast by a 3rd-level caster, can be directed at sev-
eral creatures simultaneously. Tn such cases, a creature’s spell
tesistance applies only ro the portion of the spell actually tar-
geted st thar creature, If several different resistant creatures
are subjected to such a spell, each checks its spell resistance
sepatately,

* Area Spells: Spell resistance applics if the resistant creature is
within the spells yrea. It protecrs the resistant creature withou
affecring the spell itsell

* Effect Spells: Most effect spells summon or create something and
are not subject to spell resistance, For instance, sumeaon monsto
Isummoens a monster that can attack 4 creature with spell resist-
ance normally. Sometimes, however, spell resistance applics to
effect spells, usually to effect spells that affect 3 creanure more
ot less directly, such as web,

Spell resistance can protect a crearure from a spell that's already!
been cast. Check spell resistance when the crearure is first affected,
e

by the spell. For example, if an ogre mage fiss within 10 [set of 2
wall of fire, the caster must make a caster level check against the
ogre mage's SE of 18, 10 the cpster fails, the wall does not damage,
the ogre mage,

Check spell resistance gnly

Miafee fariito |
eneTerne e spoll
reisdance ol a

sigreliih,

onee for any particu
Lax casting of a spell or use of
spell-like ability If spell resistance [ails
the first time, it fails each time the creature
encounlers that same casting of the spell Likewise, if the spell
resistance succeeds the first time, it always succeeds. For example,
a succubus encounters Jozans blade barvier spell, If the cleric
makes a successful roll 1w overcome rthe spell resistance of the
succubus, the creature takes damage from the spell, 1F the
succubus survives and enters that particular blade barrier  second
Hme, the creature will he damaged again, Mo second roll is
needed. Ifthe crearure has voluntarily lowered its spell resistance
and is then subjecred to a spell, the creature still has a single
chance to resist that spell later, when its spell resistance is ap
Spell resistance has no effect unless the enNergy creared of
veleased by the spell wetually goes o work on the resistant cres-
tures mind or body: If the spell acts on anything else ithe air, the.
ground, the room’s light), and the creature is affecred as 2 consa..
quence, no roll is required, Creatures can be harmed by a spell
withaut iJ::LngdireuEy affocred. For .,:xan\ple, a tfll‘.."llé:flh 5!‘1.3]_1 harms!
a drow ell hecause drosy are sensitive to light Daylight, however,
usually is cast on the ares containing the drow; making it bright,|
not on the diow teself, so the effect is indirect. Spell resistance
cwould anly apply il someone tried to cast daylight on an object the
L drow was holding,
Spell resistance does not apply il sn effecr fools the creatures



senses or reveals something about the creature, such as mnor illu-
siam o detect thoughts does,

Magic actually has o be working for spell rezistunce (o apply.
Spells that have instantanecus durations but lasting results arent
subject to spell resistance unles the resistant creature is exposed to
the spell the instant it is cast. For example, a creature with spell |

(resistance cant undoa wall of sane that has already been cast,

When in doubr abour whether a spells effect i direet or indi- |

{rect, consider the spells school: |
Abjurarion: The tarpet creature must be harmed, changed, or

{restricted in some manner for spell resistance o apply, Perception |
{thanges, such as nondetection, arsnt subject 1o spell resistance,
Abjurations thar block or negate anacks are not subject tw an
attacker’s spell resistance—ir is the protected creature that is
allected by the spell (becoming immume or resistant to the attack),

Conjuration: These spells are usually not subject 1o spell resise-

jance unless the spell compures some form of energy. such as Melf's acid
pamowe ot pawer onl, stun, Spells thar summon ereatures or produoce |
II.'EEHS that funcrion like creatures are not subject to spell resistance, |

Divination: These spells do not affect creatures directly and are |
not subject 1o spell resistance, even though what they reveal abour |
acreature might be very damaging.

Enchantment; Since enchanmment spells affect crearures’
minds, they are typically subject to spell resistance.

Evocation: If an evocation spell deals damage ro the creature, it
has a direct effect. If the spell damages sumething else, it has an
|indirect effect, For example, a lightning bolt cast at @ resistant crea-
ium: is sulject o spell resistance (which wonld protect only the
perearare but would not affect the spellieself 1 3 the lighining bolt is
{cast at a chamber's ceiling, bringing down a rain of debds, it is not
|subject to spell resistance
| Ilusion: These spells are almost never subject o apell resisi-
janee, Musions that inflict a divect attack, such as phantasmal killer
{or shadow pupeation, ave exceptions,

Necromancy: Most of these spells alter the tarpet creature's life
lorce and are subject 1o spell resistance. Unusual necromancy
spells, such as speetral hand, don't affect other crearures divectly and
ate not subject to spell resistance, )

Transmutarion: These spells are subject to spell resistance |.f
they rransform the targer creature, Transmutation spells are not)
subject ro spell vesisrance If they are mrpeted on 2 point in space|
tnstead of on a creature. Transmude rock lo mud and enlangle change o |
creature’s surroundings, not the creature itself, and are not subject
to spell resistance. Some mransmutations malke objects harmbul (or
more harmiful), such as magic slone, Tven these spells are not gener
ally subject 1o spell resistance because they affect the objects, not
the creatures against which the objeces sre used. Spell resistance

ks pgainst magic sone only if the creature with spell resistance is
thelding the stones when the cleric casts magic stone on them.

F

=
Stecessful Spell Resistance
Spell gesiztance prevents i spell or o spell-like ability from affecting
or harming the resistant creatuce, but it never removes a magical
effect from another creature or negates a spells effect on another
creature. Spell resistance prevents a spell from dismupting anather
spell
Against an onpgoing spell thar bas alteady been cast, a failed
check against spell resistance allows the resistant creamure 1o
tgnore any effecr the spell might hove, The mapic conrinnes
ffect orhers normally,

TREMORSENSE
I;. Lhe red-hot IJJ.EJL]LLIJH ]m1ges Lliu:qu:l_'tl:-;li}.-' from h'iding. u];uﬂ'ng in
lunerringly on Tordek even though it couldn't see him before it
[attacked
Acreamuee with remorsense lecates other creatures by sensing |
vibrations in the ground.

* The creamre automatically senses the locadon of anvihing that |
is in contact wirh the ground and within range (such as 60 feer|
fist the thogqual. |

* 1L no sualght path exdsts through the ground from the creature
te those that its sensing, then the range deflines the maximum
distance of the shorrestindivect pach. It must itzell be in contact
with the ground. and the creatures must be moving.

* As long as the other crearures arve taking physical actions,
including casting spells with somatic components, they're con- |
sidered moving: they don't have to move [rom place to place for |
4 creature with tremorsense to derect them,

TURN RESISTANCE

The elene brandishes his holy symbol and commands a vampive 1o
begone, but the creature merely sneers and closes in for the kill,

By virtte of supericr seeength of will or just plain unholy power,
csoime creatures (usually undead) are less easily affected by clerics or
(palading (see Turn and Kebuke Undead, page 139 in the Player's,
| Handhook),

Tum resistance is an extraordinary ability.

* When resolving a turn, tebuke, command, or bolster attempt, |
added the listed bonus to the creature’s Hic Dice toral, For exam- |
ple,ashadow has =2 tucn resistiance und 3 HDL Attesmpes to turn,
rebuke, command, or bolster treared the shadow as though it
had 5 HIY, though iris a 3 HD crearure for any other purpose,

~___CONDITION SUMMARY

This section describes the adverse conditions chatweaken, slow, or |
even kill characrers, If more than one condition affeces a character, |
apply them all. If certain effects can't combine, apply the most.
severe effect, For example, & character who is dased and confused |
rakes no acrions whatseever (dazed is more severe than confused),
T‘].'l.t cin I.-Ll.hﬂ:L! ChETBl:tET T'I'I'I.g}lf WwWant ﬂ'"'ﬂl'.l{ a Tﬂ'l'lljl:l]:ll leﬁIﬂC[f.’I,
but he can't becanse he's dazed.

-’ﬂ:ri]ir}' Damag::t]_ The character has te rnpnrq_ﬂ]} lpst 1 or more
ability scove points. These points return at g rate of 1 per day, Abiliy
damage is different from effective abilicy loss, which is an effect that
goes away when the condition causing it (fatizue, entanglement,
et goes away, A chavacter with Strength 0 falls to the ground and is
helpless, A chamacter with Dexterity 0 is paralyzed. A characrer with
Constitation £ is dead. A character wirth Intelligence, Wisdem, ot
Charlsma 0 s unconscious. (See Ability Score Loss, page 72.)

Ahility Drained: The character has permanently losr 1 or more
abilicy score points. The character can enly regain these points
through magical means. A character with Strength 0 [alls 1o the
ground and is helpless. A characrerwith Dexrericy 0 is paralyzed, A
chatucter with Constirution 0 s dead. A characrer wich Inrelli-
gence, Wisdom, or Charisma 0 15 unconscious. (See Ability Score
Loss, page 71)

Hlinded: The charagrer cannot see ar all, and thus evervihing
hus full concealment to him. He has a 50% chance to miss in
catnbal, loses his positive Dexterity bonus to AC (if any), and
prantsa 12 bonos on ateck rolls w enemies that attack him, just as
if all his enemies were invisible. He moves at hall speed and
suffers a — penalty on most Smrengrh and Dexreriry-hased skills, |
He cannot make Spot skill checks or perform any other activiey |
{such as reading) that cequires viston, Characrers who remain |
blinded foc o long time prow accustomed to these drawbacks and |

joan overcome soime of them (DM discretion).

Blowm Away: Depending on their size, creamues can be I}lowm
away by winds of high velocity (see Table 317 Wind Effects), Crea- |

| mres on the ground chat are blowm away are knocked down and rolled
| 1d4a feet, susmining 1d4 points of subdual damage per 10 feet,
Elving creamures that ave blown away ave blown back 2dex10 feerand

sustain 2d6 paines of subdual damage due to hatrering and buffering,




Checked: Prevented from achieving forward merion by an
applied force, such s wind Checleed creatures on the gronmid
merely stop, Checked ying erearures move back a distance speci-
Red in the description of the specific effect. ;
Confused: A confused character’s actions are determined by a,
110 roll, revolled each round: 1: wander sy (unless prevented))
[or 1 minute {and don’t roll for another Tandom action until the |
(Iinte is upl; 2-6: do nething for 1 ound; -9 artack the nearest,
Lereature for 1 round; 10; ace normally for 1 round, Any confised)|
jerearure who ds attacked aueomarically anecks her attackers on her|
| DeXt .
Cowering: The character is [rozen in fear, loses her Dexterity
bonus to AC (if any), and can take no actions. Foes gain a +2 bonus
1o hit cowering characters,
Dazed: A dazed creature can rake no actions (but defends irsell
normally). A dazed condition typically lasts 1 round.
Dazzled: Tnable w see well because of overstimulation of the
,eyes, A dazzled ereature suffers 4 -1 penalty on arrack rolls until the |
ieffecrends. .
Dead: The character's soul leaves his bady permanently, ar unril|
he is vavsed or resurrected. A dead body decays, but magic thar allows |
adead character to come back tolife restores the body either ro full
health or to its condition ar the time of death (depending on the
spell or device), Either way, resurrected chataceers need not worry
sbout Tigor mortis, decomposition, and ather similar sorrs of
unpleasaness. A dead character cannot regain hit poines.
| Deafened: A deafencd character cannot hear, suffers 2 —4
| penalty ro initiatlve checls, and has a 20% chance of spell failure
{when casting spells with verbsl components, He cannot make
WListen skill checks. Characters whe remain deafened for a long

fime grow accustomed o these drawbacks and can overcome some
| of them (DM’ discretion).

Disabled: A character with 0 hit points, or one who has nega-
{ tive hit points bor has stbilized and then improved, ls disabled. He

is conscious and sble o act bur horribly wounded, He can take
only a partial action each round, and if he performs any strenuous
action, he takes 1 point of damage after the completing the act
Senuous actions include running, attacking, casting a spell, or)
using any ability that requires plivsical exertion or meptal concen-|
tration. Unless the strenuous action increased the character's it
points, he is now dying, i

A disabled character with negative hit poincs recovers hit points
narurally if he is being helped. Otherwise, each day he has 2 10%
chance Lo staet recovering hit peines naturally (seating with that
day); otherwise, he loses 1 hit point. Onee an unaided character
starts recovering hit points natually, he is no longer in danger of
losing hit points (even if his current hit points are negative).

Dying: A dying character has negative hit points. She is uncon-
{ scious and near death. Al the end of each round (starting with the
iround in which the character dropped below © hit points), her

player rolls d% to see whather she stabilizes. She has 2 10% chance
ro become stable. 18 she doesn't stabilize, she loses 1 hir point

Energy Drained: The characrer £ains one or MoTe Neparive
levels, 1f the subject has at least as many negative levels as Hit Dice,
he dies. Each negative level gives a creature the following penal-
ties: —1 competence penalty on atrack rolls, saving throws, skill
checks, abiliry checks, and effective level (for determining the
power, duration, DC, and other details of spells or special abilities),
Additonally. a spellcaster loses one spell o spell slot from her

| highest pvailable level. Wegative levels stack

| Entangled: An entangled creature suffers a -2 penalty to artack

jrolls and a —4 penalty o effective Dexterity, If the bonds are

Lanchored o an immobile object, the entangled characrer cannot

imove, Otherwise, he can move ar half speed, bur can't run or
charge, An entangled character who attempts to cast a spell must
make a Concentration check (DC wswally 15} or lose the spell,

Exhausted: Characters who are exhausted move at hall normal

speed and suller an effective penalry of <6 1o Strength and Dexter-.
ity. A fatigued character becomes exhausted by deing something;
else that would normally cause fatigue, After 1 hour of complete,
rest, exhausted characters become fatigued. |
+ Fatigned: Characters whe are fatigued cannot run or charge
and suffer an effecrive penalty of 2 to Strength and Dexterity, A
Jfarigued character becomes exhausted by doing samething else
that would normally cause fatigue. After 8 hours of complete rest,
fatigued characters are no longer farigued. |

Flat-Footed: A character who has not et acted during 2 combat,

Lis far-feoted, not yer reacting normally 1o the situation. A fla-
footed character loses his Desterity bonus to AC GF any), i

Frightened: A creature rhar is frightened flees as well as it can,
If unable 1o flee, the crearure may Aghe It suffers a 2 morale,
penalty onattack rolls, wieapon damage rolls, and saving throws A
frightened creature can use special shilities, including spells, 1o

flee; indeed, the creature must use such means if they are the only
| Way 10 escape, |

_Frightened is like shaken, except thar the creature must flee, if.
+ possible. Panicked is @ more extreme condition of fear,

Grappled: Engaped in wrestling ot some other form of hand-to-,
hand struggle with one or more attackers. A grappled character.
cannor move, cast & spell, fire o missile, or undertake any action
maore complicated than making a barehanded seeack, artaclking with
a Small weapon, or attempting to break free {rom the opponent. In
addition, grappled characters do not threaten any area and lose any
Dexterity bonuses 1o AC against opponents they aren’t grappling. |

Held: Held chagacters are subject 1o enchantments that make |
them unable to move, They are helpless. They can perform no,
physical actions {but they continue to breathe and can take purely|
mental actions), ,

Helpless: Bound, held, sleeping, paralyzed, or unconscious|
churacters are helpless. Enemies can make advantagenus attacks|
against helpless characrers, or even deliver a usually lethal coup de
grace,

A melee attack against a helpless character is ar a +4 bonus on
the artack rell (equivalent to artacking a prone target), A mnged
attack gers no special bonus. A helpless defender can't use any
Dexterity bonus te AC, In face, his Diexterity score is treated as if it
wiere 0 and his Dexterlty modifier to AC were —5 (and a rogue can
sneak arrack him},

As g fillround action {allowing no mave other than a 5-foat
step), an enemy can use 2 melee weapon (o deliver a coup de grace
ra.a helpless foe. An enemy can also use a bow or crosshow,
provided he is adjacent to the target. The artacker automarically
hirs and seores a critical hit. IF the defender survives, he must make
a Fortitude save [DC 10+ damage dealt) or die,

It's overkill, bur a rogue also gets her sneak attack damage bonus
against a helpless foe when delivering a coup de grace.

Delivering a coup de grace provokes artacks of opportuniry
from threatening foes because it involves focused concentration
and methodical acrion,

Creamures that are immune to critical hits do nor rake eritical
damage, nor do they need to make Fortitude saves to avoid being
killed by a coup de grace,

Incapacitated: Characrers who are incapacitated are rreated as
]lt'].P].ﬂ."h'&:. 4

Incorporeal: Having no physical body. Incorporeal creatures,
are immunc 1o all nonmagical attack forms. They can be harmed|
L:-.lflJ:}r by pther in-.:orporral creatures, +1 or better m;g‘i.ml W pOLS,

. spells, spell-like effecrs, or supernatural effects. (See Incorporealicy,|
page 77.) J
Invisible: Visually undetectable. Tnvisible crearures gain a +2.
-bonus 1o arack rolls and negate Dexterity bonuses to their oppo-!
Lnents’ AL, (See Invisibilicy, page 78.)
| Knocked Down: ﬂr:‘:ptn{ll'ng on their Size, creatures can s
knocked down by winds of high velacity (see Table 3-17: Wind



Eifects), Creatures on the pround sre knocked prone by the force

aof the wind. Flying creatures ave instead blown back 1dex10 feet.
MNauseated: Experiencing stemach disteess. Nauseated crea-
fures arc Lll'.lﬂhlﬂ i attac k. cast ﬁpt"l |3r{_.n]'ll—t"nT]ﬂ & Ol 5pd15| Or dﬂ‘

pnything else requiring attention. The only acton sucha characeer |

can take is o sinj_:-,}.e move (o move- cquwa]-:,:m: action) per Turm.

Normal: The character is unharmed {except, possbly, for hit|

.paints that have been lost) snd unaflicted. She acts normally,

Panicked: A panicked ereature suffers a —2 morale penalty on
saving throws and must flee, A panicked creature has a 50%]

\chance to drop whar he's holding, chooses his path randomly (as
Hong as he is gerting away from immediate danger), and flees any
lother dangers that confrant him, If cornered, a panicked creature
cowers. A crearure may use a special abilivy or spell 1o escape;
being panicked, for example, doesn't prevenr a wizard from tele-
porting away,

| Panicked fsa more extreme state of fear than shaken or frightened,

| Paralyzed: A paralyzed character stands rigid and helpless,|
!unulJ.I,e 10 move o act Ph}'eii-;.'a!]}'. He has effective Rrrc:ngrh and..

{Desrariny scores of 0 bur may ke purely mental actions,
Petritied: A petrified characeer is not dead as long as a majority |
o his body remains intact, He cannot mowve or take actions of any

the most dismal, dangerous, and generally unpleasant places imag-,
inable. If the monsters and the villaing don’t il them, the envi-|
ronment isell might This section detils hazands the player chae-|
acters face [rom the physical world around them, |

LANDSLIDES AND AVALANCHES

LA landslide or svalanche consists of twe distinct areas: the bury
zone (in the divect path of the falling debris) and the slide zone (the
aren the debris spreads out to encompass), Characters in the bury |

|gone always ke damage from the avalanche; characters in the
| slide zone nay be able 1o getout ol the WY

Characters in the bury zone susmin §dé points of damage, or
hall thar amount i they make o successful Reflex saving throw (DO
15} They are subsequently pinned (see below].

Chavacters in the slide zone sustain 3ds points of damage, or no |
damage if they make o successful Reflex saving theow [DC 15)

. Those who lail their saves are pinned.

Pinned characters take 1dé points of subdual damage per

iminute while pinned. 1f 2 pinped characrer falls unconscious, he or |
| she must make 1 Constinution check {C 15} or take 1d& poinrs of

nermal damage each minute thereafrer unril freed or dead,

kind, not even purely mental ones. His Smength and Dexrerity WATER DANGERS

seores are effectively (bur nor acrually} 0, He is unaware of what
oceurs around him, since all of his senses have ceased operating. If
a petrified character cracks or hreaks bui the broken pieces are
{joined with him as he rerurns o Jesh, he i unharmed. [ the char-
{acter’s petrified body is incomplote when it rerums to flesh, the
{hody is likewise incomplere,

Pinned: Held immohbile (but not helpless) in a grapple,
| Prone; The character is on the ground. He suffersa —+ penaliy on
tmelee wrtack rolls, and the only mnged weapon he can effectively
\use 15 a crossbow, which he may use withour penalte. Cpponents
pecelve 4 bonuses on melee ateack against him but —4 penalties on
ranged attacks. Standing up is 1 move-equivalent action,

Shaken: A shaken character suffers 8 —2 morale penalty on
arrack ralls, seeapon damage rolls, and saving throses,

Shaken is a less severe fear condition than frighrened or panicked. .
Stible: A character whoe was dying bur who has stabilized and |
still has negadve hit points ts stable. The character is no longer !
dying, but i< still unconscious, If the character has become stahle |

because of aid from another characrer (such as the Heal skill or
magical healing), then the character no longer loses hit points. He
has a 10% chance each hour to become conscious and be disabled
feven though his hit points are still negative),

If the character stabilized on his own and basn't had help, he is
sill at risk of losing hit points. Each hour, he has a 10% chance 1o

become conscious and be disabled. Otherwise he loses 1 hit poine.

Staggered: A character whose subdual damage exactly equals

(his current hit points i stappered. He so badly weakened or
troughed vp that he can only rake a parrial action when he would
nogimally be able to take s standard sction.

Srunned: The character loges her Dexterdty bonus to AC (if any)
and cin talke no actions, Foes gain a +2 bonus to hit stunned char-
ACTETS,

Turned: Affected by a turn undead atcempr. Turned undead (ee
for 10 rounds {1 minute’ by the best and fascest means available 1o
them, If they cannot fee, they cower,

Unconscious: Knocleed outand ,hglplua Unwm.r,ww?m. 4% can

cresult from having currene hir points bevween -1 and -9, or from
jsubdual damage in excess of curtent hit points,

.

1 THE ENVIRONMENT

(Characters crossing the bumning desers face hearstroke and dehy-

ﬂm[ij.m__ PlL.Ln.g:ing inte the rnur]cj,' -_]1'.;'”115 raises the risk of drown- |
ing aod even decompression. Adventurers spend a lor of dme in

Listorically, waterways were one of the mest important modes of
travel and communication within and berween counrries, Om the

other hand, characrers on foor will lind thar lakes, dvers, and

streams often block their wavels in the wildemess ¥Whars more,)
| underground srreams, cisterns, sewers, and moars are all part of the |
dungeon enviconment,

Watet presents adventurers with Hve general problems. Fiost, it |
an obstacle that can block their movement. Secand, chamcrers in |
the water face the _v;ln.ngcr of dmwning or ln.lii.rlg gedar ‘Third, a|
chamcrer caught in fesi-moving water can be swept away foom the |
rest of his parry and barrered or killed by mapids and warerfalls.
Fourth, really deep water deals damage from the great pressure it
EXETES, I-'in:ll]}', eXposuTE fo cold warer can he dnngemus,_afﬁictiﬂg
characters with hypothermia.

The skills most commonly used in dealing with water as in
cbstacle are Swim and Profession {zailor), Unformunately, not every
characrer who gets into the water has these skills,

Any characrer can wade in relatdvely calm water thae isn't over
his head, no check required (hence the importance of fords), Simi-
latly, swirnming in cabm water only requires skill checks with a DC
of 10, Imined swimmers can just take 10. { Remember. however.
that armor or heavy gear makes any attempt at swimming muoch
more ditficult. See Chaprer 4; Skills and Chaprter 7; Equipment in
the Plavers Handbook.)

By conmrast, fast-moving water is much more dangerous. Om a
suceesstul Sedim or STrr:ngrh check (DC 15), it deals 1d3 points of
subdual damage per round (1dé points of normal damage if flow-
ing over roclks and cascades), On g failed check, the character muse
make angther check that round o aveid going under.

THE DEOWNING RULE

Any character can hald her breath for a number of rounds equal o
twice her Constitution scare, After this period of time, the character
must make a Constitution check (DC 10) every round in arder to can-
tinue holding her breath. Each round, the DC increazes by 1.

When the character finally fails her Constitution check, she begins
te drown. In the first round, she falls unconscious (O hp), In the fol-
lowing round, she drops te <1 hit points and is dying. [n the third
round. she drowns.

It is possible ta drown in substances cther than waler, such as sand,
guickeand, fine dust, and siles fill of grain,




Very deep water is not anly generally pitch black, posing 4 navi-
gational hazard, but worse, it deals water pressure damage of 1dé
points per minute for every 100 leet the chamcrer is below the
surface. A successful Fortitude saving throw (DC 15, <1 for each
previous check) means the diver takes no dimage in that miouee, |

Very cold water deals 1dé points of subdual damage from,
| hiypothermia per minute of exposure., |

STARVATION AND THIRST DANGERS |
Characrers might find themselves without food ar water and no.
| means o obtain them In pormal climates, Medium-size characters)
| need at least a gallon of Huids and abour & pound of decent food to
_avoid starvation. {Small characters need half as much,) [n very hot

I:li'l'l'!-;ﬂ'e‘sl I:I'I_:'En](rfr‘s Lﬂefd WO or thTEE times as m 1]:‘.51 water to
aveid dehydration.
A charscter can po without water for 1 day plus a number of
| hours equal to his Constitution score, After this fime. the charmcter
| must make a Constitution check each hour (DO 10, +1 for each)
| prgvmu,u,;!:l{::;k],p; sustain 1d& peanes of subdual dam&gr_'. ]
A character can go without food for 3 days, in growing discom-|
fort. After this time, the character must make a Consttution checl|
each day (DC 10, +1 for cach previcos check) or sustain 146 poines
of subdoal damage.
haracters whe have taken subdual damage from lack ef food or
water are furiguc:ll (e page #4). Subdus] l:].H.l'.I'.l.HEL' from thirst or
starvation cannat be tecovered until the character gets food or
| water, as needed—not even magic that restores hit points (such as
| cure light swoneds) heals chis damage.

HEAT DANGERS

| The hot desert sun is as deadly an enemy.as a hostile ribe of ores,
| Prolomged exposure o hor temperatures can guickly wear down a
| characeer, and heatstroke can be deadlw

Heat deals subdual damage thar cannor be recovered until the
character gets cooled off (reaches shade, survives until nighefall, gees
doused in water, is targeted by erdure elements, ere). Onee rendered
unconscious through the accumulation of subdual damage, the char-
acter begins ro rake normal damage ar the same rare,

A character in very hot conditions (above 20° Fl must ma.]u, al
Fortitude saving thraw sach hour (I 45, +1 for cach previous|
check) or sustain 1d4 paines of subdual damape. Characiers wear-.
'il'lg ]'IE!G".?"." {‘.!ﬂfh'i]'lg QT ATTMOT l'l'F.ﬂ !'I'}' S01T l'lﬂ"i-"{': a —'1' P(:ﬂ Bh."lr' T T]‘lr.']'r
savés. A character with the Wilderness Lore akill may receive a
bonus to this saving throw and may he able to ap‘p]}l this bonus to
other chamcrers s well {see the skill descrption an page 76 in
the Player's Handkook), Characters reduced to unconsciousness
begin taking normal damage (1d4 points per hour},

1n extreme heat {above 110" F), & character must make a Forti-

Ltude save once every 10 minutes (I 15, +1 for each previous
| check) or sustain 1d4 poines of subdual damage. Characters wear
| ing heavy clothing or armor of any sort have 3 —4 penalty o their

saving throws. A characeer with the Wilderness Lore skill may

recefve 3 bonus to this saving throw and may be able to apply this
bonus to ather characters as well. Characrers reduced o ungon:
scipusness begin raking normal damage (1d4+ poines per each 10
minute peried),
A character whe sustalns any subdual damage from heat :apu—
I sure now suffers from hearstrolse and is fatigued (see page 841,
i These penalties end when the character recovers the subdual
damage she took from the heat.
Abvsmal heat (air temperature over 140° F fire, boiling 'i‘i.:l.ti.I.,,
Java) deals normal damage. Breathing sir in these rempemtures)
deals 1de points of damage per minute {no savel, In addition, a)
character must make a Forritude save every 5 minutes (DO 15, 51
per previous check) or sustain 1d4 poinms of subdual dimage.
Those wearing heavy clothing or any sort of armaor have a 4]
penalty to their saving throws, In addiden, those wearing metal)
armer or coming inte cantact with very hot meral are affected as i
b:.r a heat metal _..-'_-_.,_:.]! {see the EJI!ﬂ.'HE'I‘J\ Handbaok for the l,'pn]_l_dea::ip
| tion}.
i But]mb water deals 1ds. points al smlrllnb r.lamubt. unlesy ﬂ:m*_
| character is fully immersed, in which case it deals 10de potrs of
damnape per round of exposure. See Catching on Five, below, for fire)
ﬂ.amagt and the entry on page 8 for lava I,I:;IJII.;!H,I:.

1
|

COLD DANGERS

The ‘F]’J.LL.I'\' lmbn:rs ul_ic_}l death have robbed nany an .11,11.r|.'nturﬂ
of her life, Prolonged exposure o cold remperatures and hash,
weather can wear down a character who 1Hn't,p;|:qmn;1[_'d AEALET

{climate, TTypothermia, frostbite, and exhaustion can guickly killin
bad weather. The best defense against cold and exposiire 15 o ge
under cover and keep warm,

Cold and exposure deal subdual damage to the victim. ]j:de
subdual dnmngr« canmat be recovered antil the character EElS DI-I-LU“
the cold and warms up sgain. Onee o charaeter is rendered unean:
scious through the accumulation of subdual damage, the cold and
I.'!"{i'.l('lﬂl_'l'r‘f' hﬂg‘inﬁ T l‘.lﬂﬂ‘] :I'Inl.‘lT‘.::I] '.-.Iﬂ'n'l :]EE ar th-:" FITNE TILE.

An unprotected character in cold weather (below 40° Fl mit
make a Fortitude saving throw each hour (DT 15, ¢ 1 per previous
checleh or sustain 1da points ot subdual damage, A character who
has the Wilderness Lore skill may receive a bonus o this saing
throw and may be able to apply this bonus to other characters as
well (see the skill description on page 76 in the Playver's Hamdbook),

In_gonditions of cxtreme cold or ExXposure (below 0° F), an
improtectad characrer must make a Fortitude save once avery 10
minutes (DO 15, +1 por previows cheele), La]ting 1da points afsubd-
ual damage on each failed save. A character who has the Wildee
ness Lore skill may receive a bonus o this saving throw and may be
descriprion in Chapter 4: Skills in the Players Handbook), Chamac
ters wearing winter clothing enly peed checlk once per hour for
L'Ul’ll d.nd fole une -iJ.H.T.I:I.H.}_.',I:.

A character who sustaing any subdusl damage fom cold arf
exposuce suffers from frostbite or hypothermia {treat her a

CATCHING ON FIRE
Characters exposed to burning oil, bonfires. and noninstantaneous magic
fires such as a wall of fire might find their clothes, hair, or equipment an
fire, Spells such as fireball or flame stake don't normally set a character an
fire, since the heat and flame from these come and go in a flash.
Characters at risk of catching fire are allowed a Reflex saving throw
(DC 15) to avold this fate, IT a character's clothes or hair cateh fire, he
takes Tdf points of damage imrmediately. In each subsequent raund,
the burning character must make another Reflew saving throw. Failure
means he takes another 1d6 points of dameage that round. Success

rrieans thal the [ire has B laris eddl. I:Th.ll i, once he siuceeede at his
saving throw, he's na longer on fire)

A character an fire may automatically extinguish the flames by jump.
ing into enaugh water to dause himself. 1f no body of water is at hand,
rolling an the ground cr smathering the fire with clogks or the like
permits the character another save with a +4 banus.

Those unlucky emowugh to have their clothes or cquipment catch fire
must make Reflex saving throws (DC 15) for each ikem, Flammable
iterns thar fail sustain the same amount of damage as the character
(5ee alchemist's fire, page 1113 in the Player's Handbaok,)




fatigued; see page 84). These penaltes end when the characrer
recovers the subdual damage she took from the cold and exposure.

WEATHER HAZARDS

Aside from heat and celd, the weather 1eself can Present da.ngcr:—h
and abstacles to charmacters. -
Winds: Winds can creare a sunping spray of sand or dust. fan a |
Usege fire, heel over a small boar, and blow gases or vapors away 1,
i_PWEn:Lll I.":Tl“'l.l.g]'l. T]'H:_'_\' Can CYen l‘i.l'l.l::ls.: k. I'.;].'iEIH.L':I'.'IE 'iJ.lJ“.'ﬂ 1see Tllblt' "
17 Wind BHects), interlere with ranped attacks, or impose |
\penaltisz on some shill checlks,
\ Light Wind: A gentle breeze, having little or no game etfecr.

Mudernte Wind: A steady wind with a 5¢% chance of extinguish-
ing small unprotected flames, such as candles.

Stong Wind: Gusts that anromatically extinguish unprotected
flames (candles, torches, and the like) Such gusts impose a —2
(penalty te moged artacks and te Listen checks,
| Sere Wind: In addition to automatically extinguishing any |
wnprotected flames, winds of this mapnitude cause protected|
{Hames (such as those of lanterns) to dance wildly and have a 505 |
chance of exd nguiﬁhmg these ]ight:—:. F‘.angud weapoh atracks and |
Listen checks are ar a —4 penalty, This is the velocity of wind
produced by the gust of wind spell.

Windstorm: Powerful encugh o bring down branches if nat
wh.l:l]ﬂ [TCES, windb‘mrm!i :iutumat]'.{:a].l}' L‘Xl!.l'.lj.:l.l.l.hih UI'JPIU“Z"{[E'.“'
lames and have a 75% chance of blowing our protected flames,

uch as those of lanterns, Banged weapon attacks are impassible,

il even siege weapons have 2 —4 penalty to arcack. Tisten checks
Lare at i -8 penalry due o the howling of the wind.
| Huerricane-Foree Wind: AL lames ave extinguished, Ranged attacks
are impossible (except with siepe weapons, which have a —8 penalre
] attacle), Listen checks are menl;sﬂ:-lr:: All chavacters can hearis the
miring of the wind. Hurmcane force winds often fell trees
l, Tormudoe All Hames are extinguished. All ranged amracks are
impessible {even with siege weapons), as are Listen checks, Instead
of befng blown away (see Table 3-17: Wind Effects), characters in

Tame 3-17: WinD EFFeECTS

close proximity o a tornade who [ail their Forritude saves are,
suchked toward the tornado. Those who come in contact with the,
actual funnel cloud are picleed up and whirled around for 1d1o]
rounds, taking éde points of damage per round, before being

_violently expelled {falling damage may apply). While a tornados
| rotational speed can be as great as 300 mph, the funne] iself mewves
forward at an average of 30 mph. A wrnado uproots trees, destroys

buildings, and causes other similar forms of major destruction.
Precipitation: Most precipitation i in the form of main, but in
cold conditions it can manifest as snow, sleet, or hail, Precipization of

fany kind [ollowed by o cold snap in which the temperature dips

From above freesing to 30° F o below may produce ice (see page 881
Ram; Raln reduces visibility ranges by half, resulting in a —4
penalty to Spot aisd Search checks, It has the same effecton flames, |
ranped weapon arcacks, and Listen checks as severe wind (see
above].
Srow: While falling, snow reduces visibility as rain (=4 penalty

(o ranged weapon attacls, Spot checls, and Search checlks) Once
\on the pround, it reduces movement by half. Snow has the same |
| pffect on flames as moderate wind (see abovel.

Sleet; Essentially frozen rain, sleet has the same effect as rain
while falling {except thatits chance to extinguish protected lames
iz 78% ) and the same effect as snow once on the ground,

Hail: Hail dees not reduce visibiling, but the sound of falling hail
makes Listen checks more difficult (—4 penaliy), Sometimes (3%
chance} hatl can become large enough 1o.deal 1 point of damage
iper storm) to anything in the vpen. Onee enihe ground, bail has|
the saime etect on movement as st |

Storms: The combined effects ol precipiration (or dust) and
wind that accompaty all storms reduce visibility zanges by three,
quarters, imposing a8 penalty 1o all Spot, Search, and Listen,
checks, Storms make ranged weapon artacks impossible, except for |
with siege weapons, which have a —4 penalty 1o arack, They auto-,
matically extinguish candles, torches, and similar unprotecred
Hames. They cavse protected flames, such as those of lanterns, to
dunce wildly and have a 5% chance to extinguish these lghts See

Wind Wind Ranged Attacks
Farce Speed Mormal/Siege Weapons™
Light =10 mph /

Modearare 11=20 mph ——

Sl g 2130 mph —2f—

Severe 31-50 mph 4/

'r'l.lfind:.tn:m 51-74 mph Impossible/—4
Hurricane 75-174 mph Impossible/—8
Tarmado 175300 mah Impossible/impossible

*The siege weapon category includes ballista and catapull altacks as well as boulders tossed by giants,

Creature Wind Effect Fort Save
Siza= on Creatures oC
Any Mare =
Ary Mone =ts
Tiny or smaller Knocked down 10
Small or larger Maone

Tiny Blown away 13
Small Knocked down
Medium-size Checked

Large ar [arger MNane

small ar smaller Blawn away 18
Mediume-size Knocked down

Large ar Huge Checked

Gargantuan or Colossal MNone

Medium-size ar smaller Blown away 0
Large Knocked deown

Huge Checked

Cargantuan or Calossal Mone

Large or smaller Blawn away 30

Hige
Gargantugn or Colossal

Knocked down
Checked

HFI:"'“B or aicharne creatures are freated as one size class smaller than their actual size, so.an airbarne Garganiuur drug&n Is treated as HIJEE

fer purposes of wind effects.
Checked; Creatures are unable to move forward against the force of the wind. Flying creatures are blown back 1d6:x5 feel

Krocked! Down: Creatures are knacked prane by the force of the wind. Flying creatures areinstead blown back 1d6x10 feet,
Biown Away: Creatures on the ground are knocked prone and rolled 1 d4x=10 feet. sustalning 1d4 paints of subdual damage per 10 feet, Flylng
creatures are blown back 24610 feet and sustzin 2d6 paints of subdual damage due to batiering and buffering.
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Table 3-17: Wind Effeces for possible consequences to creatures
caught outside without shelter during such a storm, Storms are
divided inta the following three types; .

Dststorm: These desert storms differ from other storms in chat
they have ne precipimrion, Instead, a duststorm blowes fine grains of,
sand that ahscure vision, smecher unprotected fames, and can even,

| choke proteceed flames (50% chance). Most duststorms are sccom-|
L panded by severe winds {see above ) and leave behind 3 deposic of 14d6]
Linches of sand. Flowever, there @5 3 10% chance of @ prescer duse|

stermn accompanied by windsterm-magnitude winds (see sbove and.

| Table 3-17: Wind Effects) These grearer duststorms deal 1d3 points
Lo subdis] damage each round en anvone caught out in the apen
Cwithout shelter and also pose & choking hazard (e The Drowning

Rule, page 85— except thar a character with & searf or similar protee-
ricn across her mouth and nose does not bepin o choke until alier a
number of rounds equal ™ ten times her Constitution score).

(Greater duspstorms leave 2431 feet of fine sand in their wake.

Snetwstorns: In addition to the wind and precipitation common e
ather storms, snowstorms leave 1ds inches of snow on the prougsd,

{ afterward.

Thunderstors:_In_addition to wind and precipitarion {(usually
rain, bur sometimes also hail), thunderstorms are accompanied by
lightning thar can pose a hazard o characrers without proper shel-
ter {especially those in metal armoe), As a cule of thumb, assume
ame bolt per minute for a 1-hour period at the center of the storm
{see page §9). Hach bolr causes elecirical damage equal o tdiv

|eighrsided dice. One in ren thunderstorms is accompanied by a
| tarnado (see below),

Powerful Storms: Very high winds and torrential precipiration

creduce visibiliey to wero, making Spot and Search rolls, Listen

checks, and all moged weapon attacks impossible, Unprotected

Hames are automatically extinguished, and even protected Names

have a 75% chance of being doused, Creatures caughr in the area

| ean make a Fortitude saving throw (DO 200 ar face the following

effects based on the size of the creature. Powerful storms are
divided into the follewing four trpes;

Windstorm: While accompanied by lirrle or no precipitation,
windstorms can cause considerable damage simply through the
force of their wind (see Table 3-17: Wind Effects), 1

Blizzand: The combination of high winds {sce Table 3—17: Wind.
Effects), heavy snow [typically 1d3 feet), and bitter cold (see Cold,
Dingers, page 86) make blizzards deadly for all who are unpre-
pared for them.

Hurvigane: In addition o very high winds (see Table 3-17: Wind
Effects)and JJ.I.:H\"}' rain, hurdcanes are a-;_'!_'urnpam:::l h}r flash floads
(see below), Most adventuring activity is impossible under such
condidons,

Tormado: One in ten thunderstorms is accompanied by a tornado

| see Table 3-17; Wind Effects).

Fog: Whether in the form of a low-lying cloud ot i mist rising

{from_the ground, fog ohscures all sight, including dackvision,

i
[

3 'i.-.?h.i.l_‘h deals to0de Polats pfdﬂmagc perroun d. An ateack w-irh chd
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beyond 5 feet, Creatures within § feet have one-half concealment,
(aitacks b}'.lJI-' it them have a 20% miss chance), |
Flash Floods: Runofl from ].1&3#'}- rain forces credtunes in fesl
path 1o make a Fortitude spve (DC 15), Large or smaller creatures)

| who [l the save are sweptaway by the rushing water, taking 1dé
L points of subdual dimage per round (1d3 polnts on a successful
| Swim check). Huge creamures whe fail are knocked dovwn and [ace
potential drowning (see The Drowning Kule, page 851 Gargannian
and Colossal crearures are checked, but they only drown if the,

, waters tse above their heads, }

OTHER DANGERS '

Use rthe following gnidelines to cover the other sores of dangers o
I:hﬂ'l'ﬂ cCicT can ..:Hfl." 3

Acid

 Corrosive acids deals 1de poines of damage per round of exposurs

L except in the case of otal immersion (such as into a var of acid),,

Lstich as [rom a hurled vial or 8 monsters spittle, counts as a round
of exposure,

The fumes froim tnost acids are inhalant poisons. Those who,
come close enough to a large body of acid to dunk a creature in it
must make 8 Fortiende save (D0C 13) or take 1 poincof rempomry
Constitntion damage. All such characters must make a second save
1 minure later or ke snother 1d4 points of temporary Constin-
tion damage. l

Creatures, imunune to acids caustic propertics might still
drown in it if they are totally immersed {see The Drowning Rule,,
pagc 85}, |

Ice

Characters w'a.ua.i.tlg on, jee must make Balance checls (DC 15) toy
avoid slipping and falling, Crver long distances, a character must
mike a check cach minute. Characrers in prolenged contact with
ice may run the dsk of cold damage (see above),

Lack of Air/High Altitude

Characters in conditions of low axvgen, such as on top of a moun-
tain, must roll a Forrirnde saving throw each houe (D0 15, 41 per
previous cheek), taking 1de points of subdual damage each time
they fail.

A chacacler who sustains any subdual damage from lack of
oxygenis antamatically ftigued (see page §4). These penalties end
when the character recovers the subdual damage he ook from low
DXy gZen.

Alritnde Sickness: Long-rerm oowvpen deprivation due o high
altimude affecrs mental and physical ability scores. After pach
g-hour period a character spends at an altnade of over 20,000 feer,
he must make a Fortitude save (DG 15, =1 per previous check) oz
take | point of temparary damage to all abilicy scores,

SUFFOCATION

A character who has ne air to breathe can hold her breath for 2 rounds
per point of Constitution. After this period of time, the character must
make a Constitution check (OC 70) in order to continue halding her
breath. The save must be repeated each round, with the DC incressing

the character takes 1d& pointz of subdual damage every 15 minutes,
Each additional Medium-size character or significant fire source [a
terch, for cxample) proportionally reduces the time the air will last, Thus,
two peaple can last for 3 hours, after which they each take 1d6 points per
15 rrinutes. |F they have s torch [equivalent ta another Medium-size
character in terms of the air it uses). the air runs cut in anly 2 hours.

Small characters consume hall as much air 2z Medium-size charzse-
ters. A larger volume of air, of caurse, lasts Tor a longer time. So, for
instance, if two humans and a gnome are in a sealed chamber mea-
suring 20 faet by Z0 feet by 10 feet, and they have a tarch, the air will
last almost ¥ hours (6 hours /3.5 people and torches = 4 10+, cubes =
6,86 hours).

-

by +1 for each previous success.

When the character faiis one of these Constitution checks, she
beging to suffecate, In the first round, she falls uncenscigus {0 hp). In
the lellewing round, she drops to <1 hit points and s dying. In the
third raund, she suffocates,

Slow Suffocation: 4 Medium-size character can breathe easily for 6
hours in a sealed chamber measuring 10 feet on a side. After that time,

T R —— s




Lava

Lava ar magma deals 2da points of damage per round of exposure,
extept in the cuse of total immersion (such a5 whena character falls
into the crater of an active voleane), which deals 20ds puiJ:LLa af
damage per round; Damage from mapma continges for 1d3 rounds |
after exposure ceases, but this addifional damage is only half of that |
dca]T during acrual contacr (that is, 1d6 or 10d6 points per round .

| An fmmunity or resistance to heat or fire serves as an immunity
{10 lava or magma, However, a crearire immune to heat might still |

(down if completely immersed in_lava (see The [rowning Rule,|

page 55,

Smoke
A character who breathes heavy smoke must make 2 Fortuude
saving throw each round {DC 15, 1 per previous checl) or spend
that round choking and coughing. A character who choles lor two
jconsecutive mounds takes 1dé points ol subdual Jamagr.

- Smoke obscures vision, giving one-half concealment (205 miss |

\chance] m characters within it

Fﬁnlmg Objects

Just as characrers take damage when they fall more than 10 feet, so
foo do they tike damage when they are hit by falling objecrs.
Objects that fall upon characters deal damage based on their
weight and rhe distance they have fallen,

For each 200 PDLLD(].E of an L‘lb_‘itL;t:éi wuig,hl, the u]:!_jr:{l deals 1ds
points of damage, provided i falls at least 10 feet. Distance alse
gomes into play, adding an addidozal 1ds poins of damage for

rrv:r}' 10-foot increment it falls beyvond ehe firse (to 8 maximuom of

20 petnts of damage).

i DiJjL‘L"th smaller than 200 F-’.‘.'Ll!l'll'.:l..‘i alsa_deal damagr: when

{dropped, but they must fall farther to deal the same damage, Use

able 3-16: Damage from Falling Objects to see how far an object

\ofa given w:ight must drup to deal tda poine of da:nags:,
Example: & magic [ying ship tiles 1o one side and drops 2 400

pound stome statue (g petrilied comrade) overboard. The statue

!
I

deals 2de points of damage 10 anyihing it strikes by virtue of its|
weight alone. If the ship were 100 feet in the air at the time, the |
filling starue would deal an additional 8ds points of damage, fora |

ttal of 11dé.

TasLe 3-18: DaMAGE FROM FALLING OBJECTS

Objoct Weight Falling Distance
200-107 |k, 20 ft.
100-51 |k, 3o ft.
50-31 b, a0 ft.
30-11 Ik, 50 ft.
10-6 |b. &0 ft
§=1 |k, F0 e

(For each additional increment an object falls, it deals an additional
ida pornts L:Fdamagc, For mxﬂmplu, sihc 8 ﬂl}p::und tretal .\-‘p]'u:n:
miiet fall 50 feet b deal damape (146 points of damage), such a
sphere thar fell 150 feer would deal 3ds poings of damape. Objects

TasLE 3-19: RANDOM WEATHER

weighing less than 1 pound do not deal damage 1o those they land |
upon, no matter how far they have fallen.

Plaver characters have a rendency ra ignore the weather, bur some-
| times it can ploy an impormant role in an adventure—rain can wash
Laveay tracks, 2 thunderstorm can force the adventurers to seek shel-

ter, or a gale can delay theirship from sailing. Roll ance perday on
Table 3-19: Random Wearher to determine the weather for that

(day. Terms on that table are defined s follows:

Calm: Wind speeds are light {0 to 10 mph). |

Cold: Between 0F and 40" Fahrenheit during the day, 10 ro 20
degrees coldet 2 nipght.

Cold Snap: Lowers remperature by 10" E I

Diowrnpour; Teeat as rain (see Precipiration, below?, bur conceals |
a5 fop, Creates flash floods (see page 880, A downpour lasts for 2d4

Jhpurs.

Heat Wave: Raises temperature by 4107 E I
Hot: Betwseen 85° and 1107 Fahrenheit during the day, 10 e 20,

| degrees colder at nighr,

Moderate: Retween 407 and 60° Fahrenheit during the day, 10w
20 degrees colder ar nighr, !

Powerful Storm: {Windstorm/ Blizzard/Hurricane/ Tornadok: |
Wind speeds are over 50 fnph (see Table 317 Wind Effects), In
additien, hlizzards are accompanied by heavy snow {143 feet), and
hurricanes are accompanied by downpours {see above) Wind-
storms last for 1de hours, Blizzards last for 1d3 days, Hurricanes|

jcan last for up re.a week, bur their major impact on characrers will

come in & 34-tw-48-hour period when the center of the storm |
moves through theirarea, Tornadoes are very shorelived {1dsax10,
minutes), typically forming as part of a thunderstorm system (see |
Storm, below). See page 88 for more details, }

Precipitation: Roll d% o determine whether the precipiiation,
is Fog (01-30), Rain/Snow (3190}, or Sleet/Hail (91-00). Snow
and sleet oocur only when the temperature is 30° Fahrenheit or
below. Most precipitation lasts for 2d4 hours, By contrast, hail lasrs
for anly 1d20 minutes bur asually accompanies 1d4 hours of rain.
Ser page 87,

Storm: | Dhiststorm /Snowstarm,/ Thunderdorm ) Wind speeds are
gevere (30 to 50 mph) and visibility iz cur by half; see page &7,
Storms last for 2d4-1 hours. .

Warm: Becween 607 and 85° Fahrenhedt during the day, 10 to 20
degrees colder ar nigh,

Windy: Wind speeds are moderate to strong {10 to 30 mph ), see
page 87,

The whele game can be boiled down to the characrers mying o
accomplish various rasks, the Dk derermining how difficulr che
tasks are to.accomplish, and the dice determining success ar fail-
ure, While combat and spellcasting have their own rules for how
difticulr rasks are, skill checles and ahility checks handle just abour

everything else,

d% Waather Cold Climate Temperate Climate® Desert
0-70 Mormal weather Cald, calm Marmal far season®® Het, calm
-8 Abnormal weather Heat wave (01-30) or cold snap {37-100) Heat wave {01=50} or cold shap (571-100) Hot, windy
8190 Inclement weathsr Precipitation [snaw) Precipitation {normal for season) Hat, windy
9195 Storm Showstorm Thundeestarm, snowstorm$ Duststorm |
100 Paweerful starm Blizzard ‘Windsterm, blizzard{. hurricane, tornado Downpaur

*Temperate includes farest, hills, marsh, mountains, plains, and warm aguatic.

**finter is cold, summer is warm, spring and autumn are moderate, Warm or marshy regions are always shightly warmer in winter,
TC0nly in wintertime; otherwise, treat as thunderstorm {01=75) or windstarm {fb—ﬂﬂ}.

TOnly in wintertime; otherwise, treat as hurricane {01-50) or tamade {51-00),

L




MODIFYING THE ROLL OR THE DC

Circiimstances can modify a3 characrer’s die woll, and thev can
modify the Difficuley Class needed 1o succeed.

* Circumstances that improve performance, such as having the|
perfect topls for the job, gecting help from another character,
wnd having unusually accusate information, provide a bonus o)

L the die rell. !
{* Circumstances that hamper performance, such as heing forced |
10 nse improvised rools or having misleading information, pro-
| vide a penaley 1o the die roll |
1= Circumstances that make the wsk easier, such as a friendly audi
ence or helpful environmental condidons, make the DG lower:

* Circumstances that make the task harder, such as a hostile
audience or deing work that must be flawless, make rthe DC
higher

{In general, what a character does, has, or knows madifies her roll]

Jbur whar the surrounding conditions are like or how difficult the)

| rask is modifies the D However, the truth of the matcer is, evenl
if you forger this distinedon, you'll be okay. Adding to the rall and
subrracting from the DC seeomplish the same thing,

When modilying either the moll or the DC, you den't nead o
rell the player thac you are doing so. In [ace, in mamy cases, woul
should not tell them. See Chapeer 1: Dungeon Mastering for more
informarion,

THE DM’S BEST FRIEND

LA favorable cireumstence gives o characrer 412 bonus ena skill
check (or a—2 medifier to the DC) and an unfovarable ane gives o

=2 penalty en the skill check (or a 12 modifier to the DC). Take

yspecial note of this rule, for it may be the only one youll need.

Mialee runs dvwn & dungeon comidor, tunning from a beholder,
Around the comer ahead wait ewo ogres. Does Mialee hear the
opres gewing ready to make their ambush? The DM calls for a
Listen check and rules thar her running from the hehelder makes
it less likely that shels being careful; -2 10 the check. Bur one of the
ogres is readying a portcullis map, and the cranking winch of the.
device makes a lor of neise: -3 1o the DC. Mialee heard from)|
unother adventurer that the ogres in this dungeen like to smbush)
advenmurers: 12 to the checlk. Her ears are still ringing from the,
hightning bolt that she cast at the beholder: —2 1o the check. The
dungecu] Is a].n:'ar_l:r' naisy because of the sound of the TORTINE
dragon on the level below: +2 1o the DC.

You can add modifiers endlessly (and doing that is not really
good thing, since it slows down play), bur the point is, othet than
the PCk Listen check total bonus, the only numbers that the DM

cand the player need to remember when caleulating all the sifug-
. tional medifiers are +2 and —2. Multiple conditions add up o give
ithe check a total medifier and the I3 a final resule.

Going beyond the Rule: Irs certainly acceprable for you tw
modify this rule. For exrremely lavorable or unfavorable circuen-
stances, vou can use modifiers lavger than +/-2, For example, you
can decide that a tesk is pracrically impossible and modify the woll
or the DC by 20. Feel free to modify these numbers as you see fir,
using modifiers from 2 1020,

You can alse make things a lirtle easier on yourself by applving
all the medifiers either 1w the mll or o the DC, Sometimes its
worthwhile ro make a line distincrion berween a modifler o a rall

. and the opposite modilier to the DC, bur usually it doest't matrer,

QELINEATING TASKS

LA rask s unything that requires a wll Climbing half your spead is
| a mask, as is making a pot, despite the fact that one takes seconds
| and the orher hows (or even days),

Asingle task can be any of the following;

* Moving a set distance (covered in skill descriprion)
* Muaking one item
* Influencing onc person, crearure of group (DM decides if NPCs/|
are acting as individnals or as a group) |
{® Dealing with one alject wopening a4 door, hTﬂ:t]{in_g 1 board,
tying a rope, slipping out of a manacle, picking a lock)
| * Determining one piece of informarion
* Searching or tracking over one area (described in description)
* Perceive one sound or sight (DM decides if NPCs are acting as,
individuals or a5 a group)

Different skills handle task delineation in different ways. In fagi,
the same skill may handle tasks in different ways depending on
what the characrer is doing, For example, Heal allosws the healer to,
stabilize one characrer or assist in a group's overall healing rate over|
anight's rest, Both of these are single tusks, requiring enly ane roll,

Sometimes, however, a task requires multiple rolls The DM

cmust decide, for example, if 3 characrer attempting o use Sense
{ Mative on a group of ogres must tredt them as 2 group (one rollior,
cas individuals (2 different roll for each ogre),

I rwwo differene groups approach a character from a distance, he,
has o make two different Spot checks to see them if the DM has,
decided that they are indeed different proups. I a character|
searches one wall using the Search skill, he might And several
objects of importance—bur each such ohjece requires a separate
roll. In such  case, the DM should make the second (and third,
etc.; rell in secret. Asking the plaver to make three rolls gives him

|information that he shouldn't have. See Chaprer 1: Dungeon,
Mastering for more information on conerolling whar information|
the players pick up, ]

A few exmmples ol long-term duries (and how many rasks they!
comprise) follow: : |

Character on Warch: The rest of the parey is asleep while Mialee.
takes the watch. The DM asks for a Listen check (s darl, so the PC!
car't use Spot as well as Listen ot this poinc), and Mialee succeeds—
but the TM says nothing about what she's listening for (irs an
opposed roll with a goblin thar will sneak wup on the party during her
watchl. He tells her thar about a half hour into her warch, she hears
some mustling in the nearby bushes (the goblin} She investigates,
bur discovers nothing (the gohlin sneaks off, quicter this ime—she
[uils the opposed roll, using Spot this timel, so she goes back to
where she was keeping watch, The DM asks for anather Listen ol
and she succeeds again, This time she catches the goblin, and the rest
ofthe party wakes up to deal with the foe. Eventually they go back o
sleep, and she poes buck on warch. 'The DM requires snother Listen
roll, even though he knows there's nothing to hear this rime,

The “task’ of going on warch required three Listen rolls, mostly
because the watch was broken into three segments—the begin-
ning, after checking for the goblin the second rime, and after the
goblin was deale with.

Riding: Soveliss rides his horse along rocky rerrain, making no
roll for this mundane task. He gnides it down inte a steep gully—
the DM calls for 2 Ride check (DC 10010 do so. At the bottom of the
gully, an owlbear menaces a wounded centaur. The ranger spurs his
muount inte the fray, making no mwll o do so. CGnee in batile, the
owlhear slashes ar the ranger with 1 powerful claw. The TIM
requires 4 Ride check to stay on the horse, and another ane 1o keep,
the now-panicking horse from running off. The ranger succeeds at|
both checks, and then decides to leap our of the saddle and fight
the beast, The DM requires ancther roll. Soveliss succeeds Again,|

. meaning that he dismounts without falling and moves to engage,
the owlhear. !

Riding a mount doesn't normally require rells. Only riding into,
difficult terrain or specific tasks involving rding requice rolls,

Tracking: Soveliss is following & piant scorpion acrose the

{ desert, He [ollows the vermin for three miles, making a Wilderness
Love check each mile, bur tracking in the solt sand is casy. Shortly



after the thind mile, a windsiorm comes up. Seveliss waits it our,

and it passes alter an hour, mercifully shoet, Wow he must make a
foureh check o see il he can pick up the trail in the wind tossed
sanal, This check is of course moere diflicule, as are all subseguent

checks until the tracker gets ro the point where the scorpion was)

when the storm passed.
Notmally, tracking requires a Wilderness Lore check each rml.;,
\buit 2 sudden change in situation can require an additional rall

[ Sn{:alu.ng Lidda i= l.nrﬂnng T]‘IT{H,JE'! 11'|11ngpnn filled writh
.ltL}bQIiJ]J].i.nS. She must Pazs by an open doprway bcynnd which is,

{1 room where the brures are deinking from a keg of ale. She
{mikes a Move Silenty check and the hobgoblins make opposed
Listen checks, but they're not paying much attention, so the
halfling sneals by easily The hobpeblins arent even looking at
the door, so the DM requires no Hide check, To get our, however,
she mustpass right throngh a guard room. She must make a Hide
(check to keep 1o the dack shadows near the walls, und a new

| Move Silently check (new because the listeners are differentindi- |
'r'-!hiuﬁ]li. plus they're more alert) to get past the gunrds.mu:[,

{through the room,
A new Move Silently check i needed for each different mup

that the sneaker is trying to aveid. Somerimes bath a Move Silently

check and a Hide check are needed when snea king around. Some-
rimes theyre not.

THE GENERAL VERSUS THE SPECIFIC

\Sometimes a player will say, *1 look around the room. Do I see
lanyching?” and sometimes she'll say, "Llook inro the room, knowing
\that T just saw a kobald dart inside, T look behind the chair and the
Hable, and in all the darck corners Do Lsee 4627 Tn both cases, the DM
Jreplies, “Make @ Spot check" However, in the second example, the
\character has specialized knowledge of the simuarion, She's asking
|specific questons. In such eases, always marand the characrer a +2
(bonus for ivorable conditions. It's good o reward a character who
{has knoveledge chat allows her to aslk specific questions.

1 the kobalds acrually not in the room, but a cloaler waits in

ambush on the ceiling, the characrer has no special knewledge and
gains no bonus She doesn't get.a penalty, either—don't penalize.
specitic questions. If bath the kobold and the cloaker are :in_th{:i_
roam, wnless they're -.'.'url-;i.ng lugl:l]:u:r as a group [smes above—hbut |
ir's ouik-:l}' I b Spot checls are Icu._;uin::l.T]'lu character Fotia+2,

jt'IJ:I:ILla ] &!l: l‘L:-H fo b'PI.'lt th.ﬂ ]'“.I‘bl'.'l]lil Erl.l:! e bnrluh: 4] Eh(‘: Tﬂ'" 1o ﬁ'r.".-.‘T
the cloaker

DEGREES OF SUCCESS.

Sometimes determining success isnt enough, and the degree of

success | important to a task. For example, an invisible assassin

Jsmeils upoon a clerie. The elede makes a Listen cheek opposed to
\the assassin’s Move Silently checls, and the cleric is successful. You
(could describe this success to the plaver of the cleric In many
(ilifferent ways, including:

* “Your heard a noise and vou know something's out there, but you
don't see anything”

* "You heard 1 noise. It sounded like o person mewing, and it
came from over there”

* “You heard a noise. You know there's an invisible creacure about
18 feet northeast of you, and you can target that creature’s
square with an artack.”

o derermine how much information to give out, compare the

rﬂFPﬂhﬁl rolls {or for & nonopposed roll, the roll and the DC), In the

ple above, success means that the M gives the first answer.

LIE the cleric beats the assassin's roll by 10 or more, he gets the

(second answer, I he exceeds the assessin’s roll by 20, he gets all ehe
infoemation—the third answer.

In g::ntru[. this means:

\DC 420 or aboyve

TaBLE 3=20: VaryING DEGREES OF SUCCESS

Rall Degree of Success
DC or above Success

O =10 or above Creater success
Perfect success

legrees of success uanally only apply when the amount of infor-

marien you have ta give out can be dilferent depending on how
well the charmcter suceeeds. Most of the time, the only vulcome

_'I:l'!lﬂT MAatTers is W!‘Iﬁl‘!‘lf‘:T T]'IE I"|1i1‘!':-'|(.r1‘:l' ﬁ1|lf‘|.'.eE'd.3 0r EﬂJiS [See |_)-|‘_'1|.:|1.‘:'
|.li.|‘F I.Tl.t-um'l.lltil'.'ll'l on IZZTI.TII:ZHI. ‘ii.l{'.l.'.l:!.‘i.‘i._:'

TAKING 10

Encourage players to use the vake 10 rule. When a character is|
switniming or climbing 1 long distance, for example, this rele can |
ceally speed up play. Nommally, you make a check pach round with

these movement-related skills, bot if theres no pressure, taking (0
Jllows them to avoid making a lot of volls just ro ger from point A
|To point B

ABILITY CHECKS

There ave no rules lor ceying to stay awake through the night, |
wriring down every wornd semeone savs without g mistake, or |
opening & stuck, heavy menal jug withoue spilling a single drop
of its contenrs. Howev er,.in the course of a Bdlne any of thess
situations could potentially make or break an adventure, You're
going re have o be ready 10 moke up checks (or nonstandard |
activities, : :
Using the cxample situations ahove, staying awalee mighr be a
Constitution check (DM 12, +4 for every previous night withowr |
gleep), with an elf characrer gaining o +2 bonus o her checls)
becanse an elf i only giving up 4 hours ol ttance instead of 8 hours |
of sleap, Writing dowm every word thar someone savs would bean |
Intelligence check [DC 15}, and a successful Destterity check (1M
10 prioe to the Intellipence check would add +2 1w the woll. Open
111;__, the metal | jug would normally bea Strength cheek (DO ghout
171, and once thar's accomplished, a Dexterity check with (DC 13)
15 ]'C'q'l.l.]'l'f"d to kf"f‘p hﬂ'ﬁ 'TFllll:lT'lg Thl." COmMEeNEs,
The three tvpes of :ﬂ:lﬂit}r l;hl;:;:l;s,_;'qu could call for o handle a

nonstandard situation sre these:

* Asingle roll using an approprare akilicy (as in staying awake)

* One ability check that, depending on the result, might provide
a modifier to another check invelving a different abiliey {as in
writng down every word)

* ‘Iywoor more separace abilicy checks, sually involving diffarent
ahilities, to accomplish a multipare task (such as opening the
jug without spilling)

You can also use a combination of an ability check and a skill check
in an appropriate sitaation. For example, in heavy graviry, Lidda
might have o make a F.Lrl.:hgth checlk (T 181 o avoid a—2 ptnallg.-'
on her Open Lock check.

Decisions on how to handle nonstandard sitations are leli 1o
vour best judgment. For more tips on winging ir, see Chaprer 1
Mungeon Mastering,

Variant: Skills with Different Abilities

Sometimes a check invalves a character's training (skill ranks) plus
an inpate talent (ahility) no usually associated with thay raining |

LA skill check always includes skill ranks plos an abilicg modifier,

bt vo can use a different ability modifier from normal if the char-|
acrer is in a situation where the normal kev ability does not apply. |
For example:

v A characteris floating in & null-geavity avea and ties to maneu
wir ]:!}' pu.],ling, himself a]{:«rjg SO 'merl.:'.'i:iml handholds.




Since he's weightless, the DM rtules that the plaver should
make & Climb check keved to Dexteritw tather than to
Strength.

* A characrer is mryving to pick the best horse from several that a

merchant is selling. Normally this would be an Appraise check,|

but familiarivy with horses ought w count {or something, The
DM lets the player use the characrer’s Bide ranks insread of
Appraize ranks and applies the character’s Wisdom modifier [as
normial for an Appraise check),

® A character needs to use main force te restrain o paniclked
hotse, Wotmally this would call for a Strength check, but a
character skilled at handling animals ought 1o be able 1o use his
knowledze to restrain the horse more easily The DM lets the
plaver add the charactars Handle Animal ranks (bur nor his
Charisma modifier) o the Soengrh check.

* A character has created o masterwork dagper as a pili for a visic
ing noble. He attemprs to inscrile it with intricare designs. The
DM rules that this is a Dexrerity check to which the characrer's]
Craft (weaponsmithing) ranks apply

* A character ig trying to climb a ladder to the bottom of 2 very)
deep chute, Normally, the DM would call for a Constitution|
l.'h"."'.'l‘;. by see '|t 1.]1'.: EhafaCLl:T £dn I‘:L'ﬂ:']:l g::lirlj_{. bl.l.l.' h(' can al‘ii‘.'
Hl!(“r'-l' Lh{' F]H}'I—'T o ddlj [hﬂ I_'.I'l.ﬂ'rﬁl'."l:l" r:'i ';.-..H]Tl]" TJ]'lIH.:"C 03} Thl." Tn”.

These sorts of unusual situations are always handled on a caseby
case basis, and enly 45 exceptions. The vast majodty of the ime, use

| the necmal key ability:
Bemember that when you change the way a shill works in this
| [mshion, vou should dictate when the chan g oofnes into pla*_v it
not up toa plaver to make this sort of decizion. Plavers may v 1o
| rationalize why they should per /o use their best ability scove
modifier with a skill that doesn't normally use thae ability, bur vou
(shouldn allow this sere of rule change unless you
happen to agree with ir

Adverntwrers learn bow
deadiy aaragon's broaits
WS ot He

VARIANT: CRITICAL SUCCESS OR FAILURE

If a player ralls.a natoral funmodified) 20 on a check, allow him or
her to make another check, If the second check is successtul, the|
character has achieved a critical success with the use ol that skill or)
L ability, and somerthing particularly good happens. Likewise, if 2
] Pliﬂ"l:r rofls & natural 1, he molls again. If the second checl is g fail-
ure, the character has achieved a eritical failure {made g critical
bltLl]dl’:'l‘L :dl:ll.:l S0 ITE L]l!‘l]g_ I:l.:-\'.l.l.]"r' blllj ]'IuFl}'H.':'I'I.h.
It's up to you to determine the specifie tesule of a eritieal success
ot failure. Some examples follow

Critical Successes

* When climbing or swimming, the character moves twice as far
a5 she would on 4 normal success,
* When using Diplomacy, the charscter makes a good, rusted)
friend for lomg-term play.
* When using a Knowledge skill, the character comes to an
| Imporant conclusion related to che task ar hand.
1 * When searching, the character discovers something that she ath-,
erwise never could have found (if there is anything to be found),
* When tracking, the characrer detarmines some amazing minu
tiae shour her prey. For instance, she realizes thay the three suh-
jecrs she's tracking aren't happy with cne another hecause they
occasionally stop and apparently argue, based on where they
stand in relation to each other.
* When using Heal to give first aid, the character heals 1 point of
damage dealt to the subject.

Critical Failures

* When pecforming, the character displeases his gudience sa

preatly thar they wish 1o do him harm, |
* When climbing, the character falle 2o badly that he takes an
additional 1dé points of damage, or he falls and
tears away a few good handholds,




TaBLE 3—21: DiFFICULTY CLASS EXAMPLES
DC  Example
=10 Hear the sounds of a pitched battle
+] Track ten hill giants acress a muddy feld
5. Elimk & knotted rope
3 Hear people tallking on the other side of a daar
10 Follow tracks of fifteen arcs across firm, ground
10 Rensack a chest full of junk 1o find 3 map
10 Tie a firm knot
10 Find out the current gossip

(1% Avoid being tripped by 3 walf

113%*  Resist the command spell

13 Bash open a simple wooden doar

15 Stabilize a dying friend

15 Make indifferent people friendly

15 Jump 10 feet {with & running start)

15%  Cet a minor lie past & canny guard

16 Identify a Tst-level spell as it s being cast
17 Resist a 10th-level vampire's dominating gaze
18 Bash open a strong wooden daar

18 Cast firehall while being shot with an arrow
20 Motice a typical secret dogr

20 Matice a scry sensor
(20 Motice that there's an Invisible

creature moving nearby

{20 Pick a very simple lock

20 Find out what sorts of crimes the baran's
daughter haz gotten away with

20 Awoid falling into a pit trap

0 Walk a tightrope

21* Sneak quistly past 2 hellcat 50 fesl away

% Escape from an owlbear’s clutches

43%  Grab a guard's spear ang wrest it out of his hands

28 Resist the wall of the banshes spell
241 Shoot an armered guard through an arow slit
23 Motice that semething's wreng with
a friend who's under a vampire's contrel
13 Persuade the dragen that's captured you
that it would be a poad ides to let you ga
43 Find cut from a city's inhabitants
wha the power behind the throne is
25 Jumpover an orc's head (with & running start)

18 Disable a glyph of warding

A0 Motice a well-hidden secret door
(28 Bash open an iron door

(29 Calm a hostile owlbear

30 Hurriedly climb a slick brick wall

30 Pick a pood lock

43 Track a goblin that passed aver hard rocks
a week ago, and it snowed yesterday

O The number a character necds to roll to succeed,

Roll {Key Ability)
Listery 'Wis)
Search {Int]
Climb {5tr)
Listen [Wis)
Search (Int)
Search (int)
Rope Use {Dex)
Gather Information
(Cha)
— [atr of Dex)
Will save (Wis)
— {5t7)
Heal (lfis)
Diplamacy {Cha)
Jurap (Str)
Bluff [Cha)
Spelieraft (Int)
Will save [Wfis)
(5t}
Cancentration {Con)
Search {Int)
acry [Int)
Spat [Wis)

Open Leck (Dex)

Gather Infarmation
(Cha)

Reflex save [Dex)
Balance [Dax)

Mave Silently {Dex)
Escape Artist (Dex)
Melee attack (Str)
Fortitude save (Con)
Ranped attack [Dex)
Sense Mative (Wis)

Diplamacy (Cha)

Gather Information
{Cha)
Jump (5tr)

Drisable Device (Int)
Search {Int)
[3tr)

Animal Empathy {Cha)

Climb [5tr]
Cpen Lock (Dex)

Wilderness Lore (%Wis)

Who Could Do It

A commaener.on the other side of a stone wall
The village foel hustling at full speed at night
An average human carrying 3 75-paund pack

An absent-minded sage who is being distracted by allies
A peasant
A prasant
A peasant
A peasant

A peasant

A Vst-level wizard or a low-level fighter
A fighter

A 1st-level cleric

A 1st-level paladin

A st-level fighter

A 1st-level rogue

A wizard (but not anyone untrained jn spells)
A law-level mank ar a high-leve! fighter
An eroraged half-arc barbarian

A lowe-level wizard

A smart, 1st-level hall-=Il rogue

A lew-level wizard [and only someane with an Int of 124

A low-level ranger

A dextorows, 1st-level |ﬂ-u:|'|i|'|g roguc (but not anyorne
untrained at picking locks)
A lew-level bard

An mid-level rague or a high-level paladin
A low-level rogue

A low-level rogue

& lowelevel fogue

A mid-tevel fighter

A high-level fighter

A high-level fightar

A rrlirJ-|¢:l.r|.'|,r\c|guu
A high-level bard
A high-level bard

& 20th-level ranger wearing light armor or a mid-level
barbarian wearing light armar {who really only needs
& 22 because his speed is higher)

A high-level rogue {but not anyane of anather class)
A high-leve| rogie

A fire giant

A high-level druid

fand enly a druid or ranger)

& high-fevel barbarian

A high-level ropue

A 20th-Tevel ranger who has maxed out his Wilderness

Lore skill and has been fighting goblinoids as_his favared

enerny since st level

*This nurmber is actually the average roll on the oppanent’s opposed check rather than a fised number
*hctual OC may be higher or lower depending on the caster or ability user

{This iz the target's adjusted Armor Class,
Example: An example of a task with that DC

Rall (Wey Ability): The roll the character makes, usually a skill check, but sometimes a saying throw, an ability check, or even an attack roll. The
ability that modifies the rell is in parentheses, A " means that the cheek is an ability check and no skill ranks, base save bonuses, or base
attack bonuses apply.

Wha Could Do it: &n example of 2 character that woeuld have about a 50% ehance to succeed, When this entry names & character by class, it
assumes that the character has the skill in question. {Other characters might have a better or werse chance to succeed.)




making it a more difficult climb 15 DC) on the nexe oy

* When using Disguise, the character not eoly doesnt look like
what he intended, bur acroally locks like something offensive
BE hlll.t'j.l.lj o thl'_' 'k'!.‘:wf[ﬁ.

nexXtc r:rj.r.
* When using a tope, the charscter breaks ir,

i the lock, making it impossible to open.
| * When using any kind of teel, the characrer destroys the tonl,

| Somerimes, rthere’s nothing more that can be achieved with a crici-
cal success or there’s nothing worse than & normal failure, In such
i case, ignore this varant rule,
You should alse dgnere this variant whenever a characrer takes
Atortakes 20; It's not possible to sttain  critical success when all

the check.

SAVING THROWS

Adjudicating and varving saving throws works a lot like adjudicar-
ing and varying skill and Ei:l'iliT'!,f checks,

ASSIGNING SAVING THROWS

L There are many issucs to consider when you'te assigning saving
| throws.

Which One?
(Fortitude, Beflex or Will? When assigning something a saving
| throw; use these guidelines:

Fortitude: Fortitude saves reflect physical oughness. They
incorpotite stamina, ruggedness, physique, bulk, metabolism,
resistance, immunity, and other similar physical qualieies, 1f it
seems like something that 2 "tongh guy” would be good at, it a.
Fortitude save, |

Rellex: Reflex saves reflect physical (and sometimes mental)]
agility, They incorporate quickness, nimbleness, hand-eye coor-|
dination, overall coordinution, speed, and reacrion time, I it/
seems like something thar an agile person would be good ar,it's
Reflex save,

Will: Will saves rellect inner strengrh, They incorporate
willpower, menral stability, the power of the mind, level-head-
edness, determination, sell-confidence, self-awarensss. the

 superege, and resistance to temptation. If it seems like some.
{thing rhat a confident or determined person would be good ar,
Lit’s a Wil save.

Save or Check?
A charseter slips and falls. He tries o catch himself on @ ledge,
while another character teaching forward, atempring w carch
him. Are these Reflex saves or Dexterity checls?

The answer to the ahove guestion iz “both” The characrer
attempting to save himsclf makes a Reflex save. The characeer
trying to grab him makes o Dexterity check.

Key Concept 1: Checks are used to accomplish something,
Cwihile saves are used (o avoid somerhing,

Key Concept 2: Checls don't always reflect level, Savas always

Ldo. This is a subtler point. If a task seems like it should be easiar

Lle a highelevel character, wise a saving (throw. IFic seems like the

Lrask should be equally difficulr for any twe characters with the
same score in the relevant ability, use a check, For example, open
ing adoor is merely o reflection of srength, net ex perience. Thus,!
itsa Srmngrh check. The middle gro und iz a skill check, such asa,

* When using Escape Artist, the character actually gets him-|
sell more entangled or pinned, adding +5 to the DC an the!

* When trying to open 1 lock, the chiracter breaks off his P-j_l_']i j_n_:

you're rying to do is complete & task withoutr worrving abour)
Leompleting it as well a5 possible, and it's not pessible to suffer a)
perirical failure if voure not under pressure when you're making,

Balance check mavaid falling while running over broken grnunm:
A Balance check reflacts level onlv I the charscter has ranks.in/
the skill

QIFFICULTY CLASSES

Lhssigning DCs is your job, bur psually the rules ave scraighefor

Lward, There is a standand rule for the DC of a saving throw against
a spell, and crearures and magic items with abilities thar force
othets o make saves always have that saving throw cleatly derailed.

Lo else they funcrion just like spells, and you use the spell mle),
The general rules are:

Spells: 10+ Spell Level + Caster Abiliry Modifier.
Monster Abilities: 10+ 172 hit dice « Ability Modifier,
Miscellaneons: 10 e 20, Use 15 when in doube.

| s with checks, saving throw die rells can be modified, or the DC
i can be modified, See The DM's Best Friend, page 90,

Variant: Saves with Different Abilities
Te model unusual situations, you can change the ability score that
modifies a save, just like you can de with a skill (see above), This is,
purely a variant, however, singe notall DMs want to go o this level.
of complication,

* Fortitude saves apainst mental amracks (such as phartasmal killer)
cotld be based on Wisdom, making it a cross berween a
Fordmude and a %4ll save, | ".pph.' the characrer’s Fordmde save,
bonus feom cluss and level, and then add his Will ability modi- .
fier instead of his Consttution modifier,)

* The T may allow a character to cast o guickened dtmm;.m_rn
dovr spell in response to falling into a pit trap, Reacting quickly)
to a trap requires 8 Reflex save, but in this case the M might
miake this 1 Reflex save based on Wisdom rather than Dexteriry,
since casting the spell is mainly a mental acton,

* Will saves against enchantments could use Charisma instead of
Will. since Charisma refleces force of persanality.

* Will saves against illusions could be keyed to Intelligence. the
ability thar best represents discernment.

As with skills, changes to 3 saving theow's key abilicy are alwaws
handled on a case-by-case basis. Unless you instirute changes to
saving throws as a house tole, these chanpes are very rare,

Remember thar when vou change the way a saving theow works
in this fashion, yon should dictate when the change comes into
play—ir's not up to a player 1 make this sort of decision. Players
may try to mationalize why they should ger to use their best abiliey
score modifier on a saving throw that doesn't normally use that
abiliry, but you shouldn't allow this sorr of rule change unles you
happen to agree with it,

— ADJUDICATING MAGIC

At the middle range of levels, most characters cast spells, and they
all use magic items, many of which produce strange magical
effects. Handling spells and effects well is often the difference
herween 4 good game and a really good one.

DESCRIBING SPELL EFFECTS

Magic is Hlashy, When characters (PCs or NPCs) cast spells or use
cmagie dtemns, you should deseribe what the spell locks, sounds,
smells, or feels h]m aswell as iz pame effects.

A thagic mussile could be a dagger-shuped burse of energy that
lies theowgh the aie It also could be a fistlike creation of energy!
{that bashes into its target or the sudden appearance of g
ldemanic head that spits a blast of energy. When someone

becomes invisible, he or she [ades away. A summoned liend
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appears with a Hash of blood-red energy and a smell of brim-
stone. Other spells have more ohvious visual effects, A firehall
and a lightnig belt, tor example, appear prettymuch the way
l]'.ll:"!.-' are described in the Mayver’s Handbook, For dramatic flair,
hewrever, vou could desceibe the [ightning boll as being a thin arc
of blue lighting and the fireball as a blast of preen five with red |
lwinkling bursts within it
', You can ler plavers describe the spells that their characters c.ﬂst._
| Dont, however, allow a plaver to use an original description thar
‘makes a spell seem more powerful than it is. A& firehall spell that)
|cepates an illusien of a dragon breathing flames gees oo fac
| - Spl:lk without obviows vispal effects can be described as weell.
\Since a target whoe makes his saving throw against a spell knowes
that something happened to him (the effecr of the spells being
lul‘grtrd ob him), YO Ca uld desctibe a charm ora -;::.‘-mpu].t.‘iun asa
cold elaw threarening to enclose his mind that he manages to
ishake off (If the spell worked, the target would not be aware of
psuch an effect, for his mind would not be entirely his own.)

Sound can be a powerful descriptive force. Yon could 31}.
ithat a lightwing bolt is accompanied by o clap of thunder. & cone |
of cold sounds like a rush of wind followed by o tinkling of.
crystalline ice,

HANDLING DIVINATIONS

Epells such as augury, divmation, and legend lor pequire vou 1o come
up with information on the spot. wa problems can arise when
Ldealing with such divinations.

The Player Could Learn Too Much: The statepic use of a
| divination spell could put too much infermation into the hands of
|the players, ruining 8 mystery or tevealing a suiprise oo soon. The
Ve to avodd this problem s to keep in mind the capabilities of the

PCswhen Vou create sdventures, Don't furgq;,l:ha.l,_th:: cleric miEhL
(b able touse her commiune spell 1o learn the identity of the king's
{murderer. While you shouldn’t allew a divination o give a plaver
Jmore j.rL[lJmHl[Un l]J.;!]'l. ':|"|.:IL|. wanit ]'l.l,'.'r ] ]'La'u-‘l:, F’J,?L.Lb]'ll..'lullj.ﬂ.-t |_']'Lr_'al El

plaver out of the elfects of her spells just for the sake of the plol

Bemember also that certain spells can protect someone from

divinations such as detect evil and discern liss—hbur that's not really |
the point. Don't design situations that make the PCs divinations.
worthless—design situations ma take divinations info sccount. |
hssume that the cleric learns the identity of the king’s murderer. |

That's fine, but the adventure is about apprehending him, not just

identifying him, and it especally important te stop him before he
kills the queen as well,

In shorr, you should conmoel informartion, but dont deny it ro the

character wha has earned it

Needing Answers on the Fly: Most likely vou won't know thar
L& characrer is going m use a divingdon spell uniil the spell is cast,
Land o you often need 1w come up with an answer on the fly,

Dire of the ways 1o get around this problem iz obvious. To
canswer @ question about whar lies ar the botrom of the dark scair-

cage, you have to koow what's there. Chances are you a|11::3d}r do

kinow what's there, or the chatscter using the divination wouldn'®
consider the guestion worth asking. Il you don't konow, then vou
need 1o make something up inahuery

More difficult is coming np with a way to convey the informa-

tivn. For example, the description of the dvinatum spell notes thae

“The advice can be as simple as a shote phease, or it might take the

forem of a eryptie thyme of omen! Ceypric thymes ate ofien difli-
coult 1o come up with in the middle of the game, One trick is 10
Lcreate a chyme ahead of rime that can fr just about any question,
wsuch as "I X is the seed you sow, reap you will ¥ and know,” where
K s an actionand ¥ is the resule. Cr “Tf inte X fate doth thee send,
thewwile find ¥ in the end," where X isa place and ¥ is a result or
eonsequence such a5 “danger” or “treasure.”

CREATING NEW SPELLS

Introducing an unbalanced spell does more damage to your game |
than handing our an unbalanced magic item. A magic item can. ger |
Ht(]] =4 1 d(:ﬁtﬁ]"fﬂd. .‘il'..'l]d.l I.:ll'lfll:h';."l_wlﬁl': ta]u:n GW'H.}'—.IJLI.E once d L']'l.}ﬂ' i
pacler knows a spell, she's going to want to keep using it

When creating a new spell, use the existing spells as bench-
(marks, and nse common sense, Creating a spell is actually tairly
easy—it’s assigning a_level ro the new spell thats hard. If the
*best” 2nd-level apell is invisikility, and the “best" 15t-level spell is
[charm persan or slegp, and the new spell seems to fall berween |
those spells in power, its prebably a 2nd-level spell. (Sleep,
howeyer, is a strange t:.xnrnp]r:, because it's a ,lip-:]]_ tha [ gets less
useful as the caster gains levels—as opposed to s spell such as
magic misstle ot firehall, which gers better, up to.a painr, for higher- |
level casters, Make sure ziPL"]lk that unl}r affect low-level creatures |
are low-level spells)

[* Tfa spn" {550 good that ¥OU CaNt imagine a caster pob wanting ir;
all the rime, it's either roo powerful or too low in level

[* An experience point (XT) cost is a good balancing force, An
expensive material component is only & moderately good bal-
ancing lorce, {Money can be easy to come by an XP loss almost
always hures.)

* When dﬂprmmmg !E“.--.-"L. COMPAre TANgE, duration, and targer

tor area) W other spells o balance. A long duradon or larpe area
canmake up for i lesser effect, depending on the spell.

* A spell with a very imited use (caly works against red dragons)
could conceivably be one level lower than it would be i it had |
4 more general applicarion. Byen ara low level, this is the sorpof.
spell a sorcerer or bard never takes and orher casters would pre-
pare ﬂl.'lll'gr '”- T]'I BY l('l'l[:".:'r' In ﬂl'.;'l":]]'ll.'.l.: 'iT 'L'.I'”I_'I]{J |.'.II:: \.Uf)l-r]'l 'ﬂ.'l'!'i EI:.

* Wirards and sorcerers should not cast ]'LI:EI]i]'lH ::ptﬁr;. but rJ,'qu:_':r:_'
should have the best offensive spells. If the spell is [lashy or dea- |
maric, it sheuld probably be & wizard /sorcerer spell.

* Cleries are bese at spells that deal with slgnment and have the
best selection of curative and repair spells. They alsa have the
best selection of nformaricn-pathering spells auch as cmmiine
and divipation.

Dirzidls are best at spells that deal with plants and animals,

* Rangers and palading should not have flashy arrack spells such
a5 magic missile and firehall,

* Hard spells are enchantments, information-gathering spells,
and include a mixeure of ether mrpes of spells, but do not
include large, affensive spells such as core of cold,

Damage Caps for Spells
For spellsthat deal damage, use Table 5-22: Maximum [Jamage for
Arcane Spells and Table 3-23: Maximum Damage for Divine Spells
e determine spproximately how miuch damage a spell should deal.
Bemember that some spells {such as buming hands) use a d4 foe
damage, bur a firehall uses a dé. For clerics. a d8 counrs as owo dice
for d.{:sprmimng :h,l;:j.la,magc -;_'ap\'l'h:iﬁ,l:ablc also reflects the 51}{.‘].[5
of wizards, sorcerers, clerics, and druids more accurately than

those [or bards, rangers, and paladins,

TaBLE 3—22: MaxiMuUM DAMAGE FOR ARCANE SPELLS

Arcane Max Damage Max Damage
Spell Level [Single Creature] {Multiple Creatures)
1 5 dice
Znd 10 dice 5 dice
3 10 dice 10 dice
Ath 15 dice 10 dice.
5th 15 dice 15 dice
Gith 20 dice 15 dice
7th 20 dice 20 dice
gth 25 dice 20 dice
ath 25 dice 25 dice




TasLe 3-23: MaxiMmum DAMACE FOR DIVINE SPELLS

Divine Max Camage Max Damage
Spell Level {Single Creature) {Multiple Creatures).

15t 1.die =

2nd 5 dice 5 dice
3rd 10 dice 5 dice
4th 10 dice 10 dice
5th 15 dige 10 dige
&th 15 dice 15 dice
Jth 20 diga 15 diga
Ath 20 dice 20 dice
Sth 23 dige 20 dice

The damage cap depends on whether o spell affeces 9 single cres-
ture or multiple crearures. A single-creature spell affects only one
creature or has it total damage divided among several creatures.
Tor example, a magic misile spell can deliver 5 dice of damage 1o
lone targer, 1f it strikes more than one tacger, its damage dice must
|be divided among them. A muldple-creature spell inflicrs full
,slamagc On bwa of mone creatunes Hi.mu]tann‘uuhl}l. For uxamp]u, ]
[fiveball damages everything within its 20-foor spread.

VARIANT: SPELL ROLL

Substitute this vardant for the standend method of determining
saving throw DCs for spells. Every time a character casts 2 spell
ithae requites 4 @arget o make a saving throw, the caster rofls 1420
iand adds the spell level and the appropoate spellcasting ability
modifier. The result is the DC for the saving throw Bell ence even
{or a spell that affects many creatures.

This vartant iniroduces a preat deal inore mndomapess inte spell-
casting—somerimes low-level spells cast by madiccre casters will
thave difficult 05, and sometimes high-level spells cast by pover-
ful casters ave easy to resist. It downplays the level of the spell and
[the ability score modifier As with vardant commbat fules, sny
'change that increases chance in a battle faovors the wnderdog, and
that's nsually the enemies of the PCs.

The advantage to this variant is that it gives the player the fun of

casting “good spells” and *bad spells,” just like the player running |

the Aghrer can have pood swings wnd bad,

VARIANT: POWER COMPONENTS
T]J.I‘.' hurn U.I.— t].'“:' Tare rC'Li mnotalr can ]:'L' CL"'mbll.l'.ltll '!'\I-']I.th B FIL'lf.t'I“
mixture of herbs that can aid in restoring whaoleness 1o the
afllicted. So potent is the enerpy contained in the concocton tha
a cleric who uses it while casting greater restoration (and nzes it up)
need not devere. any, personal power (XF; in order ro cast the spell

This variant allows for special rare inpredients {"powsr compo-
ments”) o be added to material spell components in place of XP
Nou're free to allow this only on a case-by-case basis, Perhaps these
égumpuncnl:; exist only fur certain spells. They 'te cectainly tare, and
{certainly expensive—ien to twenty times the XP loss in gold
pieces 15 a pood baseling price. Further, characeers may need o
consulr SIFe5 0L Cast divinatons in order o find our what the
proper ingredients ane,

Consider not allowing characters to buy power components at
all. Make them the :.\bjm'.t of an adventure. The hunt for the red
minotaur can be a challenging and entertaining adventure by
irsell, but if the defeat of the minotaur is the lirst step toward the
goal of bringing back a fallen comrade, the scenario tales on a
Jarper importance,

In the same way, special Inpredients can substiture lor the XP
fthata chameier otherwise has 1o spend ro create magic itams,
| This variant wrorks if it males powsrful magic more colerful and

Af it firs the way you want to portray magic in your campaign, It |

lails If it means that the only hard coneeol on casting powerlul

spelle and creatlng mapic items (the XP cost) slips away, so that |

suchuaction become commonplace,

VARIANT:
SUMMONIM(: INDIVIDUAL MONSTERS

When a character casts 1 swmman manster or summon mature's ally

spell, she gets a typical, random creature of the type she chooses)
|_Ag avariant for your campaign, you can rule that each spellcaster
gets specific, individual creatures rather than just some random
| one. This variant lets players feel more ownership over the crea-
rures that their chatacters summon, but it entails some special
problems, so don't allow ipwithout considering it carefully,

Specific Creatures: Whenever a spellcaster summons a single
| creamure of 3 given type, it's always the same creature. A player can

rr_'n]l :h.l:' El]:bﬂit':f' SCOTEE and h.'l.: P(J]'.nn- fUT L'Ed'.l. cIcaturc 'I:hﬂr h'l.ﬁ £hﬂr—

acter can summon, His specilic creatures may be above or below

average, Allow the plaver 1o rake average statistics instead of

rolling if he wanrs to aveid the risk of getting stuck with a bad creas

ture thanks to bad dice molls. {There's ne "hopeless creamre reroll”
| [ok bad ability scotes.) The plavrr can also name each creature and
define its distinguishing characterisiics,

Multiple Creatures: W henever the spellcaster summons more,
creatures, the first one is alwa'_,'a the sqmne. a nd each successive crei-
ture is Hkewise always the same Thaus, if Mialee can summen up to
three [ormisn workers named Kulik, Skitky, and Kliss, then she
always gets Kulik when she summons one formian worker, Kulild
and Skitky when she summons two, and all three when she
summaons throe The playver can roll ahility scores and hit points for

The summaoner gets the same creatures no matter which version
| of 2 spell she uses. Mialee gers Kualik with sumenon manster 17 and

she gets Kulik plus passibly Skicky and Kliss with summon monster
1L, |

Summoning Limits: Cetting the same intelligent summoned
cregrure over and over again gives a summoener certain advantages,
She can, for instance, send a crearure to scout out an area for the
dllTHtlUn L'l.E |.]1|'.' bP\'.'u Erl.LI d'.l.ﬂ]'l. sSummon it '|.|.'F ﬁgﬁjn o gﬁ!‘ a Iﬁpﬂl‘r.
If the crearure iz killed (and thus semt back to its heme) or
dispelled, however, thar individual crearure is not awailable for
summoning for 24 hours. The summoner summons cne fewer
cresture of thet type because the unavailable crearure seill takes up
its normal "slot” Thus, If Kulik is killed and later that day Mialee
summons two formian workers, she only gets Skitky (instead of
Kulik and Skitky ),

H A creature d-.ld.t | Eh&rﬂ.ﬂ:l:ﬂ]' SUINMINIONE is :lETu:l”‘_,.’. 'ITL'Il'}" ]{ll!l;‘d
{nat just “killed" while summened), ivis no longer wvpilable, and
the summoner gets one fewer cregture of that type than normal
Dnachieving a new level, however, the summoner may replace the
slain creature (zee below:,

Replacing Creatures: Each time o summoner puing s levelin g
spellcasting class, she can drop out one of her creatures and roll up
a new one to fll it Slot” For example, at 5th level, Mialee can
sumnimon Kulik, Skitky, and Kliss with sumsion moenster ITL When
she reaches 6th level, she can drop any one of her summonable
crestures and replace it with a new one, 1f Kulik has low abilite
seores or iF it has permanently died, she can drop it in favor of
new, mandomly molled ereature, which then occupies her “firse
formizn worker” slot,

Improving Creatures: Summoners can improve their crea-
rures. Typically, they do so by giving them magic items or other
5pt'-:ia]. u]:!jn::tla. The trick 15 a summoned creature can't take Th:rLgs,
back home with it When a summoned creature disappears, is
leaves all the thinps thar it geined while on the Material Flane,

{ Mialee can't just summon up Kulik and glve it o dock of msistance]
She haz 1o po e i plane or bring it really on the Marerial Plang

. bhefore she can give it anything it can keep, The way 1o get a cread

L eure o veally come to the Material Plane iz 1o use a lesser planary ally,

lamor ally, grealer planay ally lesser planar minding. planar binding,

U greater planay binding, o gale spell, sinee these ate all calling spells
and really bring the creature campletely 1o the caster.
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grede bewefirs of being 1 Dungeon Master. 1t's o way to

events filled with monstersand imaginative elementsof

sdventure can'be o lot of work, bur the sewards fre gréat. Your

ated for them, Expariénted DMs pride themselves on masterful
advenrures; crestivel net. situations and locales, and intriguing
wit - NECs A wellhoned encounter—whether its a monster, & trap or

an MPC who must be regsoned with—can be s thing of beauty.
}ﬁ o “What is an adventare ¥ isny as £asy d question fo answer 48 You
might think. Whils & campaizn s smatle np of adventures, its not
alpays clear where one adventure ends and anocher begins,
JAdventures can be so varied that it's rough to pin down rhe basics.

I This t]:i:!pmr is going o v to help you do thar,

An adventure starts with some sore of ook whether Ifs 2
| tumor of rreastiee in an-old, abandoned monagtery or a plea for

f] help from the queen, 'I‘l'l_t hoal is what deaws the PCs fno the
~ 1 actionand gets them tothie point where the story of the advéntare
1 trulybegins, This patnt might be a location {such a2 the monastery
oI 0F the queenss palace) o an event {thetheft of the quoen's scepter,
R Shich the POs aretusked with tecovering),

£ Advencures are Brokien down int ncoanters, Encoultters are

TL-. fypically keyed to-areas on a map that you have prepared. Eheoon
' terecan also be designed in the form of if/then sratements: “1f the
Y B wait oubside thedriies prove for miors than an otir, then his
b three rrainedpwlbears attack ' The encountéers of angdventire sre -
8 - il linked in s wiy, whether in theme fall the encolusers that
A oceu as they travel from the City of Greyhawk o the Crystalmist

l'ﬂﬁngir[?emur:s is, ar least for some DMs, one of the
express ypursell creatively, desipning fartastic placesand

all kinds, When diow design an adventure, you call the |
SN0, shots, You do things'exacely. the way you wane to, Designing an.

pluyers will thrill ar the challesipes and mysteries voi hive crees

TR g

Mogneains)ifoeation {allthe encounters i the ruins of Cis.
tle Fotgeriry) or events (allghe o neounegrs that occur as the
PO artlm pi diy rescue the mayors son fiem Rahurg the
dgre kmgjr R
Advenrures cin be clssilléd a5 sive-based pr event-
bused. Y i

SITE-RASED ADVENTURES

The Tomb ol Horrors. the Temple of Blemental Bvil, the
Ghast Tower of Inverness»-these are places aof Jegend,
mystery and adventre: IFyon cheate pn advenrnee based
around some phce-—a dimngsdin, a ruin, @ mountain, @
valley, & cave complex, dwildermnessa rown-—then vou
haverereated a sitehased SfPenture Sita-bdsed adven-
rurgs revolve avound a mapwith @ kefl derailing fmpor-
smant spots on that map: Encounrers in the adventie are

rriggered when the PCs enter o new location ar the sire.
The itnplication is thit each encounrer deseribes what
oceurgat that site when thie PCs arrive (or first arrive),

Creating g sloe-bused sdventuse involves two sreps:
drawing the map and keing the encoanters,

Draw'a Map: Gtaph paper is vuselul for mapping
ont dungeons, becatise yau can assign a seale firthe
squaras, such as § feet or 10 foet pay square: The
Liaes also aid in drawing straipht lines (parricelarly
useful when drawing building interiors or dungeons),
Mark impertant sreas with numbers or letters thee el
erenci the map key Make notes on themap describ-
ing anything of ifiparth; including room con
tents fstatues, pools, furnirmee, pillaey, steps, pirs,

dNO04 ¥ILdVYHD



curmains, etc.. Plan our which areas are linked by similar or allied
inhabirants. Place traps, taking care to note parricularly the loca-
tion of trap triggers. Consider spell ranges—ifan NPC wizard is in
# particular ares and you know that she might cast a particular
spell, save voursell dme during the playing of the adventure by
noting now how far the effect can strerch,
. Bemember that the player characters are catalysts for change. |
{While you play, note changes caused by the PCs' prosence— |
L possibly even writing them directly on the map. That way it eas- |
derto remember, the second rime they pass through an area, which.
doors they have knocked down, which traps they have triggered, |
{which treasures they have looted, which pusedians they have
, defeated, and so forth.

Create a Key: The key iz nothing more than u set of notes (as
detailed or brief as you need them to be) detailing each areas con-
rents, N PCs [description, statistics, possible actions), and whatever

pelee makes that place special. For example, it an ouedoor map vou

| might mark an area thar trippers o landslide if crossed, a bridge.

Lover the river guarded by lizardfolk, and the lair of basilisk—|

{ complete with details about the interior of the lair and the weas ure |

'formerly in the possession of the hall-eaten, petrified vietims in|
the back. Each entry should include the game information needed
o run thar encounter, 1Fan area has nothing to write about, don'
bother matking it on the key,

Most dungeen adventures are site-bused. See the Dunpean sec-
tion, page 105, as well as the sample dungeon adventure thar

Lbegins on page 126,

A sire-based adventure allows the PCs o drive the acrion. TF they
Lcome toa fork in the path, they're free to choase whichever way they
Lwant, 1t doesn't matter which they choose, which order they choose
| them in, or if they never go down one path ar all The characters can
{leave the location and come back, often starting the adventure back
{upagain exactly where they lefr ol {although some aspects of the sire
(may have changed, depending on how static the site is; see below),

A site-based adventure is easy for the M 1o run. All the infor-
mation. is cight there in front of you on the map.and in the key.
Between the two of them, the map and the key should cover any.|
porential action the PCs may rake during the adventure,

Site-based adventures usually lure PCs 1o them based on their)
teputation alone, but sometimes an event triggers the advenme, |
drawing the PCs to the site. Once at the site, the map channels|
where they go—il a hallway leads straipht ahead or back the way
the PCs camne, and there’s a duor on the right, the PCs have only
three basic courses of action: ahead., back, or through the door

STATIC ORK DYNAMIC

Sometimes a site-based adventure rakes place ara completely static
pcation, The map shows an old ruin filled with monsters that lve
L there, where the ancient treasures are located within the ruin,
(where the traps or danger spots are located, and so on. The PCs can
{avrive at this locarion at aty Hme, stay as long as they desire, leave

whenever they want, and come back later 10 find the sire prery

much the same as they left it falthough more monsters may have
taken up residence, ar a few may have wandered ofl: mayhe a teap
has been triggered by the monsters and no longer threatens the

PCs, or a trap the PCs previously triggered has been reset),

Dresigning a searic site-based adventure iz fairly sasy You don't
have to think much abour how the cesidents of the varivus
encounter areas interact, and each encounter area need anly he

idesigned with the most immediate implications in mind—
pnamely, what happens when rhe PCs arrive?

b Py conirast, agood example of o dynamic site 15 2 drow fortress-
vtemple. A dynamic site usually involves some sort of intelligent
porganization. As the PCs move around the site, they discover that
| nerioms in certain areas atfect the encounters in other areas. For exam-
A’" ple, if the Pos kill ewo of the drow priestesses in the fortress-templa )
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e l‘l bue allear a thivd ene to escape, the [ortress-eemple mohilizes it

P

help, The nexe day, Joham is found dead in his room at the inn. Tha

populace—now, defenders are moving around from location
location and are much more likely to artack any unknown intmud-}
ers rather than ask questions. E
Designing a_dynamic site is a little more complicated Lhnm:l-
.designing a static one. You must take into account elements such!
{as the following:

* Formulate delensive plans for the inhabitancs. "If antacked, the,
guards use the gong to raise the alarm, The sound of the Hog,
can be heard in areas A B, and T 'The inhabitants in those
don armor und overnarn the tables for cover The soreerer i
aren B casts invisibility on himsell and the harbarian.” .
Develop conditional requirements for various areas. "If anyone
disrurhs the theee unholy gems upon the alwr the Infernal,
Gates in area S open, allowing access o the Ciry of Dis but also)
summoning 3d4 barhazn devils, who occu Fy the entdee dungean
and come out at night to raid the countryside in 2 S-mile radin®
i* Determine the inhabitants’ long-term plans. “In a months time, .
+—Lthe goblins will have completed the wall in ares 39. With thag|
defense to fall back on, they begin the assault on the kobald
caves in areas 32-37, 1f no one intervenes, the gobling will clear.
out the kobolds in three weeks and the gablin adept will gain.
the wand of lightming belt stored in the secret vault in gres 35

The death of the king. The Rain of Colorless Fire. The carnivali)
arrival in town, Unexplained disappearances. Merchants of Deuus)
loaking for caravan guards, Events can lead to adventures, drawing)
the PCs in and getting them invelved in amazing predicamen
Event-based adventures can be thought of being_struceured
“This happens, and then if the PCs do this, then that happens. ...
They involve a series ol events influenced by the PCs'actions, The
PO reactions change the events that cccur, or the order in which
they ocour, or both, .

In an evenr-based adventure, the PCausually have a goal or a mis-
sion bevond "Kill all the monsters” or "Ger as much tressure as pos
sible" or even "Explove this area” The advenmure instead focuses an
the adventurers trying to accomplish something specific. The
encounters come as a resuleof that effort—either a5 a consequence
of their actions, or as cpposing forces attempt to stop them, or both.

Ihis rype of adventure is often described as more story-hased,
because itk more like & book ora movie and less like exploration of
a passive site. Event-based adventures usually don't invalve g room-
by-room key but instead notes on whar happens when, Here ire g
formr ideas [or organizing these notes:

Flowchart: By drawing connected boxes or circles with avent
descriptions in them, it's easy to visually teack the flow of evente
“As the PCs investigate the murder, if they question the innkesper
She tells them thar she saw somecne suspicious hanging arund.
the back of the livery last night, If they ask specifically about,
Gregory, she ells them where he lives” In this exam ple, the flow-
chart has rwo lines deawn away from the innkeeper. One goes to
the livery and the other goes to Gregory's house, since those are
the two likely paths the PCs will ke next. OF course, the parey s
free ro ignore these clues and follow up on some other lead. |

Timeline: Another way loarganize an event-hased ﬁdi’&nLu[:Jﬁ_i‘
by rime. A timeline stars when the PCs aet involved in the stary |
{sometime even hefore then), It marks what happens shen, “Onel
dayafier the PCaarrive in town, Joham comes to them pleading b

evening, Gregory comes fo the inn, poking around for informarion

(e see if the body's been found.” Olten, however, events pn thal
timeline need ra be conditional: "IF it's appatent that the PCs uceon |
(1o him, Gregory tries o slip out of rown that night”

Don't fall inmo the LEap af E\'_':Idi]"lg the PCs b:,.' the nose with un
event-based advenrure. See the section on Structure, below,




GOOD STRUCTURE

MOTIVATION

¥

TAILORED VS. STATUS QUO

Toilored motivations are ones that von

3
[

¥

Motivation 18 what drves the adventure—it’s

what gets the PCs Involved in whaever vou have
designed for them ro do. 1 the PCs aren't mori-
yated, chey won't do what you wanr them e,
and all yollr work will be wasted, Greed, fear,
pevenge, need, morality, anger, and curios

ity are all powerful modvators. So. of
gomese, 1s lun, Never forget that last one.

find fun adds o your game. An adventure that
EVECYOEE \'."ﬂj_';}'r'b: ].I.}Lt'l:"‘f j.ﬂ'Ll.l.l.'ilL'S l].'Ll_'EL' I:.L'EiLl.l.'L"‘_':

Choices: Fvery good adventure has a1 least a
few crux poines where the players need to
malke important decisions, 'What they decide
should have significant impacr on what hap-
pens next. 1 his can he as :;iin'_.ph;: asthe 'pln}'—
ers deciding not w go dewn the corridor
to the left iwhere the pyrahydra waits for

them) and instead going to the righe
have specifically desigred with yous
groups PCs in mind. Here are justa lew of
many possible examples,

plex as the PCs deciding not m help
the queen against the grand vizier
iso that she ends up being assassi-
nated and the vizier's puppet
pains the throne)

* The PCs ure a hardened group of merce-
naries, not_interested in the pleas of
innocents or stories of evil thar threar-
ens some good kingdom, However, they
are quite interesred in gold. |

* Mialee the wizard haz been slain by the
anrpovles in the Caverns of Dread. Mow,
the other PCs seck a means to nrise her,
fnawing this, you menton that they have
hieand of & good:-hearted cleric of Pelor to
the south, in the city of Tryvers, When they
artive, the clerie 4s willing to maise _Mialee,
but only if the PCs help him by dding the
1rl:npl|:'} lower level of wererats, . ..

* You know that the party has just finished
clearing out a wizard’s tower and has lots of
treasure. Therefore, you dont lure them o
the pexy advenmure using the promise of
gold, bur instead with the rumer thae the
wizard tsn't dead, but has risen as a yampire and
has swom revenge, .

® Tordek's brother Ralcoss comes to the PCs,
explains that a terrible tragedy has beser the dwar-
Ve city of Dhumadan, and asks for their |'|e|p e

choices with consequence, the
choices should semetimes be il
Licult ones 1o make. Should the
PCs hclp the church of Heiro-
neaus wage war on the goblins,
even_though the conflict will

the slaadi assassins? Should the
aT :gm}r{: ]'I.E.." ".’r'B.'lTl'i.TIE:(

ters: A good adventure should
pravide a number of different expe-
rences—attack, defense, problem-
solving, toleplaying, and investiga-
rion, Malce sure you vary the types ot
encounrers the advenmre
praovides {see Encounters,
page 100,

Exciting Evenrs: Like the
pacing of 1 story, 2 good adven-
ture should have rising and
falling rension—and an excir-
ing climax is always a good
thing, This sort of pacing is eas-
i to nr{nmphsh writh an evenr-
I-IHh'l:L; :1L|'|'n:'r'||.'u | |.h'i T }'I::IL'I ]13\"{"‘
more control over when each
encounter takes place), bur its
possible in a site-kased adven-

fure: to destgn a locale where the

encounters ans ]]]{l."ll"r' Oy DECUT N
a desived fachion, Make sure o
pace things well Start slowly and
have the acrion build, A climacric

A status guo modvaton isnt really o motivation in the
strict sense of the word. 1S the fact thar (for instance)
ddvenmure awaits in the Lost Valley for anvone who dares
brive the wyvern-haunted cliffs thar surround the place.
The PCs can go there or not. depending on how they feel.
While a tailored motivation is good for ensuring that
the PCs end upin the adventure you have designed and
for leiring the plavers foel like their characters have a
real place in the world, 2 srams quo mativation allows
You 10 set up situadons unrelated to the POs specifi-
cally This creates a sense of perpective, the
foeling that the campuign world 15 a real place
that extends bevond the PCs,

STRUCTURE

4

s o vowalthough ics smart ro plan ahead and know
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encounter always makes for a
"'I"l'lr."'.lll.l':'i 5:|||:"|."':|SL'|.: or \'."'-l'l.:n‘l'hﬁbl;l.l. an iil'j"ul'f,:’.-_l' E_'(J[:lll \'.'nlL;]'l'lE_'.
pures alwwiys runs its course [rom the beginning to

un ending. Some adventures pre completed in an

hout Chhers take months of playing sessions, Length

Use of PC Abilities: I the

into the adventure, When theres a
Toredek it wmprepered  cleric along, occasionally inclnde
for amogre’sambush. _ undead that she can use her nurning
ability upon. If the parry has a

abouit how many sessions an adventure will lase (and
make sure that the current group of players can commit to
that length). Here are some puidelines that vou should keep in
mind for srructuring goed adventures and avoiding bad ones,

Good adventures are fun, Thats an easy generalization;
but itk also mrue, Whatever you and your players |

(toward the magic fountain), or as com-.

Difficult Chotees: On the topic of

almost cermainky keep them feom |
reaching the Fortress of Nast
before the evil dule summens,

PCs trust the words of & dragon, |

Different Sorts of Encoun- |

Encounters  that .Mak{::

PeLCTY s Wrizard o SOECETET CAT GIST,
fiv, incorpoeate asrial encounters |




ranger o & druid, include encounters with animals (dire animals can
make challenging encounters for even mid- to high-level PCs—see
the Monster Marua! for more information. The advice fo tememnber is
“Everyane gets his ot her chance to shine.” All abilities available to PCs
were designed to make the characters better, but an ability (or a spell)]
that & character never gots 10 Use isq waste

BAD STRUCTURE

| Try to avoid these pidalls,
Leading the PCs by the Nose: A bad event-based adventuce is;
marked by mandares restricting PC actions or is based on events,
| that occur no marter what the PCs do, For example, a plor that
_hinges on the PCs finding a mysterious heitloom, only to have it
stolen by WPCs, is danperous—ifrhe players invent a good way to
protect the heidonm, they wont like having it stolen anyway just
because that’s what you planned beforehand. The players end up
feeling powerless and Frusteated, No matter whar, all adventures
\should depend upon player chaices. Players should always feel as,

| though what they choose to do marters, The resules should aflect,

| the campaign setting (albeit pechaps in minor ways), and they,
should have conseguences {good or bad) for the PCs, !
PCs as Spectators: In this type of bad adventure, NPCs accom-
plish all the imporeant tasks. There might be an interesting story
going on, but its geing on around the PCs, and they have very lir-
tle o do with it, Az much as you mighr like ome of your NPCs,
resist the urge to have him orher accomplish everything instead of
| letting the PCs do the work. As great a5 itmight be 1o have your big
| NPC hero [ight the evil wizard {also an NPC) threatening the land,
| this is not much fun for the players if all they get to do is warch,
Dens ex Machina: Similar 1o the " PCs as Spectators” problem is
| the potential pitfall of the dews ex maching, a term used to describe
| the ending to a story in which the action is resalved by an incer-
| yention of same cutside divine agency rather than by the charac-
| ters’ own actions. Den't put the PUs in situations in which they can
| only survive through the intervention of others. Sometimes it's
interesting 1o be rescued, bur using this sorr of "escape hatch” gets
frustrating quickly. Plavers would rather defear a young dragon on
their own than face an ancient wyrm and only defeat it becauze a
high-level NEC teleports in ro help them. |
Preempting the Characters' Abilities: 1ts pood ro know the |
PCs' capabilities, but you shouldn't design adventures that contin-.
uatly conntermand or foil what they can do. If the wizard just
learned fireball, don't continually thrw [re-resistane focs at him,
Dion't create dungeons whete fly and teleport spells don't work just
because it's more diffcule to design challenging encounrers for
characrers with these capabilities, Use the PCs' abilities 1o allow
them to have more interesting encounters—don't arbitrarily rule
that theit powers suddenly den't work,

THE FLOW OF INFORMATION

| Much of the struceure of an sdventure depends on what the PCs
lknow and when, If they know that theres a dragon ar rthe borrom of
the dungeon, they will conserve their strength for that encounter
and have proper spells and smategies prepared, When they learn
the identty of the maitor, they will probably act on this informa-
tion immediately. If they learn too lute that their actions will cause
the cavern complex to collapse, they wont be able r keep it from
happening.

Dot give away the whole plotin one go, bur do give the play-
| ers some new bit of knewledge every so often. For example, if the
| drow elves are the secret masters behind the uprising of giants,
| slovely reveal clues to that fact. Informarion gained while fighting
| the hill giants Jeads the PCs to the frost giants, which in turn gar-
| ners them clues thar take them to the five giants, Only among the:

fire glants do the PCs encounter information thart leads them o,
understand that the drow are involved. And thus the linal|
encaunter wirh those drow masrers is made all the moee dramaric. |

In_some situations, the PCs know éverything they nued )
lenow belore the adventure begins. Thar's okay. Occasionally, there
is no syatery, For example, the adventurers learn that o haunted |
rewer it the woods is inhabited by a vampire and her miniong)

" They go in with stakes and holy water, slay a bunch of undead,

| and finally meet up with the vampire and take her out. Thats 4

| fine adventure. Sometitnes, howeyer, a surprise that the PCs never

teould have seen coming malkes it all the more interesting—the,
yampire turns out 1o be a gnnd-ahgntd undead [2sisting hr.'l‘l
| bloodlust bur slowly succumbing to the temptation of an L‘I:i.n:(.u{

i devil who lives under the church back in town, Both the "no sue
prises”® and the "unexpected twist” structures work well, so lbngag,
you avoid overusitg either,

Finally, keep in mind divination spells when predetermining)
howr you'te going to control the flow of information. Dont d.i:n}rI
the spells their porency. Tnstead, learn what they can and cannot|

| d, and plan for the PCs o use them. (See Handling Divinations,
Lpage 95. After all, i you have assumed that they would cast the,
proper spells and they domt use what's available o them, theg.
| deserve oo Lail!

ENCOUNTERS!

As interesting as it is o talk about advenrures (and the stories,
behind them), the same is really composed of encounters. Each |
individual encounrer is like ies own game—with a heginning 2,
middle; an end, and vicrory conditions te determine o winner and)
| g leser,

TAILORED OR STATUS QUO 2

Just as with motivations, encounters can be tailored specifically m)
the PCs, o not, A tailored encounter is one in which you take m,tq+
consideration that the wizard PC has a wand of invisibility and thel
Mghter's AC is 23. In a tailored encounter, you design things tofit)
the PCs and the players. In fact. you can specifically design some-
thing for each PC ro do—rthe skeletal minotaur is a challenge for
the barbarian, anather skeleton with a crossbow is onca ledge thae
only the rogue can reach, only the monk can leap across the chasm
1o pull the lever to maise the partoullis in frone of the treasure, ind
the clerics invisibility to undead allows her to get to the treasure the
skeletons are guarding while the battle mges,

A spatus quo encounter forces the PCs.m adapt to the encountes
rather than the other way around. Bughears live on Clover Hill,
and if the PCs go there, they encounter bughears, whether bug.
bears are an appropriate encounter for them or nat. This eype of
encounter gives the world a certain verisimilinade, and =0 it's good
to trix a few in with the other sorts of encovnrers.

If you decide to use only status que encounters, you should
probably let your plavers kmow_about this. Some of the encounters
vou place in your adventure serring will be of an appropriate level
for the PCs, but others might nor be. For instance, you could)]
decide where the dragons lair is long before the characters ame
experienced coough 1o survive a fight against the dragon, If play-
ers know ahead of rime thar the setting includes status quo
encounters that their characters might not be able ro handle, they.
will he more likely 1o make the right deciston if they stumble upon
a tough encounter. Thar decision, of course, is (o run away and,
fight again another day (after the party is berrer equipped o mest]
the challenpgel. =

QHALLENGE RATINGS AND
ENCOUNTER LEVELS

A monster’s Challenge Rating (C R tells you the level of che parrgl
for which that monster is a good challenge. A monster of CH 5 18!
| an appropriate challenge fora group af four sth-level characters. 10
| the characters ave higher level than the monster, they get fewer XP

because the meonster should be easy 1o defear. Likewise, if the pany
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fevel (the averape of the character levels of every member of the
party} is lower than a monster’s Challenge Rating, the PCs get a
greater award ;

Barties wirh five or more members can often ralke on monsrers
with higher CRs, and parties of three o fewer are challenged by |
monsters with lower CRe Nevertheloss, XP awands depend on the |

| groups average level. See Chapter 7: Rewards,

I'i&ultipln Monsters and Encounter Levels {
| Obwicusly, if one monster is a given Challenpe Ratdng, more than |
| onemanster is a grearer challenge than thar. You can use Table 41
\Encounter Numbers to determine the Encounter Level ol a group
L of monsters, as well as o determine how many monsters equate 1o

& given Encounter Level (ngeful in balancing an encounter with a
I'C parry].

To balancean encountex 1o a parry, detenmine the parry’s etfective
Jlevel (the average of all their characrer levels), You want the pareys
rlwc[ tomatch the fevel of the encounter, so fnd that number in the |

“Bncounter Level” column. Then look across that line to Gnd the CR
af the creature type that you want to use in the encounter, Onee you,
have found ir, leak at the top of that column o find the number of
creartires that makes a balanced encoanter for the party.

Far example, suppese you want to send ogres against a 6th-level
parry. The Manster Mansinl entry on ogres shows thar they are CR
2, Lovking at the "4° row in the "Encounter Level" column, vou

\xeaid across ro the 2" entry and then check the top of thar column
i find that four CR 2 monsters make a good éth-level encounter.

T I.-Il-ll—'l: ENCOUNTER MUMBERS

Encounter
Level One Two Three Four
1 lar2 1)z 1/3 174
i 2aord 1 1f2ar] 172
3 Jard 1ar2 1 142 er]
4 3,45 2 Torl 1
5 %56 E! z Tor2
[ 5.8 7 4 3 2
7 6.7.8 5 4 3
8 7.8.89 [ 5 4
9 B, 9.10 7 G 5
16 9, 10,11 8 I &
1 10,1112 3 & 7
12 i Pl [¢] A B
13 12,.13, 14 11 14 g
14 13, 14, 15 12 1 10
15 14, 15,1& 13 12 11
1& 15, 16,17 14 13 12
S 16,17, 18 15 14 13
14 17, 18,19 16 15 14
Mk 18, 19, 20 17 16 15
0 154 18 17 16

WHAT'S CHALLENGING?

S0, what counts as a “challenge"? Since a game session probably includes
many encounters, you don't want to make every encounter one that taxes
thet PCs to their limits. They would have to stop the adventure and rest for
an extensive period after every fight, and that slows down the garme. An
encounter with en Encounter Level (EL) equal ta the PCs’ level is one that
shoold expend about 20% of their resources—hit points, spells, magic
[tem uses, efc, This means, on average, that after about four encounters
ol the party’s level the PCs need to rest, heal, and regain spells. A fifth
encounter would probably wipe them out.

Mumber of Creatures

+

To determing the Encounter Level of a group of monsters, reverse |
these steps (bepin with the number of creatures, read down m )
lind the CR for the creanure tvpe, then look left to find the appro- |
priace EL}, |
Matched Pair: In peneral, ifa creature’s Challenpe Rating i two
|lpwer than 3 given Encounter Level, then two creatures of that
| tvpe egual an encounter of thar Encounter Level, Thus, a pair of
[rost glants {CR 9 euch) make an EL 11 encounter. The progression
holds of doubling the number of creatures [or each drop of oo
L places in their individual CR. so that four CRZ creatures (say, four
hill gianrs) are an EL 11 encounter, as are eight CR 5 creatupes
isuch as ertins), This calculation does not work, however, with
creatures whose CRis 1 or less, so be sure to nse Table 41
Encounter Mumbers for such encounters. i
Mixed Pair: When dealing with 2 creamume whose Challenge |
Haring is only 1 lower than the intended EL, you can raise the EL
| by 1 by adding a second creature whose CHR is three less than the
| desired EL. For example, a DM wanits to set up an encounter with
Lan aholeth (CR 70 for an Sthelevel party, T aboleths would be EL
1 9, and she wanes an encounter of EL 8, so she decides o give the
aboleth a companion or pet to raise the encounter 1o EL 8 Check-
ing Table 4—1: Encounter Numbers, she finds that the enuy for|
ath-level encounters in the "Mixed Pair” column is “7+5" This
means that a CR 7 monsterand 2. CR § monster ropether srean EL
B encounter.
In general, you can trear a group of creamures as a single crearure
whose CR equals the groups EL For example, instead of having |

Five Seven Ten to Matched hixed
ar S to Mine Twelye Pair Pair
1/6 118 1/8 12 1/2.41)3
1/3 104 1/6 1 T+1/2
172 1/3 174 1 241
1/2ar] 112 173 Z 347
1 1/2 142 3 42
lorl 1 12 4 543
2 1 12 5 644
3 2 1 -3 7+5
4 3 2 i B+ 6
1 4 3 8 9+ 7
& 5 4 ] 10+2&
7 ] 5 10 11+9
8 7 i 1 12410
g .S 7 ] 13411
10 ] ] 13 T4 +12
11 10 q 14 15+13 ]
12 n 10 15 16+ 14
13 12 11 [ 17415
14 13 12 17 18+ 16
15 14 13 12 19 +17

The PCs should be able to take on many more encounters lower than
their level but fewer encounters with Encounter Levels higher than their
party level. As a general rule, ifthe EL is two fower than the party's level,
the PCs should be able to take on fwice as many encounters before hay-
ing to stop and rest. Two levels below that, and the number of encoun-
ters they can cope with doubles again, and so on. By contrast, an
encounter even one of two levels above the party level might tax the PCs
ta their limit, although with luck they might be able to take on two such
encounters befare needing to recover. Remember that when the EL is
higher than the party level, the chance for PC fatality ralses dramatically.




o i I

i a nl g,ia’ n
{
|

the PCs encounter one R 4 creature {say,.a hrown bear), you could
substiture two CR 2 crearures (2 pair of black bears), whose EL
mgﬂrhm' 15 4.
Some mensters’ O Ry are fracdons. For instance, an ore (CR 1720 15
not a good challenge even for a 1sclevel party: This means either cal- |
culaee 2P as if the orc were Challenge Rating 1, then divide by 2,01
| Lrest each pair of cres encountered as o Challenpe Rating 1 monstet, |
| Encounters with more than a dozen cresiures are difficulr ol
| judge. If vou need thirreen or more creatures to provide enough)
L %P for a standard encounter, then those individual monsters are !

prebably so weak that they don't make for & good encounter, Thar's |
Lwhy Table 4-1: Encounter Numbess deesn't have an entry larger
_than twelve for “Mumber of Creatures”

DIFFICULTY
Sometimes, the POs encounter something thats a pushover for
them, Arother dmes, ab epoouneeris too dilliculr and dhey have o
_run away. A well-consmrucred advenmure has a variery of encounters |
| gt several different levels of di J:Flru|q.r lable 42! Encounrer Diffi-|
L culey shows {in percentage terms) how many encounters of a cer-|
tﬂin ';li.IH.L Lll.i}' an .':U;l'-'t]'lt e !‘:hU Llid ].'I.E\"E.

TABLE 42! ENCOUNTER DIFFICULTY

% of Total Encounter Description
| O Easy EL lower than party level
0% Easy if handled properly Special (see below)
508 Chellenging EL equals that of party
1__15% Wery difficult EL 1. to 4 higher than party lavel
5% Cherpowering EL 5+ higher than party level

Easy: The PCs win handily with little threat o themselves The
| Encounter Level for the encounter is lower than the pacty level.
. The group should be able to handle an almaest limitless number of
 these encounters, -

Easy if Handled Properly: Theres a rrick to this type of
encounter—a trick the PCs must discover to have a good chance of
vietory, Find and eliminate the elere with improved tnability firse
so she stops healing the ogres, and everything else about the,
encounter becomes much easier II not handled properly, this|
tvpe of encounter becomes challenging or even very difficult

Challenging: Most encounters seriously threaten at least one|
member of the group in some way, These are challenging encoun
ters, about equal in Encounter Level to the parey level. The average
a.dvrnlurj.p;, Eroup should ke gble to handle four or mece chal
lenging encounrers before they run low on spells, hit points, and
ather resources. I an encounter doesn't cost the PCs some sipnifi-
cant portion of their resources, its not challenging,

Very Difficulr: One PC might very well die. The Encounter
| Level is higher than the average party level. This sort of encounter
DAy bﬁ:‘ more v&lang{‘ﬂ]u:i thﬂn an (_W'ﬂrpm\'(‘:l_j D Oma, 11(‘{'.3"_"‘“.: 'i'l:l.‘i nivt
| immediately cbvious to the plavers that the PCs should flee.

Owerpowering: The PCs should tun, If they dom’t, they will
probably lose, The Encounter Level is five or more levels higher
than the party level.

Difficulty Notes
* ‘[ighr quarters make things more difficult for rogues, since it
harder to skulk about and gain a sneak attack,
* Aspread-out foree makes things more difficult fqr_sp:]ll.:astcrs.
. since the area alfected by most spells i= small,
| * Many lesser [oes ave harder for a character (o engage in melee
than one poverful foe. :
L * Undead are much meore difficult to fight withour a cleric.
* Encounters invalving animals or plant are much more diffi- |
| eule withoue a drudd oc a canger.
* Encounters invelving evil ousiders are much more difficult]
withour a paladin of elerie (and perhaps o wizaed or soecerer),

TOUGHER MONSTERS

=A ia]:g{; foree is much more difficult w A gi‘lr withouta wlmpig:i

SOTCCTRL A
* Locked doors and traps arc much more difficuls n-.-crmmg,i_
withour a rogue.
L '\-![u]t:p.r: combat encounters are more difficult to win wlthpu'r.
| afighter, e bachadan, a tanger, o a paladin.
L Muliiple combar encouaters ave more dillicult o survive withe
out a cleric, .
* The hard and the cleric make good group support charactes |
]'l'l.f!'il"p]'-i‘..‘i;‘.]'l ce makes prn::T:icaH}' BVETY ENCOUNIEr easler. :

NU]J.L' U.[ l].'h'." :I].'K.r'rt noles E]J.Ullll.] l'l.l:‘i."_'bkd.rll'r ].'K.' Ldl';.l:n LOLEE d[.'.ﬂm
when assigning or mndl.hfmg Challenge Ratings, bue vou should|
keep them in mind when designing enconntes, __]

LA really g basilisk with more hiv poines and a higher aoack bonus,
(than a normal basilisk is a grearer challenge. If you use the rules,
|found in the Monster Manzeal for increasing the Hir Dice of mon-,
| sters, vou should alsoe fncrease the experdence point [XF) award for
the monster appropriately, T you increase the HD by 50%, increase
the X award by 50%. 11 vou double the HD, double the XP award |
For determining the CR, figure that a 50% increase in HD rafses the
CR of the menster by 1, and doubling the HID raises the CR by &
hi 3 ¥OU Eive monsters levels in PC or NPC clagses, add the orig-
nal CR to the class level 1o get the CR of this special individual |
Subtract one from this total if the class is an NPC class rather tha
13 PC class (sce Chapter 2: Classes), although the minimum. n:sult;if,
still one greater than the tmgmal monster CR.

Monster CR + PC class levels = adjusted CR
{Monster CR + NPC class levels) —1 = adjusted CR 3
Minimum adjusted CR = Monster CR +1

LOCATION =
A fight beoween characters perched on a bridge made of skulls
ever 4 pool of bubbling lava {s more exciting and mote dangarmus
than that same fight in a nice, safe dungeon room. Location serves
pwo purposes, both equally importane, It can make a humdiim
EMCOUNTer More interesting, and it can malke an encounter easiar
ormuch more difficult.

Making Things Interesting

"s.l:guably, I'_hl:, dunﬁuqn i::iclf,iﬁ | l:aiﬂ}',uxptir_' loca lr:, bt pve I_'ITI,L:]E'.F

the same pld 20-foor-by-20-loot room starts (o grow seale, Likewise

a trip through the dark woods can be interesting and frighrening,

but the renth wip throuph is less o, Since this is a fantasy game,

allow yourself the freedom 1o consider all sores of strange locations

for encounters. Imagine an encounter inside a volcano, along 4
nartow ledge on the side of a Jliff, atop a fAving whale, or deep.
underwater. Think of the exciting location frst, and then worry|
about how and why the PCs ssould get there,

Simuations within a lecation can have as much impact as the loca:
donitself I a rogue has to pick the lock on the only dooroutof the
top reem of atower that’s collapsing, it's suddenly a much mere.
exciting simuarion than just another locked door in 4 dungeon cor: |
ridor, Create an encounter in which the PCs must |_:¢ rlip]_gmu_],l_“
while all around them a batele rages. Fill an underground cave com- |
P].ﬂ."."\: '\-'r':i.th WALET fﬂrﬂ J.JiH-\'.' [CIC S0OTT U'F dungr:rm Bd}'ﬂﬂmm.sﬂ: ,i,‘
series of eneounters in a large wooden fort—on fire,

See Inreresiing Combats, page 71 in Chapter 3 Bunning. :]:u:,i
Game, for a shorr discussion that deals sith this same issue. L

Modifying Difficulty T
| O weth erosshows, behind cover, fring dewn at the PCs while
Lthe characters cross 4 narrow ledge over a pit full of spikes o
mich more danperous than the game ores being engaged in




hand-to-hand combar in some tinnel Tikewise, if the PCs find
themselves on a balcany, looking down at ohlivious orcs who
are carrying barrels of ammable oil, the encounter i
likely o be much easier than if the orcs were awate of the
PCs !
Conzider the sorts of factors, related o locarion or sitnarion, |
| that mike on encounter more dilficult, such as

¥
1* Enemy has cover {for example, behind a wall wich
\arrov slits) .
| * Enemy is at higher elevarieon oris hard o ger gt fon a ledge
L pratopd detensible wall) -
* Enemy has guaranteed surprise (PCs are asleep)

+ Conditdons make it difficult ro see or hear (mist, darkness, um-
bling machinery all around}
Conditions make movement difficult (underwater, heavy grav-
| Y, MECY DATIOW Passige)
Coendidons require delicare maneuver ng fl:]imbing down al ]

sheer cliff, banging from the ceiling) I A

| Condirions deal damage (in the icy cold, in 2 buming building, |
| overa pit of acid)

Copversely, the flrst three conditons given above make encoun-
ters easier from the PCs’ point of view if they are the ones benafic-
tng from the cover, elevatdon, or surprise,

REWARDS AND BEHAVIOR

| Encounters, either individually o strung rogether, reward certain
# T:IITIE:‘ 1."# h"ll;l'-']lilt 'ﬂ'}.l'&t]lfl.' WL, s d'.lf_ L}M aTe mﬂs{'l L5 I')f it Or not,
L Encounters that can or must be won by killing the opponents rewarnd
Lagiression and fighting prowess. Il vou set up vour encounters like
| this, expect wizards and priests o soon go i every adventure with
|only combar spells prepared. The POs will leam o use tacrics 1o fnd
| thie best way o lill the enemy quickly, By contrast, encounters that
Loan be won by diplemacy encourage the PCs 1o talls to everyone and
everything they meee Encounters thar reward subteeluge and snesk
ing encoutage sneakiness. Encounters that reward boldness speed up |
the game, while those that reward cauton slow it down,

Always be wwnre of the sores of actions you're rewsrding your pjm--
ers for tking. Reward, in this case, doesn't just mean experience,
points and treasure, More generally, it means anyehing that consis-|
tently leads 1o success, An adventure should contain encounters that
reweard different rpes of behavioe This not enly adds vaviery; bur it
tends o please all the pla‘_.-fl:s Mot everyone prefers the same kind of
encoupter, and even those with a favorite enjoy a change of pace.
Remembet, then, that vou can offer many different tvpes of encoun-
fers, including all of rhe following;

| Combar: Combat encounters can be divided into two groups;

.I itticli and defense, Most of the time, PCs are on the arack, invad

Ling monsters’ lairs and exploring dungeons. A defense encounrer,

Lin which the PCs must keep an ares, an object, or a person safe
from the enemy, can be 1 nice change ol pace,

Negotiation: Although threats can often be lnvolved, s nego
tarion encouncer inyolves less swordplay and more wordplay.
Convincing MPCs todo what the PCs want them to is challenging
for both plavers and DM-—quick thinking and good roleplaying
are the keys here, Dont be aftaid wo play an NPC appropriately (soe-
pid ar dntelligent, generous or selfish), as long as i1 s, Bur don'
make an NPC so predictable thar the PCs can always el exactly

s what he or she will do in any given circumstance. Consistent, ves;
L one-dimensional, no.

Environmental: Weather, earthguakes, landslides, fast-moving

vers, and fires are just some of the environmental conditdons thar

challenge even mid- to high-level PCs.

| Problem-Solving; Mysreries, puzzles, riddles; or anvthing that

tequires the players 1o use logic and reason to try to overcome the,|

challenge counts as 4 problem-solving encounter,

Judgment
Calls: "D we helpche
priscner here in the
dungeon, even though it -
might be 4 wap? Rather than
depending on logic, these encoun-
ters wsually involve inclination and
Fut instine

Investigarion; This is a long-
terim sort of encounter invnh"i ng
some negoliation and gome prob-
lem-solving, An investigation may
be called for to selve a mystery or
s IL"HT]'I 5".1T|'!|("'|:|'.|'i TIE TCV

ik i

o

Ulgh,  spacder!



THE END (?)

Eventually, each adventure comes toan end. A climactic encounter
places a nice capstone on an adventure, particularky if it's one thar

the plavers have seen coming, (If the opres they have been fighring |
have been referring 1o a dragon, then an encounter with the |

dragon is a petfect ending
Many adventures require 1 denousment—some Wrap-up Lo l.ieﬂl
with the afrermarh of the fingl encounter. This can be the time)

when they discover what treasure 15 in the deagons hoard, o dra-|

matic scene in the king's court dn which he thanks the adventurers

| far slaying the dmpon and passes out linighthoods all round, or a

_Hme to mourn those comrades whe did not survive the batde,

Generally, the denouement should not take nearly as long as the
climax irself

Az with movies and books, adventures somerimes deserve

|sequels. Many adventures suggest further adventures for the PCs,

 relating o what they have accomplished or discovered. IE thel
| characrers just destroyed the fortress of the evil overloed. they may |
| find clues within the fortress that berray the identity of a traitor,

allied with the pveclord operating in the town council. Perhaps the |

overlords ore minions [ed the site—where did they gof (Ores, no
matrer where they go, ate sure to cause tranble’} Suppose bandits
attacked the adventurers while Ih::}' were on their Wy o the over
lord's forrress—going back now and linding the bandits’ lair is an
adventure of hath Justice and vengestice,

— BRINGING ADVENTURES
TOGETHER

| Taking different adventures and tying them together makes a cam-

paign. While cresting a campaign s discussed elsewhere (see

| Chaprer 5: Campalgns), here are some ideas for designing adven-
tures that fit topether.

EPISODIC OR CONTINUING

Episodic adventures are those that stand alone, with no relation o)
thee ane that came before or the one that follows. These sorts of|
advenrures ave fun, stand-alone scenarios that can be inserred any-|
time thevre needed, They often provide interesting diversions,

from a contnuing campaign, Tor example, in the middle of a series
of advenrures dealing with an evil prince, his minions, and the
plague he unleashes oo the lepd, the PCs might have a shore
episode dealing with recovering i lost lammasu cub,
A continuing adventure has links that connect the individual
adventures, A link may be something such as a recurcing MPC ot
_relared starting poines, A sorcerer who sends the PCs on three dif
\ ferent adventures, all to recover lost relics, forms the link that
|transforms those three adventures into a continuing adventure.
| Another example might be three adventures dealing with defeat-
ingan evil monk, coping with his evil cronies whe come o avenge
his death, and fending off the vl bard who seeks the powerlul
magic gem the monk once owned. Each part of a continuing
advanture builds on whar hes come before, with the ramifications
of one series of events cansing anather series of events and thus
producing another advenmire,
Mt campaigns need & blend of episedic and continuing adven-
tires to he successful and fun, To get the best of both wrorlds, its
_possible to sting together o number of uneelared episodic adven-
| tures with hints of a continuing plot i the background thar even-
jtually comes o fruition. For example, as the PCs progress from
A dungeon o dungeon and min to ruin, they hear rumors and find
iclues that some Linderdark race is preparing to launch a sirlke
against the surface world, Pechaps, as they delve into dungeons,

thev learn that some of the monsters they [uce work [or the master-|
minds, whom they eventually discover to be the mind flavers.|

Finally, the mind favers make their move and the PCs are T.ha:tm,l
stop it. Thus, a seres of unrelated adventures suddenly feels likea)
coherent whole, This is the beginning of plor weaving |

4

PLOT WEAVING

L Flot weaving is the art of taking multiple adventures and running

Plot weaving can make your campaign seem less lilke a series ofl

| them ar the same time, Consider these two adventures: In the firsg,

the identity of a murderer leads the PCs into conflice with & pows
erful guild of assassins. In the second, the PCs seek o magie staff]

(rumered o be in the hands of a troglodyte priest, Heres an exain.
| ple of how they can be interwoven into a single sequence.

1. The PCg, in town seeking the seaff, witness a murder. When
they logl into ir, they discover the culpric and rack him doyn
He fights to.the death, and on his body they discover d mysiee)
ous tattoo,

2, They learn that the staff of curing thev seek was stolen by

rroghodyras vears ago,

13, While they atempt to learn more ahout the rogs and their LJI.L

an assassin with the same mysterious tateoo attacks the POy,
4. They head 1o the caves where the moglodyees live. They)
encounter heavy resistance and withdraw,
5. Returning te town again, the PCs find themselves under s
veillance and even attack from the guild,
é. They go back to the caves and obtain the staff .
. They return to town and, after learning the location of the assis
sing gui]d, confront the issssing dit'ECLl',’, J

"l

adventures and moee like ... w:l], like real life. It can he EiJfLI.CI:J.IiIQ
manage, however, and ence you begin to weave maore than two ot
thres p|.:rrs mgeTbe]', 'F-J,;l'!.'I:TH may fee] somewhat dissatisfied with
the number of “locse ends" that seem o a!wa}'s be left belhind chem)|
relating to one adventure while they find their charactess]
emhbroiled in another, Some ]':-|:11l,-'e1'l1 don't want pJntﬁ to be woven.
'I'l‘m}r stick with one gn::] if'pussﬂ:!]&: and don't start il.l']‘_,"l;]:l.i.!‘.lg W
until they feel they have achieved closure on what has come
before. In the shove example, the PCs might lpnore the troglodyes
atud the stall until they have completely dealt with the assassing,
Ulrimately, a good DM runs the adventures thar plavers want to
play by paying atention to the way they want 1o play them.

END OF AN

When an adventure is finished, vou should always do a few things

AWARD EXPERIENCE

If vou do not award experience at the end of each session, awand
experience points at the end of cach adventure, See Chapeer 7
Rewrards for mare information.

MAKE A RECORD

s changes wrought by the PCs. -
UPDATE PC INFORMATION

Make notes of what happened in the adventure. Becond new MPCs
encounrered, monsters defeated, secrees learned, magic discov
ered, and so forth. Make notes to yourself shour opportenities for
further adventures based on what has happened. Note whar the.
players seemed to like and dislike. _ o

Update your ariginal adventure hotes or map keys toreflegt the

_1.

| Record new magic items gained by the PCs, new levels they carned'

\{and accompanying improvements), enemies they have mgc:r.'d
| frignds they have made, and anything else that's pertinent




THE DUNGEON

Dungeons ave deep; dark pits Alled with subterranean hormors and
lost, ancient rreasures, Dungeons are labyrinths where evil villains and

earnivorods beasts hide foom the light, vaitng lor o tme wostrikeinmo )|
the sunlic lands of good. Dungeons contain pits of seething acid and |
L magic traps thar blase intruders with fire, as well as dmgnus guanding |

{their hoards and mapic artifacts waiting 1o he discorvered,
In short, dungeons mean advenmre,

THE DUNGEON AS ADVENTURE SETTING

{The term “dungeon’ is a loose pne, A dungeon is usnally wader
_gl.‘Ul.l-l'ld. but an abm‘egmund gite can be a rfungeoﬂ a5 well Some
OMs apply the rerm o virrually any adventure site, For this discus-
slon. i dungeon is an enclosed, defined space of encounter areas
connected in some fashion,
| The most common form of dungeon is
the undergronnd complex. buile by
Antelligent creatiures for some pur-
pose. Physicully, such a place
has rocms joined b}' COTTi-
dirs, s1airs connecting i
with the surfuce, and
doors and traps 1o
keep our intruders.
The archetypal dun-
geon 1s abandoned,
Lith creatures other
{than the bullders now
| peiupying iveas within
it Adventurers explore
vauch places with the
phope of Hnding trea-
Lqure gither lefi
\behind by the
original inhabi-
unis or_in the
hoards  of such

TYPES OF
DUNGEONS

There are four basic dungeon

ungoyeer it Lhis is the simplest and most steaightforward of the dun- |
gron types, and it usually balances danger {the inhabitants} wich |
reweard (ehe rreasure), The creatures dwelling in a ruined soucrure |
aren't necessarily organized, so adventurers can nsnally come and |

| g0 as they please, making it casy to start and stop adventures

Ocenpied Strucure: This dungeon s s6ll in use, Creaniures

(Lusunlly intelligent) live there, although they may not be the dun-

geons creators, Ancoccupied structuce might be g home, a fortress,
a temple, an active mine, 2 prison, or 4 headquarters, This type of |

(dungeon ts less likely ta have teaps or wandering beasts, and more |

likely to have organized guards—borh on watch and on parrol, |
Traps or wandering heasts that might be sncountered sre wsually
under the control of the occupants. Cocupied structures have fur-
nishings to suit the inhabitanes, as well as |
decovations, supplies, and the abilisy for |
occUpants o meve

types. defined by their current status, Many dungeons  Gualls atfemps to swee a pit io their advandage iwa fight.  around (doors they can open,

are vriarions on these basic types or combinations of

lmur: than one of them. Sometimes ald dungeons are nsed again

viind ugain by different inhabirants for different purposes.

| Ruined Structure: Once occupied, this place is now aban
doned (completely or in pare) by its original crearor or creators,
and other creamures have wandered in. Many subterranean crea-
tures look for abandoned Llul,f::rgm und constructions in which 1o
make their lairs. Any traps thar might exist have probably been set
off, but wandering heasts might very well be common,

Areas within the ruined sooocture usually contain clues as o
their original intended use. What is now the lair of a family of rust
mensters might once have been an old barracks, the roring
remidns of the beds and other lhrniﬁ]'lmg:i T urr;mged to make

{riesis for the crearures, An ancient throne roem, adormed with the
tatters of opce-beautiful tapestries, might be empty and quiet—the
sanclent curse that serock down the queen atill hanging in the air
Ahefore the verdigris-encrusted hronze throne,

| The ruined steucture dungeon is 3 place that cries out Lo be

explored. Adventurers might hear tales of measure still lingering in |
the abandoned lsbyrinth, leading them to brave the dangers o

hallways large enough for them
to pass through, ete). The inhabitants might have & communica-
tion system, and they almost certainly conrol an access 1o the
outside,

Seme dungeons are partially cccupied and partially empty or in
cuins In such cases, the occupants. are rvpically not the original
builders bur instead a group of intellizent creatures that have set
uptheir baze, laiy, of [ordfcation within an abandoned dungeon

Lse the ocoupied structure dungeon for the luir of a zoblin
rrihe, 2 secret nndergronnd foreress, or an occupied castle. This s,
one of the mest challenging rypes of dungeons for adveniurers ro |
enter and explore if the pee upants are hoatile, The challenges comes |
trom the organized nature of the inhabitants, 115 always harder o
fight a foe on his own terms in an ares he knows well and iz pre-|
pared 1o defend, .

Safe Storage: When people want 1o protect something, they

(might bury it underground, Whether the ftem they want to pro-

tectis a fabulous measure, 2 forbidden artifact, or the dead body of

.an important figure, these valuable objects are placed within the

dungenn and surrounded by barviers, raps, and guardians,




The sate storage type of dungeon is the most likely 1o have rraps
but the least likely to have wandering beasts. The crypt of an
ancient lich may be filled with all manner of magic Traps and
guardiang, bur its unlikelv ehat any subterranean monster has
moved in and made 2 FLARNS of the l.iLLﬂHi.‘L‘ln its lair—the traps and|
guardians will heve held them ar bay. This type of dungeon nor-|

| mally s built for function mther than appearance, but semetimes |
(it has ornamentation in the form of statuary or painted walls, This!
(s particularly nrue of the tombs of important people

Sometimes, however, a vault of 4 coypt is constructed in such a,

Wy is 1o house l'wing g‘l.];‘leEii].l"lS.Th’.;‘: prub]x:m with this strategy is)
Lthar something muse be done to keep the creatures alive berween
intrusion attempis. Maglc is usually the best solution to provide
food and water for these creatures.

Even if theres no way anvthing hving can survive in a safe stor
age dungeon, certain monsters can still serve as guardians,
Builders ol vaults or tombs often place undead and construcrs,
(with no need for sustenance or rest, to guard their dungeons,|
(Magic traps can summon monstecs into the dungeon to attack]
npruders withoue ever having o worry shout sustaining the |

guardians, who dissppesr afrer theyre needed. !

Matural Cavern Complex: Caves underground provide homes
to all sorts of subterranesn monsters. Created naturally and con-
nected by a labyrinthine runnel system, these caverns lack any sor
of pattern, order, or decoration. With no intelligent forre behind
its construction, this type of dungeon is the least likely o have

! Ll'-H.Ps OF EVED dDDTE.

Fungi of all sores thrive in caves, somedmes growing up like o
Lhuge forest of mushrooms and pullballs, Subtcrramean predatoms
.prowl these forests, looking for those feeding upon the fungi

itself. Somerimes, fungus gives off an eerie phosphorescence, pro-
\widing narural cavern complexes with their own limited light
| source. In other aveas, comtinual ame or ocher magical elfects can
| provide encugh light for green plancs to grow,

Often, panirl cavern complexes connecr with cther sores of
dungeons, having been discovered when the artificial dungeon
wis delved. They can conneet mwe unrelated dungsons, some
times creating a strange mixed environment. Matural cavern corm-|
plexes joined with other dungeons efien provide a roure by which|
subterranean creammres fnd their way into cresced dungesns and,
populate them. Rumors rell of the Underdarle, a subterranean)
world that is one big narural cavern complex dungeon running
under the surlace of entire continents.

Matural cavern compleses can be quite beautiful, with stalae
tites, stalagmices, Howstone, columns, and other limestone fel
matiens, Howevet, [rom an adventuring polnt of view chey hay
serions shortcoming: less treasure. Since the dungeon was nof)

{created for a specific purpese, |

Jtheres little chance of hap-
{pening upon a ScCIel tDom
filled with gold lefs behind by
the previous occupants.

DUNGEON FEATURES

Practically all dungeons have walls,
tloors, dooes, and other types of basic
features. Many are guite elaborare.
Dungeon adventurers learn the com-
mon features quickly. Use this facr o
your advantage. Common features cre
Lare consistency {which helps suspend
| l:.l,:._‘ui'.lf"l'IE'F-" ﬂlld Ll.ﬂuw ¥yl T CTEAIE
Linteresting surprises by changing the
[eatures—sometimes anly slighely

Walls

Masonry walls—srones piled on top of
each other {uspally but not always held
in place with morrart—divide dun-
geons inmo corridors and chambers,

| Dungeon salls can alao be hewn from
solid mck, leaving them with = |
mugh, chizseled look. Or, dun- Hezvn ctone z0wll |
geoty walls can be the smooth, unblemished stone of o d
nafurally occurting cave. Dungeon walls are difficult 1o break '
chrough, but they're generally easy 1o climbs =

Masonry Walls: These are wsually at least 1 [oot thicl, Often|
these ancient walls sporr cracks and crevices, and somelimes dan-
geraus slimes or small monsters live in these areas and waic for
prey. Masoney walls stop all but the loudest noses,

Superior Maseriry Walls: Sometimes masonry walls are better
built {smoother, with tighter-Btting stones and less cracking?, and
pecaslonally these superior walls are covered with plaster o
stucco, Covered walls often bear puintings, carved reliefs, or other
decoration. Such walls are no more difficult 1o destroy than regus
lar masonry walls bur are more difficult o climb,

BEHIND THE CURTAIN: WHY DUNGEONS?
Dungecns facilitate game play. Dungeans, being underground, set apart
the “adventure” from the rest of the werld in a clean way. The idea of wallk:
ing dawn a corridar, opening a door, and entering an encounter—while 4
grass oversimplification and peneralization—Tfacilitates the flow of the
game by reducing things down to easily grasped and digestible concepts.

Tau have an easy way to cantrol the adventure in 3 dungean withaut
leading the characters by the nose, In a dungeon, the parsrmaters are
clezrly defined far the PCe—they can’t walk through walls (nat at fiest,
anmyway) or go into rooms that aren't there, Yet aside from thase limits,
they can go wherever they like in whatever order they |ike. The limited
enviranment of the dungeon grants players a feeling of contral over
their own desting

A dungeon is really nothing but an adventure lowchart. The roams
are encounters, and the corrdors are connechions between the encoun-
ters, shewing which should follow which. Yau could design a dungean-
like flowchart far an adventure that didn't take place in o dungeon and
accomplish the same thing, One encounter leads to twe more, which in
turn lead ta others, some of which dauble back on previous encounters.
The dungeon becomes a model, in this way, far all adventures.

Academic analysis aside, dungeons are fun, Deep, dark underground
places are mysteriows and frightening. Dungeons have many encoun.
ters crammed into one small space. Mothing |s more exciting than
anticipating whal's on the ather side of the next dungeon deor
Cungeons often many different kinds of challenges—combat, tactics,
navigation, overcoming obstacles, traps, and more, They encourage
players 1o pay close attentian to their environment, since everything in
a dungeon is a potential danger.

In the Dusceons & Dascons game, the classes, spells, magie llems,
and many other facets of the game have been desipned with
dungeens in mind, That's not ta say that the dungean is the snly pos:
sible adventuring environment, but it is the default setting. Many of
the rasks that characlers can do well, such as a rogua's Open Lock
skill or an elf’s al:th:.- ta natice secret daars, are centered around dun-
geon adventuring.

When in doubt while ¢ rralrng the sming for an Hd'-"?rlh-ll'f. wse a3 dun.
geon. However, despite the epperiunities for explaration and combat
intensive rature of dungeons, don't neglect to include chances for PCs
ba interact with MPCs such as dwarven strike teams, other adventuring
parties, or weird denizens that are happier 1o talk than to fight,




TasLe 4-3: WaLrLs
Typleal  Break Hit  Climb
Wall Type Thickness = DC _ Hardness Points®  DC
Masonry LR 15 B 94 kg 15
Superior masonry 1.f. 35 b 90 hp 29
Reinforced masenry 1 45 E 1830 hp 15
| Hewm stone aft 50 g 540 hp. 22
| Unwarked stone 5 fi. 65 5 o0 hp 24
Uron 3 in. 30 10 0 hp 25 l
\Paper Paper-thin 1 Thp: 364
{Wond gin. 0 5 E0hp 21
{Magically treated=* — +20 42 2T —

o *Par 10.0.-by- 10, section.
#*These modifiers can be applied to any of the ather categories and
types.
10 50, whichever is greater,

Hewn Stone Walls: Such walls vsually result when a chamber or |
passage is tunneled out from solid rock The wough surface of 2 hewn,
Ll frequently provides small ledges where fimgus grows and small|

ereanures live {often vermin, bats, or coiled subrerranean snakes). When
there i an “other sicde” (that is, this wall separates two chambers in the
dungeon), these walls are uzually ar least 3 foet thick: anpthing thirmer
thsks collapsing fram the weighe of all that stone overhead.
Unworked Stone Walls: Thase surfaces are

uneven and rarely flar. They are smooth 1o the
Lpowch but flled wich tiny holes, hidden aleoves, and
| ledges at various heights. They're also usually wetor
Lat least dump, since it's water that most frequently
\ereates natumal caves. When there is an “other side,”
| these walls are usually ar least 5 feet thick

| Spu‘lal Walls: Sometdmes you can place special
{walls in a dungeon. Expect players ro react with
L curlosity and suspiclon when their chatacters en-
| counter these exceptional walls,

Reinforead Walls: These are masoney walls wich fron
bars on one or both sides of the wall; or placed within
thewall itself vo strengthen it The hardness of the e
inforceid wall remalns the same, but the hirpoints are f

; doubled and the DC |
to hreak through is

increased by 10,

Magically Treated

Walls: These walls

are_stronger than

average, with 4

greater handness, -
more_hit points, and a .
higher breals DC. Magic can usually
double the hardness and hit points
and can add up to <20 o the break DC
A magically treated wall also gains g sav
ing throw against spells that could affect
ir, with the save bonus equaling 2 + half
the caster level of the magic reinforcing
the wall Crearing a magic wallis just like
creating a wondrous Irem (see Chapter &
Magic Items],
fron Weills; These walls are placed within
dungeons around important places such as
yvaules,

Baper Walls: Paper walls are the opposite
of iron wnl!s, p]nc::{l 4% stieels [0 prevent

sight bur nothing more,

! Wiaden Walle Wooden walls ofien exisr as recent
additons 10 clder dunpeons, used 1o create animal pens. storage!|
Bilris, ot Just o make a number of smaller rooms ourof o larger one. |

+

H'|I

winlls with Avvow Slite Walls with arrow slits can he made
durable material bur are most commenly
mugoney hewn stone, or wood. They
allomr defenders to fire armoses or
crosshow balts at inteuders from
| hehind the safery of the wall.
 Such archers have nipe-tenths
cover, gaining them a +10honus
to Artnor Class.

of any |

Floors
As with walls, dungeon flooes
come in many rypes.

Flagstone Floors: Like masonry
walls, Hagstone foors ane made of fit-
ted stones, They are usually cracked

 and only somevwhar level. Slime and
(mold groves in these cracks. Some

| fimies water rins in ivilers between

I the stones or sits in stapnant pud-
dles. Owver time, these floors can
become so uneven that a Dextenicy
check (THC 13) is required if someone
the surface, Those
fm'iing_ the check
fall, halting their mevemenl and {
regulring 4 move-equivalent action 1o stand again. |
Floors this treacherous should be the exception, not
the rule. |

Hewn Stone Floors: Rough and uneven, hewn |

flaars are nsually coverad with loose stones, pravel, dire, |
or other debris, The floors of older dungeons may be,
worn fairly smooth by the passage of many feet over the
yaars, but newer hewn floors can be as dangerous (o run
across as an older flagstone construction (see above).
smooth Stone Floors: Finished and sometimes
even polished, smooth oors are found only in
dungeons with capable and careful builders. (They
are a hallmark of dwarf-delved dungeons.) Some
times miosaics are setin the floor, seme depicting interest-
ing images and others just smooth marble. Smooth dun
geon foors may have wooden planks laid over the wop of
_them, greatly increasing the comiert of the dungeon as a
dwelling, bur such foorings rol in just 2 few years, so
they are rare,
Matural Stone Floors: The floors of natural caves
are as uneven ag the walls, Caves rarely have large fat
surfaces. Rather, their oors have many levels. Some adjacent floor
surfaces might vary in elevation by only 4 foot, so that moving
from one to the other is ne more difficult than negotiating a stais,
bt i other places the floor might suddenly drop off or rise up sev-
eral feet or.mare, requiring Climb checks to get from one surface
to the other. Unless a path has been worn and well marked in the
floor of a natural cave, running and charging in this environment
are usually impaossible,

Special Floors: A number of strange loorings and Hoor bea- |
tuires exist to make a dungeon more interesting.

Grates, Grates cover pits of areas Jower than the main floor, They |
are usnally made from iron, but large grares can also be made from |
iron-bound timbers, Many grares have hinges 1o allow agcess 1o
what lies below (such grates can be loclked like any doorl, while !
othets are permanent and unmoving, A typical L-inch-thick iron

| grate has 25 hit points, a hardness of 10, and.a DC of 27 to break |
through or tear away.

Ledaes: Ledpes allow creatures to walk above some lower area.
They often gircle around pits, Tun along undetground streams,

Reaforced swall,




than 1 foet wide) require those moving along them 1o make Bal
ance checks (see the skill descriprion. page 63 in the Player's Fland-

book), Ledges covered in warter, slime, or some other slippery sub-|
stance are dangerous, Slipperiness adds +5 1o the DC determined |
above. A Balance check (DC 173 is needed o traverse even wida
tledges (more than 1 foot wide, bur less than 2 1/2 feet} at normal |
{speed (DC 15 if the character s willing to walk at half speed}. Fail-

cure resules in the moving characrer falling off the ladge.,

Hridges; Brides are like ledges, bur they connect o higher areas|

Vseparated by a lower ares. Bridpes strerch aceoss chasms, over
rivers, or above pirs, A simple bridge might be a single wooden
plank, while an elaborate one eould he made of mortared stone
with iron supports and side raile. Narrow bridges are trested just
like ledpes.

Lranspaient Floors: Transparent floors, made of reinforced glass or

, magic materials even o wall of fore), allow a dangerous setting tobe |
yiewed salely from above, Transparent [loors are sometimes placed |
Lover lava pools, arenas, monster dens, and torture chambers, They |

can be used by defenders eo warch key areas [or ineruders.

Trick Flsors: Trick floots are designed 1o become suddenly dan-

gerous. With the applicadion of just the right amount of weight,

or the pull of a lever somewhere nearby, spikes protrude from the

floar, gouts of steam or flame shoort up from hidden haoles, ar the

entive floor tiles, These smrange flooes are wsually found in an
parena ared and are designed to make combars more exciting and
| deadly.

Sliding Flogys: Sliding Aoors sre really mote of a type of mapdoor,
isince they normally reveal something underneach. Sliding foors
{ gﬂlt‘ﬁ]l}' mone B0 5101.?['1}‘ that AnYONe ﬂm{[ﬂ}g_pu one can avoid
{falling inro the gap ir creates, assuming there's somewhers else to
| go. However, some can be construcred so thata Balanca checl (DC
115} is required to keep [rom falling into whatever lies helow the

sliding foot—a spiked pir, a var ol burning oil, or a pool filled with
sharks {or pechaps |ust mutant sea bass),

Doors

Doots in dungeons are much more than mere enteances und exirs, |

Often they can be encounters all by themselves, Alter all, anything,
that can rrigger a nasty tap, offer vou a clue, zap you with a spell,|
ot simply block your way deserves serious artention from the dun-
geon explorer. The doorways they ure setin mav be plain arches
and lintels, or may be festooned with carvings—often gargoyles or
leering faces bur sometimes carved words that might reveal a clue
to what lics beyond. Dungean doors come in three basic nepes:
wooden, stone, and iron,

Wooden Doors: Constructed of thick planks nailed rogether,
Lsometimes bound with iren for strength (and o reduce swelling
i from dungeon dampness), wooden doors are the most common
Ltype. Waooden duors come in varying strengths: simple, good, and

srong doots. Simple decrs (breals DC 13) are nat meant to keep
out motivated attackers, Gond doors (break DO 18), while sturdy

TaBLE 4—4; DoORS
Break DC
Stuck Locked

Typical Hit

Door Type Thickness.Hardness  Points.

farm balconies around large moms, ur provide a place for archers
ro stand while fring upon enemies below. Mamow ledges (less

Door Locks, Bags, Seals, and Traps.

Simple wooden | in. 5 10.hp 13 15
Cood waaden 1 1/2in. 5 15 hp 16.. 18
Strong wooden 2 in. 5 20hp. 23 25
(Slone 4 in, g 60 hp. 23 18
ren 2in. 10 60 hp 28 28
LPortcullis, wooden 3 in 5 ibhp  25* 5%
| Perecullis, iron 2in. 10 &0 hp  25% 25=
\Lock 15 30 hp
Hinge 15 30 hp

*DC to lift. Use appropriate door figure for breaking,

~daor. Ifa PC wants towhack atalock with a weapon, trea the typic|
(el Jock as having & hardness of 15 and 30 hit poines, A lock can anly
\be_broken if it can be artacked separscely from the door, which

and long-lasting, are still not meant to take much punishment,,

Strong doors (hreak DC 23) are bound in iron and are o fairly good|
harrier to those attempting to get past them. =3

Leon hinges fasten the door to its frame, and rypically a cire

pullring in the center is there to help open it. Since most doors!

Lonly open in one direction, the pull-ring is located only on the side.

ytoward which the doer apens (the side with the hinges) Some
times, instead of a pull-ring, 4 door has an iren pull-bar on one g
bath sides of the door to serve as a handle, In inhabited dunges

. these doore are vsually well maintasined (ot stuck’ snd unla

Lalthough important areas are locked up if possible.

Stome: Carved [rom solid blocks of stone, these heawy, LI-H-'-‘-"-'EH‘.IL{
doors are ofren built so that they pivot when they are opened,
altheugh dswarves and other skilled crafesfolk are ahle ro fashion|
hinges strong enough o hald up o srone dm:.jgr_-:r;dom:a_:u{:ﬁ
cealed within a stone wall are usually stone doors. Otherwise, snch |

wdoors stand as tough barriers protecting something impargant
{bevond. Thus, they are often locked or bareed, |
Iron: Rusted bursturdy, lron doors in a dungeon are hinged like,
{wooden doors. These doors are the toughest form of nonmagical
door, They are usually locked or bagred.

4

. ]
Dungeon doots may be locked, trapped, enchanted, reinforced,,

barred, magically sealed, or sometimes just stucle All bur the weake

est chatacters can evenmually knock down a daar with 2 heavy ool

such as a sledgehammer, and & number of spells and magic items|

(give characters an casy way around a locked door. Attempts to lit-
erally chop a door down with an axe use the hardness and bt}

points given it Table 44: Doors. Often the easiest way o over,

ceme a recalcitrant door is not by demolishing it but by breaking

irs lock, bar, or hinges. When assigning DCs to attempts 1o kaock,

a door down, use the following as puidelines:

i
* DC 100 bower: a doot just about anvone can breakopen,

DC 11-15: a door thar a strong person could break with one fry
and an average person might be able ro break with ane try

[¥C 1820 a door that almosr anyvone could breal, given rine
DC 21-28: 1 door that only a strong o very strong person has s
hope of breaking, probably not on the frst oy,

DC 26+ a door that anly an exceptionally strong person has o
hope of breaking.

For specific examples in applying these guidelines, see Tahle 4-4:
Digor Types, page 119,

Locks: Dungeon doors are often locked, and thus the Open
Lock skill comes in very handy, Locks are usually built into the
door, either on the edge apposite the hinges or right in the middle
of the door. Built-in locks either control an ivon bar that futs out of
the door and into the wall of its frame, or else a sliding tron bar ar
hewvy woeden bar that rests behind the entire doar. By cnmras:.l
pidlocks are net buile-in but wsually run through two rings; one
on the deor and the other on the wall. More complex locks, such
as combination locks and puzele locks, are nsually bl into the
door itselll Since such keyless locks are expensive, they are typk
cally only found in sturdy doors (iron-bound woad en, stone, or!
iron doors). ——

The DC 10 pick a lock with an Open Lock check often falls in
the tange of DC 20 to DC 30, altheugh locks with lower ar hi
[Cs can exist. A door can have more than one lock, each of which]

must he unlocked separarely, Locks often sre trapped, us ually wi

poison needles thar extend out to prick s rogues finger,
Breaking a lock is sometimes quicker than breaking rhe whu!:f

means that a budltin lock is immune to this sort of treatment,




Keepin mind that in an occupied dunpgeen, svery locked door has
i key somewhere. I the adventurers are unable 1o
pick a lock or break down the door, finding
whoever has the key and getting i away
%, fom s possessor can be an interesting|
part of the adventurs, |
A special door (see below for exam-|
ples) might have a lock with ne ey, |
instead requiting that the right)
combination of nearhy levers must|
be manipulated or the tight sym-
bols must be pressed on 1 keypad
in the correct sequence to open
the doot, Youlte perfectly justified
in ruling that some purzle doors
must be solved by the players
rather than being bypassed by
an Open Lock  check—for)
example, if 2 door only unlocks,
when the riddle carved on ivis,
correctly answered, then ity
up to the plavers to
sulve the riddle,

Stuck Doors:

Dungeons  are
often damp, and sometimes
| doors get stuck, particularly

Lwooden doors. Assume that ahout 10% of wooden

{doots and 5% of nonwooden dooes are stuck. These

[numhm can be dovbled (1o 20% and 10%, respec-
tively) for leng-abandoned or neglecied dungeons.

t Hinges: Most doors have hinges. Obyviously,
piliding doors de nor. (They usually have tracks ov
\grooves instead, allowing them e stide easily 1o

Lone side.) :

Standnml Hinges: These hinges are meral, joining .I
one edpe of the door 1o the devcframe or wall '
hemembser that the door swings epen toward the
side with the hinges. (So if the hinges are on the
' side, the door opens toward them; otherwise
it opens away from them,) Adventurers can take
the hinges apart one at a time with successful
Disable Device checks (assuming the hinges are
on their side of the door, of eoutse]. Such a task
bas & DC of 20, since most hinges are rusted and
seuck, Brealding a hinge {s difficuls. Mose have a hard-
ness of 15 and 30 hir points. The break DC fora hinge
s the same as for breaking down the door (see Table 4—% Door

A Types)

b Nesled Hinges: These hinges are much more comples, and are
Hound only in areas of excellent construction, such as an under-
gmund dwarven ctadel. These hinges are built into the wall and
allow the door to swing open in either direction. PCs can't per at
the hinges to fool with them unless they break through the door-
Irume ar wall Nested hinges are typically found on stone doors bur
Somellmes ofuUr on "ﬁ."ﬂ(:lldeﬂ O I.rl;_l-n I'_:ll;J('I'TH_

Pivots: Pivots aren't really hinges ar all, but simple knobs jurting
from the top and bottom of the door that Gt into holes in the
deorframe, allowing the door to spin. The advantages of pivots

ire that they can't be dismantled like hinges and theyte simple 1o
E&kc- The disadvantage is that since the door pivors ondis center

Waaden door

[ gravity (rypically in the middle), nothing larger than half the
or's widch can fit through, Doors with pivots are usually stone
Jand aee often quite wide to overcome this disadvantage, Another
{selution is to place the pivot toward one side and have the door:
be thigker at that end and thinner toward the other end so that it
opens mare like a normal door. Secret doors in walls often pival,,

Srene door

since the lack of hinges makes it easier to hide the deor’s
presence, Fvors also allow ebjects such as booleazes 1o be uosd ax |
sectit doars, !

Door Teaps: More than just about any other facer of 2 dungeon,
doors are protected by maps. The reason is pretty obvious—an

(open door means an intruder. A mechanical trap can be connected

Lto a door by wires or springs so that it activates when the door ix
ppened—firing an arvow, releasing a cloud of gas, opening s trap
doar, letting loose a monster, dropping a heavy hlock on inrruders, |

_or whatever Magic mmaps such as glyphs of warding typically are cast|

| directly on the door, blasting intruders with flame or some other
magical attack.

Example: A magic door is trapped with a sequence of spells (pro-
gramned image and teleport or dimennon doorl, When the door is|
opened, anillusion of a dragon's head reaches forth out of the dack- |
ness beyond and appears 1o swallow the opener whole, receding

_back inte the darkness and no doubt leaving the rest of the adven-
iturers with mouths agape. In reality, the opener was releported
sinto.a nearby prison cell filled with the hones of previous explorers |
whao fell victint o the same trap, Only if the rest of the PCs are
brave encugh to press vawand can they find their comrade and free
him. (Of course, for all they know, he's been killed and eaten.. .. ] |
Special Doors: An interesting facet of o dungeon might be a
sealed door roo strong o break down, Such a door might be
opened only by operating secrel switches, or hid-
den (and distant) levers. Crafry builders make
using the switches or levers more difficult by
requiring thar they be used in a special way For|
example, & parteular door might only open if a,
serias -;)I'Itlur levers i rnmrit.tf into a spﬂ:ml: -4
tiguration—two pushed up, and rwo pushed down. |
Ifa leverin the series is put in the wrong position, |
it springs a trap. Now imagine how much morme
difficult it would be if there were a dozen or more
levers, with multiple seitings, spread out through
the entive dungaon, Finding the method to open a
special door (perhaps leading ingo the vaule, the
vampire's lalr, or the dragon's secret temple) cun be
an adventure in itself
Sometimes & door 15 special becanse ol its con
sracrion. A lead-lined door, for example, provides o
barrier against many
detection spells. A
J.‘Le:l'v’}- iren_door
might be buile
in ‘a eircular
design, rolling to one side
on a track once it iz opened. A
mechanical door linked with
levers or winches might not
open unless the proper mecha:
nism js activated, Snch doors
often sink into the floor, rise
up into the ceiling, lower like a
dawbridge, ar slide into the
wall rarher than merely swing-
ing open like a normal door,

Magic Doors: Enchanted by
the original builders, 2 door
might speak e explorers, wam-

(ing them away It might be pro-
rected from harm, increasing it
hardness or giving it more hit |

Lpoines as well as an improved

cgaving throw bonus against dis-

Jntegrate and orher similar spells.
A magie door might not lead into the space revealed bevond, bu
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instead it might be 8 poreal vo s fareway place or even another plane
of existence. A door magically shaped from g wall of force would
resist spells as well ax any arrempt 1o breal ir down {shorr of a dis-
mtegrate spell). Other magic doors might require passwrords or spe-
cial keys {ranging from the il feather of an evil eagle, to 2 noec
played upon alute, to.a certain frame of mind} to open them, Effec:|
| tively. the range and variery of magic doors is limived only by youe,
| imagination,
| Portcullises: These special dopes consist of iron or irenhon nd..
| thick, wooden shafis that descend from a recess in the ceiling above |
| an archway, Sometimes they have crosshars that create a grid, some-|
| times not. Typically taised by means of o winch or a capstan, a
| portoullis can be dropped guickly, and the shafis end i spikes o dis-
courage anyone from standing underneath {or o attempting o
dive under as it drops ). Once it is deopped, a portoullis locks, unless
it is 5o large that no normal person could lifr itanyway In any event,
llting a typical porteullis requires & Strength check (DC 25

Rogms
| Roems in dunpeons vary in shape and size, Although many are|
simple in construction and appearance, particalarly interestdng |
rooms have multiple levels joined by stairs, ramps, or ladders a:
well as statuary, altars, pies, chasms, bridges, and moere.
Keep three things in mind when designing a dungeon roem:

* Underground chambers are prone ro collapse, so many
| rooms—particularly large ones—have arched ceilings or
| eolumns to supparr the weight of the rock averhead.
|* Most rypes afi_me[l:igen'r creatures have a :tnﬁr:n{:}' to decarate

their lairs. It should be fairly commenplace to find carvings or
paintings on the walls of dungeon rooms, Exploring adventur-
ers also often encounter statues and bas reliefs, as well as
serawled messapes, macks, and maps left behind by others who
have come this wav before. Some of these marks ameunt to it
tle mare than graffid {'Robilar was here™), while others may be
useful to adventurers who examine them closely.

* Py close atention to the exits. Creatures that cant apen doos
can't lair in a sealed room without some sort of external wasistance. |
Smong erestures without the shility to open doors smash ther |
down if necessary. Rurrowing creatures might dig their own exirs. |

Corridors
Streeching into the darkness, o mysterious cobweb-filled passage
deeper into the dungeon can be inmiguing and a linte frighrening,
All dungeons have rooms, and mest have corridors. While most
corridors simply connect rocms, sometimes they can be encounter
areas in their own right due to traps, guard patrols, and wandering
. monsters out on the hunt,
| When designing a dungeen, make sure that the corriders are
Uarge enough [or the dunpeon residents o use. [For example, a
| dragon needs o preny big runnel o ger in and our of irs lair)
Wealthy, powerful, or talented dungeon builders may favor wide
corridors to pive s grand appearance to theirresidence, Otherwrise,
passages are no larger than they need to be. {Tunneling through
solid rock is expensive, bacl-breaking, rime-consuming work.)
Corridors narrower than 10 feel can make it difficulr for all the
members of the PC party 1o pet invelved in any fighes thar ocour, so
make them the exception rather than the mule.
Corridor Traps; Because passageways in dungeons tend to be
. narrow, offering {ew movement opticns, dungeon builders like o
 place traps in them. In g cramped passageway, theres no way lor
Lintruders to move amound concealed pits, [lling stones, arpow
| mraps, tilting floors, and sliding or rolling rocks thar fill the enrire
| passuge. Tor the same reason, magic rraps.such as glyphs of wasdng
are effective in hallways as well,
Mazes: Usually, passages connecr chambers in the simplestand |
straiphtest manner pessible. Some dungeon builders, however, |

Lrected spot. Cenerally, though, the far side of a maze halds an
! _IJ_'I:I.!_'ILI].'[ HERLE {"r}'pf or \'ﬂulr—snm E"Fl]al-.ﬂ ThﬁT t]'ll." I.':'Ll ng{'f_"n‘E 'in[f_'rl\].ﬂd

Miscellaneous Features
_Any dunpeon is made mores interesting by the inclusion of snmﬂ_u:_.

_accessways. and are sometimes guarded
Lar rmp]}ed. Iraps on stairs often cause
ntruders to slide or fall down (o the boe-
Jtom, where a pit, spikes, a pool of agid, o

(with some dangerous situation with which

design a mage oralabyrinth within the dungeon, These are diffi,
cule o navigate (or at least ro navigate guickly} and, when flled |
with monsters or traps, can be an effective barrier. Mazes curofls
one ares. of the dungeon, deflecring intruders away from oprms)

inhabiranes rarely need o geroe:

all of these featnres

Stairs: The usual way to connect different levels ofa dl.l.ngcunis
with stairs, Straight staivways, spiral staircases, or staivwells with
multiple landings beoween Mights of staics are all common ing
dungeons, as are ramps (sometimes with anincline spslightthaic
ean be difficult to notice—DC 15 Spot check), Srairs are impormot,

Sratue of a warmer |

some other dangers await,

Chutes and Chimneys: Smirs arent
the only way to move up and down in the
dungeon. Sometimes a vertical shaft con-
nects levels or links the dungeon with the
surface. Chures are usually traps that dump
characters into a lower ares—often a place

they smust contend,

Pillars: A commoen sight in any dungeon,
pillars and columns give support to ceilings,
'he larger the mom, the more lkely it has pil
lars, Pillars can be anywhere from 1 [oof o 5
[eet in diamerer—as a rule of thumb, the
deeperin the dungeon, the thicker the pillars
need to be 1o support the overhead weight.
Some pillars are large enough for characters
tand some monsters) to hide behind, crearing
some interesting factical possibilities. Pillars
rend o be polished and often have carvings,

aintings, or inscriptions upon them, .

- Stnlﬁes: I{eileclzjous ofpb}{gnne days, Frﬁ"i\ﬁﬁ :
statues found in dungeons can be realistic depictions of per
SONS, creatures, or scenes, or they can be less lifelike in their |
imapery. Sratues often serve 4s commemorative representations |
of people from the past as well as idols of gods. Starues may be =
either paintad or left bare. Some have inscriptions, Adventurers
wisely distrust statues in dungeons for fear that they may ani- |
mate and attacl, as a stone golem can do. Statues in a dungeon
could also be a sign indicating the pregence of a monster with a
petrifying power (medusa, cockatrice, erc). Feel free 1o utilive|
both of these idess, but don't forget that sometimes o stague 18
Just g STatLe.

Tapestries: Elaborately embmidered patrerns or scenes an clath,
tapescries hang from the walls ol well-appointed dungeon rooms or
corridors, They not only make chambers more comforable as ares
idence but can add 2 ceremental wouch te shrnes and thoone foome

WALLS, DOORS, AND DETECT SPELLS
Stane walls, iron walls, and iren doors are usually thick enough o
Islack rost detect spells, such as detest thoughts, Wooden walls, wood-
en doors, and stone doors are usually not thick encugh to do so,
However, 3 secret stane door buill into a wall ancl as thick as the wail
itself {at least T foot) does block mast detect spells,




Crafry builders take advantage of tapestzies to place alooves, con-
gealed doors, or secter switches behind them, Sometmes the images
in a1 tapestry con@in chues o
f the narure of the builders, the
inhabitanrs, or the dun-|
pean itself. !
Secret Doors: Disguised
ag.a hare patch of wall {or)
floor, or ceiling), & bookease, a fire-|
place, or o founeain, a secret door Jeads o
@ SECTET PRASIEE OF OO, SOmenne Xamining |
the area finds a secret door, if any, on a suc:
cessful Search roll (DC 20 lor a rypical
sectet door to DO 30 for a
R well-hidden secrer doorl

a chance to detect a secret
door just by f.'.'d.‘iLlH.ﬂ:r' loak-|
ing at the area, Many secrer,
doors  tequire a  special)
method of opening, such asa
hidden button or pressure
plate. Secrar doors can open
like normal doots, or they may
pivor, slide, sink, rse, or even
lower like a deawbridge o per-
it access, Builders might puta
secret doot dowm low near the
floor prhigh up ina wall, making it
L difficult to find or reach, Wizards
{bave i spell, phase door, that allows them fo create a magic secret
Lidoor that only they con use.

Daises and Pedestals: Anything important an display ina dun-

g, from a febulows treasure to a coffin, rends e rest arop @ dais or
1 pedestal. Baising the object off the floor focuses attention on i
{and, in practical terms, keeps it safe from any water that might seep
onto the foorl. A dais or a 'pedc:ita] is often
trapped 10 protect whatever sits atop it Tt can con-
ceal 3 secret trap door beneath itself or provide a
way 1o teach a door in the ceiling above itself

Vaults: Well protected, often by a locked iron
deet, 2 vault is 2 special room that conesine rreasure,
Theres usually only ene entrance—an appropriare
plece for o tap,

Crypts: Although sometimes constructed like a
wanlt, o crypt can elso be a series of individual rooms,
pach with its own sarcophagus, or a leng hall with

teeesses. on either side—shelves to hold coffins or
Bedios Wise adventurers expect 1o encounter undead
g crypr but are often willing roviskit tu ook for the
{presaure thar’s often buried with the dead, Crypes of
migst culpres are well appointed and highly deco-
ted, sinee the et that the crypr was created at all
shiws great reverense forehe dead entombed within,

People worried ahout undead rising from the
grave take the precaution of locking and tapping @
crvpt from the outside-—making the crypteasy. to.
get imro bue difficult 1o leave, Those worried about
tmh robhers make their crypes difficult to getinto,
Some builders do both, just to be on the safe side.
| Pools: Pocls of water collecr narurally in low

i in dungeons (4 dry dungean is tare), Fools
canalse bewells or natural underground springs. Ot
can be intentonally creared basins, cisterns, and
ountains. In any event, water is fairly common in
dungenns, Deep pools harbor sightless fish and somerimas,
WakEE—aguaric monsters. Pools FI'I.'IJ'L"id.E' water bor dungecn_

} Spiral itairvase made of irow

| this usually just makes the water foul or
| inted, Tarely a pool ora fountain gains the
| ability to bestow enchanmuents ot those who

| amazing as a wish spell. However, enchanted pools
| ave just as likely o curse the drinker, causing aloss

are merely decorative, but they often serve as the
|focus of 2 trap ot the enchanted funcrioning of a

| magic peol.

Tapester

denizens, ansd thus are a5 important an area for a predator to contzol |

as o watering hole aboveground in the wild. |
Thraugh secident pr design, peals can

hecome pollurad or even enchanted. While

drink from it—healing, ability score modifica-
tion, transmitation magic, of even something as

of health, an wnwanmed pelymorph, or some even
arearer affliction, Typically, water from a magie pool
loses its petency if Temoved from the pool formove
than an hewr orse.

Some pools have fountains, Occasionally these

Elevaiors: [n place of ar in additon o staics,
elevators (essentially oversized dumbwairers) can
palee iithahitants [rom one dungeon level to the
aexr, Such clevators may be mechanical {using
gears, pulleys, and winches) or magical (Tensars
Manting disk, ctc.). A mechanical elevator might
be as small as a platform that holds one char-_ §
acter at a time, or as large as an enrire wom. /===
ithat raises and lowers. & clever builder
might design an elevator toom thar moves up or .
down without the ocoupants' knowledge to catch them ina trap,or
ome that appears o have moved when it actually remained giill |

shifting Stomes or Walls: These features can cut off accesatog |
passage ot room, tapping adyventurers in a dead end or preventing.,
escape out of the dungeon. Shifring walls can [orce explorers 1o go
down a dangerous path or prevent them from entering.a special
area, Mot all shifting walls need be traps. For example, stones con-

trolled by pressure plates, counterweights, o

a secret lever can shilt our of 2 wall to

become a staircase leading 1o 2 hidden upper

TOOIML Of Sectet 1E‘dg{:.

Teleparters: Sometimes useful, sometimes
devious, places in dungeons rigged with a tele-
portation eflect (such as a telepovtation curele) trans-
port characters i some other location in the dun-
geon or someplice far away. They can be traps,
teleporting the urwary into dangerous situations,
or they can be an easy mode of ransport for those
whi builror live in the dungeon, good foe bypass-
ing barriers and_traps or simply o ger around
more quickly. Devicus dungeon designers might
place a teleporrerin a reom that transpoits char:
pctets to another seemingly identical room sothat

_they don't even know thev've been teleporred.

Altars: Temples—particulatly to dark gods—
often exist underground, Usually raking the
form of & simple stone block, the altar is the
main fsture and centeal locus of such a remple. |
Sometimes all the tmppings of the emple are
long gone. lost to theft, age, and decay, but the |
alrar itself survives, Surely thetes spme divine |
POWET OF conhection there siill ..
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Major Furnishings and Features |

Tahle 4-5: Dungeon Dressing—Major Fearures and

. Furnishings is  list of large or predominant fearures

| commenly found in dungeons, Use this s a andem genegatorwhen
creating & tandom dungeon or to Tound 0L ene you dre Creating.



Minor Furnishings and Features
Advenmures can come across small hirs and contenes of dungeon
rooms while cxploving. Use Table 4—a:
" hingeon Dressing—Minor Features and

oul e youl ale creating,

OBSTACLES,

7
'

fall o their deaths, be burned
alive, or find themselves pep-
pered with poisoned darts—all
wirhout ever having encountered
1 single monster. Dungeons tend to
ke filled with bartiers or life-threar-

rules for hendling common
wdr obstacles and eeaps, Remember
that you are always [ree 1o mod-
ify the DC or other details o

reflect spectfic conditions in
your dungeon.

displaying a gravd pesm

Falling
| One of the most common hegards o adventueees is a fall from
| some great height,

TaBLE 4-5: DUNGEON DRESSING—MA|OR FEATURES AND FURNISHINGS

l-'urni.lih:ny-. a5 an idea generator when |
creating a random dungeon or to cound |

HAZARDS, AND TRAPS |

In & dungeon, advenrurers can)

ening tmaps of one kind or)
another. The following sec-|
t'i.';]!'l.h ].H.':r |..|.U'r'\'|'.| =OIme ]JH.EIL'I

Falling Damage: The basic rule is simple: 1dé points of Ll:.:ungq,
peril feet fallen, to @ maxdmum of 20d6.
If a chamacter deliberately jumps instead
of merely slippdng or falling, the damage
lis the same bt che firse 1ds is
caubdual damape, A suc-
yeessful Jump checle {DC
151 allows the characrer
ta avaid any demage from the
first 10 feer fallen and con-
| verrs any damage from the
second 10 feet to subdual
damage. Thus, a character
wha slips from a ledge 30
feet up takes 3de damage.
H the same character delib
cerarely jumped, he takes
| 1d& points of subdual dam-
Lage aml 2di pninta I;JEILI;JUTL'-II

]Lu:l:'.p Ll'_ll:"'..k.. he laltes L11111. 1da
subdual damage and 1ds ner
mal damage [rom the plunge,
Falls onte vielding surlaces
{soft g_rul_l.ml mud} alse con
vert the first 1ds to subdual
jdamapge. This reduction is comulative with j:l.du.u_d. damage |iu
o deliberate jumps and the Tump shkill,
Falling into Water; Talls inwe water are handled somewhat,

—

d9s Feature{Furnishing d% Faatura/Furnishing ] d5e Fasture/Fumnishing
1 Alcove | a4 Fallen stores | g7 Platfarm
¥ Altar 1 as Firepit ER Poal
3 Arch | k1] Fireplace 69 Portcullis
4 Arrow slit (wall) fmurder hole ! ¥ Font pi| Rack
{ceiling) 38 Forge 71 Ramp
5 Baleony ag Fountain 72 Recess
& Barre! 40 Furniture (oroken) 73 Reficf
7 Bed 41 Cang 74 Sconce
5. Bench 42 Hay (gils) {5 Screen
] Bookcase 43 Hale 7a Shaft
o Brazier 44 Haole (blasted) 77 Shelf
11 Cage 45 Idal B Shrine
12 Caldron 46 Iren bars 7 Spinning wheel
13 Carpet 47 Iren maiden &0 Stall or pen
14 Carving 48 Kiln | Statue
15 Casket 49 Ladder &2 Statue (toppled)
16 Catwalk 50 Ledge &3 Steps
17 Chair 51 Loarm 24 Stool
18 Chandelier 52 Loose masanry &5 Stuffed heast
18 Charcaal bin 53 Manacles. 45 Sunken area
20 Chasm 54 Manger a7 Table {large)
21 Chest 55 flirrer LA Table {small)
g2 Chest of drawers 56 Masaic &9 Tapestry
23 Chute 57 Maund of rubble 1 Thrane
Z4 Coat rack 58 Cven 2| Trash {pile] |
25 Collapsed wall 59 Overhang 92 Tripad
26 Crate &l Painting 93 Traugh
7 Cupboard &l Partially collapsed ceiling 94 Tub
23 _Curtain 62 Pedestal 95 Wall basin
29 Divan 63 Peephule 96 Wardrake !
0 Came G4 Fillar a7 Weapon rack
11 [Doar {broken) 65 Pillary 28 Well
B2 Dung heap [=1] Pit {shallow) 99 Winch and pulley
13 Evil symbal 104 Workbench

.-3’-g =
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gitterently. 5o long as the warer i5.ar least 10 feer deep, the firse 20

teat of falling do no damage. The nexr 20 feer do subdual damape
{1d3 per 10-foot increment). Beyond thar, falling damage is normal
dimage {1d6 per additional 10-foot Increment).

Characters who deliberately dive into warer rake no E\'\‘
dimage onoa successful Swim or Tumble check (DG je
| L8], so long as the water is at least 10 feer deep for .h"'

LE.'I."E:!‘!.' 30 feet fallen. However, the DC of the check 1'.
Linereases b § for every 50 feet of the dive,

Variant: Generous DA who fee] that falling is
{ oo Jathal can make the Hest 1ds of falling damage
Lalweays subdual damage, no matter what the cir-
| CUmSances.

Pits and Chasms
Pirs in duugru:un:- come in three basic varieties;
uncovered, covered, amd chasms Lilee a cliff or a
I.R'HIL apitor a chasm forces characrers o either
detour arownd it or ge through the time and toog-
{ble of Rpuring out o way across, Pits and chasms
Ccan be defeated by judicious application of the
Climb slill, the Jump skill, or various magical
Migans
Lincovered pits serve ma.lnl}' o diﬁt:oumgc
tntruders from going a certain way, although they
| conse much prief to characters whe stumble into them in the dark,
ru.tuJ they can greatly complicate a melee taking plice nearhy,
| Covered pits ave much more dangerous, They can be detecred
pith a Search check (DC 200, bur only it the characrer is wakidng the
Leime to carefully examine the area hefore walking across it A char-

ir .-ffﬂ rlﬂm'
el icatsd o
il et ety

R e e

acter who Gile 1o detect a covered pit is still entitled o 2 Beflex|
save (DO 200 to avodd E_:i"ing into it. Howewer, if she was rnning or,
moving recklessly at the dme, she gets no saving throw and falls |
mutomatically, |
Trap coverings can be as simple as piled refuse (straw,
teaves, sticks, garbage), a large rug, or an acoual trapdoor
concealed g appear as a normal pare of the floor Trap-
l doors ususlly swing open when enough weight (usu-
ally about 50 w80 pounds) is placed wvpon them.
Dievipus trap builders sometmes design mapdoors |
so that they swing back shut after they open.|
tedy for the next victim, A variant of this is o
have the trapdoor lock once its back in place,
leaving the stranded characrer well and truly |
rapped. Opening such a wapdoor is jusr as diffi-|
4 cult as opening a regular door (assuming the char-
| acter can reach it at all), and 2 Strength check (DC
13} is needed to keep a spring-loaded door open.
Pit waps often have something nastier than just.
4 hard floor ar the batrom, Trap designers may put
spikes, mensters, or @ poal of acid, lava, or even |
water at the borrom (since even g victim profj-|
cient in_swimming eventually will tire and|
_drown i trmpped long enoughl,
Spikes ar the bortom of o pit may impale unlucky
characters. Such spikes deal damage =5 daggers with a +10.artack
bonus and a +1 damage bonus for every 10 feap ol the Gl {60 o max-,
imum damage bonus of +57. I there are mulriple spilies, the falling |
victn is attacked by 1d4 of them; Narmurally, all this damage is in|
addition te any damags from the fall ieseld,

allr

TaBLE 4—6: DunGECoN DReEsSING—MINGOR FEATURES AND FURMISHINGS

1] Feature/Fumnishing d% FeaturefFumishing d% Feature (Furnishing
1 Anvil 34 Dripping water 57 Pillaws
i Ash L] DL 68 Pipe ismoking pipe)
3 Rackpack 36 [ust A% Pole
4 Bale {straw) = 37 Engrayving 0 Pt
5 Ballows 38 Eguipment [broken) a Pattery shard
E Halt 30 Equipment (usable) 72 Pouch
i) Bit= of Fur 40 Flask 73 Puddle (water]
LB Blanket 4] Flint and Tinder ¥4 Rags
L5  Bloadstain 42 Foodstuffs (spoiled) Ja Razer
0 Bones fhumanaid) 43 Foodstuffs [edible) 76 Fivulet
1.1_1__ Bones (nonhumanoid) 44 Fungus. 77 Ropes
H]J Boaks 45 Crinder 78 Ruries
i3 Boots 46 Hoak 79 Sack
14 Bottle 47 Horn A0 Scattered stanes
5 Biox 48 Hourglass a1 Scarch marks
|16 Branding fron 49 Insects B2 Scroll {nenmagical)
17 Broken plass 50 |ar 23 Scrall case (empty)
1% Bucket 51 keg 24 Skull
19 Candle 52 Ky 85 Slime
20 Candelabra 53 Larrip 86 Saund {unexplained)
['21 Cards (playing cards) 54 Lanzern &7 Spices
i Chains 55 Markings a8 Spike
iR Claw marks 56 Meold 8 Teeth
A4 Cleaver 57 Mud ] Tangs
|25, Clothing 58 Mug 91 Tools
|18 Cobwebs 59 Musical instrurnen 92 Tarch (stub)
rH Cold spot &0 Mysterious stain a3 Triay
% Corpse (adventurer) &1 Mest {animal) 04 Traphy
i) LCorpse [manster) &2 Odor {unidentifizble) 05 Twine
in Cracks 63 il [fuel) 96 drn
L Dica G4 Oil (scented) 97 Utensils
A2 Discarded weapons &5 Paint 98 Whetstane
5| Dishes =13 Paper o3 Weod [scraps)
100 Wiords (scrawled)




Monsters sometimes live in pits—oozes and jellies find that
plenty of food comes to them if the trapped area is well traveled
Any monster that can fir inro the pic might have been placed there
by the dungeont designer, or might simply have fallen in and not
been able o climb back out, [n the latter case, either 1t hasn't been
there long, or somerhing has been feeding it I the pir has water, |
the builder may have stocked ie with piranhas or other cornivorous |

| fish. When all is said and dene, though, monsters that need no

upkeep—such as undead and constructs—make the best cholces|

| for creatures to inhabir 2 pit.

A secondary trap, mechanical or magical, ar the bortom of a pir

| cam be part cularly deadly, Mlivaltd_b;.-' the [alling victim, the sec-

I rl'l'iE'll: m-.:ll.ﬁt{':r 'Il.rlnlfrI"I"ll.ll'l'll'lhI
| devices can all be found at
| the bortoms of pits

Cave-Ins and

Collapses

\dungeon explorers face
Lthe danger of being

I[_I.',Ie'!,-' mav ]'.‘I.'! i'.l'i]'L]'L\'.'{l

ondary trap attacks the already injured
character when she's least ready for
it Arrow teaps, blasts of flame,
sprays of acid, magic symbelsor
glyphs of warding, or even

Cave-ins and collapsing
tunnels are extremely
dangerous, Mot only do

ceushed by rons of falling
tock, even if they survive

they make a successful Reflex saving throw { DO 15), Characiersin,
the slide zome who fail their saves are pmnul
Pinned characters take 1d& pcnntl. of subdual :]amag{: peL mmuﬂ: !
while pirmed. 1f such a character falls unconscious, he muse mﬁk{:a.,
LConstitution check (DG 150 If the character fails, he mhkes 1de
| prints of normal damage each minute therealter until feed or dead
Chatacters who arent buried can dig out their friends In 1
minure, using only her hands, a characrer can clear mocks and debns
equial to five rimes her heavy load rating (see Table 9-1; Carrving,
Capacity, page 142 in the Plavers Hondbook), The amount of lese
stone that Alls a 5-footby-5-footarea weighs ane 1on (2,000 pounds), |

Therefore, the average advenres

iSer 10, heavy load 100 Ib)
takes 4 minutes o clear i 5|
foot _cube Glled  with]
stome (100 1h, % & = 500
Ib,, 5001k, ¥ 4 = 200

400 Th) ean accom-
plish the same leatind |
minute (400 Ik x 5=

an_approprate tol,
such s a plels, crowbar, |
or shovel, & digger cin

Ik} A balf-ore with 30
Strength (heavy load |

2,000 I, Armed with |

clear loose stone twice ]
as quickly as by hand |
You may allow a pinsed |
character o free hime!
self with a successtul)

! beneath a Pllr: of rubhble
|or cut ofl from the onky
known exit. A cave-in

l'.ll,J_'l'l | ﬂn':rl;"rlt 11 ﬂ'ﬁr: J.'nh].-
dle of the collapsing area,
and then sliding debris
damages anyone in the
F-E:Ti!'-hnr}' of the I.'l)]].!P:-ii‘_".
A typical corridor subject
to & cave-in might have a
bury zone 30 feer long and
0 slide @one of 10 [eer ar
either end of the bury zome.
A weakened ceiling can
be spotted by a successful
Knowledge (architecture

|and engineering) or Craft
| (stonemascnry) check (DG
| 201 Bemember that Craft
| checks can be made un-

trained as Wisdom checks
A dear! can make such a

check il he simply passes
within 10 [eet ol a2 weakened

ceiling,

A weakened ceiling may col-
lapse under the impacr of 2 major impact o
concussion. A characrer can cause a cave-in by dealing 20 poines of

A water trap threatens fo guench
Albandra’l fife.

Srrength check (D0 250
Mechanical Traps
- Dungeens are frequenthy

equipped with fiendish
mechanicyl (nonmagical)
traps, such as hidden cross
v that e when the vie-
rim unwittingly stape on a
migger plate on the floor o
hallways ngged o collapse in

a deadly cave-in, & map rypk
cally is defined by its locaran
and triggering conditons

b hand it is to spot befone i
poes off, how much damage it
deals, and whether or not the

heroes receive o saving throw o
mitigate its effecss Traps that

attack with arrows, sweeping |
blides, and other types of weaponzy

m,i]kﬁ ]:I.Cl'lm;ﬂj ﬂml’.k 'ITI”S. '-'l.']rl'l an i']ﬂm']i.

bomas a5 determined by the Dungeon Master,

Crearures who succeed at a Search check (DO 20) detect a sim-
ple mechanical trap before it is triggered. (A simple trap isa snare, |
a Leap LEigper ed b o triprvire, or a large trap such asa pir)

& rogue (and only a rogue) who succeeds at a Search check ! I.l{.
21) detects a well-hidden or complex mechanical cap before it {5}
tiggered. Complex maps are denoted by their miggering mecha|

rr

WA 2009

dumage to the weakenad ceiling or by breaking itwith a successful
strengrh chegk (00 241, A weakened ceiling also collapses if this

| damage is done o the columps or pillacs supporting it racher than

| directly to the ceiling ltsell

Chatacters in the bury zone of & cave-in sustain 8ds points of
darnage, or half that amount if they make a successful Rellex sav-

ing throw (DC 15} They are subsequently pinned. Characters i
the slide zone sustain 3de points t:ll-llamag-:. o ne dajnuge at allif’

\nisms.and involve pressure plates, mechanisms linked 1o doors,

changes in weight, disturbances in the air, vibrations, and otheel

sores of unusual ilppers,

""IJl.JIiJl‘Ip hiechanical Lraps

| Like any other form of crafting, the building of mechanical teaps
requires the proper marerials, time, and the appropriate Cralt skill



{in this case, Craft [trapmaking]l. As a rough estimate; assume that
atrap costs 1,000 gp and requires one week o construct per point
of Ll'l.:lllcng_c Bating, Thus a typical poricullis map (CR 2} costs
2000 pp and requires two weeks to constroce, See Chapter 7:
Rewsards for rules on assipning Challenge Ratings to ttaps.

Simple Mechanicul Traps ;
{The following are common mechanical traps, found in dungeons,
Lthe world ever. Provided foe each trap isits Challenge Rating (CRJ

igartack bonus (when applicable’, the amount of damage ivinflices|

Un parentheses), and the DCs for saving throws or skill checks o

Sl wvodd, sndfor disable dhe trap,

| Arrow Trap: CR 1; 410 ranged (1de/xd crit); Search (DC 203;
Disable Device (DC 20), Mote: 200-lt. max range, targetr derer
mined randamly from those in s path,

Speat Teap: CR 2 12 ranped (1d8/%3 crit); Search (DG 20}; Dis-

Lahle Device (DC 200 Mote: 200-fe. max range, targer determined
mndomly from those in its path.

Pt Trap (20 _Ft. Deep)k CR 1; no attuck mll necessary .j-.iﬁm
| leflex save (DO 200 avoids; Search {120 207; Tsable Device (DC 200

Spiked Pit Trap (20 Fr. Deep): CR 2; no attack roll necessary
Iidﬁ], 10 meles (1de .li'|11'|c<:.li for 1d442 points ol Lim:mg_e per suc-
eesaful hit) Reflex save (DO 200 aveids; Search (DO 200, Disable
Dheyice (DT 200,

Pit Trap (40 Ft. Deep) CR 2 no attack roll necessary (4de)

| Beflex save {DC 203 avoids; Search (DC 20 Disable Device (OC 200

i_ Spiked Pit Irap (40 Ft. Deep): CB % tio atteck roll necessary

By 10 melee (1d4 spikes for 1d4-4 points of damage per sue-

,:mfu] hit}; Beflex save (D 200 avolds; Search (DC 20} Disable
|DE‘|"|EE (DG 205
. Pit Trap (60 Fr. Deep): CR % no attack roll necessary (ede),
| efley save (DC 200 avoids; Search (DO 200 Disable Device (DC 20,

_ Spiked Pit Teap (60 Ft. Deep) CR 45 no attack roll necessary
Lgdg), 10 melee (104 spikes for 1445 points of damage per suc-
Lepsalul hivh Refley save (DO 200 avoids; Search (DC 200 Disable
I Device {DC 207,

Pit Trap (80 Ft. Deep): CR 4 no attack mll necessary (Sde);

Reflor zave (DO 200 avoids; Search (DO 200 Tsable Device (D0 200,

Spiked Pit Trap (80 Ft. Deep) CR 5 no attack coll necessary

{86, 410 melee (1d spikes for 10445 points of damage pex suc-|

eessinl hich; Reflex save (DG 20 avoids; Search (DG 200 Disahle!

Device (DG 200,

Fit Trap (100 _Fr. Deep): CR 5 no attack roll necessary
ioda) Heflex save (DC 200 avolds; Search (DO 20); Disable
Device DG 20),

Spiked Pit Trap (100 Ft, Deepk CR 6; noattack roll necessary
iods), +10 melee [1d4 spikes for 18445 points of damage per suc-
u-_ssfu] hitl; Reflex save (DO 20% avolds; Search (DO 20% Disahle
vice fDC 20,

n Meedle ‘Imp CR 2; +8 ranged (1, plus greenblood oil

dson); Seavch (DC 223 Dus'l:lh. Device (T 200, Note: See page 80
lor i description of greenblood oil poison and its effects.

Hail of Needles: CE 1; 120 ranged {2d45; Search (D 227, Dis-
able Device (DO 223
El'ulhj.l:l.g wall Trap: CR A0 no attack roll rul.juirr_'-;l {20dé);
Search (DC 200; Disable Device (D 25).
Scything Blade Trap: CR 1; 48 meles (13853 critl Search ([
31}, Msable Device (DN 200,
. Elling Block Trap: CIL 5 #15 melee (adeak Search (DG 207 Dis
Tnhlt Dievice { DO 250, Note: Can strike all characters in owo adjacent
cified squares (zee Falling Objects, page 83).
Large Net Trap: CR 1; <8 melee (sew notel; Search (DC 20); Dis-
¢ Device (D 250, Mote: Characters In 10-[t square are grappled
by net (S 18l if they fail a Beflex save (DC 14),
Foison Gas Trap: CR 10; no attack roll necessary {see note
|Belowy Search (DC 213 Disable Device (DC 25% Note: Trap
meleases burnt othur fumes (see Poison, pages 79-800,

e

: % A

Flooding Boom Trap: CR 5 no attack roll necessary (see note |
below);, Seatch (DC 203 Disable Device (DC 25 Nete: Room,
floods in 4 founds (see The Drowming Rule, page 851 |

Portoullis Trap: CR 2 +10melee (3de 52 crit); Search (DC 20

| Iisable Device (DC 20). Nete: Damage applies only to those
[ undermnearh the pnrtcu]].ih._Purtl:Llﬂis blocks passageway:

ﬁiagic Traps

Many spells can be used 1o creare dangerous maps. For example, |

highe-lewel clerics can create glyphs of warding ot symbols 1o prevent.
Lintruders {rom entering a particular area, while htg,h level wizards

can creste fite braps or pertanent images to conceal dangers o con
fuse invaders. Unless the spell or item deseriprion states otherwise,
assume the [ollowing o be e

= A successlul Search check (D 25 + spell levellmade by a rogue
{and only a rogue) detects & magic wap before it goes off. Cther
characters have no chance to find a magic tap with a Search
check.

* Magic traps permit a saving throw in order o avoid the effect

(DC 10 4 spel] level % 1,51
Magic traps may be disarmed by a rogue (and anlyarogue) with |
a successful Disable Device check (D 24 + spell level ).

Creaning Magc Iraps

Creating # magic rap costs experience points and geld, just ke
crearing magic iteme. 10 u trap is a one-use device, the cost for cre

sation iz 50 gpand 2 XF hath multiplied by the caster level Ifa nap |

has multiple uses (or functions continually), the costfor creation i |
500 gp and 20 XF both muleiplied by the casrer leyel, Devising and |
placing s magic trap not covered by existing spell effects is juse ke |
creating a magic item (see Chapter 8: Mugic Items) Building a|
reap-filled dungeon filled with magical dangers is thus a costly.
PTIJI:L'E?E.

The spells listed in Table +7: Spells for Magic Traps can create.
interesring magic traps, Use the list to pick from, get ideas, or gen-
evate traps Tandomly, Keep in mind that this list does not tespect
power level, and some effects may be clearly underpowered or
ni’&qjl;mri‘.r‘c:fl 'E:JT a E':i.'\"l:l'l. encounier

Sample Magic Traps

Magic maps come in all :.hq:u:s q.ud forms, Cnly the power and devi-
ousness of thear creators limic them, The following are merely a few
examples of the simpler magic traps. Provided for each trap is i
Challenge Rating (CR), the area the ap affecrs or irs arrack bonus
iwhichever spplies), the amount of damage it inflices (in parenthe
sesy, and the DCs for saving throws or skill checks o find, avoid,
mnd/or disshle the trap,

Flame Jet: CR 2; 1-f-wide, 50-f-long stream of flame (3de};
Reflex save ([ 13) avoids; Search (DHC 257 Disable Device (DC 261

BEHIND THE CUETAIN: TRAPS

Why use traps? Traps change the play of the game. If the adventurers
suspect traps or have encountered them frequently in the past, they're
rmuch more likely to be cavtious on adventures and particularly in
dungeons. While instilling a little fear and paranoia in players can be
fun, you should be aware that this also tends to slow down play, and
searching every square foot of a corridor can get tedious for players
and DN alikes,

The selutian is to place traps only when approprigte. People trap
tombs and vaults to keep oul intruders, but traps can be annaying and
inappropriate in well-traveled areas, An intelligent creature is never
going to build a trap that it might fall victim to jtself




Lightning Blast: CR 3; 5-ft-wide, S0-fr-long blast (3de; Beflex
gave (D2 13) avoids; Search (DO 26% Dhsable Desdce (OO 257

Globe of Cold: CR 4; 20-ft,radius sphere or hemisphere (5do);
Reflex save (DC 15} avaoids; Search (I 273 Disable Device (4 250

Electrified Floor: CR 4; section of floor (3d10); Beflex save (DO
14 for ha].l-l.iama,g,-:; Search (DC 25); Disable Device (DC 257,

Floor Transforms inte Acid: CR &; secticn of floor (10ds);)

| Beflex save (DO 16} negares; Search (DT 285 Disable Device (DO
|30k Note: Successful save means character dives to safety in)
Hime,

HMusion over Spileed Pit {20 Ft. deep): CR 3; fio attack rall]
required (2de}, 10 melee (1d4 spike attacks lor 1d442 points of
damage per successtul hit); Beflex save (DC 15} nepates; Search
(DG 200 Disable Device (DG 200

Air Sucked out of Room: CR & one room {zee note below);
Search (D 280 Disable Device (DG 300, Note: Deals suffocation

_damage (see Sulfocation, page 88),

DUNGEON ECOLOGY

| The inhabited dungeon is an environment in and of imself J"hf'
creatures that lve there need to eat, deink, breathe, and sleep)
just like the creatuices of the forest or the plains. Predators need
prey,

=

Creatures livi ngin the r_{ungcoﬂ neﬂd to be q]:l]f:
| tor get around, Locked doors, o even doors thae
| requice hands 1o open, can prevent creatunes
Lo petting to food o searer

Consider these facrors when designing
Lidungeon yvou want the players to helieve in, If the environ-
ment doesn't have some logic behind it the PCs can’t make deci-
sions based on re .nurung while adventu ﬁng there. For E‘Jr."lTI'IT!-_!-;_, }
upen Hnding a peol of fresh water in the dungeon, a characrer,

L

T

should be able 1o make the assumption that many of the cres
rures inhabiting the place come to that spot often. Thus, the PCs|

could wairin ambush for o particular crearure char theyre after |

Bits.of faulty dungeon logic, such as all the doors in o dungeon)
tbeing locked when the dungeon is home 1o many creatures,
,{lt‘h‘lft)}" any chanc:: u:Jt-H:rj,s,imi]iTuL{r.

Dungeon Animals
Mor everything that lives in a dungeon i= 8 monster, Other ces |
rures inhabir these unlit labyrinths as well -

Creepy Crawlers: Insects, spiders, grubs, and worms of 11.1!
types live in the dark tecesses of dungeons, They donk presenc i
teal threat, but Lhr::,' des pmv:itll_' food for p1'::]atnrs and_mvengeri
in the dungeon

Rats: Bats make up an impottant part of any dungeon ecologg |
These omnipresent vermin serve as the staple for most dungean
spredators and scavengers. In huge packs, they become a theest
| themselves,

Bats: Lile rars, bats are found theoughout any dungeon -.-.-Ith
| access to outside air, Although never euly dangerous, o swarm of
bats can cbscure vision and hamper the actions of dungesn

delvers—pardcularly spellcasting.

4% Other Animals: Strange as it may sound, other <'|1:u.|.'|.'|.1J_«,.J-u,1:q,r
ing from small crearures such as badgers and ferrets to lugpe

M cmnivores such as bears and apes may ke 1o a fulltime {or

ey almost full-rime; subterranean existence in a wotld flled,

W 7 with dungeons and caverns, Predarory antmals such as gers|

wirlves, and snakes follow theic prey down oo thel

teem with_all sorts of fish, warer
rn!mmalli. i.i]'ld. H';.j"Jﬂrl T rE']TI'L!f'k

Tordek f
Satls victin. [l
1o magc
W Jighitring trap,

Oiver the genern:
tions, dungeon anl
mals have developed
darlovision in order tosur
vive, They adupted to their
environment. Jnd mow
they thiive in the dack

pessages. They feed on
mold. fungl, or sach
other. Because of the
lack of sunlight, many
gpecies have hecome entirely

the darkness.

who in turn pose a threat to adventuners. |

| dungeons and remain, becoming a part of the ecalogy |
Dieep dungeon delvers have broughit bacle stories of colossal |
caverns far underground with flocks of binds fying about |
And of course undesground sireams, lakes, and even 5&1;

confines of caves and|

whire, while others have evalved a black coloration 1o hide in)

[J:mgﬂmn Slimes, Molds, and Fungi

In a dungeon's d"lmp, dark racesses, molds and fungi thrive, "Z'?huh
some plants and fungl are monsters (see the Monster Manall, and |

| other slime, mold; and fungus is just normal, innocuous stuff, a few |

|varieties are dangerous dungeon encounters. For purposes of h‘p:‘!ls
cand other special effecrs, all slimes, molds, and fungi are rreated 28
| plants. Like traps. dangerous slimes and molds have CBRs and char
acters earn XP for encountering them.



Geeen Slime (CR 4)
 Glistening organic shidge coats almost anything that remains in the
damp and dark for oo long, bur green slime isa dangerous vaery of
this normal slime. Creen slime devours flesh and prganic materials
o contact, and is even capable of dissolving metal Bright green, |
Jwet, and sticky, it clings 1o walls, floovs, and ceilings in paiches, |
| reproducing s it consumes erganic matter, It drops from walls and,,
jeeilings swhen it detects movemenr (and possible food) below.
| Asingle parch of green slime deals 1d6 poings of temporary Con-|
;Jr.tlull.un domage per round while it devours flesh, Omn the first]
Lpand of contact; the slime can be scraped off a creature (most likely
(destroying the scraping device), bur after that it must be frozen,
(bumed, or cut away (applying damage to the vicom as well},
' Extreme cald or heat, sunlight, or a cure disease spell destrovs a patch
ofgreen slime; Against wood or metal, green slime deals 2d6 poines
of dumage per round, ignering metals hardness but not that of
!.'r"D‘.'I.Il At does not harm stone,

Dwarves consider green slime to be one of the worst hazards of|
mining and underground construction. They have their own ways,
of burning it out of infested areas, methods that they sav are thoe-|
gugh, “If you den’t de it right, the siuff comes right back,” they)|
chiim.

Mald and Fungus
Malds and fungi flourish in dark, cool, damp places, While some are
L dnoffensive as the normal dungeon slime, others ame quite danger-
]ju Mushrooms, putfhalls, peasts, mildew, and other sorts of bulbous,

TABLE 4-7: SPELLS FOR MAGIC TRAPS

B

brous, or flat parches of fungi can be found throughour most
dungeons. They are usually imofferisive and some are even edible |
ithough moost are unappealing or odd-tasting), |

Yellow Mold (CR &} I disturbed, a pateh of this mold bursts forth,

Lwith a cloud of peisenous spores. All within 10 feet of the mold must
| make a Fortimude save (DC 15) or take 1ds poins of temporary Consri-
| mtien damage, Another Fortimde save (DT 15) is reguired 1 minute

[ater—even by those whe sncceeded at the first save—tn avaid taking
2dé points of temporany Canstintion damage, Fire desooys url!u:n,:,

mold, and sunlight renders it dormant,

Brown Mold (CR 2): Brown mald feeds on warmth, dmwmgl
hear from anyrhing arcumnd iv. It normally comes in parches 2o 3
feet in diameter, and the temperature is always cold in the area sur-
rounding it. Living creatures within 5§ feet of it take 3d6 points of |
cold subdual damage. Fire brought within 5 feet of the mald|
canses it ta instantly double in size. Cold damage, such as from a

| gatie of cold, instantly desmroys it

_ Phosphorescent Fungus (No CRJ: This strange underground |

| fungus grows in parches that ook almost like stunted shrubbery, 1e

L pives off 4 solt violet glow that illuminates underground caverns

and passages. Drow culeivare it for foed and light,

WANDERING MONSTERS

While the adventurers are pxploring the dungron, the light of
their lanterns atiracts the aitention of hungry dire weasels, whe
come to see if thoy can catch some soft and juicy things toeat. On
another delve, a carrion crawler finds them and follows hehind|

di Spell dst  Spell d3%  Spell |
1 Acid fog 36 Ceas/guest 69 Screen
| 2 Alarm® 37 Giant vermin 120 Sepia snake sigi
3 Animate chject k] Glyph af warding 171 Shatter
4 Antimagic field (keeps speflcasters | 138 Crease (particularly useful far makrrlg 72 Silence [keeps spellcasters from
[rom foiling another trap)® l victims slide intc a dangerous drea)™ failing another Lrap)
3 Bighy's clenched fist A0 Harm 73 Sl living
g Blghy's farceful hand 41 Haold monster® 74 Slow
7 Bighy's grasping hand 42 Haold persan* 75 Spell tluming=
. & Binding 43 Imprisanment 76 Suggestion?
1.4 Blade barrier 44 Inflict eritical wounds 17 Summan monster |
_I.]EI Blindriess (or deafness) 45 Inflict_light wourds 78 Summan monster ||
W1 Circle of death 45 Inflict moderate wounds 74 Summan monster 11
{_12_ _Color spray 47 Inflict serious wounds 80 Summan monster [Y
rl.l Confusion 43 Invisibility (cast upon a dangerous 8] Summan menster [X
|14 Contagion object such as a pendulum blade) L summan monster ¥
{15 Darkness® 449 Levitate 23 Summan monster Vi
16 Disintegration 50 Lightning bolt g4 Summan monster il
17 Dispel good 51 Magic jar* a5 Summan menster Vil
18 Dispel magic I Magic missile 86 Summan monster 4
189 Dominate persan 53 Mass suggestion B Symbal
il Doom 54 Melf's acid arrow BE fasha's hidecus laughter
(21 Energy drain 55 Mind fog 29 Telekinesis®
i Enervation 58 Merdenkainen's disjunction a4 Teleport
Enlarge* 57 Mightmare a1 Temporal stasis
24 Explosive runes 58 CHiluke's telekinetic sphere a3 Trap the saul
Eyebita 59 Perrmanency (works with ather 93 Vanish
6 False vision zpells to make long-lasting traps)* o4 ‘Wall of fire
131 Fear Bl Permanent image= g5 Wall of farce (1o seal off an area)*
% Eeeblemind 61 Plang. =hift 946 Wall ofiron {to seal off an area)w
i Fireball 62 Palymarph other 97 Wall of stone [to seal off &n area)®
] Fire trap 63 Pawer ward, kill =14 Web*
11 Flaming sphere B4 Prisrmatic spray 99 Weird
32 Flesh to stone 65 Pragrammed image= 100 ‘Word of chaos
13 Forbiddance 6 Reduce *Best when used in conjunction with another
|14 Forcecage 67 Repulsion® spell, another trap, a dangerous area, or a
35 Cate BE Reverse gravity® guardian creature,




them, out of sight. When it hears a fight, it sembles up from

behind and tries o make off with a character who has fallen in
combat. On yet another expedition, the party meets another
party of adventurers. TF the two groups can work together, they

cun exchanpe vital information, trade valuable dtems, and possi-,
bly even work together The meeting, however, could just as.
easily turn into a nasty fight, Wandering monsters such as these|

{add unprediceability and action to dungean adventures.

Wﬂnderm_q Monster Rolis

A5 the adventurers explore a dungeon, male wandering monster |

rolls ro see if they encounter wandering memsters. Use wandering
monster rolls to add an unpredictable element to s dungeon delve,
15} E"I"I'.'m[T‘ﬂEﬂ l'.l'iﬂTﬂ{'."ETﬁ T _I";E!(‘:p mﬂving, ﬂ'l'll:! TCh pur a ]'.I‘Ti'._.ﬁ an
bl:'i:ng TS The exact formula for when yvou roll for wandc’rjng
monsters 1% Up 12 you, Lﬁ.nl_r.a]j}r, there 58 10% chance for a wan
dering monster 1o show up in certain conditions,

TABLE 4—8: WANDERING MONSTER SUMMARY
 Wandering Monster Chance = 10%

Make a wandering manster rell an d% in the following clrcumstances: |

= Every hour the characters are in the dunpeen.
When the characters make noise,
= In high-traffic areas.

You may decide to add or omit rolls in the following circumstances:

i = In cleared-out areas of the dungson,
o= While the characters are leaving the dungecn,

When a Certain Amount of Time Has Passed: Making one
| el per hour is eypical. You can roll more eften io heavily popu
| lared areas, up to as often a5 once per every 10 minures, I you're
| not already tracking fime in the dungeon and you dont wanr to

start, roll for wandering monsiers when the characrers are doing
anvthing that takes a long time (such as taking 20 while searching
a oom for secret doors) instead of by the clock

When Characters Make Noise: Breaking 1 door or having a.
rvpical fight counrs as making noise, Breaking a door and then hav- |

=

Mansters Encountered
In a sprawling, random dungeon, you can simply use the rndom|
monster_tahles (Table 4-15: 1st-Level Dungeon Encountems)
through Table 4-35: Bandom Dragons) to determine which mon.

psters wander by Reroll il the result would be a stationury ereature.

i or one unlikely ro wander, 1o a smaller or special dungeon, mike

i your own tandom enconmter rables,

The entries on g custamized wandering monster lse can inds

cate individual monsters or groups of monsters rather than ldnds,
. of monsgeers, For example, the entey "Large monsttous scomi
{could mean a particular scorpion that lives in this dungeon rache
than a randem scorpion from an indelinitely lacge populoion of
similar scorpions. That way, once the characeers have lilled that
SCOTpinT, rhg'"_,.r can't encounter it again. Creatures ona custmmuﬂ_'
I:]'lﬁ]'l.' Eﬂuld ﬂ:]"'_\-l_.! .l'iﬂ'l-f' ]ﬂ'l'l'q- I‘Cf"'!rl."d o7y Th[' d.u]]gﬁl;‘ﬂ ]Il.,ﬂpl |
adventurers who kill & creature while ith wandr:nng would lﬂ:r"
\find its lair empty. Similaely, those who kill it in its Lade would
LOEVET encounter ][ Wan f[E'T'IT'IE

| In the same way that you can invent the denizens of spem_ﬁ;

_;_IiiLnE&Dh roomms tather than d:ttrml.n.l.hb them mndnml}' you can
invent Sprciﬁc 'm'.-'ulllllzri.ng mofnsters, These could include e |
stevs that escaped from the PCs before (or that the PCs escaped
[rom}, Indeed, you can replace the idea of the wandering monster
with a sandom event instead. The chumacrers could hear ghdngin
the distance, stumble across random clues 1o the ljl.mgl.un.h past, o
become ‘.LL!JIf.'r:l to strange, (uctusting magical aums in p_]amu{
enco unl‘trlng_ '] wandtnng MOnsSLeEr

Wandering Monsters Treasure

Crverall, wandering monstets don't have as much trea
monsters encountered in their lairs, When NPCs are encouns
rered as “wandering monsters,” their gear is their treasure. Iniel
ligent wandering monsters might {50% chance) have & treds
whose level is equal to the dungeon level, Unintelligent mos-!
sters dont have treasure. A dire weasel's den mighl: b lirtered
with the valuables of creatures it has killed, hut it dogsn't carry
that stull around with it

Since wandering monsters have less treasure than monsters in
their lairs or homes, characters mrpically oy 1o minimize their
encotnters with wanderlng monsters,

ing a fight rght away counes as one instance of oeise, 5o its one.

roll, Getting inre a lond argument, knocking over a stamie, and nimn-
ning up and down stairs in full kit at top speed are other actions
thar might call for a wandering monster roll.

In High-Traffic Areas: Deciding whar constitures a high-uralfic
ared is up o you Youcan roll every time the chacacters enter a new
large corridor, provided those cormridors make it easy for creatures

to get to and fro and thus have a lot of traffic, Cither areas, such as
L pools of fresh water, might also artcact many coearures,
In Cleared-Out Areas: I the PCs have cleared out part of the
L dungeon, then vou can mll for wanderng monsters as they travel
theough a cleared aren to an uncleared area. After all, crestures
spread out wo A1 2 vacuum, -;J.a:miug abandoned tecritory as thewr
. These ralls reward players for staving in the Jung{'tm longer
at a stretch rather than retuening to the surface Frequently to heal
L (The more often tiu:}l leave and return, the more wanded ng
monsiers L].'n:}' face.)

When Leaving the Dungeon: While you have every tght to

roll [or '.v.audrrl.ng monsters as the party is ]n::a,vi.ng the dunguun,
L VOLL mighl decide not te. The chatactets gcncmﬂy ma]u:,guud titne
as they head for the surface, and they're usually taking a route they
have just used on their way in, 50 it's reasonable for the chance for
wanderi NE NOMSETE 10 o down. Alsa, ifthe p|:31.-'|:'1 5 know thar the

tend o break ol thair ::;-.:pi-:nr.mun when lhr}l feel l]'u.!_.-' can sl

handle another encounter, causing them to act more cantioysly|

than they want to or than you may want them o

charsciets mmht face an extra encounter on the L home, IJ.'}(,},

RANDOM DUNGEONS

This sectivn shows you how to generate dungeons randomly, from
the first dooe wo the great red wyrm and it massive treasure hoard
on the lowest, most dangerous level

DUNGEON LEVEL

The dungeon level measures how dangerous the dungeon (orany
other adventure area} is e thar locadon. Generally, o party of
adventurers should sdventure in areas whose level matches their)
own party level (though large groups can handle raugher areas and
smmall groups might need o stay in casier areas).

Some dungeons are a serics of levels or floors, each beneath the
one abhove, with more dangergus levels found lower down and
saferones nearer the surface. For such dungeons. the floor negrest
the surface can be 15t level (EL 1) and each 511{::5-5511;5'11..5_ Eq‘ffﬂ'_lt:l.'_el,_
can be one :lung:'nn lewel |'|1g§1r.1'. ::I'hr' second one down wapld b:.
2nd level, the third one 3rd level, and so foreh.) |

THE MAP AND THE KEY —]

Once you have decided the level of your dungeon, draw 2 map an)
graph paper {or regular paper, if thar's easier), Determine the gen-l
Ceral wall and Hosor types—masonty, hewn stone, natural caves, and |
L &0 00, B YO0 draw the maP.T]'u: Tn:]].'l-.'i]'l[)l.‘l]{l show rooms, corridors,
Land doors I vou plan to make a sprawling dungeon of nearly end-
less size, youdon't need to map it ull Hrst,
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TABLE 4-9: DooRr TYPES TABLE 4=1(: Room CONTENTS
de Type (DC to break) d% Room Contents
0108 Wooden, simple, free - 01-14 Monster anly
0% Wooden, simple, free and trapped 19-44 Monster and features
10-23 Wooden, simple, stuck (13) L |45 WMonster and hidden treasure
H Wooden, simple, stuck (13} and trapped | L 46 Maonster and tap
| 25=25 Wooden, simple, locked [13) | 47 Monster, features, and hidden treasure
Hi0. Wooden, simple, locked {13) and trapped ! |48 Maonster, features, and trap
431=35 Wonden, good, fres i 49 Manster, hidden treasure, and trap
B Wooden, good, free and trapped | |50 Manster, features, hidden treasure, trap
|34 Wooden, good, stuck (18) | 51-76 Features anly
43 Weoden, good, stuck (18) and trapped 7 Features and hidden treasurse
44649 Wooden, good, locked (18) 78 Features and trap
L Woaden, good, locked (18) and trapped o Features, hidden treasure, and trap
§1-55 Wooden, strong, free a0 Hidden treasure anly
6 Wooden, strong, free and trapped L Hidden treasure and trap
764 Wooden, strong, stuck (23) e Trap anly
rEi Wooden, strong, stuck (23) and trapped | | 83-700 Mothing |
,_ﬁi;ﬁ'.i Wooden, strong, lacked [23) |\ Features: Aall 1d4 minor features on Table 4<6: Minar Features and
4] Waooden, strong, locked (23] and trapped i . Furmnishings (0740}, 1d4 major features on Table 4-5: Major Features
i Stane, free } and Furnishings (41-80]. or both (81-100), |
T2 Stane, fiee and trapped Hidden Treasure: Roll 4 random treasure of the dungeon’s [evel o
7375 Stone, stuck (28) Table 7—4: Treasure. Typically, the treasure is hidden in such a way that
75 Stone, stuck {28) and trapped it takes a Search check {DC 20~ the dungean level) to find il
=19 Stone, lecked [28) Manster: Rall starting on Table 4-13; Bandom_Encounter Master
B Stone, locked (28) and trapped Table, Creatures in rooms with traps ar hidden treasures may or may
i1 Iran, free not know abaut thern, i
[52 Iran, free and trapped Trap: Roll an Table 4-11: Traps CR 1-3 or Table 4-12; Traps CR 44}
e Irom, stuck [28) or invent ane that suits the other cantents of the roam. |
] Iram, stuck [28) and trapped
LB7-85 Iran, locked (28} TABLE 4-11: TRAPs CR 1-3 |
90 Iren, locked (28} and trapped d% Trap = CR
r31—5'3 Doar slides te ane side rather than opening normally. a-1o Arrow trap 1
Reroll type (ignoring ralls ef 97+), Add 11 1o break DC 11-15 Spear trap 2
[54—.55 Daoar slides down rather than opening normally. Rerall 16-25 Pit trap {20 ft. deep) 1
type (ignaring raills of 314). Add +1 to break DC, 26-35 Spiked pit trap (20 ft. deep) 2
4749 Door slides up rather thap opening normally. Reroll 3645 Pit trap (40 ft, deep) 2
type [ignoring ralls of 914, Add +2 to break DC. i 4650 Spiked pit trap (40 ft. deep) 3
00 Cioor magically reinfarced, Reroll type {ignering rolls.af 91+ | 51-55 Fit trap (60 ft, desp) i
Break DC is 30 for wooden and 40 for stone or iron doors, | 5065 Poizon needle trap 2
Trapped: Roll on Table 4=11; Traps CR 1-3 or Table 4-12: Traps CR G670 Heil of needles I
44 %o determine the nature af the trag. 7-75 Scything blade trap 1
76—80 Large net trag |
You also wane a separate sheet of paper for the dungeons ke B1-25 Parteullis trag 2
The key describes the dungean. B6-00 Flame et 2
First, create the special parts.of your dungeon. These could be 9105 Lightning blast 3
ooms with your favorite monsters and rreasures, devious traps, 96-100 llusian aver spiked pil 3
tfange rooms with magic pools or enchanted starues, myvsteries DC to find a trap or to disable it is generally 20 = the dungeon level
Jand enigmias, or anything unusual you want to include. When you
invent the contents of a room, describe it in the key, give itanum-  TABLE 4=12: Traprs CR 44
ber, and chen put that number on the map to indicate where those d3% Trap CR
teatures are found, To determine what sort of door {or doors a 0118 Spiked pit trap (60 fi. deep) 'l
roamm will have, vou can roll d% and refer to Table 4—-9; Door Types 17=20 Pil trap (80 f. deeg] 4
ot simply select a type from chat list, 21-25 Spiked pit trap (80 fi. deep) 5
Mext, you can fill our the rest of the dungeon, sither by deciding 26-30 Pit trap (100 . deep) 5
what goes in each oom or determining it randomly, I you deter- 31-35 Spiked pit trap (100 i, deep) &
mine it randomly, roll on Thble +-10: Boom Contents for each 16-38 Crushing wall trap 10
reom, The resulis vou ger will lead vou to other random rablas heve 39-43 Falling black trap 5
Land inother chapters. r 4 ; 44-45 Poisan gas trap 0
. Youean roll for each door ahead of dme and record the resules 46-50 Flesding room trap 5
on your kev, or just roll for each deor randormly as vou plav, 1 you | §1-55 Globe of cald 4
&;‘:‘uu.ian even start with a blank map and roll door features and 5660 Electrified floor 4
contents as the player characrers explare, one room ara time. G1-65 Air sucked out of room 5
£ L6670 Floar transfirms inta acid §
RANDOM DUNGEON ENCOUNTERS 71100 Spellrelated trap Varies
This section shows you how to generate encounters randomly, | BC to find 2 trap.or ta disable it is generally 20 + the dungson fevel
eapeciully for encounters in dungeons, You can also use these] =Roll on Table 4-7: Spells for Magic Traps for spell,
5 g i 5 i i v %
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tables simply as lists from which you choose the encounters you
want ta putin your dungeon.

Rolling the Encounter
"lo generate a tandom dungeon encounter, follow these steps;

L Determine the dungeon level (see ahove), |
12 Boll d% and look ar Table 413 Bandom Encounter Master!
Table ro see which Dungeon Encounters table o roll on for the |
| encounter. !
3. Roll an the sppropriste Dungeon Encounters rable (Table 4-15:)
Lsi-Level Dungeon Encounters through Table 4-34; 20th-Level
Dungeon Encounters) o see what creatures are in the
encoumnter. If the result is o dragon, roll on Table 435 Random
Dreagons, If the result is ane or mare NPOs, see the NPO tables
at the end of Chapter 2: Characrers.
4 Where applicable, rall the indicated die to see how many
credrures are in the encounter. ]f}-‘nu ralled on an encounler,

TABLE 4-13: RanpoMm ENcouNTER MasTER TABLE

d% 1st Znd Ird 4th
01-05 st st Tst st
] — =2 ®3 wh
DE-10 st 1st 1st 1st
| — w2 w3 wd
11120 st Tst 2l Znd
! — =2 %12 w2
|.21-30 1st 2nd 2nd ird
— — ®3/2 32
31-70 st Znd ird Ath
=80 Znd 3rd Ath Sth
x1 /2 w23 23 x2/3
81-90 nd dth Sth 6th
%1/2 %12 212 w] )2
91-100 3ird Sth Bth Tth
®1 /3 CANE] %13 %13
d% 11th 12th 13th lath
01-05 7th Eth Ath 10th
=4 w4 x4 ]
0610 ath ath 10th 11th
w3 =3 =3 3
11-20 ath 10th 11t 12th
e xZ ®2 ®Z
21-30 10th 11th 12th 13th
| x3f2 %32 x3f2 =32
31-70 11th 12th 13th 14th
71-80 12th 13th 14th 15th
=23 ®e/3 w23 w23
£1-20 13th 14th 15th 16th
=12 #1012 EA ®1/2
91-100 14th 15th 16th 17th
%1/3 ®1/3 %13 %13

L)

3

table that's lesver than the dungeon level, increase the nume,
ber of creatutes encountered. If you rolled on an encounter)
table thar's higher than the dungeon level, decrease the nume|
ber of creatures encountered (see Number of Creatures, |
below, |

. Befer to the “Treasure column on the Dungeon Encounters

table you are using and rall d'% o see if the encounter includes
treasure, If it docs, roll on Table 7—4: Treasure. Usually, you
roll en the line that corresponds to the dungeon level, bur,
somerimes you ol on a higherlevel line (according o the,
bonus listed in the "Treasure” column). Base the trensure level )
an the dungeon level, not the level of the Dungesn,
Encounters table, :

Exception: If you can't reduce the number of creatuses,
encountered far enough, vou can base the treasure oo the
encounter’s actual level. For example, if on the 4th level of the
dungeon a rall of 93 on Table 4-13: Random Encounter

, Master Table sends you o Table 4-21; 7eh-Level Dungeon,

+

|
Dungeon Level i
Sth 6th Tt 8th ath 10th
2nd 2nd 3rd 4th 5th Bth
x4 x4 #4 x4 e il
Znd Ird 4th 5th &th Tk
w1 w3 w3 »3 w3 b |
rd 4th Sth Bith 7th Sth |
w3 =2 ) ) w2 Hi
4th Sth Eth Tth gith | r
w32 =32 %32 %312 x3 2 ®32)
5th Bth 7th Bth Otk 10th
Gth 7th Eth Gth 1 Gth 11th|
#2413 =203 x2(3 I w213 =21}
Tth Eth Otk 10th 11th 1 2tk
1)1 w12 Kl ®1f2 w12 w12
gth Sth 10th 11th 12th 13th
%1/3 w13 %1)3 =1/3 w3 %13
15th 16th 17th 18th 19th 20th
11th 12th 13th 1 4th 15th 16th
w4 B ) <4 | x4 =4
12th 13th 14th | Sth 16th 17th
®3 =3 #3 =3 3 bL |
13th T4th 15th 16th 17th 18t
w2 w2 EF K2 X Al
14th 15th 16th 17th 13th 19th.
x3f2 =3/ =32 ®3/2 %32 x3j2
15th 16th 17th 18th Tath 200th
16th 17th 18th 15th 19th 20th
%21 HEf3 =x2(3 =2/3 ==
17th 18th 14th 20th 20th 0th
142 ®1 2 x1/2 x1/2 x1/3 —
15zh 19th 20th 20th 20th 20th |
X143 13 ®143 x1/2 %2/3 =

15t to 20¢h: Roll the encounter on the appropriate table below (Table 4-15: Vst-Level Random Encounters through Table 4-34; 20th-Level

Random Encounters).
—: Don't medify the number of creatures encountered.

#3/2: Increase the number of creatures encountered by 1/2 (ar multiply by 3 and divide by 2). Round up fractions 50% of the time

#&: Double the number af creatures.
x3: Triple the number of creatures.
x4 Quadruple the number of creatures

#/3: Decrease the number of creatures encountered by 1/3 [or multiply by 2 and divide by 3}, Round off fractions {13 down and 243 upl
=142 Divide the number of creatures by 2, Round up fractions 50% of the time.
#1/3: Divide the number of creatures by 3. Reund off fractions {1/3 down and 2/3 up).




Encounters) where a subsequent roll of 02 indicates a black
pudding, there’s no way to reduce the number encountered to
1/ normal (as indicared in the entey rolled on Table 4130,
The encounrer Is thus with a single full-size black pudding,
And if the pudding has rreasure, muke ic a 7th-level reasure,|
not a 4ch-level one,

(6. Reldl hit paines for each monster, Uf any of the creatures are,

L using irem freasures s weapons. a8 armot of ih other ways,|

| adjust cheir statistics accordingly, |

ﬂumhm of Creatures

{ Ench entey on the Dungecn Encounters rables tells you how many

_creatures are in thar encounter. Table 413 Random Encounter

Master Table rells you how o increase or decrease the number of

ereatites encountered, depending on the dungeon level and the

Dungeen Encounters tablels lavel. For instance, if on the 2nd level

vl the dungeon you rell an encounter with 14442 goblins on Table
} + 15 Lst Level Dungeon Encounters, then the corresponding
on the Master Table (0120 on the 2nd-level column’ showr
that you should double the number of gobling to make it a good |
Ind-level encounger,

I you gee more than twelve creatures, you might want to rerol]
the encounter. Combars with thar many creatures can be hard ro
plag ind take o long time to resolve, and the creatures are probably
tonweak to be a pood fight,

TasLe 4-14: MopiFiep Die RoLL

. Die Multiplier
Rl ®1f3. =1J2 =2f3 x3/2 xz %3 e

L1 | | 1 1d2 1d3 1d3+]  1d4+2
1d2 1 1 1 1d3 1d3+1 d44+2  1dE+3
1d3 1 ] 1d2 1d3+1 Tdd4+2 1d6e3  1d6+45
1d3+1 1 Td2 1d3 1d4+2  1d6+3  1d6+5 14470
ldd+2  1d2 1d3 1d3+1 1463 1dB+5 1d4+10 +

| 1d6+3 _1d3 1d34+1 1d4+2 1d6+5  Td4410 = *
Td6+5  1d3+1 Td442 1de+3 1d4+10 = i ﬁ

*Reroll the enceunter. The creatieres are tao weak for this dungean level,

STRENGTHENING ENCOUNTERS

Instead of (or in addition te) increasing the number of creatures in a
wwer-level encounter in order te balance it for use as a higher-level
encounter, you can add 4 second group of creatures, make the crea-
ires stronger, ar give the creatures some unusuzl advantage.

To add & second group of creatures, roll ancther encounter on Table
4-13: Random Encounter Master Table and have all the creatures vou
rall wark together as a group. You might get agres with zombies (prob-
ably given to the ogres by an evil ogre cleric) ar mephits with bughears
{probably working together as brains and brawn, respectively). If you get
something crazy, such as a gold dragon and a vampire, rercll the second
encounter (or just increase the numbers in the first ene). Alternatively,
instead of rolling the second encounter, you can just choase a |agical
epmpanion graup fram the appropriate Dungeen Encounters table.

The extra encoiunter you rall depends on the multiplier you gat from
Table 4-13: Random Encounter Master Table:

* x3/% Roll once on the indicated level and ance mare on the Dungpean
Encaunters table two levels lower [with a minimum of at [east Tst-level),

* x2 Roll twice en the indicated level.

* x3: Roll twice on the indicated level and double one of the encourters.

* x4; Roll twice on the indicated level and double both encounters.

Lenerate treasure according to the more generous tressure entry found
for the two encounters.

Instead of relling normally and multiplying, you can iIIthild.-
choose to go to Table 414 Modifled The Roll, which tells vl the |
appropriate larger or smaller die to substitute.

Kiole

| Each encounter has a role: eritter, dragon, fiend, friend, MPC, ter-

|ror. tough, or undead, The encounter's role helps you think about

U howe the creamires might act, especially how they mighr interact
with other dungeon denizens. As used here, most of these terms

|are strictly convenient labels [or those roles (note that andead, |

| NPC, and dragon ave game terms in their own rght),

Critter: Crearures of limired (usually bestiall incelligence
whose main sceength lies in good combat abilities rather than spe-
cial powers. A critrer is dilferent rom e tough in that the critter iz |
unintelligentand less lilely 1o work ina group (orwith other crea |
tures), Howevar, critters can be pets or companions of fiends or

Jdoughs, Dire animals, gelatinous cubes, and purple worms are

L good examples of critters,

o Dragon: So powerful they deserve o catepory all to themselves.

1 Gt‘lt'd-dligh::d draguns ufﬁ:r_'ﬁw:l}r count a5 friends, Bvil ones count
as fiends, The less intelligent ones might simply act as terrors,

Fiend: Intellipent, usually hostle creatures, more likely to,
defeat the characters with special abilities than in a stand-up fight.
(%When such a creamure is good, its & fiend instead of 2 Bend, 1t
has special powers but isn't the sort of creature that could be the
brains in an operation, ir's a tervor.) Fiends cun have critters or ter-
rars a8 pets or companions, toughs as guards, undead as guards ar |
| companions, or other fiends as parmers, Mind layers and ogre |
mages are good examples of Hends.

Friend: A good-aligned creature. (Some dragons.and MPCs are.|
good. toa.) They can have critters as pets. Note thar nort all friends |
automarically ally themselves with the PCs, although they are
inclined o be friendly to nonevil parties (see Table 5-3: Inital
NPC Artimide), Couatls and celestials are pood oxamples of friends.

NPCs: Fellow adventurers. NPCs come in all vardeties of align-
ment, race, and class: An individual NPC may funcrion as a wugh,
a teerer, a fend, or & friend, depending on his ar her persanalits,

Te make creatures stronger, yau can increase the creatures’ Hil Dice
rather than their numbers {see the rules for creature advancernent in
the Monster Marmual). For instance, a black pudding might have 15 Hit
Dice instead of the usual 10 HD {and instead of thers being 142 black
puddings), Adding Hit Dice is an especially good idea for strengthening
& creatire that is uswally solitary or found in small numbers,

Far creatures that edvance by adding class levels rather than Hit
Dice, add 1, 2, 3, or 4 levels of an approgriate class ar appropriate class-
es, All the creatures can be the same class, or they can be 2 mig, like an
adventuring party. The number of class levels you add depends an the
multiplier;

* w3 241 level
® 242 levels
* 2143 levels
* e g levels

Cive the creatures the pear appropnate for MPCs of their class and class
levels. See the MPC zaction at the end of Chapter 2: Characlers, espe-
cially the sample MPCs.

Finally, you can strengthen an encounter by giving the creature or
creatures special advantages, For example, a black pudding is normally
balanced far a Trh-level encounter. but 4 black pudding in 2 raam filled
with fog would be a fine 8th-level encounter, (Oozes have blindsight, so
the fog wouldn't hinder the pudding in any way)




goals, and ability. See the section on NPCs at the end ui'.f,'jij.ap lar 2

Characters, as well as the section on NPC Atdiudes in Chaprer 5
Campaigns (page 1497,
Terror: A creature with special combar powers, A terror is dil

ferent from a fiend in thata fend is capable of being the braing in |
a group of monsters and a terror 15 not, A terror.can be the per or
companion of 1 fiend or 2 tough. Displacer beasts and hell hounds |

| gre pood examples of terrors.

Tough: A reasonably invelligent creamure whose main feature is |
| strong combat ability, They often work in groups, _
might be the boss of 2 group of lower level toughs or the body-

Alene, o tough

| guard of a fiend, As a group, toughs could be puards or troops for a
Lhigher-level tough or for a fiend. Toughs can have crirters or ter-
rors 45 pets o companions. Hobgobling and trells ave good exam-
ples of toughs,
Undead: Undead creatures. Some of them, such as vampires,
pmight alee effectively qualify as fiends.

TpuLE 4-15; 15T-LEVEL DUNGEON ENCOUNTERS

L7
070

05-09
10-14
15-17

1820
|21-25

|.26-30
(3135
| AEA0
| 41-45
46-53
56-60
B1-A5
G6-70
71-80
41-80

91100

%
0105

ME-10
{11-15

116-20
21-15

26-10
31-35
3g-17
3542
4345
L4650
L 51-55
| 5660
L61-70
L 71-80
£1-90

91100

Rale
Crittef

Critter
Critter
Critter

Critter

Diragan

Friend
Friend
MPC

Terror
Terror
Tarrer
Tough
Taugh
Taugh

Undead

Undead

Rale

Lrifter

Critter
Critker

Critter

Dragon

Friend
MPC

lerror
Terror
Terror
Terrar

Taugh

_Tough

Taugh
Taugh

U ngled

Lindead

Mumber of Creatures and Kind
1d3 centipedes,

Medium-size monstrous (vermin)
1d3+1 dire rats

14341 fire beetles, giant {wermin)
1d3 scorpians,

Small manstrous {vermin)

143 spiders,

Srmall monstrous [vermin]

1 dragan

[see Table 4-35: Random Dragons]
1d3 dwarven warriars

1d3 elven warriors

1 1st-level NPC

1 darkrnantie

1 krenshar

| lemure qdewil]

1dd=1 goblins

1 habgoblin + 1d3 goblins

1dé+3 kobolds

1d34] skeletans,

Medium-size [human]

163 zombies, Medium-size [human]

TabLE 4-16: 2MD-LEVEL DUNGEON ENCOUNTERS

Humber of Creatures and Kind
143 centipedes,

Large monstrous (vermin)

1d3 giant ants {vermin)

1d3 scarpions,

Medium-size monstrous (vermin
1d3 spiders,

Medium-size monstraus {vermin]
1.dragon

[see Table 4-35: Random Dragons|
1ci4-2 elven warricrs

1d3 1st-level NPCs

1 chioket

1 ethereal maraudsr

1d3 shriekers

Teld442 fermian workers

1d4+2 hobgoblins

1d3 hobgobling + 1d4+2 gobling
1d3 lizardfolk

Tadd 2 pres

1d4+42 zombies,

Medium-size [human)

1d3 ghouls

Treasure |

2054

2055
205
0%

20%

20% 42

B0% 41
807 +1
Cpar

DO +1
30% +1
509 41

B0 +1
8096 +1 |
A0% 41 !

S04

505

Treasure

20%

20%
20%

0%

5096 +4

B9 42
Cgar
203
20%
2058

B0% +2

803 2
A0 2
B0% +2
B0 2
203

%

d¥
01-0d

({3-04

L 0506

0708
0811

L1213

14

15

16+20

LAl=25
| 26310

,371-35

1540
4144
45-48
49-57
5358
5760
a1-62
FI-67
I
70-71
72-75
7680
8140

91-100

d%

01-04
0508
0512

,13-15

1620

21=13

24-26
27-30
31-35
3640
A41-45
45-50
51-5%
5660
&1-62
63-65
Be—&7

6270

=73

| 7476
J7-78

19-80

(BI85

L2600

|31-83
56100

Role
Critter

Critter

Critter
Critter
Critter
Critter
Critter

Critter
Dragan

Fiend
Fiend

Friend
MPC
Terrar
Terrar
Terror
Terrer
Terror
Tough
Tough
lough
lough
Taugh
Taugh
Undead
Undead

Role
Crither
Crilber
Critter
Critter
Cragon

Fiend

Fiend
Fiend
Friend
MPC

Terror
Terrar
Terrar
Terrar
Tough
Tough
Tough

Tough

Tough

_Taugh

[ough
Tough

_Undead

Undead
Lindead

_Undead.

TABLE 4-17; 3RD-LEVEL DUNGEON ENCOUNTERS

Mumber of Creatures and Kind
1d2 bombardier beetles,

_giant [vermin}

1d2 centipedes,

Huge menstrous (verrmin)

1d2 dire badgers

1d2 dire bats

1 gelatinous cube (ooze)

1d2 praying mantises, glant {vemmin)
1d2 scorpions,

Large monstraus {vermin]

1d spiders;

Large manstrous [vermin

1 dragan

[see Table 4-35: Handarn Dragons]
1d2 imps (devil)

1 wererat {lycanthrope)

and 1d3+1 dire rats

1dE=3 dwarven warnors

16341 1st-level MPCs

1d2 dretches [demon)

1 ethereal filcher

1 phantarm fungus

1d2 thogquas

162 vargouilles

1 bugbear and 1d4+2 goblins.
1d3+1 gnolls

1d442 peblins and 1d3 wolves
1d3 habgoeblins and 1d3 wolves
1d6+3 kabolds and 1 dire weasel
1d3+]1 troglodytes

1 shadow

1d3+1 skeletons, large [ogre]

TasLE 4-18: 4TH-LevEL DuNCEON ENCOUNTERS

Mumber of Creatures and Kind
1d2 ankhegs

1d3 dire weasels

1 ooze, gray

1d2 snakes, Huge viper [animal)
1 dragan

[see Tahle 4-35; Random Cragans)
1 formian warrior

and 1d3 formian warkers

1imp {clevil) and 143 lemures (devil)
1d2 quasits [demon)

1d3 lanterr archons {celestial)
1d3 Znd-level NPCs

| carrion crawler

| mimic

1d2 rust monsters

1d2 viglet fungi

| bugbear and 1d643 habgeblins
| ettercap

1d3 gnolls and 1d} hyenas
[treat as wolf (animal)]

1d3 lizardfaolk

end 1 giant lizard [animal)

1dZ magmins

1ogre and Td4-+2 arcs

143 arcs and 142 dire boars

1d2 worgs and 1d4~2 goblins
1dZ allips

1.ghost [MPC level 163]

| vampire spawn

1d2 wighls

Treasure
2058

W%

20
20
s ;
Ak
Ltz |

0%
— -4

BOSE =4 |

805643
809 41,

0% 43
Gear
s
18]
Fibi,
0%
0%
B0% vl{
BO%: =1
B0% = ]1'
B056 3]
20% 41
3'}36.11;!.
S0
505

Treasure

2%
0%
Ptk 3
20%
B0% 4l

B0 43

80% -3
B0% -3
SO% -2
Cear
0%
50%
20%
20%
B05 43
B9 13
B0 43

b
806 431
LTS
B0% 4
B0 +31
L1
500
S50
503



TABLE 4-19: 5TH-Lever DunGEoN ENCOUNTERS BE-T0__ Terror 1d3+1 yeth hounds pIo
d% Rale Number of Creatures and Kind Treasure =77 Teugh 1 ettin and 1d6+3 arcs 809 43
@102 Critter 1 ant, giant soldier 205 JE-R2 Teugh 1d3 ogres and 1d3 boars {animal) 209 43 |

anel 1d4+2 giant worker ants: (vermin) 8330 Tough 1d2 weretigers (lvcanthrope) BO%: +3
3305 Critter 1d2 dire walverines 200 L 81-100  Undead 1d2+1 zambies, Huge [giants] B0
1609 Critter 1 achre jeily (oaze) LS
LN Critter 1 snake, giant constrictor {animal) 20 | TaBLE 4=21: 7TH-LEYEL DUNGEON ENCOUNTERS
i.ll Critter Id2 spiders, Huge menstrous (vermin) 2026 | | ot Role Mumber of Creatures and Kind Treasure
113-15 Critter | spider gater 0% | 01-04 Crittes 1 black pudding {ooze) 0%
{1620 Dragon 1 dragon B 4, D05 Critter  1d2 centipedes, 20%
i [see Table 4=35: Random Dragoens) Gargantuan monstrous {vermin}
§21=21  Fiend 1d% doppelgangars B9 43 De-08  Crirter 1 criesphinx (sphinx) 20%

S-S Flend 1 greenhag (hag) 8094 +3 09-10.  Critter  1d3+1 dire boars 20%
2637  Fiend 1d3 mephits B9 +3 11-14 Critter | remorhaz 205
£330 Fiend 1d3+1 wererats {lycanth raps) B0%E <3 15 Critler |d2 scorpions, 20%%
41-35  Friend  1d3+1 blink dogs 50% -2 Huge manstrous [vermin)

(A0 MPLC 1d3+1 Znd-level MPCs Cear g0 Dragon 1 dragon B0 44
pd1-43  Terror 1d3 cockatrices 0% | [see Table 4-35: Random Dragons] ]
L{-ﬂ:ﬁ!_ Terror 1 gibbering rmouther e | 1 21-23 Fiend ld3+1 araneas L
[ 48=50 Terrar 1d3 gricks 0% s Bl Fiend 1d3+1 barghests, Medium-size 209 =3
{6152 Terror__ 1 hydra, 1d3+4 heads % | 25-26  Fiend 1d2 djinn 0% <3
3335  Terror 1 mightmare 20% 17-28 Fiend 1 formizn taskmastear 805 +3 |
S6-58  Terror 1d3+1 shocker lizards 0% and | minotaur [or ather CR 4 creature]
39-60  Terror | violet fungus and 14341 shriekers  20% 28-30 Fiens 1341 jann [genie) B0% 43
B1-64 Taugh 1d3+] azers 809% 43 31-35 Friend 1d3+1 hound archon (celestial) B0% +3
LB5-67  Tough Id3+1 bughears 80% 43 36-40 MPC Tddi ] 4th-level MPCs Lasar
bE-no Tough 1 ettercap and 1d3 Medium-size B0% 43 4145 Terror 1d3 cloakers _ 209,
e manstrous spiders L 4b—48 Termor 1 eryahydra, 1d3+4 heads (hydra) 2005 |
LI0-T2 lough 1d341 ogres B0%: <3 49-53 [esror 142 farmian warriors 3056 43
13-75  Tough 1d3+7 salamanders, Small B0%: 43 53-57 _ Teiror |invisible stalker 20%,
L J6-77 Tough 1d3+1 troglodytes and 1d2 giant 8088 <3 S8-a0 Terror 1 pyrahydra, 1d3+4 heads {hydra) 20%
lizgards {animal} [immune ta sterch] B1-65 Tough 1d3+] bugbears and 1d3+1 wolves BO% +3 |
| 73-80 Tough 1d347 wargs B0% 43 6670 Teugh 1 ettin ane 1d2 brown bears (animal)  80% -3 |
§1-35 Undead 1 ghast and 1d3+1 ghauls 50% T1-T75 Tough 1d3+1 minotaurs 505
(8630 Undead  1d3 mummies 18 Fe—80  Tough 7 salamander, Medium-size 80% +3
91-95 _ Undesd 1d3+1 skeletons, Huge [giant] 5% and 1d3+1 salamanders, Small
96=100  Undead 1 wraith 50% £1-90 Undead 1 ghost [NPC level Td343] S
1-100  Undead 1 vampire [NPC level 1d2+4] Cear

TABLE 4-20: 6TH-LEVEL DUNGEON ENCOUNTERS |
d% Role Number of Creatures and Kind Treasure | TABLE 4-22: 8TH-LEVEL DUNCEON ENCOUNTERS
01-02  Critter 1. digester W% | d% Role MNumber of Creatures and Kind Treasure
03=04  Crtter  1d3+1 dire apes 20% 01-03 Critter 1d6+5 ants. giant soldier [vermin) 209
05-06  Critter 1d3+7 dire walves 20% 0408 Critter 185 dire bats 2056
0y Critter 143 giant stag beetle {vermin) 20% 0910 Critter 142 spiders, 205
08-08  Critter  7¢3+7 glant wasp {vermin) 205 Cargantuan monstreus (verrmin)
10-12___Critter, 143 cwlbears 20% 1120 Dragon 1 dragon 809 -4
13-15 Critter 1 shambling meund 20% |see Table 4-35; Randem Dragoens|
16-20 Dragon 1 dragon RO +4 21-22 Fied 7 aboleth and 1d341 skums BOGS +3

% [see= Table 4-35: Randam Dragons] 13-24 Fiend 1d3+1 barghests, Large BOGs 43
il=22  Fiend 1 annis (hag) 809 +3 25-26 Fiend 1d2 erinyes [devil) BOEG 43
{43-25  Fiend 1d3 harpies B0% +3 27-28 Fienel 1 medusa and 1d6+3 grimlacks B02%G 3
26 Fiend | quasit {deman) B09E 43 28-30 Fiengd T mind Nayer 209 +3
and 1d2 dretches (demon) 31-33 Fiend. 1 ogre mage ; B0% +3
27-28 Fiend 1d3+1 wereboars (lycanthropes) B0% 43 34-35 Fiend 1 yuan-ti halfblood 0% +3
i%-30  Fiend 1d3+] werewalves {lycanthrope) BO%: +3 and 1d3 yuan-ti purebloods
135 Friend  1d2 werebears {lycanthrope) BO% +3 3540 Friend | larmmasu 805 41
40  NPC 1d3:1 3rd-lavel NPCs Giear 4145 MPC 16341 5th-level NPCs Ciear
8143 Terror Id3+1 arowhawks, Small 2058 4647 Terrar 1d3+1 achaierais 20%
(4B Terrar 1d2 basilisks 205 44 Terror 1d3+1 arrowhawks, Medium.-size s
gtd=a0. Terrar 143 displacer beasts 205 4950 Terrar 1d3+1 girallons A
al=51 Terror 1d3 garpoyvles 5054 | 51-=52 Terror 1d2 golems, flesh 20%.
=58 Terror 1d3+1 hell haunds i S 53-54 Terrar 1 gray render 205
al-59 Terror 1d3+1 howlers 2094 . 55-56 Terror 16341 hisracesphinges (sphinz) 20%
B8 Terror  1d3 ofyughs i v, S| 57-59  Temor 1 hydra, 1d347 heads 205
{6165 Terror 1ravid and 1 animated abject, Large  20% L6l Teror 1hydra, Lermaean, 1d3+4 heads 205
B6-67 _ Terror 1d3+1 xarns, Small 0% _ | {B1=62  Tegsor 1d3+] phase spiders 2084
1d6 gems each, 63-64 Terar 1d347 rasts 2084
4 Tl i
. » o T ¥ 2 - & U




A

Treasure

d% Role Mumber of Creatures and Kind
E5—BE Terrar 1d3+1 shadow mastiffs 20
&67-68 Terrar 1d3+1 winter walves 205
&0-70 Terrar 1d3 xorns, Medium-size 2005
2d6 gems each |
71-74 Tough 1. driderand 1d3+1 Large BO%% +2 |
manstrous spiders {vermin) |
L7578 Tough T3] etling BOSE +2 )
L7982 Taugh 1d3+1 manticores B0%6 +2 |
B3-Ah Tough 1d3+1 salamanders, Medium-zize B0 +2 |
| B30 Taugh 1d3+1 trolls B0 +2
191100 Undead 1d2 specires 50
TaBLE 4-23: 9TH-LEvEL DUNGEON ENCOUNTERS
d3a Role Number of Creatures and Kind Treasure
01-05 Critter 1d3 bulettes 205
0610 Critter  1d442 dire lions 20%
L11=20 Dragan 1 dragon EQ% +3 )
} [see Table 4-35: Random Dragans] |
121 Fiend 1 behilith {deman) RO +2 |
22 Fiend 1d3+1 lamias BO36 42 |
2334 Fiend 1 mind flayer and charmed creatures B0% 42
(roll on Table 4-20:
Gth-Lewvel Dungeon Encounters)
25-26 Fiend 1 night hag BOSS 42
2728 Fiend 1 ogre mage and 1d4+2 ogres B84 42
| #9-30 Fiend 1 rakshasa Bl +2
131-32 Fignd 1 succubus BO% +2
13334 Fiend 1d3+7 =ill, barbaric [01-50 Bl +2
or civilized [31=10d]
L35 Fiend 1 yuan-ti abomination BO%S +2
and 1d3 yuan-ti pureblagds [01-50]
ar halfbloods [51-100]
L3644 Friend 1 andrasphing [sphing) Bl +2
4145 MPC 1e3+1 Bth-level NPCs Czar
4647 Terror 1d2 behirs 20%
48-49  Terror 1di=+1 belkers e
50 Terror 1 cryohydra, 1d3+6 heads (hydra) 20
51-52 Terrer 1 delver 105
53-54 Terror 1 dragon turtle 205
55 Terror 1 pyrahydra, 14346 heads (hydra) 203
56-57 Terror 1d3+1 will-o-wisps 20%
SE-60 Terror 1d3+1 wyverns 20%
61-64 lough |_barbazu {devil) B0% +2
and 1d2 osyluths (devil)
65-68 _ Tough 1 gianl, hill and 1d3. dire walves 8096 +2
69-72 Tough 1d3+1 kytons (devil) B0 42
| 13-76 Taugh 1d3+1 osyluths [devil) B8 42
| 77-80_ Tough 1d3+] trolls and 1d3 dire boars Bl +2
LB1-80 Uncead 1d2 bodaks 5054
La1-100  Undead 1 vampire [MPC level 1d2+6] Cear
TaBLE 4—24: 10TH-LEVEL DUNGEON ENCOUNTERS
d% Role Number of Creatures and Kind Treasure
105 Critter  1d3+1 dirg bears 209
15 Dragon 1 dragon 80% +3
|see Table 4-35: Random Dragons]
1617 Fiend 1d3=1 abolaths B +2
18-19 Fiend 1d3+1 athachs B0%a +2
| 20-21 Fiend 1 formian myrmarch A0 +2
L2224 Fiend 1d3+1 medusas B0 +2
L25=326 Flend 1d 3] pagas, waler BOss 12
L2728 Elend 1 night hag + 1 nightmare B0%% +2
12530 Fiend 1 salamander, Large BO% +2
i and 1d3 salamanders, Medium-size
1132 Fiend 1d341 yuan-tl abominations RO +2 |
33-317 Fri=nd 1d347 lillends 026 42

gAY
4843
3051
52-53

24

15556

57-58
59

60
|61

Bd-63
64-65
6567
62-T1

L1275
L 16-79
L8083
| A4-RT

TABLE 4—-25: 11TH-LEVEL DUNGEON ENCOUNTERS

TABLE 4=26: 12TH-LEVEL DUNGEON ENCOUNTERS

B840

91-100

d3
0105
0515

618

18-21
2274

25-27
18-30
3135
ig-45
4648
45-51
52-54
3537
58=59
6062
6365
BiE—F0
Nn-rs
Te—A0
8150
21104

d%
0104
a5
015

1620

|21-25.

26-30

(31=33

MNEC

Terror
Terror
Terret
Terror

Terror
Terror
Terror
Terrar
Terror

Terror
Terror
Terror
Tough
Tough
[ough
Tough
Tough
l[ough

Undead

Role
Critter
Dragon

Fiend

Fiend
Fiend

Fiend
Fiend
Friend
MNPC
Terror
Terror
Terror
Terror
Terror
Terror

Jerror

[ough
[ough
Tough
IUndead
ndead

Role
Critter
Critter

Dragon

Fiend

_Fiend

Eieno
Friznd

MNPC
Terror

1d3+7 7th-level NPCs
1d3+7 chaos beasts
1d3+7 chimeras

13 +7 chuuls

1 eryohydra, Lermasan,
1d4+4 heads (hydra)
Id3+1 dragonnes

1d347 hellcats (devil)

1 hydra, 1342 heads

1. phasm

1 pyrohydra, Lernaean,
ld4+4 heads {hydra)

| eetriever (demon)

1d3 41 slaadi, red

1e3+7 umber hulks
1d3+7 barbazu (devil}
1d3+41 driders

| giant, frost and 1d3 winter walwes
1 giant, stone and 162 dire bears
1d3+1 giants, hill

| hamatula {devil)

and 1d2 barbazu (devil)

1 ghost [MPC level 1d3+6]

Mumber of Creatures and Kind

1d3 dire tigers

1 dragon

[see Table 4-35; Random Dragans]
| covey of hags (hag): 1 green hag,
| annis, 1 sea hag. 1d4+2 agres
and 1d3 gants, hill

163+ efreet

1 forrmian myrmarch

and 1d6+3 formian warriors

1d3+1 pynosphinses

1d3+1 nagas, dark

1d3 avoral guardinal {celestial)
1d34 7 Bsh-level MPCs

1d3+1 arrowhawks, Large

1d34] destrachans

1d2 galems, clay

134 pargons

1 hydra, Lernaean, 1d3+7 heads
1d3+1 slaadi, blue

1d3+1 xorn, Large 4d6 gems

I giant, fire and 1d6+3 hell hounds
1d3+1 giants, stone

1d3+47 hamatulas [devil)

1 devaurer

1d3+41 mahrgs

MNumber of Creatures and Kind

1 purple worm

162 scorpions,

Colessal monsteows (vermin)

1 dragon

[see Table 4-35: Random Dragons|
1442 mind flayers fan inguisition]
1d3+] nagas. spirit

1d3+1 slaadi, green

| giant, cloud [good]

and 1d4+2 dire liens

1d3+7 9th-level NPCs

1 cryohydra,

1d3+8 heads (hydra)

-
Gear
0%
0%
0%
0% |
0%
20%
Wa
a4
0% |
0%
B0 42
M |
B0 42,
0% +d
BO%: +2,
B0% +1.,
BO% 42
B0% b2
50|

Treasure
200 |
Bl
B0%6.41
i
1

LS
L I
503 41
B0 1
B0 a0
Gear
0%
200
i
20
0%
8035 41
ity
B0% +1
B0 41
8055 +1
0%
e |

Treasura
0%
20%

305 41,
|
S0 +]
S056.41
5056 41
50% +1 T

Cear
20%%
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| 1
5660  Terror 1d2 golems, stane 0% 3660 NPT 7d34+7 T3th-level MPCs Cear |
B1-B5 Terror 1 pyrohydra, 1d3+9 heads (hydra). 0% £1-70 Tough 14347 gelugons (devil) 500 |
BE-T0 Terror 1d341 yrihaks : 20% 71-20 Tough 1d3+17 giants, storm S0a. |
=15 Tough  1.camugen {devil) 0% +1 BI-90  Tough  1d3+1 wracks (deman) 5036
and 1d3 hamatulas (devil) | [ 81-100  Undead 1 ghost [MPC level 1d3+12] 20%
T80 Taugh L glant, cloud [evil] 505 +1 1
. and 1e442 dire lions . TaBLe 4-31: 17TH-LEVEL DUNGEON ENCOUNTERS
‘ B85  Tough  1d3i1 glants, frost 5% +1 d% Role Number of Creatures and Kind Treasure
8690  Tough  1d3+1 salamanders, Large 50%a +1. Q1-20  Dragon 1 dragon BO%G 41
(B1=100 Undead 7 vampire [NPC level 1d348] Gear | { [see Table 4-35: Random Qragaons] {
| 21-30 Fiend 1 marilith (dermon) 5096

1Jn|1.£ 4-27: 137H-LEvEL DUNGEON ENCOUNTERS 31-35  Friend __ 1d341 trumpet archans {celestial) 5%

L% Role Mumber of Creatures and Kind Treasure 36-60. NPC 1d3+1 T4th-level NPCs Ciear
@1-15  Dragen 1 dragen B0% +3 61-70 Tough 13 glabrezu {demon) 509
[see Table 4-35: Randem Dragons) 71-20 lough  1d3+1 hezrous (demon) 50%%
16-20 Fiend 1 beholder 50%: +1 a1-a0 Undead 1 lich [eleric (01-10), Cear
$21=30_ Fiend 1 night hags and 3 nightmares 50%: <1 i sorcerer (11-40), wizard (41-100),
L31-15 Fiend 1d3+1 slaadi, gray 505 +1. 3 MPC level 1d3+13]
Ir-iﬁ-—-‘i'u Friend 1d3+] couatls 5086 410 (91100 Undead  1d3-1 nightwings (nightshads) 2088
L4145 Friend 1d3+1 nagas, guardian 50% +1.
4660  NPC 1d3+1 10th-level NPCs Gear | TaBLE 4-32: 18TH-LEVEL DUNGEON ENCOUNTERS
G167 Terrar 1d2 frost worms 209, do Role Mumber of Creatures and Kind Treasure |
68-713 Terrar 1 hydra, Lernaean, 1d3+9 heads 20% 01-20 Dragon 1 dragan B0%a 41 |
T4-80 lerror 1d347 ropers 209 |see Table 4-35: Randam Drragons)
#1-90  Tough 1d3+1 comugons (devil) 50% +1 21-30 Fiand 13 balers (demen) 1)
(41100 Undead 1 ghost [NPC level 1d3+9] 50% 3140 Fiend | pit fiend [devil) 505
L and 1d3+] pelugons (devil)

TABLE 4-28: 14TH-LEVEL DuNGEON ENCOUNTERS [ 4145 Friend ___1d3 planetars (celestial) 0%
L% Role MNumber of Creatures and Kind Treasure 46-70 MPC 1d3+1 15th-level MPCs Cear
Wll=15 _ Dragon. 1 dragen i Bis +2 -840 Tough ___1d3+1 glabrezu [derman) LS
| [see Table 4-35; Random Dragons] £1-30 Undead 1 wampire [MPC level 1d3-74) Cear
L1625  Fiend | beholder and charmed manster(s) 509 +1 9100 Undead  1d3+1 nightwalkers (nightshade) 205
- [roll on 11th-level table]

{26-35  Fiend 142 slaadi, death 50% +1  TABLE 4-33: 19TH-LEVEL DUNGEON ENCOUNTERS
13640 Friend 1d3+7 giant, cloud [good) 0% +1 d Role Mumber of Creatures and Kind Treasure
41-55 MNPC 1d347 11th-level NPCs GCear 01-20 Dragon 1 dragon B0% 41
35-60 _ Terrer 1 cryahydra, Lemagan, 20%: [see Table 4-35: Random Dragons]
1d4+& heads [hydra) I 21-30 Fiend 1 marilith (demaon) 50% +1
B1-65 Terror 1d2 golemns. iren a0% | and 143 glabrezu (deman)
B6-T0  Terror 1 pyrabydra, Lemaean, 0% | 340 Fiend 1d3+1 git fiends [devil) 5056 41
1d4+8 heads [hydra) J 4145 Friend 1 selar {celestial) 508 +1
N-40  Tough Id3+1 giant, cleud [evil] 50% +] 46-70__ MNPC 1d3+1 16th-level MPCs Cear
8150 Tough 1 giant, storm and d4+42 griffons 5096 +1 71-80 Tough  1d3+] nalfeshnees [demen) 505 +1
01-100 _ Undead 1 lich [cleric_{01-10), Cear 81-50 _ Undead 1 ghost [NPC level 1d3+15] 205
soroerer (11—40), wizard (41-100), 91-100  Undead 143 nighterawlers (nightshade) 2056
MPC level 1d3+10) -
TasLE 4—34; 20TH-LeveL DuNGeEON ENCOUNTERS

TABLE 4-29: 15TH-LeveL DUNGEON ENCOUNTERS d% Role Number of Creatures and Kind Treasure
(% Role Mumber of Creatures and Kind Treasure 01-20  Dragon 1 dragon 805 +1
(01-20 Dragon 1 dragon 805 +] [see Table 4-35; Random Dragons)

T — [see Table 4-35: Randoim Diagons) 330 Fiend 143 balgrs (dermon) B0
11=30 Fierd 1d3 behalders B 3140 Fiend 1d3+1 marilitha (demon) 50%,
3140 Fiend 1d2 slaadi, death 50% 4145 Friend 1 solar (celestial) 5096
and 1d3+1 slaadi, green and 1d2 planetars {celestial)
4145 Friend  1d3 ghaeles {celestial) 0% 46-55  MPC 1341 1 7th-level NPCs Grar
46-M  MNPC 1d3+]1 12th-leve| NPCs Cear 56RO MPC Tel3 18th-level NPCs Gear
N-80  Tough  1d2 hezrous (demon) 509 &1-65 MPC 1d2 19th-level NPCs Gea
8180 Tough 7 gelugon {devil} S0% G670 MPC 1 20th-level MPC Gear
and 1d3+]1 eernugans {devil) 71-80 Tough 1d3+1 nalfeshnees ({demens) 205
(31100 Undead 1 vampire [MPC lewel 1d3411) Gear and 1341 hezrous {demon)
l (B85 Lindead.. 1 ghast [MPC level 1d2418] 205
LE 4-30: 16TH-LEVEL DUNGEON ENCOUNTERS 2690 LUndead 1 lick [cleric (01-10), Geal
d¥h. Role Number of Creatures and Kind Treasura | sorcerer (17-40), wizard (41-100),
01-20  Dragen 1 dragan 8086 +1 i = i NPT level 1d4+16]
i [see Table 4-35; Randam Dragons] [91-85  Undead 1d3 nightcrawlers (nightshade) 0%
21-10  Fiend 1 it fiend [dewil) 0% 41 (36100 Undead 1 vampire [MEC level 1d3417) Cear
=35 Friend  1d3 astral devas (celestial) 50% +1.
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TasLe 4-35: RANDOM DRACONS !
d% d% d% d%. d5e d3a d d96 d% de
Enc. 01-16 17-32 3348 4954 6580 8124 8588 £9-91 92-96 97-100
Table=  White Black Green Blus Red Brass Copper Bronze Silver Cold
15t Wyrmling _ Wyrmling  Wyrmling  Wyrmling . Wyrmling Wyrmling . Wyrmling Wyrmling  Wyemling Wyrmling |
2nd Very young  Wyrmiing Wnrling Werm ez Wyrrmling Wrrnling Wrrrling Wirmling  Wyrmling  Wyrmling
Ird Young Very voung  Yery young  Very poung  Wyrmling Very woung  Very young  Very voung  Wyrmiing Wyrmling
4th Juveniles Yaung Yaung Yelng Very young  Young Very young Very voung  Vene poung  Wyrmling
Sth Juvenile Juvenile Yaung Young Young Young Young Young Young Nery youn
Gth Yng.adult Juvealis Juvenile Juivenile Youmg Juwenile Young Young Young Wiy pwuq
Jth Yng. aduit Yng. adult  luwveniie Juveniie Juvenile Juvermile Juvenile Juvenile JLavenile Yaung
&th Adult Yog ocult  Yng. adult  Yng.adult  Juvenile Yog adult  Juvenile Juvenile |uvenile Young |
| 8th Adult Adult Yng. adult  Yngoadult  Juvenile Yhg edult  Yngoadult  Yngoadultjuwenile |uvenile |
10th  Mat adult  Adui Yrg. adult  Yegoedult  Yrg adult  Aduk ¥rg. adult  Yng.adult  Yngoadule  fuvenile
11th fat, adult  Mat adult Adult Adult Yng. adult  Adult Adult Yng adult  Yng. adule  Yng. sdult]
12th old Mzt adult  Adids Adult Tog, adult Mat. adult  Adult Adult Yiog adult  Yng adultd
13th Cld Mot adult  Mat, adult __ Adwlt Adult blat. adult  Adult Adult Adult g, adili
14th Ol Cild Mat adult  Mar adult  Adult Mot adult  Mat. adult  Adult Adult Adull |
15th- ey old ol Mat. odult  Mat. adult  Mat adult  Old Mat. edult  Mat adule  Mat. adult  Adult
16th Wery old Wery old old old Mat, adult . Old Old Mdert. aefielt  Bat adult  Mat. adal
17th  Ancient ‘ery old i it Mal, adult . Very old Cld Qld Mat, oclft  Mat. aduls)
18th Werrm Anciernt Very old Very old Oid Wery ald el ol Qld M, aaull |
19th Great wyrm Wyrm Ancient Ancienl e Ancient Very old Very old it Old
Z20th Creat wyrm  Great wyrm - Anciertd Anciertd Very cld) Wyt Ancients Ancient Very oldy i

 The dragons are arranged from least powerful chramatic (white) te most pewerlul chromatie (red), followed by least powerful metallic (brass) ta)
mast powerful metallic (gold). The terms are age categories [see the Monstsr Marnual), lalicized terms indicate where the dragan's €8 matches |
the Encounter Table's level. If the age categary listed is not in itaic, then the dragon's CR is higher than the Encounter Tzble's level. A plus sign .
L{+) means if you use & dragen of older than this age of the respective type. it is at least 8 20th-level encounter,

*Enc. Table: Dungecn Encounters table [4-15 to 4-34).

— ASAMPLE DUNGEON

Here are a fewr room de ﬁv:.r'ipﬁnns to match the mEp on page 127
The dunpeons not fully described, because these sample descrip-
tions are here primarily to show whae your own adventure notes
might lopk like. These may be more {or less) detailed than the
notes you ise, but they give you an ides of what you need |
recorded in onder to have o ready-1o-play advenrure planned out. |

i. Entry Chamber

This damp chamber has an arched, vaulted ceiling 20 feer
high 4n the center. The walls sre masonty (cut stong
blocks), the foor rough Hapstones. Thick webs hide the

aeiling.

Alitter of husks, skin, bones, spider castings, and flth lixs-ina s

The notes in ifalics explain why certain things are the way they|
ate, Thev Include reminders for what vou will want todo in your |

O Notes,

Shaded Text: The following sample enrries inchide shaded e

meant to be paraphrased or read aloud to your plavers. Shaded eexe

15 found in most published D&D adventures, Shaded text repre

sents those features that would be apparent e the PCs upon first

entering that ares (and 15 thus very helplful o the mapper). It does

not include hidden features such as traps, nor monsters and items
L aut of the PCs" immediate line of sight.

You don't have to literally make shaded eext for your own notes,
but be sure to highlight material in your notes thae vou want wo use
| to gquickly describe the area in an interesting way. Be sure not to

include information that could not be known to the characters,
and aviid describing PO actions or emotions (such ag "As you
cower in fear ., "5 Be fair abowt pmvi-;lmg the p]a}'crrh with ¢lues,
such as the webs in the shaded rext for area 1 helow, but den't deaw
attention to them, The besr Wiy to write shaded text or note what
the characters entedng a locaton would sense 15 to imagine whai
you could see, hear, smell, or feel if vou were entering that area,
then set down the pertinent information as succingtly as possible.

MONASTERY CELLARS AND SECRET CRYPTS

| The abandened monastery on the surlace is a buened-put ruin,
| destroved when the place was artacked years ago by gnolls. The
| interesting part lies belowground, in the cellars and crypts under-

neath the ruing. A suceessful bardic knowledge or Gather Infor

maticn checl (DG 10 for both ) lers the PCs know cumers about the |

]cg:ndar}l _jcw{'] lost somewhers within

gusting ]'ri]e in the middle nf ;hr. TQOIn iat_ﬂ'n: pinT marked A an
the map). A Spot check (DC 22} is required to notice the Creatures
@ .‘iPidL‘T and its young; sce below! hiding in the webs above. The
refuge pile in the middle of the reom conraing rhe Treasure,

Special arvas ave called eul in e notes and on e mop by gomg them dee
igtitions such s A and "B makieg i casier do rermemiber thal they'e
thiere, The Spod DC for the lurkrg grider 5 sritentionally difficull, bl nat
anl of the veach af the intended PCs O this case, all 1st-level chavaclen), The
ettt ingide the steull is odd and dntended lo gel PO wondering abeud nhatl
going v (165 actually o nelabively meanirgles deladl, other Dhan for fhe
value of the gem. )

Ten moldy sacks of (our and grain are stacked in the southwest
cocher (nathed B on the map), The cloth tears easily, revealing the
ruined contents. One of the sacks contains the Trap.

The selid oak door to the west (marked € on the mop) is smck
(DC 16 to openl. Anyone listening at it who makes 1 successful
Listen check (DC 12} hears 3 moaning sound, rising and then fad-|
ing, This iz merely a strong breeze thar blows in area 2, Az soon a8
the doar opens, the breeze rushes out the new opening inon gust,)
extinguishing torches and possibly (50% chancel blewing outl

|lunrerns as well. Torches can't be relit in the corddor whil

door is open,

-

S T
Ul Towe D fpr the Lisien check dsmientional—you want the PCs o hear?
| e mnoaning and gel spookeed, thutking is o ghost or somethung amiladly
Lharrilile, Alsp, alwies memember b make o nole of the D lo open o stuck

at locked door.
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Some 20 feet down the east passage, on the right side, a secret door
awaits discovery. Locating it requires a succesahul Search check
(DC 18), If detected, the secret door pivers open with a simple
push, the scraping when it does revealing years of disuse.

i

It necessary to always r::.m',ﬂw D peeded (o find o seerel door Tt also
good to note e it's apered, !

Creatures: A Small monstrous spider and nine Tiny young hide |
Jin the upper part of the webs inthe center of the room, If the char-|
acters [ail to spot the Small spider, it drops down on any characrer
in the center of the recm (o partial aceion). A successtul rouch
Larrack roll indicates that the spider lands on a chavacter. The Tiny
spiders- remain in theweb and eat small meals 1I'<1|}|.‘E';‘| 111.? the weh
They only move down from the web when all is still to eat 2 meal
pacified by the larger spider.
1f the PCs burn the webs. the nine young spiders are killed and
| the adult spider (if still tn the web) takes 1dé poinrs of damage. The |
{wehs burn for 8 rounds, |

% Small Menstrous Spider(1): hp 7. ]

2 Tiny Monstrous Spiders (8F hp 2 cach,

'E Treasure: Scartered amid the pl]f in the middle of the room
are 19 sp and a goblin skull with a 50 gp garnet inside, Characrers
only notice the gem with a suceessful Search check (DC 15,

=" Trap: One of the sacks in the southwest corner has vellow
mold inside ir, 1f disturbed, it bursts—all within 10 feet must malce a

TFottitude save (DC 15) or take Ldé paints of temporary Constitudon
_damage, One minure later, everyone exposed to the inidal burse must
save again (same DC) or ke 2ds points of temporary Constirurion
| damage, whether or not they took damupe in the lnitial exposure

| Tt mat always mecessery lo write ond complote rules, gz has been done frere for
| yelleny wald. You con add this level of description to your nides if yooe meed al,
Lot you e simply ot downt the page number and book wheve it's found,

2. Water Room

A fast-flowing stream 3 1o § feet deep enters this rough-hewn
chamber at the nocth from a passage that it fllzentirely, and
exits to the south in the same manfer Toward the south, ir
[otens & pool some # feet derpatits edge and abour 7 feet deep
at the center; The pool is home to a geoup of blind, white fish,
andd you can see a few Blind, white Grayhsh crawling among
the racks on the bottom,

& good_example af what net to melude i shoded text is the fact thet the

water is iy cold—theve's no way the chanacters could know this fust by
lpoking at the water from the doorway, Chargeters wha simply toon
Ugrotnd and leave after o glance tnstde moy never discover the stinken
Likeletar, much less the J*le|pfm' itemms beside al.

The monks who once lived here worked this naiural covern in
order 1o enlarge it A strong, damp breeze makes it impnssib]e to
keep torches lit here, Eight rotting barrels temain (ar the locarion
matked A) from when the reom was used o pather water lor the
monastery. & few buckets also lie scatecred abour

In @ ruin, it's always handy to krow what a mem oy aree was formery
vsedd for, even i i now serves aodifferent perpose Lo o parpese ot ol
LYouer descriptipns can offen.convey that foremer purpose, reminding the

playiers that this place has s own histery—it's nof just @ backdrap for
Ladventures,

| Iying ar the bottom of the poal (s the peint macked B) is the

 litned-ower skeleton of the sbhot. Without a successful Spot check
(DG 15}, this appears to be just an unusual mineral lormation, In|
its bony fingers, the skeleton sl holds o special key thar allows)

3. Empty Ceremaonial Chamber

the secret door in area 28 to open to the treasury (ares 29) l:uFJJEJ..|
than the steps leading down into the caverns (ares 30} I the,
temains are disturbed, the act dislodges a tube next 1o the skeleton |
The stream's current carries away the tube unless & character dives|

_into the icy water immediately to get it This requires a Swim check

LD 13) and an ateack toll againse the tube's AC of 14 imadified for

\size and, in this special case, speed). If the players do not dct
guickly, the tube is swept away and lost in a single round. The tube
contains the Treasure,

The rufes for bntting small objects are presented in Chapter & Cﬂruhﬂta]
the Player's Handbeok (page 135), but the DM heve decided to emodify)
them slightly for a_specific situation. Getting the map wall be hatd foy
characlers unloss they act fast and voll well. However, the reward is greal,
because thoy ave shown a secvet passage that they prokably would other:|
WSS TS,

Q@ Treasure: Inside this not-quire-watartight ivory tube is s vel-,
|lum map, smeared due to warer seepage. The map shows the undes
i gm\md lewels of the monastery, Areas 1, 2, and the passage 0 e

3 still show clearly. Area 3 itsellhas been reduced o o smudge, but
just l'.-n}'nnd it can be made out mest of the secrel passageto the,
south. Several oy sarcophagi have been carefully drwom around |
the southernmost terminus of the passage, The rest of the map i3
illegible.

|
This large, square ropm appears to be a dead end. Its domed 1
ceiling archesup 1o 25 feer high in the center. 1
The monks beoughi the Githful here afrer death, consecrated each)
corpee, and then carried ir ro irs final resting place in ares 24, 4
wooden platform placed sgainst the sowh wall served as bath a
dais upon which to hold the ceremony and as a means toreach the
secret door leading into the crypes to the south. The platform rose
& feet off the ground, with the borom of the secrer door being 1
foot above thar. Some knobs just above the level of the vanishad
platform loolk like mere bumps in the wall, but one of them when
pushed In cavses a 10-foor-by-10-foor partion of the wall 1o swing
inward with a grinding noise.

Mow only four socket holes in the south wall bear testimony
that the placferm was ever here, Tro are parallel to each other, 10
feer apart and 3 feet from the [loor. The other two are 3 feet higher
up and directly above the first two, These square holes are 6 inches
wide and about & inches deep. One still has a feor wooden splinters
init. Behind the secret door is g 10-foot-wide passage inhabited by
Creatures (ghouls),

Creatures: Unknown to the PCs, four ghouls from areq 25 Iurk
at the south end of the secret passage. I they male o suecessful Lis- |
ten check (DO 25, but ghouls have a <7 bonus on Listen checks, sa
they sseceed on a roll of 18, 19, or 20), the ghouls come up the
secrer passage and wadt behind the secrer dootr in arnbush,

P Chouls (4): bp 10,13, 13, 18

Monster Statistics ]

Hete are the statistics blocks (u form of condensed creature soagls-
tics} for the creatures boefly mentioned above. These sample sia-|
tistica blocks present all the information needed o run an)
encounter with the spider and one with the ghouls, should they)
detect the PCs (or vice versa), For your own notes, yol canamiie)
wut this inlormatien in as much or as litde detail as you like. Ios]
| best to inchade all the information you may need ar Oest, then grad-
nally make the entries more abbreviared (lor example: ghouls; hp
13 |=4], Listen =7, paralysis, undead immunities) as you became
familiar with vadous creatuces' abilities through repeared encoun-

: u___...__.-‘



ters, Also be sure to note any ways inwhich these ghouls may dif-
fer from others of their kingd (dressed in tarered. vesuuems, Com-
stantly finger praver beads when not in combat, refer_to them-
selves in the chird persomn, and =0 onl,

# Small Monstrous Spider (L) CR 1/2; Semall vermin; 1D
1dg; hp 7 Tnit +3 (Dexl Spd 30 {r, climb 20 fr; AC 14 Adk +4 melee,
[1d2 und poison, birel; SA Poison, weby SO Vermin, 60-f1. darkvi-,

| gion: AL My SV Fort +2, fef +3, Will +0; S 7, Dex 17, Con 10, Int)

[- NFis 10,Cha 2,3 1/2 fr diameter. |

o Skills and Feats: Climb +10, Hide +14%, Spot +7 Weapon Finesse,

| (hites

| Special Atteck: Poison (Ex: Bite, Fortitude save (DC 11); 1]1I.T:I"IJ.

Land secondary damage of 1d3 poims of remporary Strengrh dam-
age Web (Ex): This spider produces silk. Spiders can wait in their
weebs, then lower themselves silently on silk strands and leap onto
prey passing beneath. A single strand is strong enough to support

(the spider and one creature of the same size. "Monstrous spiders

\gain 48 competence bonus to Hide and Move Silently checks)

8 Lwhen using theic webs.

L Web- -spinning spidets can cast a web | 5-"-‘.1.11. ). This is similar [I:l
an artack with & net but maximum range of 50 feer, range incre-|
ment 10 feet, and effecrive against targets up to one size smaller
than the spider. The web anchors the rarget in place, allowing no
MOvement, J‘I\.ﬂ nnmngled CTEATUure Can EECH.FL' “"I.ti'.l. a ﬁLI.CL'l'_"EhfLI.].
Escape Artist checl (DC 18) or burst it with a Strength check

| (DC 243, Bath are standard acrions.

L Web-spinning spiders often create sheets of sticky webbing.

{Approaching crestures must succeed at a Spot check (DC 20) o

| hotles 0 web; otherwise, they stumble into it and become mapped

],ls though by a successful web attack, Attampts to escape or burst

fthl:' webbmg g:l.'l.ﬂ a+s I:".'.‘TI.L'I? I.IF thf tﬁP‘Ptd cIEalure hﬂb kl'n.lj.'!'.l‘.'[J::IJ.].'I.l'1

{towalk on or grab while pulling [ree. Each S-foat section has 4 hit

lﬁ b R ‘K‘}» ’-a-f.-

points, a nd sheet webs have {lamagt' reduction G,.*'ﬂre. }

A monsmrous spider can move actoss {8 own sheet web at irs)
climb speed and can determine the exact location of any creature |
touching the wak,

Fpecial Quelities: Vermin: Mo lntc]llbl.n-;.-: geore, and [Jlllq
Limmune to all mindinfluencing ellects {charms, compulsions,
i patterns, phantesms, and motale effects),

% Tiny Monstrons Spiders (9): CR 1/4 Medium-size ver
min; HD 1/2 d8; hp 2 each; Init +3 {Dex); Spd 20 fr,, climb 10 fr.;|
LA L5 Ark +5 melee | ibite poison); Face/Beach 2 4/2 ft by 2 1/2]
fr./0 ft; SA Poison, web; 30 Vermin, 60-f1. darkvision; AL N 8V
Fort =2, Ref +3, Will 40; Str 3, Dex 17, Con 10, Int — Wis 10,

Cha 2, 1 fr. dismeter.
Skills and Feale: Climb -8, Tde + 18", Spot +77 Weapon Finesse
vhitel, |
speoual AHeck: Poison: Bite, Tortitude save (DO 11 inirial and
_secondary damage of 142 poines of ternporary Strength damage,
. \geb (Bx) This spider produces silk. Spiders can wait in their
we |,35. Tl‘li‘tﬂ lewrer |:]'|c mﬁn:lwﬁ::i sﬂcntl}' L sill serands and leap Onrad
| prew passing beneath. A single strand is streng enough to support
the spider and one creature of the same size, *Monsmrous spiders |
pain @ +8 competence bonws o Hide and Move Silemtly checks |
when using their webs,

The webs neac bere were all produced by the mother spider see
the Small menstrous spider eneey), These spiders do not fing webs
vel because they are not ver marure,

These menstrous spiders can move across 1'|J.E1[ m-:uth:r& th{::

,weh at their climb speed and can determine the exact lecution of |
any creature touching the web.

Spectal Cualitics: Vermin: Ne Intelligence secore, and thus |
immune to all mind- |:r|l"|1.h_ncmg cffeces (charms, compulsions,
pa'l:rc.‘m:i, Phiﬂtahmﬁ. H.II.I]. III.U‘IEI.].E‘ t.':rt‘l." S\_I.

[ e T e p— ! ==

STATISTICS BLOCKS

Ir thee adventures you run, you probably won'l need to note manster
statistics in a format as detailed as this. ARter all, you can refer to the
Monster Memual, However, most published adventures, whether stand-
dlone products or adventures in DUNCEON® magazine, Lse statistics
blocks far monsters and for MPCs, When a commoner ar other unim-
partant MPC is noted who is notin any way vital, a particalary shert sta
tistical notation i= often used. The shortened statistics block provides
gender, template, class, and any relevant skills or feats bearing on the
encotntar While the following formal will evalve te meet the needs of
the DED garme, here is information on how to read a standard nan-
clussed creature statistics block and an NPC (or classed creature) sta-
fistics black. The number signs (#) represent numerical values that
would be filled In appropriately. If no information needs 1o go under a
certain heading, that heading is omitted, (For instance, if o creature has
no ;pr" resistance, that H:_-.:lvrling js armitted, If s NPC is nat & SPE”-
caster, the entire spells section is omitted.)

# Nonclassed Creature’s Mame: CR #; Size and type {subtype); HD
#d#; hp #; Init # (Init medifiers); Spd #ft; AC#; Atk +# melee (dam
age, attack type}, +# ranged (damage, attack type); Face/Reach If ather
than § b‘:.-t; ft.j5 ft.; 54 Shart descriptions of ‘\.FI-EILi:I.I attacks |:irnEE-
essary, euplained below under Special Attacks); 50 Short descriptions
of speclal qualities (if necessary, explained below under Special
Qualities); SR spell resistance; AL alignment abbreviation; 5V Fort +#,
Ref «&, Will «#; Str #, Dex #, Con #, Int #. Wis #, Cha #. Height ar
length # ft, welght # (b,

Skillz and Feats: List skills and madifiers; list feats.

Special Abilities: Type: Type explained. Type: Type explained.

Speciel Qualities: Type: Type explained. Type: Type explained.

Possessions: LISt possessions worn ar carried.

& MPC's Name: Gender and kind or class; CR #; Size and type [sub-
type); HD #d#; hp #; Init # (Init modifiers); Spd #t; AC #: Ath =#
melee [damage, attack type), +# ranged (damage, attack type);
Face/Reach (fother than 5 ft. by 5 ft./5 ft.; 5A Shert descriptions of spe-
cial attacks {if necessary, EKFlii:lir-E'd below under Special Attacks); S5O
Short descriptions of special qualities (if necessary, explained below
under Special Qualities); SH spell resistance: AL alignment abbreviation:
Y Fort —#, Ref +&, Wil —#; Str 4, Dex #, Con #, Int #, Wis #, Cha #
Heignt or length # fi., weight # |b.

Skills and Feats: List skills and modifiers; list feats,

Special Attacks: Type: Type explained, Type: Type explained.

Spesial Qualities: Type: Type explained. Type: Type explained.

Possessions! List possessions carried on parsan.

Spells Prepared [#/# (#): 0—0-lewe! spell, Qleve! spell [3); 1st—1s1-level
spell, Tst-level spell (2); 2nd—Z2ne-level spell. [For spellcasters wha pre-
pare spells, Use =(3%," "{2)," etc. to indicate multiples of same spel|
prepared.]

OR

Spells Konown {(cast #0480 (#): O Olevel spell, Hevel spall; 1st—1st-lewel
spell, 1st-level spell, [For spellcasters whao da not prepare spells or have
-\.pl-|||:|-::|-::||-cﬁ.:

[Optional:}
Spellhook (##/#/8); O—tlevel spall, O-leve! spell, OHevel spell, O

fevel gpell, Olevel spell; 1st—Ffirst, first, first, first; 2nd-—second, sec
ond, secand; 3rd—third, third, third.

i
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& Chouls (4} CR.1; Mediume-size undead; HD 2d12; hp 10,13,
13, 18; Inir+2 {Dex); Spd 30 fr, AC 14; Atk +3/40/+0 meles (1dé6+1
and paralysis, bite; 1d3 and paralysis [x2], clams); SA Paralysis, S0
Undead, e0-fr, darkvision; AL CE; SV Forr +0, Ref +2, Will +5; Str
13, Dext 15, Con —, Int 13, Wis 14, Cha 16. Height aft tall.

Sheills and Feals: Climb 46, Escape Artist +7, Hide +7, Intuit Direc- |
tion +3, Jump —&, Listen +7, Move Silently +7, Search -6, Spot +7;

| Multiartack (see Monster Manual for details), Weapon Finesse,

{ (bite} |
special Attack: Paralysis: Those hit by a ghoul’s claws or bite must.
| succeed at g Forritude save {DC 14) or he Patal@-‘zed for 1d6+2 min-
| utes, {Elves are immune o this paralysis.)
speawal Qualéties: Undead: Immune to poison, sleep, paralysis,
stunning, disease, death effecrs, and necromantic effects. Ianove
mind-influencing effects {charms, compulsions, patterns, phan-
Lasms, and merale effecrs); not subjecr to critical hits, subdual dam-
L age, ability damage. ahility drain, or energy drain, No Constitulion
' score, and thus immune to anything requiring a3 Fortitude save
| {unless it affects ohjects). Cannot die from massive damage, but,
| immediately destroyed if reduced to 0 hit points or less.

EXAMPLE OF PLAY

Using the previously detailed sample dungeon rooms, a DM
guides four players through their first adventure. The players are
playing Tordek {a dwarf fighter), Mialee (an elven wizard), Jozan (a
| human elerc), and Lidda (a halfling rogue), These four adventurers
| seek the ruins of the sbandoned monastery, dramm by rumors
relling of o fabulous fire opal, supposedly hidden there by the
|abhot when the place was attacked,
After passing through the lifeless shoveground ruins of the
| monastery, the adventurers find a rubble-strewn staircase leading
| dowm,

PC (Tordek): Let's give these upper tuins one more quick exami
pation

DM [Making some valls in secved, bul knawing thete's nothing

to find wn the burned-oul shell of the monadkeri] Yo,

dort find anything. What are you going o do now?)|
Lat’s go down!

We'll light a torch lirst, i
Fine, but Tl need the marching order that youll

be in.

PC {Jozan}:
PC (Liddal
M-

At this poinit, the players anmnge their mumature figntes, each representing
ane charagler, it the arder i which they wall smarch dawn e shairs fred
wialk down corvidars, and enter yooms), Tordek goes first, followed by Tozan
{with the loreh), then Mialee. Lidda brings g the rear, her player noting
| that she will be watching behind them peeasionally
If the players didn't have miniatures, witling down the ma rrhing ondsr
| on m picce of paper woeld sufbice,

PC (Tordel: Formumately, the rorchlight wonit spoil my dark-
vision—that'll Lielp us navigate in the dark down
there,
Okay, we go down the stairs.
You descend southward, possibly 30 feet Jaterally,
and at the end of the stairway you see an open Space,
1 enster angd look around.

PC (Jozany: I come in behind with the torch,
| M You are in s chamber about 30 feet across Lo the
| south and 30 Feet wide east and wese. There are 10-
foot-wide passages to the lefr and right as well as
straight ahead, each in the center of its respective
wall. Locking back, you see the stirway entered the
chamhber in the center of the north wall,
Whar else do we see?

PC (Jozan):
b

PC (Tordek)

PC (Liddal

G

M-

| DIz

DML

0
| BC {Mialael

The floor is rough and damp, The ceiling is suppart
ed by arches that probably rise to meet in the center,)
about 20 feet above you—it's hard 1o rell hecause of|
all the wehs, Thete are some moldering old sacksin]
the southwest corner and some rubhish jumbled in
the center of the floor—dirt, old leather, scraps of
cloth, and some sticks or maybe bones.

D

After a shorl discussion and the farmation of & plan, each player annaunies)

Lt action for his or hey charcter. Tovdek loaks down the south pessige.
| Mialed irrestigates the rubbish in the middle, fozan looks al the old sacks

and Lidda looks down the west passage. The players posttian their fiies
ort @t floarplan the DA has sketched out on paper,

Since no.one paid the webs any eitention, the DM doesnT worry.aboul |
Spot checks o see the spider, |

(kay. As two of you are looking down the passages|
and Jozan stares looking at the sacks .. [The D slls,
o fouch attack Jor the monstrous spider in the webs. Hel
knmws a 14 indicates success because he wrate dowm everys
one's ACs ahead of time and krows Mialees AC 5 13].
Mialee, you feel something land on your shouldes—
it feels hairy and moves toward your neck!

PC (Mialesy: Yikes! What is it?

PC (Tardeks: 16T hear her call out, Tl tuen avound. What do I see?
DM: Wait, just a minute. First, Mialee, mll for initiarive. .
PO (Mialeed [Rells] I got a 19! . |
[ Rolls indbiative for the spider, ond gets o 14.] Everyons
else should rell for initiative as well Tordek, youg
heard Mialee gasp, and you turn to see s Jarge, hairy
spider on her neck.

Jozare volls @ 101 Lidda.ar 8 and Tovdek 2 4.

DM: Mialee, you go first. What do you do?

PC (Mialee): | grab it Fom my shoolder and throw it 1o the
ground, where | can stomp en it with my boat.

DM Okeay, but your unprmed atack provokes an atack

of opportunity for the spider, sa it bites as you grab
at i, [Lle rolls an attack rall for the spiden and getsa 16
Yog! Mialee, you Feal a sharp prick on vour neck.
Malee a Fortitude saving throw.

"The growg all gasp m fear. Mialee rolls @ die and would add her Forlibude
bonus, except that she has nane,

PC (Mialee: Fortitude, mv worst save! Let's see—15 plus 0 i,
well, 15. s thar good enough?

You feel oltay, But the bie still delivers 1 hit paint of
damage.

Ouch. Okay, then 1rolla 14 to geab it and throw it ta
the ground. Do | succeed?

Yeu, The spider lands on the ground but looks like
it going to scurtle away. Perhaps back up the wall e
the webs above,

My turn? T run up to it and smash it with my mace!,
1 roll a natural 20! With my bonus, thats 22inall. |
Good rolll ¥ou can move that far and artack, so mlla
confirmation roll to see if that's a critical hit. __I
[Exciledly vallimg again| Is » 15 good enough?

Yep. Roll damage—twice, Add them together. |
[Bolling] Sweet] 12 points altopether ence [ add mys
Strength bunus—which alsy doubled with the critl]
I'hat mighty blow smashes the crearure to bits.
Cool Well, now that all the excitement’s over, Im
guing o search through this refuse on the floor like
I said 1 wonld.

DM
P (Miales):

Dok

PC (Jozan:
D
PC {Jozan

PC [ Jozanl:



DM

PC (Miglee):
DM

-

Oleay: Fivst, make another Fort save o see ifthers are
any lingering effeces from that spider hice,

[Theoh, that doesn't sound pood . [wlls] .. _a 17!

No problems, then, Youfee] fine. Looking at the pile
af debris, youd guess irs probably refuse from the |
spider—lefrovets of its victims and its own castings. |
Amid bits of bone and tatters of clothing, you find,
18 silver pieces, And make a Search goll

Miglee rolle o 9 and adds hev +& honus for a result of 15— just enough to,
| meatice the fiddes gem!

O

PC (Mialee:

rPC (Liddaj;

f——

LEC (Joran);
D
PC (Tordelc):
i

: PC (Tordek':
DM

LPC (Lidda):
LD

i: PG {Tordek):
B [Mdialee:

OM;

PC (Minlee):

PC (Tordek):

[M:

A PC (Tordel):

LDM:

PC (Tordek):
DM

P (Tordel):
LM

:

You also see something sparkle inside s small skull.
Looking closer, you see its a gem—a garner.

Grear. | get it out and puritin my pouch, We can oy
to appraise it lager. You know, ['m getting a litle
nervous aboue thar weh,

Good point. Jozan, why not light the webs on fire|
with your torch?

Ceay. | do. What happenst [Looks at the 1M,

The webs burn quickly, As they do, tiny burning
husks of smaller spiders fall from the ceiling, but
nothing the size of the creature thar attacked,

(O lpokout] What do we see down the passapes?

Ihe south tunnel runs srraight as far s you can see,
The west corridor ends in a door ar about 20 feet
Ckay, I alse glance down the east passage.

You see the east corridat goes straight for about 20
feet and then turns a cormer o head north,

Lets check cut that door. [ Everyone agrees)

DHeay, You walls down the west passape. The dooris a
great, heavy thing with a huge ring of corroded
bronze in the center,

Mialee, your Listen skill is better than mine. Why
don't you listen ac this door?

Okay, I move forward to do so. [Bolls] Ltella 13, Do
L hear anyching? |
You hear a faint moaning sound—you can't really
tell what it {s—thar rises and then fades away. The|
door is hinged on the left and looks like it pulls|
inward reward you.

I hear mpaning on the other side. Let’s get ready for
action! And, by the way I move to my position
toward the back. . ..

[Lawghs] All righe, U'll open the door while the ell
serambles o the back of the line.

Make a Smength check,

[#olls] T only gora 10, I that’s not pood enough, can
Ity again?

That's nor_good enough, bui if vou're willing o
gpend more time an if, you can keep trying.

[ 1o the wther pliayers] Look, we really want to get through
this door, cight? [ They agree, w0 the player turns back to the
DM ] T willing 1o spend enowgh time 1o gale 20 on
my ol With my Smenath bonus, thar gives me a 22,
Ah, easily good enough. After a couple of minures,
Tordek forces open the stuck deor. Immediately 2
blast ur_cnh‘l, d;]_mp uir BUSTS IntD the Passge where
you are, blowing out Jozan’s torch!

Do T eee anything with my darkvision?

Beyond the deer is a chamber with tough walls—
not blocks of stone like the room behind oo It 25
feet wide and extends about 40 feer to the south. A
small stream spills through the room inn 8 pool,
eatrying with it & cold, damp breeze. You donit sce
anything moving around, bor there are some pld]
barrels and buckets abour,

PC (Jozan):

Tid:
MC (Tordek):

| PC (Mialee):

| PC {Lidda);

Dihd:

PC {Tozan}:

PC (Mialee
PC ¢ Jozan):

DM

P Lidda

Did:
PC (Lidda):

DA

PC iLiddak
LY B

1 cast light on u rock, since we'll never geta torch lit |
in this wind.

Okay, now evervone can see. |
Llook at the ceiling and the loor for any more nasey |
SLFprises,

'l look in the barrels and buckers.

Jozan, bring your lighe over and we'll check out the
pool. )

lordek and Mialee, malkee Search checks Tidda and |
Jozan, give me Spot checks, singe you cant “seanch” |
the poal without getting into it, but yow can look into |
the water to spot anything that mighr be there. | The
plagers somply ard tell the DM their vesudts, although the
DM knows thal there's nothing for Tordek ar Mialee o
find] Theres nothing alarming about the ceiling and |
tloor, and the buckets are empry, The pocl has some
small whire fish that look harmless—they also dont
react at all to your light. The pool itself loaks o be
about4 1o & frer deep wirh a rough and rocky hotrom,
Jozany, with your oll of 17 vou see thar what had ar
first looked o be a rock formation near the center of
the pool looks semewhar like a skeleton, bur sull |
Coal! Miales, will you cast your own Hght spell so Lean
toss this one down into the pocl to geta berter look at
this skeleton? It might be something interesting.
Cikeay, | do,

I toss the rock that Pve cast light upon inte the water, |
toward the center, |
Yourstone falls to the borrom of the pool, illuminating |
the center. The formarion is clearly a limed-over skele- |
mon—it must have been there for many years Your.
stone impacts with it, stitting up dire and muck, and |
dislodaes what appears to be a cylinder abour & foor |
long. The current quickly begins to carry i away., ..
Ch, no! T leap into the water and ger ie—ar least 1
be able to see down there, Better, in fact, becanse of
my low-light vision.

Hmm. Make a Swim check,

Uh-ch. I don't have that skill. Unrrained, T use my
Smength bonus, cight? Uhh . | . dont have one of
those either. [Rells] Hey! | still gora 17!

You guys sre mlling great wpight. Even with a
penalty for the weight of the gear vou're carrying,
you suceeed. Lidda, you mansge w jump in and
swim up Lo the tube just as the current is going o
sweep it out ol the room and down the underground
stream. You have no idea if there'd be air to breathe
if you swam down the datk, narrow passage, which
seems Lo be completely filled with water

Oleay. then I ey to grab the tube now

Make an attack roll

Ledda rolls high ertoigh to grab the tube, The DM velays thas mformation,
and Lidda swims up fo the surfece and dlimbs owt of the pool with the help
af the athers—all of whom arnounce that their characlers crowd arownd
her (o see what shes found, The Ddd describes the sealed fific,

PC {Licda)
[
PC (Tordek:

| DBl

Ldry it offa lirde, and then open it

Inside iz 4 rell of vellum, i
Letz.gerout of this room and back inte thae enmy |
chamber where we can light torches again, It’s prob- |
ably not going to be easy 1o read a scroll or wharesrer |
with this air current, [The other PCs agree, and they |
retiorn do the first voom, cdosng tee door behind then.]
The tube must have allowed a bit of water to seep in

slosely, because parts of the seroll are smudged and

ahliterated, but you can see whar looks like a map ol




T

the passapes poder the mopgstery You recognize
the stairs dewn and the room with the poal and bar-
rels, The eastern portion is smeared bevond recog:
nition, but you see that the south passage runs out
of the room you're in now to a blumed area, and|
bevond. thar vou see a lavae mea with coffinlike)|
shapes drawm along the perimeter, That's all vou can|
ke out,

Let's head south and see what the map is 1eq1rl1ng4
poward, [Everyone agrees]

You pass down o long passage of stene blocks eri:
an arched ceiling abowt 15 feet ovechead, L stretch-
es for about 80 paces, then opens into the northern
portion of a chamber that looks 1o be abour 50 fees
by 50 feer w those of you with darkvision or low-
light vision, It's completely empey and looks to be a
_dead end. Whar do you do?

Does this room look Wke the one with the coffin)
shapes on the map?

o, You think thar this !I'l'lng'I'I: be the blotched area,
on the map.

1 bet there's a secret door here: Let's check the south
weall,

.. PC i Tordek):

[

| PC (Liddal:
LA

PC (Minlee);

The DM now decides o make the Search checks nmself, hidden from the

P]u:‘r'f'fs g that they wont krow e resulls, He knows that they can't find
Lanrlhing—the secret door is 10 feet ahma the [loor—bmul he doesn't want
ihem bo krow that, Tinding the holes requres nemll so the OM mendomly
| detertines wha finds them. He also makes a Listen eleck for the ghouls at
| the far end of the secret povridor—an 18 means they have heand the party
| bapping on the walls tooking for o hollow spel.
| M The wall seems solid, However ... Tordek, you
noticed some strange holes in the wall Sgquare
places cut dnto the stone, gach abour halfa foorona
side and abour that deep, There ane four all togecher
two pairs, 10 feet apart, with twe sbour 3 [eer from
the ﬂnnr: and tere shout 6 feet L. You fnd some,
wooden splinters in one,
Let's lock at that map apain, l
While vou do that, Ul feel sround to fnd if lhe_
holes have any levers or caeches or anything,

PC (Tozan):
PC (Tordel

O [Making some meaningless ralls, knowing there ame ne
levers fo find] You dont find anything like that,
Tordek,
BC (Mialee): The enly thing T can think of is that the holes are
sockers for some sort of wooden construction.
CPC (Lidda}:  Sure! How ahout & ramp or stairs? How hiﬁh is the
| ceiling in this place?
L DM Oh, abour 25 feet.
| PC (Lidday  How ahout hoisting me up and letting me search up
high?
PC(Joran)k Goed idex. Tordek, will you help me hold her
steady?
PC (Tordek): Sure.

While they do that, Il keep a lookour to make sure
nothing sneaks up behind us from the way we came.
Looks clear, Mialee. Liddas not hesy, s vou guys dont
have to make Srengrh chiecks to lift her You do have 1o
make them o hold her steady so chat she can., . What
is it vou're going m de once youre hoisted up, Lidda?
[11 scan the stone st o see if there are marks or
spme ppetating device evident,
Oy, how abour those Smength checks? Tordels, |
youTe stronger, so Jozan is helping vou cather thanthe |
_ather way around, Tfthe cleric can succeed ar acheck|
with a DG of 10, hell add <2 1o Tordek's arrempr.

PO (hiales):

[

| PC (Liddak

| DM

oy g:%

|

‘Uhe. chick msults are gaod gnouegh that Tordek and Jozart are able 1o hald,
Liglad sty o the DM makes a Search check for Lidda. She finds something |

'

il

Dz
rather smoaoth, as if waorn by use,

Then Il see if Lean move any of the knobs. Mayhe
they'll open a secreet door 11 pull, push, twist, wrn,
slide ...

iOkay, One of the fist-sized projections moves

: PC (Lidda):

DAL

Lidda, vou find some stone projections thal seem|

inward, and there's a grinding sound. A ll'..'LJ'.i.:l|::-[-|;}j'|.’-,'I

10-foat section of the wall, 10 feet above the flooring

the center of the south wall, swings inveard and ta)

the right,

PC {Liddal
i I can use my rools to somehow anchor a rope up
here 1o ]'m]p the others climb.

D You get up there, and you're looking around for

I'll pull myself up into the doorway.and then ‘I']lsm:..

|

crack or something to wedge 1 spike into, right?,

Make a Spot check,

The Spot check is actually fo see of Lidda sees the ghowls waiting in the dark-
wess, bt Lidda dagse'l o that (although the fact that the DM didu't asie.

f-sr a Search vall f||zEJ=.' feave l=11|;||.'.'J:_|:I_|']'l a mond evperienced ;:.'.1}*5 Tl

PC (Lidda): Qops A7,

Mow the DM I!JEgllls r.'.l“lr:g allacks J'-L".- the glmul,._l'lw_;l[upu?s sk 1wkat’s,

aoing o, and why hels velling dice, bul ks silence adds fo the tension o
suspertse. The ghoils hil Lidda with their pavalyzing touch,

[1M- Tidda, make a Fortitude save

PC (Lidda}: Oh, no! Why? A coap? | Rells] 12 Arrgh, This is v."'u:::
our luck rums out.

[Ihd: [To the others] You see a sickly pray arm strike ThE

halfling as she's looking around at the flaar where
she stands, 10 feet above you, She utters a muifled
ery, and then a shadowy [orm drags her out of sight
YWhat do vou do?

WILDERNESS ENCOUNTERS

In the great outdoors, dragons cross the sky, leoking for prey on
the pround, while rribes of habgebling stalk their own vietims, An
ankheg bursts forth from the earth, and monstrous spiders drop
FIT!I:'I'I T]'II." TICEs.

Encounters and adventures outdoors can be as interesting as
those underground, but they're dillerent In many ways, See Chap-
ter 3 Running the Game for how to handle the environmental haz-
ards of the wilderness. This section discusses ourdeor encounters,

T'he first thing you need to do is determine the chance for an
encounter i happen in a given area. This is not a set chance, but
rather a variahle based on the ares. Desolate areas have a smallee
chance for encounters than a well-traveled road,

TasLE 4-36: CHANCE oF WILDERNESS ENCOUNTER
Terrain d%: Chance
Desolatefwasteland 5% chance per hour
Frantier/wilderness &% chance per hour
Yerdant/civilized area 16%a chance per hour
Heavily travelad 12% chance per hour

!.

1

The chance for an encounter assumes 4 significant enco unmr—1
net an encounrer with a bluejay or a sguirrel. (The DM i free to ad]
| il these as desired.) A significant encounter iz one thar is worthy)|

| of your and the players attention—a monster, o threar, or a chal-
|lenge of spme sort (even il the challenge is to get valuable infar-
mation outof the traveling pilgrims about the lands chat lie shead),




“BUILDING WILDERNESS
ENCOUNTER TABLES

Below you can find all the tools that you need 1o build encounter
tables suited to various regions of your campaign world, These
toels include Table 4-38: Wilderness Encounter Lists. The table |
otelassifies all the creatures found in the Monster Marual secording |
| 1o the climate and terrain where they can be encountered. It also
includes two special liss— Civilized Area and Hawned/Magi-|
cal—that can be used to Allin special sreas r-:ga.rlﬂa:as of terrain.
o To ereate an encounter list, choose ad many or as few ol the;
| trearures listed for the appropriate terrain as you want, assigning |
Ledch an encounter chance {a detailed example is presented on
Lpage 136). Mote that some of the climate/terrain lists inelude
other categories (which are printed in alic), This means that all
r.h.ﬂ CrEgtures on thﬂ L'l:h{"r “.ht or ]l'}tl! ane 35513 H.VHL]H‘I:‘]f‘ EL'IT "rULl. L
cheose from, For example, the list for Temperate Forest also
ncludes all the creatures on the lsts for Any Tand, Aty Forest,
pind Temperate Lind. |
__M]kn SUTE Thﬂ CNCOUNIET '._.l-lﬂl'li'.l.'!:"i fl:l!' J]] t‘h(' croatures ':fl..'ll.l._
[cﬁu{:sc add up w 100 50 vou can use d% to determine which |
CENCoUnter Ocours. T‘hE&C CNCOUTICET I::]'lﬂ'l'll::l:"'j “an 1.-':11':.' ah '|T|.'|.|{:5'| =
yoit want, In the Hills of Longing, the chance e encounter bug-
biears is only 2%, butin the Blue Hills the chance is 10%, indicating
that bughesrs are much more common in the Blue Hills,

Oinly interesdng encounters are listed. Toads, ponies, and a few
Lpther eoeatures found in the Manster Manual are not on these lists,
| Ditherwise, they are entirely comprehensive. So comprehensive, in
et thar you shouldnt use the entire list 1o creare sncounters fora

given loeation, Mo ane area of moungins, for ;:xamp].u_'. should
1hiw: all the creacures listed under Any Mountains, (There could be
|,l,'l'rJ:|.er dire lions or dire tgers but not both.) These lists don't pre
{sume o present o workable ecosystem, They're merely here for
YOur convenience,
l Some areas probably exist in your campaign world thatave both
lweoded and mountainous, or both magical and a deser. In these
cises, vou cian choose some creatures from each appropace list.
Chocsing creatures can simply be & matter of selecting whar
you think is appropriate and interesting. However, you may want,
to use the opportunity toexert mere control than that Everyone |
El'u:l'r'l'ﬁ l‘|'L:|t "I:II." I}JTL; MDU“:'HITEF\ Hee Il:inlgt':rﬂu:-\.. ﬂl-l'il I.:IJ'l]}' L‘l.'li,':‘.
Brave or foolhavdy rravel there, The Greenacre Hills, however, are,
thaughe by mose to be velatively safe. The arvea is doteed with vil-
lnges and homesteads. To reflect this, you can assign each area an
approsimate Encounter Level, or Encounter Level range. When
devising the encounter tables for the Dark Mountains, the DM
pichks BL 8 to be the average level of encounters found there. By
contrast, the Greenacre Hills are EL 2. This allows you to choose
appropriate creatures [fom the lists ro fic thar Encounter Level or
to gauge the number of creamres found in a given encounter.
. Tible 4-37: Termin Modifiers to Encounter Levels gives a
basic range for Encounter Levels in each lype of rerrain. As a
peneral, rule, average Encounter Levels should fit into these
canges. ilthough a magical forest could be higher than EL 9, and
{ Toxt comtinues on page 136]

TABLE 4-37: TERRAIN MODIFIERS TO ENCOUNTER LEVELS

Tarrain EL MPC Leval*
Plains 1-6 4
Hills -7 +{
+Fnre5t 4-0 =1
{Desert 5-10 =L
Mountains 1-12 +3
fuatic 5-13 4
—= 16-15 +5

{*This medifier can be applied to the highest-level NPC, using the
tewn generation systemn faund later n this chapter. This reflects
thal mere dangerous areas make for tougher inhabitants, overall, |

SO o

TABLE 4—38: WILDERNESS
EncounTER LisTS

Any Aquatic
L Cargoyle
| Libbering bt her
| Seq hag
Krak&. i}
[ric-teoa
Lasedon
. Mlerraw
Oirea (animals)
Borpoise (animals)
Purple worm
Sharl_janimals)
Dire shark {dire animals)
L Sguid [animals)
L Giant squid {animals)
| Tojanida
Triton
Baleen whale {animals)
Cachalol whale fanimals)

Temperate Aquatic
Bronze dragon
Diragon turtle
Aquatic olf

Storm giant

Merfolk

Mixie

Dctopus {animals)
Giant octopus (animals)
Sea lion

Skum

Viper snake {animals)
Toad (animals)

Any Aguatic

Warm Aquatic

Crocodile (animals)

Giant crocodile (animals)
Bronze dragon
Elasmosaurus [dinosaur)
storm glant
Hippopolamus

Shocker lizard

Lecathah

Orctapus {animals)

Giant actopus {animals)
Sahuagin

Sea lion

Skum

Constrickor snake (animals)
Giant constrictor snake (animals)
Viper snake (animals)

Any Desert

Lamia
Mummy

. Temperate Desert
Giant ant {vermin)
Bat (animals)

| Diire bat {dire animals)
Blue dragan

| Brass dragon
Copper dragen

Draganne

Any Land

Any Desert
Temperate Lond

Warm Desert

Giant ant {vermin)

Baboon [animals)

Bat {animals) |
Dire bat {dire animals) !
Blue dragon

Brass dragon

Copper dragon

Draganne

Any Land

Any Desert

Wanm Land

Any Forest

Brown bear (animals)
Dire bear (dire animals)
Giant eagle

Grome [rock gname)
Farest gnome.

Kabald

Dire lion.{dire animals)
Cihanl owl

Sorite }
Stirge

Tiger {anirnals)

Dire tiger (dire animals)
Treant

Werehear (lycanthrope)
Weretiger {lycanthrope)
Werewoll [lycanthrops)
Wall (animals)

Worg

Diire welf {dire animals)

Cold Forest
Any Lond
Any Forest
Cold Lard

Temperate Forest
Ankheg

Giant ant {vermin)
Branea

Assassin vine

Qire bedger (dire znimals)
Bat {animals)

Dire bat {dire animals)
Black bear {animals)
Giant stag beetle (vermin)
Boar (animals)

Dire boar {dire animals)
Cantaur

Chuul

Displacer beast -
Green dragon

Dryad

EIf (high «If}

Gray ell

Wild elf

“Wood elf

El.h.-:lcdp

Cirig




‘fuu: 4-=38; WILDERNESS
EncounTER LisTs [CONT.)

Green hag

Talifellaw helfling

Krenshar

Crwibear

Pegasus

Prinie .
Ciant praying mantis (vermin}
Fseudodragan
| Satyr

Shambling meund
Tendriculos

Linjcarr

Diire weasel (dire animals)
Wereboar (lycanthrope]

Dire walverine (dira animals)
Whvern

Any Land

Ary Forest

Termperate Land

Warm Forest

Giant ant [vermin)

Cire ape (dire animals}
|Aranea

|#55assin vine

| Bat {animals)

Cire bal {dire animals)
Black bear (animals)
Ciant stag beetle (vermin)
Boar (animals})

Dire boar (dire animals)
Chiwl

Couatl

Deinanychus (dinosaur)
Cireen dragan
Pseudodragon

Dryad

Elephant {animals]

Wil elf

cttercap

Gorilla

Girallen

Grig

Green hag

Krenshar

|Leopard {animals)

| Megaraptor (dincsaur)
Mankey (animals)

| Pegasis

Ciant praying mantis {vermin)
Rakshaza

Shambling mound
Canstricter snake (animals)
Gignt constrictor snake {animals)
Crinsphing

Tendriculos

Triceraraps {dinasaur}
Tyrannasaurus {dinosaur}
‘Wereboar {lycanthrope)
Wywern

Any Lond

Any Forest

Warm Land

Any Hills

Brown bear (animals)
Dvre bear (dire animals)
Crwart (hil| dwarf)
Eagle {animals)

Giant eagle

Hill_giant

Gnome {(rock gnome)
Deep halfling

Lamia

Gire lion idire animals)
Giant owl

Tiger {animals)

Dire tiger (dire animals)
Werebear {lycanthrope)
Weretiger {lycanthrape)
Werewoll (lycanthrope)
Walf (animals)

Warg

Dire woll [dire animals)
Yrihak

Cold Hills

Ettin

Welverine [animals)
Any Land

Any Hills

Cold Lond

Temp«umre Hills

Giant ant (vermin}

Athach

CHre badger {dire animals)
Bal {animals)

Dire bat {dire animals)
Black bear (animals)
Displacer beast

Red dragon

Copper dragon

Dragonne

Ettir

Griffan

H :[Jpl::lgriﬂ

Ciant praying manlis [vermin]
Tendriculos

Dire weasel [dire animals)
Wolverine {animals)

Diire wolverine (dire animals)
Wyvem

Any Lapd

Ary Hills

Termperate Land

Warm Hills

Giant ant (verming
fithach

Bat {animals)

Dire bat {dire animals)
Black bear (animals)
Deinanychus (dinosaur)
Fed dragon

Copper dragon
Dragarne

Criffan

Hippogriff

Megaraptor [dinosadir]
GCiant praying mantis [vermin]

Hieracosphiny
Tendriculos

fricerataps (dinasaur)
Tyrannasaurus {dinasaie)
Whwern

Any Land

Any Hifls

Wirrm Land

Any Land

Annis

Basilisk

Behir

Beholder

Chimera
Doppelganger
Cald dragon
Cargoyle

Fire giant
Gibbering mauther
Ciray render
Halfling (lightfoot)
Medusa

himic

Myrnph

Ogre

Cgre mage

Cre

Half-arc

Phasm

Rat [animals)

Dire rat (dire animals)
larrasgue

Titan

Trall

Vargouille

Wererat (lycanthrope)

Cold Land

Pelar bear (animals)
White dragon

Frost worm

Fresst giant
Remorhaz

Winter wolf

Temperate Land

Ciant bee {vermin)

Giant bombadier beetle (vermin)
Giant fire beetle (vermin)
Bulette

Manstrous centipede (vermin
Cockatrice

Digester

wild dog (animals; lreat as deg)
Grll

Goblin

Corgan

Harpy

Hoebgaoblin

Manticore

Dark naga

Guardian naga

Spiric naga

Meonstrous scorplon [vermin)
Viper snake (animals)
Monstrous spider {vermir)

e

Spider eater
Glant wasp {vermin)

Warm Land

Giant bes (vermin)

Giant bombardier beetle {vermin}
Giant fire beetle (vermin)
Maonstrous centipede (vermin)
Cockatrice

Digester |
Wild dog (animals; treat as dog) |
Cnal

Cablin

Corgon

Harpy

Hebgablin

Larrmasy

Ciant lizard (animals)
Manticore

Dark naga

Guardiap naga

Spint nega

Manstrous scorpion [werming
Wiper snake (animals)
Andrasphinz

Cynosphinx

Monstrous spider (vermin)
Spider gater

Giant wasp [vermin)

Any Mountains
Brown bear (animals)
Dire bear (dire animals)
Drwarf {hill dwearf)
Mountain dwarl

Eagle [animals)

Ciant eagle

Hill giant

Stone giant

Grimliock

Deep halfiing

Dire lion (dire animals)
Glant, awl

Tiger {2nimals)

Dire tiger [dire animals)
Troglodyte

Werehear [lyvcanthrope)
Weretiger (lycanthrope)
Serewolf (lycanthrape)
Walf (animals)

Warg

Dire wolf (dire animals)
Yrthak

Cold Mountains
Ettin

Any Land

Ary Mountains
Cold Land

Temperate Mountains
Athach

Black bear [animals)
Displacer beast

Red dragon

Copper dragon

Silver dragon




r |

TABLE 4-38: WILDERNESS
ENCOUNTER LisTs (CONT.)

Gy elf
Ettin
Cloud giant
 Starm giant
Crifforn
Boc
Dire weasel (dire animials)
LT il
Any Land
Amy Mauntains
Temgerate Land

Warm Mountains
Direape [dire animals)
Athach
Black bear {animals)
Red dragon
Copper dragon
Silver dragon
Cloud giant
Storm giant
Gorilla
| Cirallon
| Giriffon
|Em:
}fl.l!';ﬂ:rn
fhny Land
| Any Mauntains
Wartm Lamd

Any Plains

Dire bear (dire animals)
Eagle (animals)

Ciant pagle

Dire llon (dire animals)
Clant ol

Tiget {animals)

DQire tiger (dire animals)
Weretiger (lycanthrape)
Werewoll (lycanthrape).
Wolf [animals)

Werg

[Nie woalf (dire animals)

. Temperate Plains
Ankheg
Clant ank [vermin)
| Dire badger (dire animals)
L Bar [animals)
 Crirm bat (dire animals)
Biink dog
Brazs dragon
Hippogriff
Krenshar
Cianl praying mantis {vermin)
Bire weese| (dire animals)
Dire wolverine (dire animals)
Apy Land
Any Plains
Temperate Land

Warm Plains
Ankhezg
. Giapt ant {vermin}

i

Bat {animals)

Dire bat (dire animals)
Cheetah_[arimals)
Dreinonychus (dinosaur)
Brass dragon

Elephant (animals)
Hippogriflf
Hippapatamus

Krenshar

Leapard [animals)

Lign (animals)
Megaraptor (dinosaur)
Giant peaying mantis {verrin)
Rhinoceros (snimals)
Triceratops {dinosaur)
Tyrannosaurus (dinosaur)
Any Lard

Any Plaing

Warm Land

Any Swamp
Black pudding
Black dragon
Cray aoze
Hydra

Ochire jelly
Will-o'-wisp

Temperate Swarmp

Chuul

Green hag

Lizardfalk

Giant praying mantis (vermin)
Shambling mound
Tendriculos

Ay Lond

Arry Swamp

Terrperate Land

Warm Swamp

Chuul

Crocodile {animals)
Clant crocodile (animals)
Deinonychus (dinosaur)
Green hag

Shocker lizard

Lizardfelk

Megaraptor {(dinasaur)
Cijant praying mantis (verrmin)
Rakshasza

Shambling mound
Tendriculos
Tyrannosaurus (dinosaur)
Ary Land

Any Swamp

Warm Lond

Civilized Area

Bandits*

Lat [animals)

Dag [animals)

Wild dag (animals; treat as dog)
Farmers®

Ghost
Herders*
Hunters*
Merchants®

Minstrels/Actors™

Patrolt

Pilgrims®

Travelers®

Vampire

*MPCs encounlered are treated as
monsters—that is, their level
should be the average CR you
have assigned for the region ar

lawer if encauntéred in numbers,

Bandits: 3d4+2 warriars and 1
higher-level warrior leader. 10%
chance that the leader is a fighter,

Farmers: 1d4 commoners.

Herders: Td4 commaners
with 5d6 livestock,

Hunters: 1d4 commaners,
10%: charee 1 is a warriar.

Merchants: 1d4 commoners,
1d4 warriors (guards), and 1
expert [|eadn~rll. Usually with
maunts or wagens laden with
goods.

Minstrels{fesars: 2d4 com-
marners and | cxpert (leader)
10%a chance that the |eader is a
larel. They usually have a wagon
full of preps and costumes that
can also double a5 a stage.

Patrol: 2d441 warriors and 1
higher leve| warrer leader 102
chance that the leader is a fighter,

Pilgrims: 3d444 commoners,
1d6-1 warriors (guards), and |
clerie {leader),

Travelers: 1d4 individuals of
any class,

Haunted {Magical
Allip

Animated object

Hound archen [colestial)
Lantern archan {celestial)
Trumpet archon (celestial)
Arroawhawk

Azar

Balor {deman)

Barbazu (devil)

Barghest

Bebilith {demon)

Belker

Badak

Celestial crealure

Chaos heast

Cornugan. {devil)

Astral deva [celestial)
Devourer

Cxjinni

Dreteh (demon)

Ghaele eladiin (celestial)
Air elemental

Earth elermental

Fire elermental

Water elemental

Efreet

Erinyes (devil)

Ethereal filcher

Fiendish creature
Fermign

Celugen (devil)
Clabrazu [demon)
Clay golem

Flesh galem

lten golem

Stane polem

Aworal guardinal (celestial)

Might hag
Hamatula {devil)
Hellcat (devil)
Hell hound
Hezrou (demen)
Hemunoulus
Hewler

Imp (dewil)
lanni

[yton, (devil)
Lillend

hdagmin

arilith (dernan)
Air mephit

Dust mephit
Earth mephit
Fire mephit

lce mephit
IMagma mephil
Cioze mephit
Salt mephit
Stearn mephit
Water mephit
Mahrg
Naif&ﬂ.ﬂﬂﬁ:[dcmgn_ﬁ
Mightcrawler
Mightmare
Mightwalker
Mightwing
Qsyluth {dewil)
Phase spider

Pit fiend {dewvil)
Planetar [celestial)
Quasit (deman)
Rawid
Salamander
Shadaw
Shadaw miastiff
Skeletan

Blue slzad
Death slaad
Cray slaad
Green slaad

Red slaad

Solar [celestial)
Spectre
Succubus {deman)
Thogqua

lefling
Vampire spawn
Vargouille

Vrock [deman)
Wight

Wraith

Xill

dam

Yath hound
Zombie




" TABLE 4-39; DARK MOUNTAINS WILDERNESS ENCOUNTERS

d% d9% Mumber At
Day  Might Encounter Encountered CR EL
01 m Athach 1 7 7
02 az Bandits * M |
03 a3 Basilisk 14 L |
104-07  — __ Black bear 1d4+1 3Rl
(08—09  —  Brown bear 1d4 4 gl
11011 — Dire bear 1 ¢ AT |
— 4 Behir 1 -
| 05-06 Beholder 1 E ¥
= 07-08 Chimera 1 73
112 —  Cockatrice Zdd 302
13 ] Digester 1 B B
14-15 10 Displacer beast 1d4 4 B
16 —  Daoppelganger 1d4 i 5
L17 - Red dragon, young 1 B B
18 11 Red dragon, juvenile 1 [ |
19 12 Red dragon, young adult | o o
20 13 Fed dragon, adult 1 14 14
21 14 Red dragon, mature adult 1 7 S
22 15 Reddragon, old 1 19 1%
16 Red |:|r'.|g|::-r|I vEery ald 1 20 20
17 Red dragon, ancient 1 2z 22
23 —  Gold dragon, young 1 i
24 —  Gold dragon, juvenile 1 10 710
L Cold dragon, yourg adult 1 13 13
|26 Gold dragoen, adult 1 T8 15
127 —  Gold dragon, mature adult 1 18 18
128 — __fold dragon, ald 1 20 70
129 —  Gold dragon, very old 1 X A
130 —  Gold dragon, gncient I 25 23
13136 — Mountain dwarf ide 1j2 &
(37 Ciant eagle 1dd 3 5
3841 —  Grayelf 3dé. 1j2. 5§
18 Ettin 1d3 R
149 Ettir Zcld L g
M Gargeyle Tdd 4 6
— 21 Cargoyle 2d4 4 F|
— 22-1% Ghast Zd4 |
— 24-35  Ghoul Zclf 13
16 Chaospsw 1 r i
42-43 - Cloud giant 1 N
44-45 27 Fire giant 1 1o
28-29 _ Fire glant 1d3 10 12
46 30-31__Hill giant 1d3 7 5
47-48 32-34 Stone glant 1d3 8 10
a0 35-36  Storm giant 1 =03

dse dss Murn ber ,ﬁt}
Day  Night Encounter Encountered R EL
- 37 Cibbering mouther 1 5 if
|51-52 3840 Gnall 2dd 1 X
153 4142 Gablin dcde+2 1/4 4
— 43 Corgon 1 IR
54-56 4446 Cray render I R
57-61 — Griffon 1d4 4 Al
4748 Grimlock 2d% 122
— 49  Hag, annis 143 g ﬂ
62-65 —  Deep halfing idé 1l 5
= 50 Hargy 14 Ak
B6-67 51-53 Hobgoblin idf | B B
6869 —  Direlien 14 513
70-72 5457  Manticors 1d3 A
73 5859 Meaduss 143 .5
— G0-61 Dark naga 1 & B
476 6264 Ogre 2d6 IS
i &5 Care ide Lk
77-79  EE6-E9  Orc 1dg 15
— 70-71 _ Giant owl 14 L
— 72 Phasrm 1 10700
&0 — Roc 1 v Bail -
#1-23 — Huge viper snaks 14 ] _aad
C 73 Spectre 1 =
8485 V475 Large monstrous spider 2d6 i3
B6-87 76-77 Huge monstrous spider 1dl4 q ﬁ+
— 7E Huge monstrous spider 2d4 4 42
88-89 75-80 Gargantuan 1 -3
monstraus spider |
— &1 CGargantuan 1d3 7.9
monsiraus spider =
a0 — Spider eater Tdd 1
= &2 Troglodyte 2d8 ="
— 8386 Trall Td4 il
— a7 Vampire 1 i K
9192 — Dire weasel 2dB r
9304 — “Werebear 1d4 § A
— a3 Wererat 2de F R
30-97  ‘Werewol] 1d4 1.5
— a2 Wigl":t 2dd 3 -
55-97 Woll 2d8 1 &
— 93-95  ‘Worg 21d6 FA |
9899 9598 Dire walf 204 (RAL
— a9 Wraith 14 508
100 - Wy 1 b B
— 100 Yrethak 1 g 1

L *Bandits: One Sth-level warrior leader (CR 5) and 3d4+2 1st-level warriors (CR 1 each) who raid the intelligent races in the mauntains, Rall d5
te determine the race or kind of bandits: 01-75, human: 76-85, halfarc; 86-00, gray =lf; 91-95, deep halfling; or 96100 mountain dwarl

#=se the sample ghost faund in the Mogster Manual.
T Use the sample vamplre feund in the Maenster Mapual,

i somewhat civilized swamp might be lower—even drastically
lower—rthan EL 10.

At your option, you can set up encouter tables so thar creatnees
encountered by day ave ditferent from the ones encountered at
night. Having two d% colummns to roll on for the same area allows
nightrime enconners that are both appropriace (undead, more noc-

| tuirnal beasts, ere,) and more dangerous, (Evervone knows that an
| area is more dangerous ar night—tougher monsters or simply
| moke of them in nighttime encounters reinforce thae face ) It also
|increases the plausible variety ol encounters in g glven area

EXAMPLE; THE DARK MOUNTAINS

Table 4-3%: Dark Mountains Wilderness Encounrers is an example,
of how to construet a wilderness encounter whle [rom the fiss
given above, The DM has assipned an approximate aversge!
Encountey Level for the Dark Mountsing of 8. He chose the [l
lewing encounrers mainly from rthe Temperare Mounains lis,
altheugh a lew crearures from the Hawnted /Magical lise are used)

| for night encounters, _1

.1,




GENERATING TOWNS

When the PCs come into a town and you need ro generate facts
abour that town guickly, you can use the following material,

TaBLE 4—40: Ranpom TowN GENERATION

f d% Town Size Papulation® GP Limit .
,I[l =10 Thorp 20-20 A go
{11-30 Hamlet £1-400 100 gl
W31-50 Yillage 401 -900 200 gp.
L51=70 Emall town S01-2,000 BOD gp
L T1-85 Large tawn 2.001-5,000 3,000 gp
_$B-585 Srmall ciry 5.001-12,000 15,000 gp
96-99 Large city 1200125 0040 40,000 gp
100 Metropalis 250074 100,000 gp

“Adult pupulariﬂn. DEpEHding on the dominant race af the comimnity,
| the number of nonadules will range frorm 109 te 4095 of this figure.

COMMUNITY WEALTH AND POPULATION |

| Bvery community has 2 gold piece limit based on its size and pop-|
ulatdon. The gold piece limirt (see Table 440} is an indicator of the |

price of the most expensive item available in that communiey.
Nothing that costs more than 2 communitys gp limir is available
for purchuse there, Anything having a price under thar limir is
most likely available, whether it be mundane or magical While
exceprions ate certainly possible (o boomtown near 2 newly dis-

Tcn'-'ercd mine, a farming community impoverished after a pro-

.lﬂnged 'd.“:lu;,l:][ ll'.'lr.':sl: TRLEp ons ang. [CMPOTary, ﬁ_” LTI ]TI £5
will conform o the norm over time,

. Tadetermine the amount of ready cash in a community, or the
toral value of any given item of equipment for sale at any given
time, multiply half the gp limit by one-tenth of the community's

populitdon. For example. suppose a band of adventucers bringsa
baglul af loot (one hundred gems, each worth 50 gp)inro 2 ham-
let of 20 people, Hall the hamlet's gp limit fimes one-tench ies
population equals 450 (100 + 2 = 50, 90+ 10 = 9, 50 % 9 = 450,
Therefore, the PCs can only convert nine of their recently

acquired gems to coins on the spot before exhausting the locul,
cash reserves; The coins will not be all bright, shiny gold pieces.|
They should include a large number of barrered and well-worn |
#ilver pieces and copper pieces as well, especially in @ small or.

puer communiry,

If those same adventurers hope 1o equip their one hundred
tewily recruiced followers with new longswords {pelce 15 gp each),
they can find a longsward (o even the smallest community, but a
commiznity of at least 3040 peaple is necessary in order 10 have the
TeROECeS to construct that many weapons {100 + 2= 50, 300 + 10 =

30, 50 30 = 1,500)

@HER CENTER FOR THE COMMUNITY

Sometimes all the DM needs to know abour a communiry is whe
halds the real power, If this is the case, use Table 4—41: Power Cen-
ters, moditied by the size ol the communiey as follows:

TasLE 4—41: Power CENTERS

1d20 Power Canter Type
1Y or lesx Conventional®
14-18 Monstandard

19+ Magical

| 5% of these have a monstrous power center in addltl-:rl to the con-
“ventional,

Community Slze Medifier to 1d20 roll
Tharp -1
| Hamlet 4]
Village.. 1
Srmall town +2

L e s S
Large town +3
Small.city +4 [roll twice)
Large city +5 (roll three times)
Metropelis 16 [rell four times)

Conventional: The community has a raditional form of gov-
¥ B

Jerhment—a l'ﬂi:l}'l'_'ll'_l_ q4 L[J'\'r'ﬂ_;‘l."u.l.'lllﬂ! d H.L"'bll;' I'L'I].i.]'.I.E aver [].'lr_' suUT=

rounding area under a preater liege, a noble ruling the community
ag a city-srate. Choose whichever lorm of government seems most |

| Appropriate to the afea, |

Nonstandard: While the community may have a mayor or i
town council, the real power lies in other hands, It may centeron
a guild—a formal organization of merchants, craftsmen, profes-
sionals, thicves, assassins, or warrors whe collectively wield greac |
influence. Wealthy arstocracy, in the form of eone or more rich |
individuals with no political office, may exert influence through
theis wealth. Prestigious arstocracy, such as a group of aceom-
Plu;’u.d adventurers, may exert o . thrnugh their reputation

Land experience. Wise elders may exert influence through these.
Lwho respect their age, reputation, and perceived wisdem.,

Magical: From a powerful temple full of priests ro a single sor-
CereT C!.I'Jip&itl'_' H:d IIJ.'.I a tl:]'r\"{:rl a CI.L'T!C oL g "r}']..('.ﬂ.rl'.[ m_lg"u; ['.lﬂ "!'I{" ﬂl;.,mi, &
olficial ruler of the town, or she may fust be someone with @ great
deal of Influence.

Monstrons: Consider the impact on g commumnity. of a dragon
whe cceasionally makes nonnepotiable demands and must be con-
sulted in major decisions, or a nﬂnrh}' ogre tribe that muost be pﬂid |
amonthly ribure, or a secret mind fayver controlling the minds of |
many Ul.—d'.“." T H{-I::l_l.lﬂ. .I"'L MOonsStrous POWET CENTET [Cpmﬁﬂnrﬁ any.,
influence (beyond just a simple nearby danger) held by a men-|
strous being ot beings not native to the community,

TaeLe 4—42: POweER CENTER ALIGNMENT

d% Alignment
01-15 Lawful good
36-19 Meutral good
4041 Chaotic good
42-h1 Lawful neutra!
6263 True neutral

b Chaotic neutral.
&5-a0 Lawful evil
9]1-9& Mewtral evil
99100 Chiaotic evil

Alignment of the Power Centers

'T]:I.L‘ H]ignmm U{ t]'.l.[." l'LI‘IL‘l' or rLIJL'IE Uf.'i mel.ll'llf} n(.‘ﬁ.‘ﬂl not I'.'L'll'.lfﬂ..'"l'.l'l.'!l
o the alignment of all or even the majority of the residents, alithough
this iz usually the case, In any case, the alignment of the power center
strongly shapes the residenes” daily lives. Due to their generally organ-
ized and organizing mature, mest power centers are lasful

Lawiul Good: A commuedey with a lowlul good power center
usually has a codified ser of laws, and most people willingly obey
rJ'!(]HI: hwh L

Neutral Good: A neutral good power center rarely influences
I'J.-.Il'.." Fﬁ'_‘ii{lﬂﬁ!ﬁ Q'F r]'l.l: l:[:l]TI]TI.Llr.I'itﬁl' l'.,'l[],'l.l.'f'l' than T2 h(:l]'.l Thcm ‘Jﬁ']'IETI
they are in need,

Chaotic Good: This sort of power center influences the com- |
mumity by helping the needv and opposing restrictions on free- |
dom. i

Lawinul Neutral: A community with & lawful neutral power)

jcenter has a codified set of laws thar ave [ollowed 1o the letter. |

Those in power usually insist that visitors (as well as residents),
abey all local ales and regulatl-:ms
True Neutral: This sort of power center tarely influences thel

| commumiry, Those in power prefer to pursue their private goals

Chaotic Nentral: This sort of power center is unpredictable,
influencing the comumunity in different ways ar different rimes.




Lawlul Evil: A community with a lawlbul evil power center usu-
ally has a codified set of laws, which most people obey our of fear
of harsh punishment,

Neutral Evil: The residents of 2 community with a nenrral evil
power center are usually oppressed and subjugated, lacing a dire,
Future,

Chaotic Evil: The residents of a community with a chaotic n:wl

power center live in abject fear because of the unpredictable and
| horrific situarions continual by placed upon them.

Conflicting Power Centers ,
L As shown on Table 441 Bawer Centers, any communicy at least as
Tarpe as o small city has more than one power center. I a commu-
nity has more than one power cenrer, and two or more of the
power centers have opposing alignments (either good vs. evil o
law vs. chaos!, they conflict in some way, Such conflict is not
|always open, and sometimes the conflicting power centers
+hegrudgingly getalong.
For exuanple, 2 small city contnmk a powerlul chaotle F',,I.'IEId
| wizards' guild but is ruled by 2 lawful good atistocrat. The wizards,
are sametimes exasperated by the sirict laws imposed by the aris-|
tacrat tuler and pecasionally breal or circumvent them when it
serves their (well-intentioned) purposes. Mest of the time,

S

though, i representative from the guild takes their concerns and
disagreements ro the aristocrat, who arrempes to ficly resolvel
any problems.

Another gxample: A large city conrains a lawful evil f!bhtq:: |+
awful good temple, and a chaotic evil aristecrat. The selfish’
|aristocrat is.concerned only wirth his own gain and his
\debauched desives, The powerful fighter gathers o small legion

of warriors, hoping to aust the aristocrat and rake control of rhe
city herself. Meanwhile, the clergy of the powerful temple,
Lhelps the citizenry as best as rthey can, never direcely)
conlronting the aristocvar but aiding and aberting thase whol
suller ar his hands. <

COMMUNITY AUTHORITIES i

Its offen important to know who makes up the communirys|
authority sccucture. The authority smucture does not necessartly
Lindicate who's in charge, but instead who keeps onder and enforces
L the authorivy thar exdists. '
4 -
Constable/Captain of the Guard/Sheriff
This position generally devolves ipon the highest-level wardor in,
a community, orone of the highest-level fghrers:

e T e T N et T e e e S S T

ONE HUNDRED ADVENTURE IDEAS

Use 17 |:||5|:r'.l.||r'|g far spur-of-the-rmement adventure seeds or for gen-
erating ideas.

d%  Adventure Idea

1 Thieves steal the crown jewels.

2 A dragon fiies into a town and demands (ribute.
3 The tamb of an old wizard has been discovered.
4 Wealthy merchants are being killed in their homes,
5 The statue in the town square |5 Tound o be a pE‘triﬂEd paladin
&  Aceravan of important goods is about to leave for a trip through
a dangerous area,
7 Cultists are kidnapping potential sacrifices.
] Goblins riding spider eaters have been attacking the outskirts of
3 ToWFL
9 Local bandits have joined farces with a tribe of bughears.
14 A I-rI-.u.lcguard is afganizing monsters n an area,
11 A gate to the Lower Planes threatens to bring more demons to
the waorld,
12 Miners have accidentally released something awful thal once

wias burled deep.
13 & wizard's guild challenges the ruling council.
14 Racial tensians rise between humans and elves.
15 & mysterious fog brings ghosts inte town,

16 The holy symbel of a high priest is missing.

17 Ar evll wizard has developed a new type of golem.

18 Sorreone in tewn is a werewolf.

18 Slavers cantinue o raid a local cammunity.

20 A fire elermental escapes from a wizard's lab.

21 Bugbears are demanding 4 toll on 4 well-traveled bridga.

22 A mirrar of spposition has crealed an svil duplicate of a hera.

23 Twio are tribes wage o bloody war

24 Mew canstruction reveals a previously unknown underground
tamb.

25 & nearby kingdorn launches an invasian

26 Two well-known herass fight a duel.

27 An anclent awerd must be recovered to defeal @ ravaging
manster.

28 & prophecy foretells of coming doom unless an artifact is

recovered

£9
4]

Ogres kidnap the mayer's daughter.

A wizard is buried in a trap-filled tomb with her powerful magic
iterns,

11 An enchanter is compelling others to steal for him,

3z A shapechanged mind flayer is gathenng mentally controlled
servitars.

33 A plague brought by wererats threatens a community.

34 The keys to disarming all the magic traps in a wizard's tower
have pane missing.

a5 Sahuagin are being driven out of the sea to attack coastal
villages.

[ Gravediggers discover o huge, ghoul-filled catacomb under the
cermeier.

37 & wizard needs & particularly rare spell carmpanent faund anly is
the deep jungle.

18 & map shawing the lacation of an ancient magic forge is dis-
cavered.

L] Warious monsters have lang preved upen people from within the
sewers of a major city,

40 An ermissary going into & hostile kingdom reeds an escort,

41 YWarmpires are preying upon & small town,

42 A haurted tawer is reputed to be filled with treasure.

43 Barbarians begin tearing up & village in a violent rage

44 Giants steal cattle from local farmers.

45 Urexplained snowstarms bring winter walves into an otherwise
peaceful area,

46 M lonely mountain pass is guarded by & powerful sphing denying
all passage,

47 Evil mercenaries begin constructing & fortress not far from a
corrmunity.

48 An antidote to a magic poison rriwst be found before the duke dies,

49 & druid reeds help deferding her grove against gohblins

50  Anancient curse is lurning innocent peaple inta evil murderers;

| Gargoyles are killing giant eagles in the mountains.

52 Mysterious merchants sell faulty magic items in town and then
attermpl 1o slink AWy

53 A recently recovered artifact causes arcane spellcasters' powers
to go awry

54 An evil noble puts a price on a good noble’s head
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L d% Rank Highest-Level MPC in the Community for Each Class |
L 01-60 Highest-level warrior e the following tables to determine the highesr-level character|
B1-80 Secand highest-level fighter in & piven class for a given community. Roll the dice indicated for |
#1100 Highest-level fighter the class [ Table 4-43, Table 4-44) and apply the modifier based on |

the stze of the commumity  Lable 4451
A reaulr of 0 or lower for character level means that no charac
Lters of that tvpe can be found in the community The maximum
level lor any classis 20th.

Use Table 4-43: Highest-Level Locals (PC Classes) o Table 444;
| Highest-Leve! Locals (NPC Classes), modified by Table 45 Com-|
| munity Modifiers, to determine the constables level.

ds/Soldiers TasLe 4—43: HicHesT-LeveL LocaLs (PC CLassEs)

Eor every one hundred people in the community (round down), PC Classes Character Level
LLhe communiry haz one full-dme guard or soldier. In addition, for Barbarian 1d4 + community madifier®
L every twenty pecple in the community, an able-bodied member of Bard 1d6 + cammunity medifier
the bocal militia or o conscript soldier can be brought into service Cleric 1d6 + community medifier
within just a few hours, Druid 146 + community medifier
i Fighter 1d8 = community medifier
HPCS'N .I H[. CGMMUNITY Monk 1d4 + community modifier*
For detailed city play, knowing exactly who lives (n the commu- | Paladin 1d3 + community medifier
ey becomes impormant. The following guidelines allow you to| | Ranger 1d3 + community modifier
L determine the levels of the most powerful locals and then extrap-, [ Rogue 1d8 + community madifier
Yalare from that 1o derermine the rest of the classed characrers) Sarcerer 1d4 + community modifier
living there, Wizard 1d4 + community modifie: j

M_ T B — 4 ey : 3

#Where these classes are mare cammon, levelis 1d8 + medifier.

L ——

85 Adventurers exploring & dungeon have not returned in s wesk. 80 All the daars in the king's castle are suddenly arcane locked and

86 The funeral for a good fighter is disrupted by enemies he mads five trappad.
whille alive, 81 An innocenl mrian, bout ta be hanged, pleads for someane ta

87 Colossal vermin are straying oul of the desert to attack settle- help him,
ments, 82 The tomb of a powerful wizard, filled with magic items, has

58 Anevil tyrant oullaws nanafficially sanctioned magic use sunk inta the swamp

59 A& huge dire wolf, apparently immune to magic, is organizing 83 Someone |+ sabotaging wagons and carls o come apart when
the weolves in the wood. they travel at high speed.

Bl A community of gnomes builds a flying ship. &4 A certain type of frogs, feund only in an isolated valley, fall [ke

B An lsland at the center of the lake is aclually the top of a rain on & major city.
strange, submerged fortress. &5 & jealous rival threatens to stop & well-attended wedding-

6  Buried befow the Tree of the World lies the Master Clock of 86 A womnan who mysteriously vanished years ago is seen walking
Tievie, on the surface of 2 lake.

81 A child wanders into a vast necropelis, and dusk approaches  E7 An earthquake uncavers a previously unknown dungean.
guickly B8 & wionged half-elf needs a champion to fight far her in 2 gladi-

g4 All the dwarves in an underground city have disappeared, atorial trial,

65 A strange green smoke billows cut of & cave near & mysterious 89 At the eye of the starm that tears acrass the land |ies a flaating
i, citade]

B6  Mysterious groaning sounds come from & haunted wood at 50 People graw suspicious of half-orc merchants peddling gold
night. dragan parts in the market.

£}  Thieves steal a great treasure and flee into Mordenkainen’s 21 An absentminded wizard lets her rod of wonder fall inta the
magnificent mansion, wrong hands.

B8 A sorcerer atternpts to travel ethereally but disappears com- 32 Undead shadeows vex a large library, especially an old storercam
pletely in the process. long left undisturbed.

6% A paladin's quest for atonement leads her to 3 troll lair too well 93 The door inte an abandoned house in the middle of rown turms
defended for her to tackle alone. aut to be a magic portal.

0 Akingdom known for its wizards prepares for war, 94 Barge pirates make a deal with a covey of hags and exact 2 high

M The high priest s an illusion. toll to use the river

12 Anew noble seeks to clear a patch of wilderness of all monsters. 95 Two parts of a magic item are in the hands of hitter enemies;

13 A buletre is tearing apart viable farmland. the third piece is lost.

74 A infestation of stirges drives yuan-t claser to civilized lands, 96 B clutch efwyverns is preying upan sheep as well as shepherds,

75 Treants In the woods are threatened by a huge fire of mysteri- 97 Evil clerics gather in secret to summon a monstrous ged te the
OUs arigin., world.

76 Clerdes whe have resurrected a long-dead hero discaver she's 98 A rmajor city faces a siege by a force of humans, duergar, and
not what they thought. gnalls.

77 Asarowful bard tells a tavern 1ale of his imprisaned companions, 99 A huge gemstone supposedly lies within an ancient ruined

78 Evil nables create an adventurers' guild to momitar and centrel manastery
adventurers. 100 Lizardfolk nding dragon turtles sell their services as mercenar-

78 A halfling caravan must pass through an ankheg-infested ies ta the highest bidder

wildermass.




 TasLE 4—44: HicHesT-LEvEL LocaLs (NPC ﬁﬁssa.ﬂ

NPC Classes Character Level iy

Adept 1d6 = community modifier

Aristocrat 1dd + community medifier

Cammoner 4d4 + community medifier

Expert 3d4 + cgmmur—if?‘ madifier !
Warrlar 2d4 4 community modifier i

T;'I-BLF. 445 CommunIiTY MoODIFIERS

| Community Skze Community Modifier
| Tharp =
| Harnlet 2%
| Village =]

Srmall town [+

Large town &3

Small city +6 (ol teice)
,Large city +3 {roll three times) =
| Metrapalis (12 (rell faur times)*=

=5 thorp or a hamlet has a 536 chance ta add +10 to the modifier
of a ranger or druid level. |

#*Citjes this large can have more than one high-level NPC per class, |
each of whom generates lower-level characters of the same class,
as described below.

Total Characters of Each Class
Use the following method for determindng the levels of all the
characrers in a community of any given class.
For PO elasses, il the hiphest-level character indicared in the
| method is 2nd level or abowe, assume there are twice thae num.
| ber of characters half thar level., 1f those chatacters are above Lat
| level, assume thart for each such character, there are two of hall
that level Conrinue until the number of 1st-level characrers is
_generated. For example, if the highesr-level fighter is sth level,
then there are also two 3rd-level fighters and four 1se-level
fighters. .+
Do the same for NPC classes, but leave out the [nal stage thae
would generate the number of 15r-level individuals, Instead. take
the remaining population afrer all character types are generated,
and divide it up so chat 91% are commeners, 5% are warrors, 3% are.
EXperes, and the remuining 1% is r:qua”.y divided berween aristo- |
crats and adepes {0.5% each), All these characrers are 151 lewel,
Using these puldelines and ‘Lables 443 Highest-Level Locals
(P Clusses), 4—t4: Highese-Level Locals (N PC Classes), and 445
Community Modifiers, the character class breakdown for the
population of a typical hamlet of two hundred people looks like
this:

One. 1st-level aristocrat {mayor)

e 3rd-level warrior (constable)

Nine 1s5t-level warriors (two guands and seven militia members]
One 3rd-level expert smith (militia member)

* Seven Larlevel expert crafters and professionals of various

= One 1st-level adepr

s (e 3rd-level commaner harkeep (militia member]

Oine hundred sixry-six ist-level commoners (one is & mill
mr_'m.bcrxl

One 3rd-level fighter

Two 1st-lewe] fighters

Ome tae-level wizard

One drd-level cleric +
. Twa 1st-level clarics i

One 1si-level druid 4
ione 3rd-level nogue
Toro 1ae-level opues
One tselevel bard

Omne tst-level monk

- —

| In addition to the residents vou generate using the system,

| described above, you might decide thar a communiry alse |

\ some sort of speclal resident, such as the single, our-of-place 15tk

|level sorcerer who lives fust outside a thorp of fifty people; or the)
secret assassins guild boimming with leveled characters hiddenin)
a small town, RBesidents such as these that you create “on the fy'da)
notcount against the highest-level characters who are actually par!
of the community.

RACIAL DEMOGRAFPHICS .

The racial mix of a community depends on whether the commusd
| tuivy is isolated (lirtle craffic and interacton with other races udi_
places), mined {moderate traffic and interaction with other nr.ﬂi]

and places), or integrated (lots of interaction with othee races.

places). _‘i;
—
TasLE 4—46: RaciaL Mix oF COMMUNITIES —
Isalated elized Integrated
6% hurnan F9%E hurman 17% human
2% hallling 9% halfling 20% halfling
| 4 elf 5% elf 18% elf
19 other races 35 dwarl 10% dwarf
1% gname i gnome
1% half-elf 52 half-elf
1% half-orc 356 hall-ore

If the ares’s dominant race is other then human, place that race in
the eop spor, pur humans in the #2 rank, and push each other race
down one rank. For example, in a derarven town, the population i
gt dwarf, 2% human, 1% halfling, and 1% other races. (All dvr-
ven communites are [solated.) You may also change the fHgures
slightly for various racial preferences. For example, a mixed ¢lven
village is 79% elf, 9% human, 5% halfling, 3% dwarf, 2% gnome and
2% half-e]f (with no half ores), You might even swicch rhe percent
ages of gnomes and dwarves in an elven town. |

b
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®  Gamipaigns, Good adventures make up good campaigng
Dreating s campaign ofyour ovn is the most diffieudr,
bt most rewarding, task a M fices. b

165 important to distinguish bevween s compaign and

- '-.-%ji}ggl;j,_ﬁnﬂi:"rhe ters olten seem (o Be'dseld inrerchangeabli A

| | eAmpaign s a'sevies of advenpires, the wonplayef charaeters

P UNPCs ivolved in those adventires, and the events surrounding

e teverything that happens in those adventures. When you guide

(! Splayvers through adventites vou have designed and the players|

L
-

1

3 |Uef choote the paths for their charatiers within those alvettures,

|
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|0 pouardrunning. 4 campatgn, A world is o ficeional place in which

,-ffJ, _ CRmpaign reguires a world in which the action takés place, b
b _&'h' 18T you create your own wWorld or wse analready established
' setting, the campaign you run is always your own,

AMPAIGN.

_Taﬂwfn first requilres mﬂﬂé Xou have vwo options when it .3\.

5 ﬁﬁakmﬁlzmﬂd {or yeut campaign:

se s Published Campaign Séljl_;iﬁg:"[h_c adenntage of using

a publishied serting isthat you dont have to do so much work.
Aot of the ereation is done for you, often from the bisics
details, OF course, your are alwigs free 1w pick and

1 L ealy whar you

d i that yous o
do and might | *
parhd g wou dolt
world oo viu ©

-

I . tha ratnpaign is ser: 1% dlso often called 2 campaign sertifig. B

i f J o [ /-)F
LnEDunteTE are [U-i-:lt_rmmrfes whit adventures arefrp.. o

i~

=

A
3| .
.-." |
i S
Gk fuuse
B

Ry pr g gy

A
’ Fﬂnlq J.'u'n =y
|

)

(*No, Tabink Ravensbus is brighis side ol the river., .

Aboweallieven if its o lbhsﬁéﬂ;?m&ﬁct; it's your warld,

4 Crﬂgt& Your Own World: Tar more ,it]fn#mariun il
how to o this, seg Cligpeer & World:Buildihg,

Once vou have a-ficrional E&amn wnrir[ and an ndventire
for the characrers to start with, the campaign ean bgin.

- The moki imparantpurpase 6F a campalgn is to make the
o players feel that their charactersdive in a teil world This

appearance .of realism, also gallediversimilitude, is
important because it allows the players w stop feeling
like they're plaving a game and stirr feeling more like
they're playing roles. When immbrsed in théir mles,
sthesrare Mote likely to react w el Tord Erimbar than
theyrare fovail playing Lord Erimbaz |
Yo wil] lenigve yon have succeed a0 the plavers

1 ask Yowincreasingly probing questiéns, guestions nat

LY

4 justdbehe depth
 such as "If the angers wrdund the wood keep such o
uu;sw,-mtmﬁ,q

., orc e Leap averking the-beachy wvillages witli-

=

"What's beyont thos#woods# bur.
ﬁdgwnfph,::ﬁ';ﬁﬂtfhﬁ can the

wut wamning? When' the plivers 2 guestions of 4
that sory;hey're thitking in chamgrer, Don' ever
answer such a question with 'Beenuse | a1id saf o
"Becanse I'm the! M. olng thar ercourzges
metagame, thinking (see Chiptes 10 Dungeon
Mustering). Either provide anpanswer, or ask how the
charaereris going to go about findingow,

. Clocasionally, s player will see a loophole o incon-

sistericy {h whar you have, create -.U?:{‘._Bﬁlgh;,im

S0 FuRLLs

e

“obsernticn 1o your advantage rather the nadmitting

L
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that you've made a mistake. Make the quest for the answer a pare of
the adventure. When the plavers discover that the leader of the
rangers is taking bribes from the orcs to look the other way, they
will feel rewarded lor asking the nghrguestions, and they will must
the verisimilimde of vour world that much more.

THE ADVENTURING PARTY ]

| Bringing the group of adventurers (the parry) rogether can be ]
challenge. Not for the players—rthey are all sitting around the |
|able—but for the characters. What brngs such a disparace group|
|ofraces and professions rogetherand makes them a ceam thae goes
(en adventures ragether? The ohjective when answering this ques-
o s to avoid the dissatisfaction playvers feel when they sense that
they are adventuring with their comrades only because these folks
are the other PCs One way to prevent this fealing is (o have the
plavers create their chatacters together and put the hurden of
(determining how they bave come together on them before the firs
{adventure ever starts, Here are 2 few other suggestions: |
_Happenstance: The st adventure is set up so thar someone is |
|purting out a call for mercenaries or adventurers to do some tasl, |
and the characters are the men and women who happened |
answer the call, Altemmatively, all the characiers meet and discover
that they are headed to the same place.

History: The characrers are lifelong [Hends who have met in
the past. Despite their different backprounds and training, they are
already good friends.

Mutual Acquaintances: The characters don't start as fdends

| but are inreduced as trusted rends of mutual frends

Outside Intervention: The chatacters are called together by an

Lautside force—someone with authority enough to gee them o do
{as she suys—and are commanded 1o warle together, at least on the
Uirst adventure,

The Cliché: The characeers all meet in a ravern over mugs of ale

|and decide to work together.

BEGINNING THE CAMPAIGN

Start small. See the first adventure in whatever locale you desire,

give the players the informarion they need for that advenmure, and |
let them know just a linde abour the qurmunrfjng areq. Later, you |
can expand on this information, or the PCs can explore wnd find |

players a linle more tnformation about the campaign se |
Slowly, it will Blossom before them into whar seems t he m
wotld, h‘mj. |
Another great moment in any DM's career is when the p
‘bepin to refer to places and people vou have ereared in the
coarn paipn as i they were real: "They' never ler you pet away with
(that in the City of Grevhawk!" *T woender what Lord Nosh s ug
these days? He was locking for an apprentice when we saw him
last" When those sorts of comiments stact to How, you can bask
¢ |J.'|.'|".II gi'-.“-'lr liJ.I.—a. Eucfcﬁﬁful Eﬁm]'}ﬁ'igﬂ.

MAINTAINING A CAMPAIGN.

Once it going, maintiining the campaign becomes as much wotkl

as preparing adventures. Keep track of everything that hippegs)

everything that you tell the plavers abour the setting, and work
ke it all inte a [ull ¥ srtualized world, Build each nd!,-tmu::_m |
ithose that came before, Learn from whats happened—both rh:+
|good and the bad, i

CONTEXT

The most important facet of a campaign is & context in which ¢
can set advenrures and players can place their charactems. -
Consistency: The way to make your campaign consistens 16
lkeep accurate notes. If the Inn of the Blue Boar hud a creaky doot
when the F!].d.}Li‘h visit the 'F\]"I{'E, roike sure it has g -_:r_a[q{ ﬂnm.
when they {unless you have a reason for why it doesnt &
atymore), Once the players notice consistent details (minar
such as the cresking doon or major ones, such s a high pries
name}, they begin to frel that the world you have cresred iy
place. Keep a notebook or binder with all vour notes for
campaign, so that everything is at your fingertips duting a
session. If a plaver asks for the name of the place that someone
character met said was under siege, vou should have the =
for her, =
Calendars and Timekeeping: Keep close track of time. Trick
the passing of each seasom so vou can describe the weather, Mark
the coming and going of hely dayvs and other dares of importance:
This practice helps you organizationally, as well as encouraging
youta establish a calendar for your serting. tis anather wiy (o g

out more firsthand, With each successive playing session, give the | vour world verisimilitude.
e e e e e e e i = - =

VARIANT: UPKEEP

Instead of worrving about meal prices, lodging, replacing torn clathing,
and other miscellaneous costs, as well as to represent the kinds of
costs that turn up in daily life that aren't reflected on the equipment
tables in Chapter 7 Equipment in the Player's Handbook, you can
require each player la pay a monthly upkeep cost based on the |ifsstyle
of the character.

The upkeep can be assurmed to take into consideration every expense
except the cost of specific adventuring equipment—even taxes,
Ultimately, each player should choose the level of upkeep she's willing
to pay, You might wanl consequences to be attached to each lifestyle,
For example, sernecne living a meager existence might have to cantend
with thieves, while a wealthy character living an extravagant lifestyle
might be required to deal with the troubles that come from hobnobbing
with aristocrats—betrayals, infidelities, and expensive responsibilities.

Fram mast madest to priciest, the levels of upkeep include self-
sufficient, meager, paor. eammon, good, and extravagant.

Self-Sufficient: Cost 2 gp per manth, Even if you own your home [or
live with sameane else), raise your own food, make your own clothes,
and so an, yeu ceeasionally need to purchase a new pair of shaes, pay
a road toll, er buy staples such as salt. Commen labarers earn abeut

3 gp per month, sa they usually have to live self-sufficiently just i
sUrvive:

Meager: Cast 5 gp per month, A meager upkeep assumes that i
cat little {or hunt and gather a fair amaunt of your focd in the wils) ing
sleep in flophouses and accasionally in the street or in the wild

Poor: Cost 12 gp per month. Poor upkeep means praviding for yeun
self from the most basic of travelers' accommodations, whick gre ne
ertheless better than living on the street ar in the woods,

Common: Cest 45 gp per month, You live in inns and eat tavers
meals every day, a practice thal quickly grows ta be moderately eipen:
sive. This level of upkeep assumes the occasional night dninking in the
tavern or a nice glass of wine with dinner.

Good: Cost 100 gp per month. You always stay in your own foom &
inns, and you eal healthy, solid meals with a glass of wine. Yau malm
tain a jaunty style with your clething and try to keep yourself up#.ﬂ;
with the pood things in life.

Extravagant: Cost 200 gp per month. You buy and use onfy the best
You take the finest rooms in the finest inns, eat lavish meals with
best wines, attene and throw stunning parties, have regal clathing, ibﬁ
miake flamboyant gestures through large expenditures, You may el
owWn your own impressive hame with servants,




Events: Stagration is unrealistic. Change encourages a feeling of
tealiem, Droughrs ruin crops, kingdoms go 1o war, the queen gives
birth 100 daughrer, the price of steel dses as the oo mines close b
and new taxation policies raise an uproar among the common folk.
In the Campiign '-‘~'Ur]':]._iU5T as in the real world, new events h,uppen ]
gvery day, Unlike in oue world, the campaipn world might not have |
ihe technology to disseminute informarion quicldy, bur even tually
twnid of change does reach the charscters, Mot all events need to be
marnlysts for adventures, Some serve well just peoviding background. |
i Reactive Environment: Actions that the PCs ke should
affect the campaign, 1f the PCs burn down a tavern in the middle of
o, the authorities will be afeer them at least for yuestioning, if not
Jorpunishment or restitution, (See Plaver Charscters out of Control.
pige 145, When the PCs sccomplish something great, people in the
entnipaign world hear shout it. Common folk begin to

[ECOgnie r|'|{'

icharacters’  (SE.
Jhiimes and

| -t
-

|

‘
L Relaving after a barrondng advemture.

b
\pethaps even their faces If the characters free 4 town from a tyrant,
the next time they come wo that town, conditions should be berter—
e at least different,

BUILDING ON THE PAST

Another ke to maintaining i campaign is building on the past to
hielghten drama, estblish motivarion, and flesh our the world, Se
the characrers up for a hard fall. Establish a place in the campaign
wiorld as a wonderful, free, and peaceful avea, Then, later an in the
CRmpalin, huve thar le-;.'E invaded and raviaged by an evil force,
wving dleeady established in the characrers (and plavers’ minds
thaticwas a grear place, you won' need to provide any sorrof expo-
itien m explain why the villains ace so evil or give the characters
Smattvation o get invalved in stopplng them.
§ Use what has come before and prepare for what is still to come.
Thatapproach s what makes a campaign different from a series of|
unnelared adventures. Some strategies for building on the past 1w,

maintain a_campaign include vsing recurring characters, having
the PCx form relationships beyond the immediate advenrure,
changing whar the 'Cs know, hitting the PCs where it hures, |
preparing the PCs for the furure, and foreshadowing coming

L EVEmts.

Recurring Characters: While this group includes Johanna the

(innkeeper, wha's ar_the inn esch tme the PCs retuen from the

dungeon, it also extends 1o other charactors as well, The mystedous
steanger that they saw ina back alley of the City of Greyhawk reap-
pears on the road to the Duchy of Umnst, revealing his identity and
otiginal intentions. The willain responsible for inciting the goblins
tr accack the village returns, this time in possession of a powerful
magic item. The other advenruring party the PCs encounterad in
the dungeons below Castle Reglis

shows, up just in time to

help fight off the black

>

dragon Irrkuth, Over-
used recurring char-
acters can make a serting seem areificial, bur rensing existing
characters judiciously not enly [ends realism but reminds PCs of
their own past, thus realfirming their place in the campaign.
Relationships Beyond the Adventure: The PCs malee Friends
with the innkeeper's son and visit him every time they are in wwn
just o hear another of his jokes, & PC falls in love with an aser
princess, and eventually they mucry. Ol Kragar, a retived lighter,
looks upon the PCs as the children he never had, Every vear, the
centaurs ol Chalice Wood deliver o present 1o the PC who slewr the |
green dragon on the anniversary of his heroic deed. Relationships |
such as these flesh out the vampaign world. _
Change What the PCs Know: The king of the ebves s replaced |
by a usurper. The ance dangerous roads near the Winding Riverare
nowe safe, thanks 1o increased patrols and & powerful group of NFC
adventurers who slew most of the monsters in the area Change 4|

(few facrs, and you intrigue the players by making them want to
Uenowe el or bow things changed.

Hit Them Where It Hurts: If a PC makes friends wirh the
blacksmith in town, you can make things interesting by having the




blackemith tell the PC that his son was among those kidpapped
when the slavers artacked, If the PCs rveally enjoy visiting the
village of Shady Grove, put Shady Grove in the path of the evil
cleric’s advancing srmy. Dion't averdo revelations of this sort, or else
the PCs will never grow aptached o anyching, for fear of purring |
that thing in danger. However, this srrategy works as a powerful |
Imativator when used in moderation,

Prepare the PCs for the Future: 1f you know thar lacer in the |

{rampalgn you want to have trolls tse up from their lairs and begin |
(raiding the Deep Citles of the dwarves, have the PCs hear about the
[eep Cities or even visit them on an adventure long before this
happens. Deing this will make the teoll adventure much more
meaningful when it oconrs. Threading inlormation into eatly
advenrures that informs the 'Cs of alements of future adventures
helps weave a campaign into a whole,

Foreshadow Coming Events: [f the kobold that the characrers
(captured speaks about & new woll king, and the PCs hear from
(dwarves and gnomes the occasional rale ol a battle with a troll, they |
pwill be beteer prepared for the time when they must toy to stop the |
drells from destroying the Deep Citdes They might even follow up,

on the leads you plant witheut your ever having to initiate the |
adventure at all,

OTHER CAMPAIGN ISSUES

Oither factors in dealing with campaipns include introducing new
players o an onpoing campaign, fostering plaver goals, changing
Lalignments, managing the wansition of PCs from low o high
{avels, and coping with increasing character power,

Mtroducing New Players

| Players come and go. When a new pla:,::: ;u:.m. the group, take the
Luverage of the levels of the existing PCs and allow the new player
{ta create a character of that level, The anly excepriom 1o this guide-
Jine js when the new player is completely unfamiliar with the
D& [ pame, Starting a= anyrhing bura 1si-level character might be
difficult for the player in this case.

Working a new churacter into the group is similar ro establishing
why the group got together in the frse place, but can be more diffi- |
culeif the party is in the middle of an adventure, & lew ideas include; |

* The new PC i a friend or relative of one of the existing PCs and |
finally caught up with the proup to join in,

* The new PC is a prisoner of rthe foss the existing PCs fight,
When they rescue him, he joins their group.

* The new PC was 4 part of another sdventuring group that was
wiped out except for her,

* The new PC was sent to the site for reasons narelared 1o the
party's adventure (which might lead later to ancther adventure
thar the new PC can initate) and joins with the existing PCs
because there's strength in numbers.

Fostering Player Goals

Flavers should eventually develop goals for their characrers. Goals
might include joining a perticular guild, starting their owen chureh,
building a furtress, starting a husiness, obraining a particular magic
item, getting powerful enough 1o defeat the enemies threatening
their home rown, finding a lose brother, or macking dewn the
villain who escaped them long ago. You should not eoly encourage
EL'FH.LC l"-f.rr L']'I.E racti'Ts, bUT ¥ou 5]1[:‘1.]11:[ hﬂ' W].U.lell,:l 'u.].f_ﬁlgn d.gl'.'i:nl Urcs
Jbased arcund them. Goals shouldn't be easy e antaln, but a plaver
{should always at least have the oppornumity to realize the poals he
{developed for his chugacter (assuming they are at all realistic)

Changing Alignment
A characrer can have a change of heart, Alignmenrs aren't commit-
ments, except in specific cases {such as for paladins and clerics), |
Player characters have free will, and their actions often dicrare a

change ol alignment, Here are two e*:nmples of how & Lhangr:nl..
alignment can be handled: =
1
K F]a}'f'.l' creates 4 new character—a ropue named Garretr,
player decides he wants Garzetr to be neurral good and writes|
that on Garrett’s character sheer. By the second playing session
of Carrert's cateer, however, itk clear thar the plaver izn! plaving
Garrett as 4 good-aligned characeer at all. Garrert likes o sl
minor valuables from others (although not his friends) and,
does not care about helping people or stopping evil. Garme i,
neutral character, and the plaver made o mistake when declae
ing Carretr's aliprment because he hadn't ver really decidel
how he wanted to play him. The DM tells the player 1o ersse
"good” on Carrert’s character sheet, making his alignment sime-}
ply "neurral! Mo hig deal
* An NPC maveling with the PCs is chaotic evil and is pl:_l:l:end.lng
o be otherwise because he was sent to spy on them and foil|
their plans. He's been evil all his life, and he has lived mong.
i uthers who acted as he did. As he fights alongside the good=
| aligned PC adventurers, however, he sees how rthey work
together and help each other. He begins 1o envy them their,
camaradetie, ].Tj.nallyl. he watches as the pﬂf_ﬁdj,n PO pives his [ife
to save not enly his Friends, but an entire town chat was pots
on the brinl of destruction at the hands of an evil soweres|
Everyone is deeply moved, including the evil NPC, and the!
town_celebrates and honors the paladins self-saceifice, The!
townlolk hail the adventurers as herces. The MPC is 5o
that he repents, casting aside his own_evil says fand his misd
sian). He becomes chaotic neutral, but he is well an his waw o
becoming chantic good, particularly if he remains in the come.
pany of the PCs.
If the PCs had not acted so gallandy, he might not have,
thanged hiz ways, 1f they turn on the NPC when they leam ol
his past, he may turn baclk ro awil.

Most characters suffer no game penalty for changing a].]gumﬂ:t.
but you should leap  faw pointz in mind,

You're in Control: You contrel alignment '-]ld-l'll-.fh not thie
player, 1fa player says, "My neutral good character becomes chantie
good," the appropriate response from you is “Prove it Actions
dictate aignment, not statements of intent by players

Alipnment Change 15 Gradnal: Changes in alignment should:
nrbe drastic. Usually, a characier changes alignment enly ene SIEp |
ata rime—Ffrom lawful evil 1o lavefid nedrral, for example, and no
directly eo neurral good, A character on her way to snether align
ment might have a number of other alignments during the mranse
tion ta the final alignment

Time Requirements: Chapping alignmenr rakes fime,
Changes of hearr ave rarely sudden (although they can el What
you want te avoid 15 a plaver changing her characrer’s alignment o
evil to use an evil artifact properly and then changing it right hnnku]
when shels done. Alipnments avent garments vou can tke offand
puton casually, Bequire an interval of at least a weel of game time
between alignment changes,

Indecisiveness Indicates Neutrality: Wishy-washy chame
ters should just be neutral If 2 character changes alipnment over.
and ower again during a campaign, what's really happenad ls that,
the characeer hasn' made a choice, snd thog she is peuteal.

Exceprions: There are exceptions o all of the above Farl
instance, ir's possible (although unlikely) thar the most hoseible
| meutmal evil villain has a sudden and dramatic change of bheart and.
immedistely becomes neamal good, =

The Transition from Low to High Level ‘1_
{One ofthe mostrewarding and fun aspects of a campaign, for pliy
Loty and TIMs alike, is the slow bur steady rransition from 1se lewel

through the low levels (2-5) to the middle levels (6-11) into the




high levels {12-15} and finally 1o the very high levels {16-20). You others, scoumulating informarion, and adaptation to circum-,
should be aware that low-level p]:n_,' and ]'ljgh-]cv:ﬂ pla}' are very stafices and envikonments-—increase with level,
ifferent experiences. At low levels, its diffcult 4

Character Power Lavels |
As the campaign progresses, the PCs ger more powerful
thiotgh level advancement, the acquisition of
money and magic irems, and the establish-
ment of their reputations, You have to care-
fully march this  advancement with
increazing challenges, bath in foes who,
must be overcome and in the deeds that,
must be performed.
It addidon, hewever, you need towarch the
PCs closely and make sure that they neither get,
put ol conteol in their increased power nor tail tonse |
what's pur before them. %While its up to them o make
decisions tegarding their characters' sdvancementand
what they do with thele newlound abilivies, its up o
gn_after they gain a o te keep contral of the campaign, maintain,
r-f""'" levels, the follow- ) : ~ balunce (see Chapter 1: Dungeon Masrering),
ing points apply: . o/ - R g and keep things running smoeothly

i lieep the characrers alive. At high levels, its
difficult to cause them a lot of harm.
Although vou should be impartial over-
all e Low levels make sure that the
nges the PCs face aren’t fat
{too seugh for them. Theres plenty of
fn.ﬂ'.t ut TJ'.H:' hl.ghﬂ]' |IL"'|-"§.' |.5 Ii.-'hi:n }'Q'IJ. Ldan
feel free g0 take the ldd gloves off and
whatever you want at them.
CHigh-level characters _have the
power and resources ra aurvive and
gvercome just abour anything,

Ly Level

gharacters start outand

=

Cheracter Wealih
' One of the ways in which you can maintsin
measurable contrel on PC power levels is by
strictly monitoring their wealth, . including
their mapic items, Table 51 Characrer Wealth |
by Level is hased on average treasures found in |
AVErEge enconiers L'L"J.'!'.IPHI'I:'(] with the experi-|
ence points earned in those encounters. |
b Dlsing that information, you can dersr-
. mine how much wealth a character |
should have based on her level.
all published advennures for
this edition of the DD
game use this "wealth by
level” guideline as a basis
ot balance in adventures,
Mo advennire meant o
Tth-level chameters, for exam-
ple. will require or assume that
the party possesses a magie item
that coses 20,000 gp,

* Characrers are frag- 28
lle, Swve bonuses,
AC, and hit points

L areall lowe

® Characrers can face G
nnl:.: a _,‘:cw £ncoun-
fets before resting

1* Characrers shouldn't

| sty far from civilization,

i"_‘__ Characeers cant count on

. baving o specific capability,
Even if the cleric prepares

L spell, for example, theres no
puatantes tha he will sull have
it when be really needs it Spell
durations are short, and resources
are few,

F
=
=
8
%

High Level
A8 the characters gain more levels, the
following points become increasingly
e
Player Characters
Out of Control
Power can get out of hand, Power
carmpts. PCs may de things chat show
their arrngance as they advance in power
or their contempt for those below them, A
toth-level fighrer may feel that he no longer has to
treat the duke with respect since he can single-hand-
edly defeat all the dukes soldiers. A powerful wizard

* Characters. are very tough,
Save bonuses, AC, and hir
peints are:all high.

® Chiracters can  sucvive

L many encounters before

| mesting. At very high lev-
ks, the need for test is
rarely an issue,

Aoshe

¥ Characters can provide getints deuels,
their own foed, their cwn Mialer Becames TABLE 5—1: CHARACTER WEALTH BY LEVEL
maglc {tems, and their ey pomerfid Character Character
own healing, They can Level Wealth Level Wealth
gven raise each other from the dead. Znd 00 gp 12th £R.000 gp
4 Given fime, characters can do almost anything, ird 2700 pp 13th 110,000 gp)
4 Even {f the wizard in the group doesnt khow the 4th 5400 gp | 4th 150000 gpl
_epell disimegrate, you can place o baveier that can only 5th 9,000 gp 15th 200,000 gp|
b bypassed by disintegrate and count on the parmy ger- fith 13,000 gp 16th 200,000 gp|
_fing past it (They can obrain access to the spell in some L h 19.000 gp 17th 340,000 gp|
_other way, or use their other resources o achisve the | &th 27,000 gp 18th 440,000 gp
same goal ) Acvery high levels, don't be afraid to throw just abour | __gth 36,000 gp 1ath 520,000 gp
iny challenge the way of the characters. All aspeces of character| | 10th 43,000 gp 20t 760,000 gp
action—movement, durability, dealing damape, influencing) 11th 66,000 gp




special penalties), and gives them no special attention wha il
The PCs have to rely on their own actions, 1f theyv are wise ind,
kind, they make friends and gacner respect. If they are foglish oz,
unewly, they make enemies and earm the anmiry of all. _+

might feel so unstoppable that she wantonly wsses around fireballs
in the middle of rown. While ir's fine for PCs to enjoy their abilities
as they advance in level (thar’s the whole point), they shouldn't be
illowed to do whatever they wish. Even high-level charucters

shouldn!t run about complerely unchecked.

Players should always remember one face Theres always some-.  ENEMIES

one more powerlul. You should set up your world with the jdes |
jthat the PCy, while special, ate not unique, Other charactens, many.|
lof them quite powerful, have come along before the PCa. Institu- |
(tiens ol influence have had ro deal with individuals of great power
leng betore the PCs. The duke may have some powerful warrior or |
[ighter on retainer as a champion for when someong gets out of
line. The city constabulary probably hasa rod of negalion or a scroll
of antimage field to deal with our-of-control wizards. The point is
that NPCs with resources will be prepared for great danger. The
sooner the PCs realize this, the less likely they will run amok in
|your campaign world,

HANDILING NPCS:

Af you run your cumpaign, you need 1o portray all sores of charae- |
ters. Use the following tps for crearing and controlling NPCs,

EVERYONE IN THE WORLD

It's your job to porray everyone in the world who isn't a plaver
character, These creatures are all your chamerers. NPCs run the
sgamut from the old woman who operates the livery ro the foul
{necromancer out to destroy the kingdom to the dragon in its lair,
(counting gold. The vast majority of follk dos'l care about the PCs
sunless the PCs have reached the point where they are saving the
{world. Even then, most people probably dont know shour them,

Muost peaple and creatuves po shour their owmn lives, shlivicus to

Villains and enemies provide an outlet for play that is unigue @
belng a DM. Running the {oes of the PCs is one of vour main shs,
and one of the most fun, When creating enemies for the PCs, kesp

[the following points in mind:

Fully Rounded Characters: Flesh our enemies Glve 3 fiir
amount of thought to why NPCs are doing whar they do,why.
are where they are, and how they interact with all that's around
them. Don’t think of them as just bad puys for the PCs 1o kill, und|
the players won't either -

Intelligence: Play enemies as smarr as they are—na more, no.
less. Ogres might not be the best strategises, bur mingd fayers are
incredibly inrelligent and always have schemes and contingency,

(plans,

Don't Be Afraid to Make Them Evil: Evil is evil. Den hesiugr
to make the villains truly evil Betrayal, devious lies, and hideous
acts all make them more rewarding o defeat, o

Evil Is Not Everywhere: An NPC opponent doesn't bave o ke
evil. Sometimes neutral and even good characrers might eppose.
whatever the PCs are doing, since not all good penple agres on;
everything. Sometimes it's inreresting to face an Dppunmt_whnm.l
you dont want to just kill oueright. i

Monolithic Evil Is Unrealistic: Avoid monolithic evil, Eeenil
all the PCs' [ves are evil, that doesa't mean that they work togther
In facr, evil rarely gets along with evil (parricularly in the case of
chaotic evil creatutes), for the goals of one selfish, destructive cren
ture by definition conflict with the goals of other selfish, destug|
tive creaturis.

-

|the actions of the PCs and the evemis in their sdventures. Common
ipeople whom they meet in a town won't see them as being differ
cent from anyone else unless the PCs do something in particular o
draw attention to themselves. In shory the rest of the world doesnt
know that the PCs are in fact, plaver charscters, It trears thetn no |
differently from anyone else, gives them no special hreaks (or)

=

The Prisoner Dilemma: What should the PCs do with enemy|
priseners? If an NPC foe surrenders, the characrers immediaely,
face a quandary, Do they spare the lives of their evil foes, or put
them to the sword? Whar's the greater wrong, killing somerhing

evil ot letring it live to commit more evil acts? In some campaigns

BEHIND THE CURTAIN:
COOL WAYS TO BREAK THE RULES

As you create your awn campaign, you want the characters to fit into
that setting. While Chapter 2: Characters gives plenty of advice on cre-
.-I|IF-E new clazses and races, ol will find that Frur own campaigr;
requires its own special tweaks. Accommadaling the needs of your
earmpargn might not mean changing classes ar races, but you may need
ta bend or brezk the established rules now and again to allow a player
to play the character she wants.

-

A few examples might include the follawing:

Allawing a paladin to have & hippogriff maunt ar a wizard ta have a
pseudodragon familiar, instead of the usual animals designated for
those duties.

Allowing a player 1o create a character of one race raised hy mermbers
of another race, s as to have & character with an amalgam of racial
abilities [some fram each race),

Allowing a player to play & child of & wealthy family or even a mem-
ber of the nebility and starting the character aut with five ar even ten
times the narmal slarting maoney.

Allowing a player ta play a character with divine blaad wha has spacial
powers that rmanifest after cereain deeds or certain levels are achieved
Providing a special tattoo artist in @ traveling caravan passing
through tawn that can grant characters body designs that hald

L

magical powsrs. These tattoos would essentially be permanont
magic items that cant be lost or stelen, take up no space, and_
weigh nathing, but cost twice the price of an item of similar powes
Deciding that a character inherits a special magic item that's also s
family heirloom

ikewise, yeu might want to break a rule now and again for NPCs, Such

rule-breaking touches include the following:

-

Giving them unusual spells or giving their spells an unusual tauch
(cold balls instead of fireballs, or magic missiles that v thraugh the
air in the form of gloves made of energy to slap their target].
Creating magic traps or special effects that can't be duplicated by
existing spells or items, such as permanent antimagic zones,
places where undead can't be turned, or places where fime funs
baclward.

Granting mansters special abilities, such as skeletons that e off
their own banes and use thern as weapans, or that reassemble sflar
being destroyed.

Changing maonster ecalogies se that gablins are immature ughear
or dragons can change coler,

These sarts of changes personalize your campaign without changing

the garme in any radical way.




ot some locales in a campaign world, bounties are paid for living
frisoners. The prisoners' {riends can also offer ransoms ro get
them back alive. These two facts can help PCs decide whar 1o do
With prisoners, a3 can some indication from vou through other
allied NPCs a5 to whar the accepted course of action is for the land |
the ehatacters are adventuring in. Although you should play the |
MPCs a2 appropriately as you can, don't make the PCs face a pris-|

Hdﬁf]nmﬂ LlT.I] E5S '}"l.'l'l,l_ ATE S1Le 1|."0|_| SHDL B

ins !
Adlaholical sorcerer, an evil high priest, s master assassin, a lich, an |
Lml:it:rll red dragon—the possibilities for intelligent villains are

dless, and rthey make lor some of the most memorable and
hated foes. A well-played villain can become a recurring character
WA is & constant thorn in the side of the PCz, You can create
sillain whom the plavers love 1o hate,

Here ate some fips for well p]a}'ud villains:

Animals and lowe-intelligenee monsters want to edt, want to be,
safe, and want o protect their voung, They are not thellled about |
competition for food, bur enly the most belligerent amack for no |
other reason than thar They dont collect treasure, but the posses- |

|sions of the characters they have slain can probably be found in
{their lairs, untouched by the beasts.

These creatures make grear [oes for PCs, since few moral {ssues
are broughr o bear by slaving a dire wolf or even an nmber hulk o
a wyvern. Thus, even though humans are 3 poor choice of prey for |

{most animals in the real world, assume thar most predarars in the |
(campaign dont mind ot even prefer hunting and earing inrelligent
creqTures, 50 a3 10 provide opportunities for PCs w0 fght them.

FRIENDS .

Mot everyone hates the PCs. If the characrers arve smart, as the |
campaign progresses, they will make as many friends as enemies.

ze Lackeys: Don't have the villain confront the PCs herself] .'ﬂ\,lﬂi{'.":i

88 yau have to. Eventually, they will want ro take the lighe o]
et but she should use undeclings, cohorts, and summoned crea- |
‘ures o fight them for her whenever possible. But dont deny the
ICs the sarisfacrion of eventually having the opportunity o
defeat her

Be Sneaky and Resourceful: Use ull available oprions o foil
the PCs. Don't forger to have a sneaky villain use undetetuble align-
st o ndelachon to foil atrempts to find him, Detect sorying spells
wt—even better—sereen spells can keep scrying from revealing his
ctionz Mind Bank foils detect thoughts, and spell resistance poren-
tilly foils mose evervihing The basic iden 1o keep in inind is thar
ds every ability the PCs might have, an NPC villain can counter e
awith the right spell, item, or ahility.

_Have an Escape Plan: Once the PCs have confronted the
wlllain and foiled his plans, it can be hard for him to gelaway with
ot & plin that was prepared beforehand. PCs are notorious for
togging the heels of a villain who tries 1o escape. Use secret

passages, iniisihility, dimensom door, teleport, contingeney, and swarms
ol undertings ta aid the villain's ESCAPE. |

Talee Hostages: Put the PCs in g moral dilemma, Are they will-,
ing to attack the villain i her servants are prepared to slay on her|
command a mimber of wwnsfolk she caprured? !

Use Magic: Even a high-level fighter or rogue should have a
grear deal of magic to fall back on, perhaps by means of spelleasting
servants or magic items. The PCs have plenty of magic to bring o
bear against the villain, so she should have a fair number of mricks
and surprises for them as well,

Eight on the Villain's Terms: Den't fight on the PCs' terms. A
smart villain fights the PCs only when he has o and onfvwhen heis
prepused. Preferably, he engages them after they have foughr their

¥ through his gpuardian- and trap-filled lair and are weakened,

imals and Beasts
Animils, vermin, heasts, and low-intellipence monsters comprise a
special category of NPC. They dont act the way more intelligent
ereatures do, Instead, they are driven by insdoct end need. Hunger
and fear, for example, motivate animals. They are occasionally curi-
o, but usually they are looking for fond. When setting up encoun-
bets with animals and low-intelligence crearures, remember 1o
develop some sort of ecology. A hundred orcs might all organize
(themselves rogether in one area, bur 4 hundred displacer heasts
soever would unless an imelligent, ourside force was compelling
miado se. Ina dungeon, for example, predarors need something
et and prebably would not leir 1o close 1 each orther 1o avoid
petition for food. The logical demands of ecologies can some-
make dungeons dilficult e rarionalize or o design so that they
il least somewhat believable An intelligenr, organizing force
alten helps 10 explain the presence of creatures in amounts or loca: |
tions that their natural inclinations would rend to counterindicate,

yMarkiov Thenueil s a rupped ranger wheo patrals the wilderness to |

ithe west, Ever since the PCs helped him fight off the gnall incur-
sion two Veats ago, heli been willing ro provide them with infor-
marion about his terdtory whenever they need it He also intro-
duced them 1o Viran Bainseng, an elven wizard bard who gives
them great deals on potions and scrolls thar she manufaciures,
Virans halb-brother Ethin traveled with the PCs when they went to
the Forgotten Mountain and the Lichlair

Allies come [n two types: those who help rhe PCswith informa- |

tion, equipment, ora place to stay the night, and those who actually |
travel with them on adventures. The former make useful contacts |
and resources The latter function as party members and earn a full |
share of experience poines ind treasure just as any other churacter |
does. Tssentially, these larter allies are adventurers who just,
happen not 1o be controlled by players. They differ liom cohorts o
hirelings who work dirsctly for the PCs.

Cohorts

Cohorts are loyal servants who follow a particular characeer or
somerimes a group of characrers, {NPC adventurers can have
cehorts, teo.) They are hired by or seek our a PC or PCs, and they
work out a deal agreeable to bath parries so that the NPC works for
the chatacters. A cohort serves as a general helper, a bodyguard, 2
sidekick, or just someone to warch a character’s back, Althangh
technically subservient, cohorts are usually too valuable to require
them 1o perform menial tasks.

There are no limitations to the class, race, or pender of a charac-
ter'’s cohorts, nor ate there lmirs to the number of cohores who can
be employed by a character. Mistreated cohorts become disloyal
and f.'vcnma][y leave or even seak Levenge against their empb\-‘ﬂ's,
Loyal cohorts become trusted fiends and long-time helpers,

So, what's really the difference herween allies whe come along
and use their abilities to [ace dangers alongside the PCs, and
cohorts who do the same thing? Coborts are people who ke on g
subsetvient rale. Cohorts are followers, not leaders, They might
voice an opinion now and again, but {or the most part, they do as
they're rold. Because they're not making a lot of decisions or help-
ing mnuch on the stracegic level, they ger only a hall shure of expe
rience. Although the PCs can work our their own deals wich their |
cohorts, they wsnally get only a half share of the reasuge, 1oo.|
Sometmesa cohortisa fnatic follower who seeks no pay, only the |
opportunity to secve alongside the PCs, Such cohores require only |

{liwing costs as pay. However, such cohores are nor commaon, .
The easiescway to caleulate a half share is to west the colorr as;
.getting a full share, but award him or her only half, and then divide |
|putthe remainder o the proup, For instance, if a partv of four PCs
and one cohore earns 1,000 XP. divide the X1 by 5 (which & 200
(apiece], but award the cohoct anly 100, and divide the lefrover 100
ameng the lour PCs (25 each),




1 cohort is well ereated and loyal, you can even allow the player along on an adventure is & luury, but itk useful 1o employ SO,
controlling the emplover to play the | one of 2 similac nature who remains behind to warch over o PGi
cohort as a character alongside the : home while shes gone. i
player's regular character instead of g High-level PCs should be aware that taking a 1sr-level comma
vour having to control the cohort on with them on an adventure so that she can ey
top of all your other duties, In such a ; Bl - equipment or fight as a mercenary probably

|case, the cohort usually becomes a i : E places her at grear risk. Hirclings who ae
(cleatly secondary character. Be fore- expected to Aght are hest used o deal with
wirned that playing more than ong B e N : : foes of their level: gablin warriors,
character, even with one being S § _; instance, oran evil clerics skeleton
(secondary, is ditficult. Not all plavers e : S o | Some hirelings characters might
rcan do i well or enjoy ic One nice s h o employ include the following ==
‘benefit of handling cohores this way Ly 2 Alchemist: One who works with chenr
tand heving them around atall}is if a T A ; Mk A icals. Also includes apothecaries (thess,
PCwithacohomiskilledorincapac- S SE : ! who deal with drugs and medieings),
irared, the player can conirol the . _ wt AN Animal Tender/Groom: Samecnemn
ccohortand still remain acrive in the T i : : care for animals, Also includes shege
|current adventure, b i, q herds, shearers, and swineherds, It
3 e | Architect/Engineer: & sldlled, ed,.
Hirelings . ; B cated planner, essential for large build
When the PCs need to hire some- L ; 2 ing projects. Also inclodes shipwrighs,
one o perform a pask—make items, A A e | Barrister: A lowyer. i
speak with sages, care for their horses, g ! i Clede: A seribe specializsing in accouns
or help build a castle, the NPCs they - Ing. Also includes translators and intes |
employ are called hirelings, Charac- e j prefers. |
ters can use hirelings to carry torches, L . Cook: Someone who can prepacs,
Ltate their treasure, and fight for them, A _ : meals, ofren large ones, e
{Hirelings differ from cohorts in thar e Entertainer/Performer: A minswel|
{they have no investment in what's actor, singer, dancer, or poer. i
{going on, They just de their jobs, ; ; L : Laborer: Anyone performing unshilled

Hirelings do not make decisions, g o relatively unskilled laibor Inchudes dische)

They do as they're told (at least in W § PR diggers, gravediggers, bloomers (forge,

Jtheoryl Thus, even if they go on an 1) ; warkers), plowers, quarriers, and many,

Ldvenrure with the PCy, they gain ne other oypes, i
experience and do not affect any Limner: A painrer. Tneludes all fpei)
calculations invelving the averape of artisans. i
character_level of the parry Like Maid: A household servant who cleans
cohares, hirelings must be treared Mason/Craftsperson; A mason s
fairly well or they will leave and mighe stonewerker, but this caregory alsa covers
even turn against theit former employ- carpenters, tanners (eatherworkers), haber
ers. Some hirclings might require iy ' dashers, brewers, coopers, cordwainers
hazard pay if placed in particularly. e . . \shoemalcers), boolthinders, Aetchers, (b
dangerous situarions. Hizand pay [l : 5 lers (feltmakens), bowyers, cobblers, drap
mighr he as high as double normal = 4 25 ) ers, joiners, parchmentmalers, plasteres,
pay. In addition to demanding g ot 5 : chandlers (candlemakers), dyers, skin-
hazard pay, hirelings placed in great. 4% : ners, soapmakers, jewelers, inkers, vine-
danger can be considerad 7 ; T neTs, Weavers, gemcuirers. wheelwrighms
[unfrendly on Tible 53 Inirial ! : e cartwrights, horners, mercees, hosiers,
(NPC Artitude and Table 5—4: Influ- | ; and so.0n,

encing WPC Anitude, but charac- Mercenary: A 1st-level warrior
jters porentially can influence : o - o : Mercenary Horseman; & tep-leve]|
them to 1 beter setitude and : ; e warrior whe ean ride and light on
perhaps even tallk them out of hazard pay. i : horseback.

Hirelings are helpful to have arcund, AL ' A Mercenary Leader: A 2nd-level
particulacly for specific tasks, I the R i ¥ _ warrior. If higher level than 2nd, add
FCs wipe out a nest of werersts but | : | 3. sp per day per level more than is
have 1o leave treasure behind, they can R e R shown on Table 5-2- Pﬂ;ﬂ.ml
hire porters to come baclt dowen with i o gl i i i Hireling Services. '
them into the lair to help carey out the i ¥ e T Porter: Someone who

goods, An animal tender or two to ! e L ; heavy loads. o
pararch the PCs' horses while theyie E ! Sape: A researcher, a scholan oraw
(down in g dungeon can be useful educared person whe provides |

| Mercenary warriors can provide viral  ® . tiot, You should assign a time pe
‘additienal strength 1o the party's abiliy to . - tequired to research the answer
(combat foes. Wealthy PCs mighe find thae “HE o't s, aquestion that ranges in lengeh from |
having their own armarer, sage, alchemist, sy fimd bgre.”__day o month or more. More renowned sages demarid
or smith is very useful, Having a valet or 2 cook higher fees, particularly for difficult areas of research,




Scribe; Someone who can write, Alse includes scriveners
\manuscript copiers). .

Smith: A metalworker. Includes blacksmirhs, geldsmiths,
silversmiths, coppersmiths, pewterers, minrers {coinmakers),
luteners [bronzeworkers), braziers (brassworkers), locksmiths, |
(Weaponsmiths, and armorers.

Teamster: Cart of wagon driver !

Valet/Lackey: A general servant required 1o perform many and |
waried duties.

*_
TABLE 5-2: Prices FOR HIRELING SERVICES {
P‘erDa‘y

ling Per Day___ Hireling
. Blchamist 1 gp* Masan/craftsman 1 gph

Animal tender/groom  15.cp Mercenary Zsp
Architect jengineer A45p Mercerary horseman 4 =p
Barrister | gp Mercenary leader Esp
WLlerk . 4 sp Porter 1sp
Cook 1sp Sage 2gp+)

fetainer/performe:. 4 sp Scribe isp
rhhurer 1sp Srith 4 5pF |
Limner 6 sp Teamnster 3ap
Mzid 1sp Walet|lackey 2sp

*|f paid to create & specific itern, use item prices and working times
Instead, Price listed is for long-term retention of serviees. Prices da
rot include maberials, tools, or weapons.

PC SPELLCASTING

actess need healing. They need curses removed. They need 1o
teleported, They need to be raized from the dead. At various
nis during the campaign, the PCswill need 1o find NPCs to cast
ells for chem, either because they don't want o do it themselves
or, more often, because o particular spell is beyond them. Refer o
page 133 in C hap[t:'j'#:ﬁlhrunrur{:ﬁ for information on the highest-
level spellcaster available in a given community.

* Assuming thar the PC= can find a caster of the needed lewal and
that she’s amenable to helping them out, the KPC charges them.
10 gp per spell level multiplied by her own level (or 5 gp multi-
plied by hee own level fora 0level spell). 1f shes a cleric, she might.
require the amount as s donation to her faith, 10 she's & wizard, she |
might call the price s magical research lee, Whatever the case, the |
higher the caster level, the more she can charge for spells,

* Ifaspell has an expensive material component, the NPC makes
her client pay for thase expenses in addition to the base cost,

* Further, il the spell requires a focus component (other than a
divine focus), the NPC makes her client pay 10% of the cost of

the focus,

i* Finally, if the spell has an expedence point cost, the NPC

charges an additional 5 gp for each experience poine lost.

L ATTITUDES
|n general, you ron an MPC just as a plaver would mn g PC: You
ke whatever actions the character would take, assuming the
action is possible. That's why its important to determine an NPC's
general outlook and characteristics ahead of dme if possible, so you
knenw how to play the character properly:
When o PC is dealing with MPCs, you determine the NPCs' atti-
mide, and a characrer may try to use Charisma to influence this arti
e s described below,
+ Choose the atitude of an N PC or NPCs based on circumstances,
it pecple met in a neurral ciry are indifferent. Most guards are
erent but suspicious, becanse that's whar's expecred of them.
. Charisma Checks to Alter Attitude: It is possible 10 alter
5 atritude with 8 Charisma check (1d20 + Charisma modi
Hier). Rall the check and consult the appropriate initial arritude line
oh Table 54 Influencing NPC Atritude to see what the result of|
the roll is, For instance, an NPC who is initially uniriendly has his|

TasBLE 5=3: INITIAL NPC ATTITUDE

Attitude Means Possible Actions {
Hastile Will take risks to hurtyou,  Attack, Interfere, berate, |
flee. |
Cnfriendly. Wishes you ill. Mislead, gossip, avaid,
watch suspiciously,
! insult,
Indifferent  Doesn't much care. Socially expected
interactian. J
Friendly Wishes you well. Chial, adhise, offer limited |
| help, advocate,
Helpful Will take risks to help you. . Protect, back up, heal,

aid.

attitude improved to indifferent if the PCs Chatisma check result

(s 15 or higher—and on a check result of 25, the NPCS attitude
cwould irmprove all the way to friendly

As the able illustrates, the more friendly that someone is initially |

iroward the PCs, the easier it is to improve that NPCs attirade, 1t

doesnlt take 4 roll, just the right words and deeds, to turn someone
more hostile. Nore thar g low result on the Charisma check can,
miake an NPC less favorahly inclined toward a character In general. |
a chavacter cannot repeal attemprs to influence someone,

NPC Charisma Checks to Alter Other NPCs' Antitudes;
Note also that should it come up, an NPC can use a Charisma |
check to influence another NPC, Moweyer, WPCE can never use 1|

| Charisma checl to influence PC attitudes, The plavers always!

decide their characters' armirudes,

TaeLe 5—4: INFLUENCING NPC ATTiITUDE

Initizl New Attitude ]
Attitude Hostile  Unfriendly Indifferent Friendly Helpful |
Hostile Less than 24 20 25 35 50
Linfriandly Less than & 5 15 i5 40
Indifferent — Less than 1 1 15 an
Friendly — — Less than | 1 20

FLESHING OQUT NPCS

An NPC with a hacking cough and strong opinions shout the king
is always more interesting than one you portray only as Kiale, the
2nd-level commoner. Remember that MPCs aren' just game statis-
tics, they are individoals with persomalities, quirks, and opinions,
You showdd strive to make many of the NPCevou use i your game
memorable characters whom the PCs will either like or dislike
depending on how you play them, (Sometimes an NPC 15 not
memorable or just leaves the characters flat, That's okay; not every
one is memorable in veal life, either)

This doesn't mean that you peed 1o write every KPS life story
beforehand. As a rule of thumb, give an NPC one or two distnetive
traits, Think of these traits as what the characters will remember
the MPC by, (“Let’s go back and see that puy with the bad breath.
He seemed o konow whar be was talking about, even if tallking ro
him was unpleasant.”}

Dog't frel you need ro make every NPC 4 caricature based on his
or her tealts, Instead, just use them as much as needed 1o make the
WP a memorable character, ,

Table 8—5: One Hundred Traits (page 150} lists traits rhat vou can |
choose from when creating NPCs {or vou can roll them randomly |
from the list if you desire}. This mable is only the beginning, Many |

rooe teaiis could be added to the list, Mone of the ones Hsted here |

have any effect an sbility scores, skills, or game mechanics ofany

Jind. Some may geem o interact with game searistics (such s
.strong body oder and Charismal. In such a case, don't modify the !
| Charisma score, but play the NPC so that the trait fits. For example,
\a character with body odor and a medium or high Charisma scors

is particularly charismatic to overcome the mait. 4 lawful good
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voyages and sticks to the coast. It moves about 4 miles per ]:u:m
when being rowed or under sail.
Longship: A 75-[oot-long ship with forry oars and 2 total meuf{_
fifty Tt hax a single masr and asquare sail, [t can carey fifry ons of caggo.
L or ene hundred rwenty soldiers A longship can malee seq vovages It
| moves about 3 miles per hour when being rowed or under sail
Keelboat: & 50-to 75-foor-long ship that is 15 to 20 feer wideand
has a few oars to supplement its single mase with a square sl Ithas
! s crew of eight to Afteen and can carry forey to Aity tons of cargosr.

L _|one hundred soldiers, It can make sea voyages as well as sail down)

Lrivers. (It has a fat bottom,) It moves abour 1 mile per hour, |
Sailing Ship: 1 hm]urgr:r. more sexworthy version of the coaster (3}
|Cver the course of the campaign, prices for items and services not kind of sailing ship} is 75 to 90 feet long and 20 feet wide Tt Basa cotu
found in the Players Handbook may be required. The itams found belowr
are particulurly expensive or nor common enongh m be incloded in

of rwenty. It can carry cargo up to 150 tons, It has square sails on s,
oo masts and can make sea vovages. Temoves about 2 miles per hour|

the Flayers Tandbook lists, Use them when needed in the campaign, ar
[use them o extrapolate items not found on any listin either boolc

Warship: This 100-foot-long ship has a single mast, although
\oars can also propel it It has a crew of sixty to eighty rowers, This
| iship can corry up to 160 soldiers, but not for long diseances, sinee|
SHl PS ythere isnt room for supplies for thae many The warship canngs,
|Characters may cwn ships as raders, ship captains, or -.rnugglr_r-. [make sea voyages and sticks to the coast. It is not used [or carpo. It
ar they may simply need to mwavel on them.
Rowboat; An 8- to 12-foorlong beat for twe or three people, It
miyes abour 1-1 ,-'rZ miles pet hour

character with the cruel trait has no patience or compassion lor
evil, A character with a high Dexterity scare that has the trait of
walking with a limp is agile and sprighrly despite the drawback.
You can alse use game statistics to create tmaits, If g character has 4
low Constiturion score, he tives easily, so he might be overweighe Ha
charscrer is highly intelligent, he might be quick with a joke ora
(snappy comeback: If a character has a lot of physical skills and feats, |
|sheks probably athlede and musculae Alipnmentsalso lend themselves |
o distinerive teaitz, such gz alrraism, sadism, o g love for freedom.

moves ghour 2 1/2 miles per hour when rowed or under sail
[’!a“a}r: A three-masted hhip with seventy oats on elther side

TRANSPORTATION .
and a total crew of two bundred This ship is 130 feet long and 20
feet wide, and it can carry up to 150 tons of cargo or 250 soldiers
kot 8,000 gp more, it can be fitted with a ram and castles with Hring
,platfnrmﬁ fore, aft, and amidahips. This a:.’n.l.p catnot make seg

The most common methods ro pet from one place to anotherina
campaign are by foor or on horseback, But other methods may be
more expedient,

Ship's Passage: Most ships do nor specialize in passengers, E-ut}
many have the capability ro take a fev along when trnsparting caran

1
TaABLE 5—5: ONE HUNDRED TRAITS i
d3 Trait d% Trait | d%% Trait
a1 Distinctive scar F P Flips a coin i 63 Loquacious
a2 Missing tooth ig Fiddles and fidgets nervously ] 70 Friencly
03 Mizsing finger |32 MNeraus eye bwitch ! 7 Owerbearing
04 Bad breath 40 Passionate hobbyist (fishing, Fird Alnal
05 Strang body odar hunting, gaming, animals. etc.) 73 Proud
06 Pleasant smelling (perfurned) 4] Collectar (hooks, traphies, cains, 74 Individualist
a7 Sweealy weapons, et 75 Canlormist
(4}'] Hands shake 42 Weaars flamboyant or gutlandizh 76 Hot termpered
09 _Sirange eyes clothes Il Even termpered
il Hacking cough 43 Distinctive jewelry | |\ 78 Easy going
11 Mearsighted 54 Shinflint |.1% |ealous
112 Particularly low voice 45 Soendthrift B0 Brave
13 Particularly high vaice 46 Pessimist 21 Cowardly
114 Slurs wiords 47 Oiptirnist 82 Uncammitted
15 Lisps 48 Drunkard a3 Fapatic
16 Stutiers 40 Teetataler LR Truthful
17 Enunciates very clearly 50 Forgiving B3 Liar
13 Hard of hearing 5 Well mannered | 86 Lazy |
19 Distinctive nose 52 Rude 27 Energstic {
20 Birthrmark 53 Daesn't like ta be touchead i8 Rewverent ar piaus
21 Tattoo 54 Jurmipy 89 Irreverent or irreligious
23 Stooped back L] Suspicious H Strong opinicns on politics
123 Walks with a limp 56 Trusting 31 sfrong opinicns on maorals
124 Bald 57 Dirty and unkernpt 92 Strong opiniens an culiure
125 Particularly leng hair 58 Clean 93 Lizes flowery speech ar long wuud'l.:r
27 Ciisloyal spouse/parent 59 Foppish 94 Uses the same phrases over and|
4 Cambler 60 Meuratlc CYES |
29 Passipnate artist or art lover &1 Helpful 93 Sexlst, racist, or atherwise
10 Owverly critical fi2 Careless prejudiced !
1] Mot very obserdant 63 Capricicus 96 Fascinated by magic k
32 Dhservant 64 Sober a7 Distrustiul of magic &
i3 Bookish 65 Curious a8 Prefers members of one class
14 Very physical 1] Magdy over all athers
35 MWhistles a lot T Cruel 93 jokester
16 Sings alot B2 Ohsequious 1 &1 Mo sense of humnor




‘puorts people fand light cargo) between towns, For a ride in a cab
that transports passenpers within a city, 1 cp usually talkes you |
anywhere you need to go. |

Messenger: This enry includes horse-riding messengers and |
suniners. Those willing to carey a message to 2 place they wes |
going anyway 2 crew member on s ship, for example) may ask for
fulf the lisred amount.

T@._i 5-6: AppiTionalL GooDs AND SERVICES

‘Ships
Merm
|Rowboat
Dt
Cillimy
|Longship
Keelboal
iSalling ship
ship

Siege Engines
lhem
Canapult, heavy

Catapule. light
Ballista

farm
Sipe tower

Cost

A gp
Lgp
30,000 gp
10,000 gp
3,000.gp
10,000 gp
25,000 gp

Transportation
Item

Ship's passage
Coach cab
hMessenger
Teleportation
Road or gate toll

#See "NPC Spellcasting.” abave. Castle

Critical

Teleportation: The cost o be releporred is based oncaster level
isee NPC Spelleasting, page 149), although the customer will
have to pay double because the caster will need to releport herself
back. Further, some casters will charge as much as double to tele-
port inro a dangerous area,

Road or Gate Toll: A tell is sometimes charged to cross a well-
trodden, well-kepe, and well-guarded road to pay for parrols on i
and itg.upkeep. Occasionally, large, walled cites charge a toll o
enter or exit the city (sometimes just to pnter the ciey L

Buildings

Cost Item Cost

1 zp per mile Simple house 1,000 gp
3 cp per mile | Grand house 5,000 gp
Z cp per mile Mansion 100,000 gp
Waries* Tower 30,000 gp
150,000 gp
500,000 gp
Huge castle 1.000,000 gp
Moat with bridge 50,000 gp

1cp Keep

Range |ncrement
200 1,

(100 ft. minjrmur)
150 ft.

{100 ft._miniroum)
1240

Sy 41 % T




BUILDINGS

\These buildings and structures provide a basaline for those of their
type. Heavily customized structuces will doubdessly cost more,

Simple House: This one- o three-room house is made of wood

and has a thatched roof, |

Grand House: This four to ten-reom room grand house s

made of wood and has a tharched rooll |

Mansion: This ten- to twenty-room mansion has two to thiee |
levels and is made of wood and brick, 1t has a slate roof |

Tower: This round of square, three-level tower is made of stone,

Keep: This forrified stone building bas ffieen to twenty-five

LODIA. .

Castle: The castle is a keep surrounded by a 15-foot stone wall
with four rewers, The wall is 10-feer thick,

Huge Castle: A particulaely large keep with numerous associ-
.ated buildings {stables, (orge, granaries, etc.: and an elaborare 20-
Ufoot-high wall creating bailey and courtyard areas. The wall has six
(towers and is 10 feer thick,

Moat with Bridge: This moat is 15 feet deep and 30 feer wide.

[he bridge across it may be a wooden drawhridge or @ permanent
sfOne STUCTIE:,

SIEGE ENGINES

Siege engines are lurge weapons, temparary scructures, of pieces of
equipment teaditionally used in besieging a castle or foriress,
Catapult, Heavy: A heavy catapulr is a large engine capable of
throwing rocks or heavy objects with grear force. When fired, one
jof the crew makes u Profession (siege enginesr) checl (DC 200, IF
pauccesstul, where the object sctually lands is derermined by rolling
{112 and consulting the Devigtion (10 Bt to 16 Fr) Diaggram
jfound in Chaprer 3: Running the Game]. The center i the desired

travget, I the check is failed, the DM secretly rells and consulis the |

same_deviation diagram, The result is now where the carapulr is

acrually aimed, This new result is used s the center to determine |

the actual deviation of the attack. Tor r:xamplt:, ac upuh’ is used 1o,

el

attack a stone tower The Profession isiege engineer) check fu,i,l;,]
the DM rallsan 11, By consulting the diagram, she derermines that [
the acrual target is 10 feer from the desired target, behind and tn
the lefr. Mow, 2 crew member rolls 1d12 and gers an B Afer
consulting the Deviation |10 Ft. to 16 Fr.) Diagram to see where the
object goes, the DM ascertains that it falls 10 feet short and o the
left of the sctual wrget, which is 20 feet 1o the laft of the desired
liLfHL'l..

Loading the carapult and preparing it to fire rakes the fill coew
8 [ull rounds. Initially aiming (or reaiming) takes 10 minutes in
addition to loading and preparation time, Three o four crew
members can operare the device o theee dmes this time. Fewer
than three crow members cannot operate the device,

Catapult, Light: This is a smaller, lighter version of the hegy
catapult {ee that entry for how 1o operate it), Two crew members
can load und prepare this device in 5 full rounds and sim (or regim)
in § minutes, One person can crew the engine, bur it rakes thee
times the time to aim and prepare,

Ballista: The ballista is essentially. g very large crosshow I
makes sreacks with a straight arcack rell {1d20) with no modifics
tions (oo character base arrack bonuses, ability modifiers, ste)
except for range. Loading and cocking a ballista is 3 full-pound
acticns

Ram: This heavy pole iz suspended from s movable scaffiold that
allows the crew ro swing it back and forth against construction,)
Make an unmodified aitack roll aguinst the AC of the construction,|
with failed amempts dealing no significane damage, (See Strile un )
Object, page 135 in the Pavers Handbook, to derermine the AC.J]

i The tum can be vsed to make an atack every 3 rounds if fully

crewed, Wirh five ro nine people, it can be used every 6 ra
Fewer than Ove people cannot operare it il
_ Siege Tower: This isa lape wooden tower an wheels or rallems!

|that can be rolled up against 2 wall o allow sttackers to scale the
Lrower and thus b getto the top of the wall with cover. The woaden

walls ave wsually 1 foot thick,



o

Flig Lo s e LT

*J“ﬁ UF

k i%rif

he D&D game draws etamples and spurre material ﬁ'qm :

i i K - ..' e - T
m&ﬁn’btﬁ aglyou Eiﬂ: ’E}r Vil :ﬁu-.-.ﬂhehp rumars of

:‘ the Gapmaes seering, a fictional workl avatiabln for Ynurﬁ u;l%'ﬂ.hlles‘w‘nh" sighb L.mginm hefore you ever
_ usgrsia bagis for Your campaign: Mesvedr, you may wish derve]c-p rh,;jgng nm irselfl
build OUE oavTy 1.1rarl|:|. [tsa l.,,.lmln.engmg and rewarding rask; : ‘The .J.I.'IHWH:LH imethyod i Eh.l.; yﬂ;l rinnr need o
L but Be aivire that if can alsa bea Hime-consuming ane. do a Lot of work'sy get started - Whip up a small area—

| ; : probablywithy !mh\_ mmutity—design anadventure,
i nd gb, T]hﬂ me ali qqﬁufr:i*&u{ you wonT develop

L - aTeas o E@g tharzre never visited by the PCs
b Onee yoi have decid Ei] 10 create your owa wocld, you face a and that youwe l.:a,gl E[e*.ce],up things {and change youe mind)
£ number of chinices, Do you migke i like thereal world, drawmg. a5 ¥ot g6,
- " fepin histtnydndeeal warld knowiadge, or dovou create some -+ Ouside ln*ﬁhﬁ‘twé thebig picrure dmiw wmap of
i thing comgpletely differente Do you ditvw frosn vour [oebrite mtntwmnhnrnrrJr1pcrmunthereuiﬂ[:emquw]1;. L
GL hh‘fhﬂh}l' Feifing or Credle it all.an votir own . Lo the I.ﬁ.rs Bf ¥ comld start -Mlj:,ig.rand :lq_ubn for horer 4 romberof |-|:|_|_':,.Il;|
phyaics work as we know rhismar b t'-ivrllfﬂdt with-a dome deims and nirions iteract or the outline ofa vast empire.

vt ol stars ayetheadi Dn

u tise the standard rices; classes and You eould even smrrwitha cosmolpgydeciding Liow the
en'r J.u the B

S Hondboak, or do you Create nept OHes? dn:il;{u imteraet with the world, where the werld is posi-
a!l‘t: dm.q:tu:m I‘Jutfm those who lowe wcﬁ'ld toned in oelation w-[.tl-n ‘nther: worlds snd whar the
pths - 2 wotld 18'a wholi lnoks ks Uinly afrerfon have this
L You's Th.En: e rwﬂ Eppl‘ua(, hes o l:'remng 4 g, levelal concept design weorked :qu'lhl:lull;l&‘ou focus
Bokldi T I,  Van a parricular Area. Wheer oo Bepin mire derailed
Du#ﬁm%pg{ﬁ mi Bt Sursnd Dork s P work, ot withelayge-scale basics and work down 1

mﬂﬂh aboiit Whie the wn:-rlda:u?gki like, or even the king- & “smull seule, details For elample. after you luve con

Silom, Concenrrare fleseon a single village or ravwn, preferably withy ;;,, Msm.gﬂed pour chatinent map,; pick 1 single kingdom
t-dungeon o other ;,n&ennlre site neirhys Expand slowly and ap cre ! ru:lerar rtlets und the genenleondi-
sanly os needed When the Ps are bﬂﬂr pl:‘miﬁf mtnal avea tioms, Fram 1 E'_tﬁ,ifn:us on some sibstate o nzy':m

¥ 1 bich might not be for ten ar more plaving i .tpgﬁﬂhwgﬁ withine ei Icit:_gunm rle-ve.mp whi gud whit Livis

XIS 43LdVYHD

fivst adventurps), expand onrimmds direcrions s~ there %mﬁh}ﬁ.u;l. un] PP the regionwith a fev hooks
"'ﬂ e veady no murter which way th:jf 20 1 5y wiﬁ- © and sperets for laer gnr. Finally, pnce you get
ave an entice kingdom deyel  with the whols de ived from J::u':ﬂ‘ Eh“ small scale—a sulgla aper-y 4

wother | dculay patch of forest or vilfey, of Wherever you

I.l.ll'lﬂl would fie with the ind
ptemi chiostE o seart the campaigii- adw&l-bp thie ared in.

I_ n@ghbunng ’h:ndh
AR .




— e i R : — ’
e % b W i:’"‘; ?-.'& W i : i i
o L

great denail. The specifics af the small area should rellect and tie hack yearthan any other seasonal vatiation is cold, See Cold l}au,gm':_

tir the basics you have set up for the larger areas. page 86,

This method ensures that once vou have started the campaign, Temperate; This climare type descriles areas that have alternat:,.
youre already well on your way to having a complere setting, ing warm and cold seasons of approximately equal length. 4
When things are moving along quickly in the campaign, you can | (- Warm: This climate type describes tropical snd subrmopical
focus om the characters and individual adventures, because the | lareas. Any area thar has summer conditions for a lugger partion of

{waorld is mostly done. This method also allows you to use fore | the vear than any orher seasanal vadation is warm,
|shadowing of larger events, Baraway places, snd grander adventures | Aquatic: This terrain rpe is composed of fresh or salt water, See
eatly on in the campeign, ! Water Danpgers, page 85.

'

+ -+ Desert:This rerrain type describes any dry area wi'rh.spafsem_i

G E O (“- R )&._ P H Y jetation. See Hear Dangers, pape 6. |
1 Plains: Any fairly flat area that is not a desers, marsh, or forestis

Campaigne need worlds, Worlds have geography This means considered plains,
thar when creating your world you need to place the mountains, Forest: Aty area covered with trees is forest rerrain, =
the oceans, the rivers, the towns, the secret fortresses. the Hill: Any area with rugged but not mountainous terrain is bl
haunted forests, the enchanted places, and all the ather locales Mountains: Bugged cerrain thar is higher in elevation thus
and features. (hills is considered mounrains.

i you want a realistic world, we encyelopedias and atlases 1o | Marsh: Low, flag, warerlogped areas are marsh terrain, i
{learn more abour topography, climate, and geography {natural, | Underground: Subterranean areas are designared as under-
.and political). You only need the basics 1o create a fantasy world, . | ground terrain, See The Dungeon, page 105.

unless you or your players are sticklers for accuracy. Research| |
and learn as much as you need to creare o world thar will plesse. ECOLOGY

your players In general, however, if you know a lictle about how Once you have derermined the lay of the land, you can develop!
tertain alfects climate, how different rypes of termin interace whar lives where, = -
(mountains wsually follow coastlines, for example), and how The Moresier Manual gives a climate terrain type for each kind of
hoth climate and terrain determine where people usually live, creature. With that information to work with, decide exactly,
[that should be enough, which creatures live where within each region of your werld
When you're done, vou can create the map or maps vou need for you have rovm on your map to mark such information, do so,
Lyour campaign. will help you keep track of things later on, hoth when derermining|
. i random encounters and when developing adventure plots. For.
CLIMATE/TERRAIN TYPES example, il you knowrhar the PCs are on their way o the villageal,
\There are eleven different climate and terrain types thar Fou Thorris, you can sec that living in the swamps around ire trofls]
‘need o be concerned with in the D&D game, although vou harpics, and a black dsagon thar the mravelers might encounter, You,
.could create additional rypes for your own world, These eleven can also use this information to creare an adventure involving.
types are those referenced in monster descriprons in the Monster Thorris and the black dragon in which the dragon coerces the
Manual and in the wilderness encounter chacs lound in Chapter trolls to artack the people living there,
4 Adventures, } _ Considering the ecology issues of the swamp helps you expliin
¥ou should assign each region of your world a climare /terrain type | the creatures' existences. What do the trolls eat? What about the
to designare whar sort of lindseape it has, what seasons and weather | harpies? They must compete for resonrces, so do they avoid each
conditions prevail there, and what creptires inhabit the ares, | other, or do they fght? The world is a predator-hesvy one, based an
Some of these types are incompatible. For example, withour ) the creatures described in the Monster Manual. Desigring yout
some sort of magical event, you won't find a tropical rain forest {a worlds ecology means coming up with 8 way to make sense of how
wartn climate zone) next te an arcc plain (1 cold climare z2ome), it all works rogether. Perhaps theres hounrtiful prey in meet aveas tha
Some rerrain types sre much more habieshle ta the common an overall sbundance of vibrant, enetgy-rich plant life might help
races from which PCs are derived than others, although all have explain, Perhaps the predarors prey upon each other, You don't have
monsters, animals, and intelligent crearures native to them. mw design.a complete food chain, but giving a moment's though
Cold: This climate Lype describes arctic and subarctc areas. Aome emil;ug}r izsuies will ]'IE]]} VOUL answer 'p[:::..rm' questions later—
Any area that has winter conditions for a larper portion of the and that will help make vour world seem real to them,

BEHIND THE CLURTAIN; a different rate, or the very real threat that the ocean might wash sea-
HOW REAL IS YOUR FANTASY? farers off the side of the world sa that they fall farever in an eternal
This chapter assumes that your campaign is set in a fairly realistic  waterfall. One point ta keep in mind if you're going to change prem-
world. That is to say that while wizards cast spells, deitics channel  ises that we all take for granted, hewever, is that you sheuld try 1o
pawer to clerics, and dragons raze villages, the world is round, the [aws ~ maintain seme cansistency. If time passes more slowly 48 pou move
of physics are applicable, and most pecple act |ike real peaple. Tha rea.  away from the central Mauntain of the Earth's Heart, then this fact

son for this assumption is that unless it's explained to them to be oth.  should always be true. Further, the praple of the world should under

erwise, this situation is what your players expect stand and accept this reality If that's the way the world works, it
That said, you could create a world that is very different from even  wouldn't seem odd to them.

these basic premises. Your campaign could be sel within 2 hollaw You could establish a land where people are so truly good that o

warld, an a flat warld, or an the inside of a tube that spins around  government ar organization is needed o maintain order or peace. Or

the sun, yau could create a land wherse everyene is born evil, the scions of an eyl

¥ou could change the laws of physics to produce a world with  progenitor god, and they all wark together for the downfall of goodness.
abjects or materials so light that they float, areas where time flows ar Such people are net realistic, but they're certainly interesting,




! DEMOGRAPHICS

‘Once the geography s determined, you can populate vour world,
1his step is more important than menster placement and general

evalogy, notonly because the POs will spend more time in civilized |

- aeeas, but also because the players have real-world experiences 1o,
megsure their pame experiences against when thev're ameng other |
peaple. .
! le, in general, live in the most convenient places possible,.
They iy to place their communiries near sonrces of water and food,
incomfortable climates, and close to sources of ransportation (zeas,
(elvers, flar land to build wads on, and so on). OF course, there are
ileaps exceptions, such as towns in the desert, isclated communities
ity the mountaing, and secret cities in the middle of the swamp or at
the top of a mesa. But there is also always a reason for those excep-
tigns; The city at the top of the mesa is placed there for defense, and
ihesolated community in the mountains exists because the people
. rﬂm:: want o cut themselves off from the rest of the world.
i

TABLE 6-1: COMMUNITY SizES

Community Population
Thatp 20-80
Harrles: B1-400
Viltnge 400 -800
Small town a01-2,000
LLarpe town 2 0071-5,000
all city 5,001-12,000
BB City 12,001-25,000
elropolis 25001+

hle 6-1: Community Sizes shows a breakdown of different ciry
{refer o Chapter 4: Adventures for mote information on typ-
inhabitants of vadous sizes and types of communiries), Small
munities are much more common than lavger ones, In gen-
the number of people living in small towns and larger com-
‘munites should be about 1/10 to 1/15 the number living in vil-
liges, hamlets, thorps, or outside a communiry at all. You might
ereate o metropalis at the civilized center of the world with 100,000

people, but such a community should be the exception, not the,

tule, The more closely a city matches the ideal parameters of a ciry |
locarion (near food and water, in a comfortable climate, cloge 1o,
taunces of transportation), the larper it can become. A secretcity in
the swamp might exist, bur ir's unlikely 10 be a metropolis. People
living in cities need food, so if there are not nearby sources of food
\erms, plenty of wild animals, herds of livestocl, ete.), the com-
munity needs efficient ransportation sources toship food in, Fue-
ther, it needs some other renewahle resource, such as nearby
forests to hiarvest for Himber o mine rals to mine, to ]'n'ndu Ce Some-
thing to exchange for the imported food.
mill, agricultural-based communities are likely 1o surround a
aeger ciry and help w supply the city population with food. In
iuch cases. the larger communiry is probubly a source of defense (a
‘walled town, a_castle, 2 communiry fielding a large number of
deployable roops) that inhabitants of surrounding communities
can seck refuge in or 1ely on to defend them in times of need.
Somerimes, a number of nearby small communities clump
tgether with no large community at the center. The small villages
and hamlets form a support network, and the local lord ofren
bousts 0 centrally locared castle or fortress used as a defensible
place to which the villagers can flee when threarened.
| Onalaeger scale, the borders of kingdoms and countries usually
scoincide with physical, geegraphical harviers, Countries that draw
hund.:n&s t]:.rf:-ugh pluins, farms, and undulnting hills u:sua]],':.r
lighea lorof bartles over such barders and have to redraw the bor-
vibers frequently until they coincide with natural barriers. There-
fore, mountain ranges, tivers, or abrupe landscape changes should,
mﬂkﬂlﬁ: Ed,gn:b of the lands in Four world,

ECONOMICES

Although rreasure is what’s important to PCs, vou should have a fair|
grasp of the economic system that surrounds the treasure thar they.

Learn a5 well a5 the prices charged for services, equipment, and magic
|items Beanomics in your campaign deesn't have tobe convaluted or
redious, but iv should at least be internally consistent, IF the price of

a broadsword in Thords is 20 £p one daj.-'; it shouldn't be 200 Ep the
next without some explanation, such as the How of metal or ere.

 being suddenly cut off, the only smiths ina hundred miles having all,

been killed in 8 tecrible accident, or semeching equally bizarre,

COINAGE

The cconomic systemn in the | Weld game is bazed on the silver piece,
{sp). A common laborer carns | sp a day, Thar’s just encugh tooallow |
his l'amﬂ}r L} SUTYVIVE, ASSUMINE that this income is supplemem:e.c[_

cwith food his family grows 1o eat, homemade clothing. and a
ctelisnce on selfsufficiency for mose tasks (personal grooming,,

| health, animal L{thl.ling, and so anl

It your campaign, however, the PCs will deal primarily with geld
pleces. The gold piece (gpl is a larger, more substantial unit of cun-
rency, That POy mainly interact with the economy in gold pieces rep-|
tesents the fact that they, as adventurers, take much larpecrisks than |
common foll: and thus earn much larper rewands if they sureive,

Many of the pecple with whom advenmirers interact also daal
primarily in pold Wespansmiths, atmersmiths, and spelleasters all |
make more money (sometimes fr more money) than common |
people, Spellcasters willing 1o make mapic ltems or cast spells for |
hire can make a loe b money, alchough there are often expendinnes |
ol pcrﬁunaf power(pxpenience points; i nvolved, snd the demand for |
such expensive items is unsteady at best and can only be depended |
on in large ciries. Mobles with whom the PCs might interact also|
deal mostly in gald, since they purchase whole ships and buildings |
and finance cavavans and even armies using such currency

Some economies have other forms of curtency, such as trade
bars ar letters of credit representing varions amount of gold thar
are backed by powerful governments, goilds, or other organiza-
tiohs to insure theirworth, Some economies even use coins of dif-
ferent metals: elecerum, iron, or even tin, In.some lands, it's even
permissfble to cur o gold codn in half eo make 2 separate unit of cur-
rency out ofa halfgn]& plece.

TAXES AND TITHES

Taxis paid 1o the queen, the emperor, or the local baroness might
consume 35 much ss one-fifth of a character’s wealth {although
these expenses can vary considerably from land eo land), Well
guarded representatives of the government usually collect taes
vearly biannually, or quartecly, Ol course, as travelers, adventurers
rm'g!'u: avarid most collection perlnds {and 5o Fou can ignore taxes
.I.-fJ‘f IIJ.'.I.L' PC:; LI.-}"L'ILL "r'"i'll'll.'J. T]'.I.L'lﬁt _'r\'hl'.'l_u'\,'fl_'l la]'lL: ar a TI:‘.HI:I'_{tTIEL' TF:IE'!{'
find themselves assessed and maxed, however

tithes are paid to the church by these who are taichiul participans
in areligion. Tithes often amount 1o a5 much as one-tenth of a char-
acter’s adventuring eamings, bur collection is veluntary except in
strict, oppressive religions thae have their owmn tithe collectors, Such
onetous religious taxation requires the support of the government.

MONEYCHANGERS

Characters who find their saddlebags full of ancient coin or for-|
eign money probably need to exchange their wealth for the logal |

ccurrency before they can spend any of it In a setting in which)

dozens of small nations and kinpgdoms are crowded close]
together, the moneychanger is the person ar the hub of the eco-|

nomic systern, Typically, a monevchanger charges a fee of one-
\tenth.of the starting sum in order to convert currency. For exam-
(ple,if a characrer has a pouch full of 100 platinum pieces (pp) that

she needs 1o convert to the local pold standard, the money-




chunger charges 10 pp for the conversion. The characrer raceives
900 gp, and the moneychanger keeps the rest.

SUPPLY AND DEMAND

The law {FFE-‘IJFP'}"ET&EI. demand can drasti n::r!|1_.-' affect the value of Aoy

Clmency. If characters statt ﬂ'd.‘i]'.l'i.ng sround o lot of gnh:l and pump-.|

ing it into the local ECONOTY, merchanty may quici{]jr Taise pﬁr;:;—'..;
| Thizisn'ta matter of gouging the rich-—it's just the way a small econ- |
tomy works. A tavernkeeper who males 100 gp from boarding a |
eroup ol successful adventurers spends his newfound wealth justas,
jthe herges did, and in a small wwn, eperyone starts spending more in
{ashorr time, More spending means higher consumption, so goods
;and services become harder to come by, and prices Increase.

Supply and demand can also affect the campaign in ways that
dont have anything directly to dowith gold. For instance, if the local
lord commandeered most of the region’s horses for his lmights, then

(when the PCs decide to purchase half a dosen fine steeds, they find
ythart there just aren't any to be had at any reasonable price. They have |
vo settle for second-rate nags or spend much more than they had |
;plu.n.nr:d to in order to convince someone 1o part with.a horse,

POLITICS

Intrigue berween kingdoms, clry-states at war, and political maneu-
vering are all fun aspects of many campaigns. For your own cam
paign, you at least need o determine who is in charge where, If
\therels any chance thar rulers, nobility, and politics in general will
thecome more involved than that, use the following material as a
{starting point. As always, research lnto real-world political systems
and structures {particularly historical examples) can entich vour

fictional serting. At the same time, don't be aftaid o make up some
(thing wholly new and completely unhistarical,

POLITICAL SYSTEMS

‘The number of political systems possible is legion, Feel free 1o use
mote than one type for diffecent lands, Such mixing and marching
accentuates the differences in place and culture,

MNote that any of the political systems lsted below might be |
matriarchies (ruled only by women) or patriarchies (nuled only by |
meny, but most make no such distinetions,

Monarchy

Monarchy is rule by a single leader, The monarch wields supreme
power, somerimes even by divine dght. Monarchs belong to roval
bloodlines, and successors tw the throne are almost always drawn
from blood relarives, Rarely, a monarch roles with power granted
by 2 mandate of the populace, usually esablished through repre-
(sentarives chosen by noble houses. The monarchy is likely to be
{the most common political system in your campaign.

Monarchs often have advisors and g court of nobles who work
with them to administer the land. Thig arrengement ereares 1 class
system of nobles and nonsehles. Common people in such a land
often do not have many of the rights and privileges of the nebilite

Tribal or Clan Stoucture

A wibe or clan usuall}.r has a sing]q: leader who wiclds grc';]r—ql-
most absolute-—power like the monarch in a menarchy, Although
rulership is ofeen drawn from a single bloodline, rulers ave chosen
based on thele litness v govern, They are also consinually judged
(on this criterion and replaced if found wanting, Usually a conneil
of elders exists o choose and judge the leader. Tn fact, it is often
wconvened only for this purpose. Semetimes the ceuncil also
tadvises the chief or leader,

| Tribes exist us a soctal struceure by grouping rogether arherwise
disparate family units and univing them for strength and the sdvan-
rages of worlking together, Clans are similar in function bur carry |
the added distinction of being extended {amily units. In both cases,

rhe. group. usvally interacts with other tribes and clans, and g
has p;'.'l.l‘lil_"I.IIHI lawrs and eustoms about how certain clons within 4|
Ll;ﬂ:-_q mtist ibteract or how the tribeé must interacewith other [;';hg&_i,

Feudalism

[ Feudalism isa complicated class-based system with successive layers
of lieges and lackeys, Lt aften exists under a monarchy, Serfs (peas:
tants) work for a landed lovd, weha in turn owes fealoy to a higher lond,
who 0 turn owes t-::a[l}' 10 AT Ve highﬂ lord, and so on, wntil the
Jline reaches the supreme liege lord, whe {s usuallya menarch. |
Ihe common people in a feudal state are always lowly and with-)
out rights. They are virually ooned by their immediate liege.
Lords are generally free to abuse their power and exploic those
Ll.nllf.'f th::m a5 1]1["‘r SCE HT.
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Republic

A republic is a system of government headed by politicians wopre

Jsenting the peaple. The representarives of a republic rule as a single

,,b(.'{l:r'.. us LLH.“!«" some soet I::la'r r.'n::--'J.nr.'ﬂ OF sEnare, 'L\rh'if.l'l VOREs On ],SSU.E‘_

Land policies. Sometimes the representatves are appointed, and some:
times they are elected The welfae of the peaple depends solely on |
the lavel of comuption ameng the representatives. Ina mudnly good-|
aligned republic, mndiril:ms can-be quite good.An evil republic isas |
termrible 2 place to live as a land under the grip ol a rran,

In an advanced republic, the pe-:uple direcily elect the "l.pl.'ﬂcn-
tatives. This type of republic is ofren called a democracy, In such
lands, the right to vore becomes a class-based privilege, Citizenship,
/might be a starus that can be bought or earned, it might he granted |
automatically through being born in the location poverned by the
republic, orir mighronly mransfer via bloodline, Because having the
entire pepulace vote on representatives is cumbersome, this palite )
cal system usually works enly in small areas, such as a city-staie. |

Magocracy

Muagocracy is rule by mages. The ruleris usually the most pq-.@'::m_[
wizard or sorcerer in the land, although sometdmes the tuler is
merely a member of a royal bloodline who must be un arcane spell
caster: Thus, such a system could be a monarchy, and the vishle heir
to the throne would be the oldest member of the bloodline capable
of casting spells. Ina rroe magocracy in which the ruler i the miose
powerful spellcaster, the monarch may be challeanged ar cerriin
specific rimes each yaar by conteniders who believe themselves m
be more powerlul than she s,

In 3. magocracy, arcane spellcasters usually have the preates
rights and freedoms, and nonspellcasters are looked down upon.
Divine spellcasters somerimes are outlawed, bur usually they are
rreated as secondary to avcane spellcasters (although sdll higharin
station than these who cast no spells),

Such societies are prabably magic-rich. They are likely o have
collegas thar reach the intricacies ol spelleasting, and magic-using
umits in their militaey organizations. They may use magic for even
mundane tasks, Yery tarely, &« magoctacy treats magic in the oppe-
site way, as.a closely puarded secret. Monnoble arcane spelleasrers
would then be forbidden,

Theocracy

A theocracy isa political system in which cleries (or druids) mule|
The ruler is the direct representative of the detryor deiries thar che |
thECrme‘__-* iz based upen, Most are similar to monarchies, but COCE,
a ruler Is chosen, he normally remuins in the position for life, The,
jpeople cannot question the word ol a deivy er his representasive,
Same theocracies see their leaders as ascending to diviniry

semidivinity in and of themselves. Fast (and sometimes present)|
lrulers ave worshiped as deitles. Such rulers wield absolute power,
|and their bloodline carries the divine right to rule, so their succes-
|sors are chosen from their descendants, A ruler doesn't need m be
aclericinsuch a case (although he often is), since he is not a divine




representative, but a deity In such a theocracy, it's possible that
“even aninfane can he chosen as g ruler it he has divine blood.

Others

It not too difficult ra imagine a political system based on rule by
‘other classes, by the oldest, the srongest, or the wealthiest, For,
Lyour wortld, use whateyver criceria Yol wish to determine the ]}D|iT.- i

stevcture of o group, Most of the time, however, the stranger

thecriterion, the smaller the graup, For example, while a ldngdnm 1
Jhere the gueen is chosen by taking a test of skill, intelligence, and.
timing might be expansive, 2 land where the ruler is the most tal-
{ented bard would prebably be small. Being able to play the lute
_wellis impressive, but it doesn't necessarily ensure fitness to rule.

CULTURAL TENDENCIES

Human societies run the gamut of different polirical structures,
WOther races seem to favor one or a few over the others.

Dhwarves: Dhwarves usually form monarchies, althoush a few)

pocracies dedicared ro dwarven gods are possible, Dwarves age |

remely lowful and rigid in their pelitics, fearing lawlessness and |
anarchy They value order and security over personal freedom, and |
thus are inclined to judge polirical matters on what's best for the
pealest number concerned. [hearven sociefies 11511.1“1; have a strict
and exacting code of lavws,

Elves: Elves are likely 1o live within monarchies as well. Of all

.mﬂﬂ hU\'\-'f"u'L'f\ d'r":'!i are I'J.-.IE' MOsL Ilkl:]}" (1] ﬂd.EfPT a mﬂgﬂ':l'ﬂf.}'.
wes prize individual freedom and fear tyranes, Elven rulers judge
,,m:h gimation and case individually zather than sccording to a
(S, codified set of lrars
. Hulflings: Since they are usually nomadic and most often live in
Lsmall groups, h.a]ﬂings Pn:fr:r a sort of mihal or clan SVSTEI. Kul-
{erzhip is often bestowed upon the eldest member of a group, sl
;thr.-ugh most halflings rule with a lighr tenach, True halfling leader-
;!hlp is based around the fGamily unit, with parents giving direction
o children. Hﬂ].lll.l:;.,s e lhan any other rade, seem to natucally
work well with each other They have linle need for a serong ruling
hand or a codified set of laws to maintain order and peace.

Gnomes: Gnomes faver small monarchies, although democra-|
tics. gname republics, and gnome clans exist as well, Like hall-|
lings; gnomes have less need for a strong government and enjoy |
personal freedom. Coome lings and queens usually have only a
smallimpace on the daily life of their subjects, and they wsually do
not carry as elevated a status above the common pnome a5 a human
regent might aver her human subjects,

Ores and Other Chaotic Bvil Cultures: Orocs are usually too
wild itid coprupt to value o smict system of government other
than tule by the strong, Ore leaders rule by intimidation and

HIE]IE:I[S imli [];I.llb usual!} Lu:mn.md (Jnl}- a3 5mal] pupu]sr_c (e

natinns are rave.: If an ooc leader fails to rule, i is becawse he was
el I not gripped by complece anarchy, most chaoric evil cul-
jures are likely to live in similar systems and tend to have simi-
faely small populations unless many individuals are cowed by a
gingle powarful master,

Goblins and Other Lawful Evil Cultures: Gobling live in
tribal communiries that bear the trappings of menarchy, The wuth,
however, is thar their government is rulership of the strong. 1 a
goblin riiler can be killed, his killer usually takes his place. Lawrful
pvil humanoids often use a similyr svstem, altho ugh kobolds often

(eitablish magocracies, and more sophistcated culeures frequently

develop codified laws and rules of succession, Such complex soci-

tles are rife with backstabbing and betravals, though, exem-
ing the very definition of Byzantine politics,

GH-LEVEL CHARACTERS
- Sometimes high-level characters build their own castles and estab-

{lish their own tercicories. This usually ocours either on land|
granted o them by o ruler or in an area of relarively unclaimed

&

w;.l;;lnzrness that L]:l.e'.' have cleared. A just or penerous character is,|
].Lli.fl".' (5} drﬂ"r'r' PI:'UP‘J.I:' Loy r.I.D.:I ].']E'I: bLfL:'nil:.]]U].'ll or th‘drl’:d aned., B-E{DET."
she lenaws ir, shes a ruler, !
How the characrer governs is completely up o her. However, the |
\NPCs involved ceact appropiistely to character actions and decrees,
[ Inn exchange [or prorection, plots of land, and fair rulership, a chur
Lacter can expect to_collect taxes or rithes [rom those she rules.
Neglect, mistreatment, or cvertaxation of the populace can lead wa
revolt, which might come as an appeal to another more powerful o |
Jintinenial lord to depese or conquer the character, hived assassing,
|making attempts against the character's life, or an outtight uprising |
inwhich the peasants wield their pitchforks against their mules
In reality, however, such events ere rare. More aften than not,
people live with the ruler thae they have—Ffor pood or ill—fora,
long time. Those under & poor or unjust ruler will suffer for,
months and vears belore they feel compelled o act. TEyou want o
creward good treatment of the people in & charseter’s demain, do so
by having well-teeared people prosper and mistreated people lan-,
Lpuish as their lands decline and fail,

LEGAL ISSUES
You don't have 1o develop alegal code for each country you invent, |
Assiume common-sense lows are in place. Munder, assault, thelt, |
and treason are illegal and are pumishable by imprisonment or
even death. As long the laws make sense and the authorities are
fairly consistent in enforcing them (or itk clear why they're not),,
1|'|ﬂ l'llll'l'tﬁ 'l-‘-'iJ‘l'.Il Ih.l.u.l'i. Poice ﬂhl.“.ll. l]:l.lf ].rl.l.'f'lq Ut?dup a lﬂ:"f'l. CXCED-,

| tional laws as points of interest, such as:

* In one barony in the Shield Lands, lying is ﬂl&gaL_pquhablu..
b three days in the pllJ-::n'y

o I]'.I. I'J.'.I.L L11.':|" I'_'lf I'Ilghfl'_'llk it 1‘| EEE!I' st t]'LI'_' I'E‘.?c- to ]'I'll'ﬂ.'l'l'_":tt amn Sn'lmﬂj

* Anvone wearlng red In the sight of the emperor is 1mpnhuml.1,
far ane manth,

Some places might have laws directly affecong adventurers, These
laws might restrict weapons that can be owned or cartied by non

nobles or sanction the use of some weapons even by nobles,
restrictitg thelr use vo the roval guaed, These laws mighe restoice oc
prohibir magic use. They might limie the number of well-armed
people wha ean pather publicly without 2 permit or sanedon. All of
these laws would be put in place iF the rieler or rulers of the area
were concerned sbour powerful people reaming around uncon-
trolled—a kg[limat: worry e those in power. Mo king, duke, or
maver is going to want independent adventurers to be more pow-
erful than his own gnards, lackeys, or troops [and thus, himseil)
uniless he trusts them absolutely or has some way to control them,

SOCIAL CLASSES

Most societies are. to one degree ar another, ¢lass-based. Use these
easy definitions for the rypical socieny

Upper Class: Mables, the wealthiest of merchants, and the most
important leaders [guildmasters, for grample) make up the upper
I'.].n]!ﬁ Iﬂ“‘malﬂ.ﬁ. adml!'llﬁrr:l'l:(}TH and Ell:.h( T DF rl.l'.l:l |.'| are I:!T:I“'
..I:I'_'lm I'_hl.':l l'_].i.':lk. HL"'bi]lL':f' and b(. ll'l.,g 2 mi:m]:iLIdFEl '!.'-E'Hlth}_mﬂ'l'l_hdﬂt
family allows entrince into the class by birth, while attaining
Wil I.tr"l 0T Elg_l"l i h-l—'l.l'l'l' pl—."ilrl-l::lﬂ Can T Ai5& ONe T fl':ll'_h SEATHS.

By virtue of their wealth, adventurers are likely to dse to ti'n:
L'IPPL[' ';.].ab,b- l'_l-tl.'l.l..k.l}". .[I!,'l'r'\rl."'-rl.']'. d'.ll"}r ]II.E}" IJ'L 11."] B ﬂ."Li b:F _ud’l‘."r memes
bers of the upper class based on how society around them views,

Lsword-wielding. spell-slinging, sell-geverning mercenaries. Other|
members of the upper class might lock upon adventurers asl
hernes, but they are juat as likely o loak wpon them as dangerous.
threats to public safery fas well as their own personal satety) and ro

| the existing sociopolitical strncture,

Middle Class: Merchants, master artisans, educated profes-
sipnals, and mest sipnificant puild members comprise the middle




class. Lesser officials are somerimes drawn from the middle class.
This starus is normally based on one’s occupation and education.
Its primary determinant for membership is nor birth, but wealth.
Lower Class: Tradesfolk, journeymen, laborers, hardserahhle
farmers, poor freeholders, personal gervants, and virmally every. |
une else comprise the lower class. The lower class is typically made I
{up of the poor and the uneducated. While sometimes 2 council of |
lelders or similar body exisis to warch over the interests of and |
targue for the lower class, mest of the time no officials o lawmak- |
(ers come from these ranks, |
Slaves: Some cultures (usually evil ones) practice slavery Slaves
{are lower in starion than even lower-class free people. Though they
need net be uneducated or even unskilled, most sleves sre lshorers
O Servants.

Titles, Offices, and Positions
jHere are some titles, offices, and positions common toa (primarily
JWestern Buropean) medleval society that you can make use of in |
fyour world, .
| Ale Conner: Official who rests and spproves all ales and ciders. |

Anchorite: A religious hermir,

Bailitf: A sergeant or commander of the guard.

Beadle: A messenger of the law courts,

Burgomaster: A wown or city official,

Catchpoll: A commander of the puard.
| Chamberlain: Crverseer of 8 househeold, eflice, or courr,
| Commen Weigher: Town official who checks merchants'
pwelphts and measures,

Constable: A commander of the local puard,

Councilor: A town or clty official or an advisor of the court.

Customs Agent: One responsible for collecting the taves on all
Jimports and exports.

Elector or Solon: A town or city efficial who is a member of
{{but not necessarily the leader of ) 4 governing or advisory body.

Magistrate: A judge,

Page: A servant to a noble.

Pardoner: A member of the clergy ora monk whe sells pardons
i.L"'f ﬂ'ic l'.ll'l.'l.'l'l.,'l:l'l.

Provost: A magistrare or keeper of a prison,

Provost-Marshal: Military magistrate., |

Purveyor: An official responsible {or obtaining supplies for an |
army or a nobles rerinue,

Reewve: The leader of a village.

Regent: The ruler until a roval heir (princess or prince) reaches
the age of majorits.

Sergeant: The commander of 2 unir of soldiers or guards.

Sheriff: The rulers representative for a glven ares.

Steward: Custodian of an appointed duty, such as a household.

Tax Collector: One who collecrs faxes,

Tronager: Supervisor of the scales ar g wown’s port,

Umpire: An olficial whe arbirares disputes berween neighbors,

Warden: The keeper of a nobles woodlands and parks,

Warder: A sergeant or g guard,

WAR AND OTHER CA]I AMITIES

As o campaign progresses, the land, the world, or even the plane of
existence will eventually be shaken by drastic events. The most
common of these is the ourbreak of war War can provide a back-
(rop for the campaign, existing mainly in the background of the
jaction. It can also help generate adventures, hecause people and
Iplaces will develop needs based on the conflict, such as when a ciry
jeut off from all supplies needs help, a plague started by the war rav-
\ages the land, or 2 shipment of arms needs suards. Ir can even
involve the PCs directly as they join one side or the other, acting as
spics, asmall smwike [orce, or even commuanders in the army,
During wartime, authorities may restrict or even confiscate |

matetials and supplies—harses, food, weapons, vital ores, and ather,
equipment, Able-bodied people may be conscripted inro the ranks:
ol the army. The PCs may find themselves unable to get the equip-|
ment they require for an adventure or even find their equipment—|
{or themselves—confiscated by the authorities for the war effor,

[NVASION IN THE D&D GAME
A war staged in a lantasy world is similar to one fought in the real
world, but the fantastic clements of the serting—magic, hemes |
.and monsters—create some obvious differences in tacrics that e
{reflected in the composition of the armies In i war in the L"SIDI
game, an invasion force usually has several companents: the armg,
mionsters, and the strike team
The Army: If 4 major invasion tales place, the invading army i,
composed mainly of conscripts. These serve as skirmishers and|
inlantry. More extensively trained professional soldiers with better
equipment support the conscripts s infantry and archers. Knighis,
icavalry, and units composed of wizards, sorcerers, and/or clerics fill |
sspecialized roles in the acmy. 4
+ Typical Conscript: A rypical comscript is a tselevel commaoner
wearing padded armor and carrying a wooden shield and a hali-,
spear. After the conscript has suffered even one wound, even ifhel,
still abowe 0 hp, he most likely drops to the ground and pretends mw
be dead. Conscripts don't follow erders well, and they are prone |
breaking ranks and fleeing when the fighr goes against them.
Typical Saldicr: Most soldiers are 1st-level warriors who wear
studded leather armor and carey either a Small or Medium-size|
imartial weapen (default to a longsword) and a wooden shield oral
longbow. These soldiers are professionals or experienced con-
scripts from harsh lands where conflict is common, They're beter|
trained and more likely to hold their ground and follow crders,
than eypical conscripts, 4
Typical Mounted Sollier; A typical mounted soldier is 4 tstlevel]
warrior wearing scale mail and bearing g lizht lance, o weoden |
shicld, and a Medium-size marrial weapon {defanlero g longsword),
These soldiers are always professionals, and they are among the
best rained typical warriots en the field
Knights and Spellcastere: Actual members of the Aghter class an
tare on the bartlefield Typically, they wear chainmail or a breastplate
and serve as armed knighes (though they may nor hold u title) and
commanders. Jost as rave as acrual Aghters are wizards, sarcerere o
clerics present to provide magical supporr and firepower. Well
funded and well-organized armies have small units of Low-level
spellcasters armed with wands or other magic items that allow them
to exectile multple magical attecks, Otherarmies elect o have i sin.
gle spelleaster with each unit of soldiers to cast protective spells or
supplement the soldiers' antacks with an offensive spell, Clerics are
particularly welcome additions to any army, since they wear armor
without hampering their spellcasting and wield weapons effectively
in addition to casting spells. They can also help heal the fallen In
fact, a small unit of clerics with wands of cure light weunds is an effec
tive second wave thar can be assigned to follow the main force inw
bartle and heal the fallen, providing a wave of reinforcements,
Monsters: Acerial cavalry on griffons or hippogriffs, charmed
mensters and animals, and summaoned creatures frequent the bat
tlefield. Mounted lancers on elephants and triceraropses elash
with geblins riding worgs and orcs riding dire tigers. Dragonscir|
cle the combar, their breath weapons decimating enrire unies of |
soldiers at once, =
The Strike Team: Exceptional characters of above 151 lexild
(serve thedr side in a special way, They azsist the main army ina bl
tle, as menticned above, as knighrs or magical support, or. they)
work in a mixed-class unir {similar 1o an advenmring party; that
jconfronts special threats such as enemy commanders, 2 defenders!
strong points, charmed monsters, or their counterparts on the oppe-
site side. They can also form small strike reams that go into enemy
territory 10 take out commanders, destroy supply storehouses,




'rd‘ wnit o sorcerers ama wizards spplements an armey of warvisrsin comshat.

steal plans, weaken defenses, or perform any number of other spe-
elal missions. Having a party serve s a strike ream is a grear sy to

et PCs invelved in a war without having to run endless hope bat-|
tles a1 the forefront of the game session. { Although such bantles can |
L - - s .

e entertaining, they'ne just as useful to the campaizn in general if |

thet remain in the background. )

OTHER CALAMITIES

Other mujor threats beyond war include earthquakes, large-scale
stoems (such as hurricanes), plagoes, and famine. Like war, they
drain the resources of the commoen folk. They also creare danger
ous and horrible simarions thae spa.rll. adventures for POs who seck
fo salve the problems or alleviate the sufferlng of others.

i REIIGION

Mo force affects society more strongly than religion. You nesd 1o
mitch the religlons in your world with the societies you present,
Hinw does the priesthood inreract with the populace? What do most
people think of the religion, the deiry, or the clerics? Most of the time,
innddition o serving a deity, a religion is geared toward filling some
niche in society: recordkecping, oficating ot ceremonics, judging
disputes, tending the poar or sicl, defending the community, edu
tating the young, keeping knowledge, preserving customs, and so on.
 Sometimes a religious hierarchy is not unifiad, You can crears
interesring political intrigues by placing different factions of cler-
ica.of the same deiry in opposition based on doctrine or appreach
Alor even iIJ.i.ﬂ,l‘JJ.l.‘LEJ.ll]. Dillerent ordets within the pricht]‘tm:d m:g]‘LI
be disringuished by dilferent cholees of domains chosen. A deity
{thiar offers the Good, Knowledpe, Law, and War domains might

have clerics of law and war (the justifiers) opposing those of pood |

and knuwledg: {the pmphr‘.::&j.

THE PANTHEON
AND THE CAMPAIGN SETTING

As an example, here's how the religions of the deities presented in
the Player's Hundbook At into society,

Boccob: Boccobs priesthood s wsually 3 somber group that
takes its pursuit of knewledge and arcana very seriously. The cler-
ics of the Archmage of the Deities wear purple robes with gold
teitn. Rather than meddle in public affairs and politics, they keep o
themselves and their own apendas,

Corellon Larethian: Cle Ly members who serve the Creator of
the Elves aperate as delenders and champions of their race. They
often serve as leaders and zettle disputes in elven communities

Ehlonna: The clergy of Ehlonna are hearty woodstolk, Her cler-
LCS WEAT F,a_lf" g'ﬂ':l:n Tnbl:ﬁ ﬁ'l'lﬂl ATe qull:]:f o pTﬂTf'l_—T t!'IE I?Dl::lf:;l.ﬂ_l'lds
apainst all threats.

Erythnul: The priesthood of Erythnul maintains a low profile
in most civilized lands. In savage areas. members of the priestheod
are known as bullies and murderous tyrants, Many evil humanoids
worship Erythnul, but their priests de not cooperate with each
other to advance the overall gck:l]-i of the rﬂ]iginn. Clerics of Eryth-
nul favor rust-red garments or blood-stained robes.

Fharlanghn: Fharlanphn's clerics are wanderers who geek 1o help
fallonw travelers, A traveler who comes to one of Fharlanghn's wayside |
shrines, which are comman on most well-uzed roads, wont find the |
sume clenc watching over it twice. Fharlanghn’s clevics move around |
frequently: They dress ln nondescript brown or green dothing,

Carl Clittergold: Clerics ol Garl Glittergald serve ghome cotm- |
munities a5 educarors and protectors, They reach the young valu-
able gnome lore and skills nsing a lighr-handed humor. They alsa

protect their fellow gnomes, ever warchful of the forces of avil
| humaneoids that might threaten their community;

Gruumsh: Grunmsh, the evil god of the ores, mainrains a reli-
gion based oo intmidation and lear. His clerics swive 10 become




»

chieltuing of ore eelbes or advisors to the.chief, Many pluck out one

ol their own eyves to emulate their dein
Heiromeous: The religious hisrarchy of Heironeous is organized

like a military order, It has a clear chain of command, lines of sup-

ply, and well-stocked armories. Clerics of Heironeous fight against |
worshipers of Hextor whenever they can and spend the rest of thair |

fime protecting the civilized lunds from the threats of evil.
Hextor: Strengrh and power govern Ilextor’s priesthood. |
{Altheugh evil, itis nor as secretive as other dark religions Temples)
(of Hextor operate openly in many cities. Clerics of Hextor weir |
black l:.lcl]:LnE, adorned with skulls o gray faces,
| Kord: Eord's clerics value s,m:n,gkh. but not domination, Kord’s
remples sometimes resemble warrior [easthalls, and his clercs,
who favor red and white garb, often seem moce ke Gghtees,
Moradin: Moradins cledics preside over most formal cere-
momnies in dwarven culture, keep penealogical records, educare the
woung, and serve as part of the defense force of 2 communine

P

. Nernll; The Reaper is [eared across the lands Fis rosered |
garbed clerics are murderous psychopaths who work in secrer, |
(plotting against all that is good. They have no overall hierarchy and |

they even work against cach other ar rimes,

Obad-Hai; Clerics ol Obad-Hal have no hietarchy, They tear all |

those of their order as equals, They wear russet-colored clothing
and maintain hidden woodland shrines chat are wsually locared far
fram civilization, They keep to the wilderness and to themselves,
ravely getting involved in society,

Olidammara: Olidammaras religion is lopsely organized ar
{best, and few temples are dedicated solely to him, That said, his
\clerics are numerous. They usually work among urban folk or wan-
\der the counrryside. Olidammaras cledes often work st some other
{profession: such as minstrels, brewers, or_jacks-of-alltrades, in
.addition to operaring as clerics, and thus can be found almost sny-
|where deing or wearing anything.

Pelor: The clerics of the Shining One work to aid the poor and
the sick, and rhus most commoen folk look upon them with greae
lLavor. Pelor's temples are sancruarics for the impoverished and dis-
eased, and his yellow-robed clerics are usually kind, guiet folk,
roused only in their opposition agatnst evil.

St. Cuthbert: The no-nonsense order of St Cuthbert does m,L

suffer fools gladly or ibide evil in any way, His clerics concern )
themselves with the needs of the commen peaple over nobles or|

the weall aducared, They are zealous in their desice to converr others
t0r their faith and quick to destoy their opponents

Vecni: Vecnas priesthood is made up of isolated cells of cultists

who seelc dacle, arcane secrers 1o further their evil schemes. Black
and red are their favored colos,

Wee Jas: Wee [as's priesthood has a suics hiesarchy, Her clerics
Jare kmown for their discipline and obedience w their superiors,
| They work az efficiators at funerals, maineain graveyards. or oper-
Jate libraries of arcane lore, They weat black or gray robes.

Yomdalla: Yondallas clerics help other halllings lead safe, pros-

perous lives by following her puidance, They often serve as com-
mumnity leaders,

CREATING NEW DEITIES

You can creare your ewn deitdes and religions. You're free to set
them up however you please. Deities can exise as individuals or as
a unified paudﬁenu that interacts all the dme.

Each deivy should have a pocfolic or a sphere or spheres of

(influence, Elements ol a portfolie can be concepts such s peace or
death, events such as war or famine, elements such as five ov water,
Lactiviries such as wavel or entectalnment, types of people or pro-
| fessions such as wizands o smiths, a5 well as taces, alishments,

A plaﬁ-:ﬁ, or putlooks. Dedtics with similar areas of influence Iy
ywark rogether or may be in conllict, depending on their slign-
ments and respective power levels.

The domains thar a cledc of a deiry can choose [rom should |

alwayvs be based on the deiry’s sphere of influence, In geneml, i
domaing are Appropriate to any L]!:‘I.T}". However, some deities m_[ﬂ:_‘[
need more domains to represent the breadth of their dominio
while others might need just three, if they ate very focused,

| Polytheism is the sssumption in the DuncEONs & DRAGONS St

Lring. You could create a monotheistic world, bur a stromg, singulir

|religion probably wields great political and sociological power (as
it did in Dark Ages Europel, which is a change with secious impli-
cations that might ripple throughout your entice compaign setting

|
MAGIC

It's common for DMs to creare cities in their campalgns that funs
ton just like medieval historical towns. They are populated byl
peaple who are net accustomed to {or who do noer belleve in}|
magic, who don't know envthing abour magical or m‘g."rlur_al mone
JAIers, Or 'l'i-].'l.U hd\‘: INEVETD 50T 8 mdglt 1emy h'l.ﬁ 51T l;:ll I:'..Eaui'
swork is a mistake, It will cause vour players serious strain in their,
(beliefin reality of yourworld for chem to see that they wield spells,
Land mapie items, and the lands and dungeons surrounding the city
are filled with magic and monsters, bur yer in the middle of the city
everything looks and acts like Europe dudng the Middle Ages.

Magic forces you to deviate from a truly historical sereing, When |
vou create anything for your weorld, the idea that magic could pos
sibly alter it should be in the back of your mind. Would the ling
simply surround his castle with a wall when levitale and fly spells ase
common? How do the guards of the treasury make sure that some
one doesn' just telepoet in or slip through the walls while ethereali

Unless you are going 1o run a divergent game {see Differing
Magic, page 164}, magic is prevalent enough in the world that i
will always be maken into account by smart individuals, A mer
wouldn't be flabhergasted by the idea thar someone might try )
steal from her while invisible. A swindler would be awure char)
someone might be able te detect his thoughes or his lies,

Magic shouldn' be something that common people are unaware
of, Spellcasters may be fairly rare in the big picrure, bur they're
common enotgh that people know thet when Ungle Rufus falls off
the back of the WARC, Lh::}' could teke him to the Tﬂ'n'ple tor e
the pricsts heal the wound (alrlmug_h the Average peasant pm[‘.-a]:ll}.r
coulds'talford the price), Only the meost isolated farmer might not
see maglc of the resules of magic regodarhe A few things o consider
incloding when fitting mapic into vour world:

* A ravern frequented by adventures might have a "No detec
tioms” sign above the bar to allow the parons to relex in an
armasphere where they don't need 1o worry about someone dis-
cerning rtheir alignments, reading their thoughts, figuring
which of their items are magical, and so on,

* Merchants might jointly employ small squad of wizards that
wander abour the markeiplace invisibly while watching for
thieves, casting detect theughts on suspicious characters, and |
using see invisibility to look for magic-using robbers,

* The town guard might emplqy i spelleaseer or two (or more) to
supplement its defensive swength, deal with unraly spelleast
ers.and help facilitate internogations.

* A court luii.,].ll use defec! .!hull,_ahls ar ducern lies to |1elp maks !
acourate judgments in important cases.

* A town might use simple spells o make life easier, 3Lu:].1 ns
using gttt JI".;.lmL to make a sort of soreer 11[-;[17_ \grj'_iupb_l_\_‘
ticared or wealthy cltes might use permanent gates o dispm;}fl:
sewige and cibf prls wf J".':r'rﬂg to deliver urgent messagﬁ_]!
i Hewever, dont ler magic become boriog o tmite by m'etus.i.lu+
commanplace magic such as this.)

RES -
MAGIC ITEMS
{The magic items described in Chaprer 8 Magic Ttems all have
prices. The asswmprion is that, while they are rare, magic items cm




be bought and sold like any other commaxdity. The prices listed are

far beyond the reach of almost everyone, but the very rich, inclod-
ing mid- to high-level PCs, can buy and sell these irems or even
have spellcasters make them to order. In very larpe cities, some

shops might specialize in magic items if they have 1 very wealthy o |
advenmurer-based clientele (and lots of magical protecrions to ward |

shops oceasionally, For example, a weaponsmith might have a |

F'ﬁ‘a}- thieves). Magic items might even be sold in normal markets |

ew magic weapons for sale along with her normal wares,

SUPERSTITION

because magic works and most peaple are aware of it doesnt
menn that they know exactly how it works, Superstition imagiclile
it behaviors thar doo't produce acrval resules) is still likely o be
cammon. Cheap nanfunctional charms and trinkers sold by ven-
dors 1o common folk, special hand signs or spoken words reguired
. cerrain situations (such a5 "Gesundheit™ afier z STeeze ), secing
pmensin the movements of birds, and so forth, can add a lot of Aa-
porina campaign and provide details that portray both the guirks
ind underlying fears and concerns of a society:

RESTRICTIONS PLACED ON MAGIC

In some civilized areas, the use of magic might be restricted or pro-
hibited. A license might be required, or perhaps official permission
from the local ruler would enable a spellcaster 1o use his powers,
bt without such permission, magic use is forbidden. In such s
B, magic jtems and in-place magical efecrs ave race, but pro-
s against magic might not be, Whether there wre many pro-
stions would depend on if the authorities are confident in their
w or if the laws were pur in place because the authorities are
arinoid about magic -
[J_S-:un: localities might prohibit specific spells. It could be a
El:imc: 10 cast any spells used ro steal or swindle, such as those that
estow invisibility and many illusion spells, Enchantments (par-
ticularly charm spells, compulsion spells, suggestions, and domina-
tien elfects) tend o be readily forbidden since they mob their sub-

| —

Jects of free will, Destrucrive spells are likewise probibited, for |
0bvious reason. A local ruler could have a phobia about a specific |

effect or spell (such as polymorphing ellects if she were afraid of
being impersonared) and restrict that vpe of magic aswell,

+

BUILDING A

DIFFERENT WORID

The rules leave a lot of room for flexibility when it comes o creat-
g your world, However, they assume a few hasic aspects a
medieval level of technology, @ Westetn European favor, and a
naderately historical hasis. You might sant to reach bevond these
boundaries und create & very different sort of world.

SOCIETY/CULTURE

o can deviate from the ypical campaign simply by cha nging the
culturil basis of the real-world history upen which it is modeled.
Establishing an African, Indian, Mescamerican, or Arabic campaign
ean be rewarding and entertaining, Don’, however, feel limited by
the eulrure you have chosen. If vou dont like the face thar most his-
meical African warriors didn't wear metal srmor, ipnore that facr and
change it. Though the default culrural assumprion for mest D&D
mme worlds is medieval Eutope, most of those worlds deviare
by frivm history, toe. Don't foegerall the other basic Ficpors of soe-
g mentioned earlier, either. Lots of magic chat actually
ek will change an Arabian campaign as much as s European one.

ﬁ:*i_ian Culture

s i extended example, assume 2 DM decides that she wanis w |
creared campaign setting based not on Western culture, but Asian,

+

Specilically, she wants ro tailor her creation {in tone and look) to
fendal Japan and ancient China. She decides not wo change the PC)
race selections bur disallows anyone from taking bard as ¢ class, rul
ing that it’s strictly Western, She changes the name of the paladin

class o samumai, and she adjusts the powers of the class 1o have a
L nenteligious hasis by hasing the classs special abilitics insread on

Linner ki power She designs new prestige classes for ninjas, wu gen,
and kensai, = ’

Taking a look ar the equipment section, she finds that most of i

_fits her needs, bur she ailds a number of weapons that she finds in
| ber research {detailed on Table 6-2: Asian Weapons),

Asian Weapons

All ather weapons on the Players Handbook weapon charts (Table
7—+ Weapuns, page 98, and Table 7-10: Grenadelike Weapons, page:
114] wotk with an Asian campaign, Tn particular, the dagger, ri-

. denr, shuriken, kama, nunchaku, sisngham, kuked, halfs peir, short-

spear, longspear, handase, shortbow, composite sharthow, COmpos-
ite Jonghow, quartersiaff, lghr fail, light crossbow, sickle. scythe,

. elub, and battleaxe are appropriate.

Blowgun: This is used to fire small nesdles 5 long distance, It is
silenr, and its neadles most aften are sed to poisen foes, l

Needles, Blowgun: These 2-inch-long iton needles are sold in
small wooden cases of 20. A full case is so light that its weight is
negligible. The tips of the needles are often coated with poison
such as greenblood il bloodroot, blue whinnis, shadow ERSENCE,
or even deathblade, ) !

Eusari-Gama: This small sickle is atached 10 a lengrh of
chain, A kusari-gama is an exatic weapon that has reach, It £an
strike opponents 10 feet away, In addition, unlike ather WelpUns
with reach, it can he used againse an adjacen foe, It can be used
in all respects like a spiked chain {see page 99 in_the Players
Handbaok) for mip avacks, disarming other foes, and nsing its
wielder's Dexterity modifier instead of her Strength modifier in
attack rolls, A

Wakivashi: This small, slightly curved short sword is made
with a skill only masterful weaponsmirhs possess, It counes s a
masterwork weapon and grants its wielder 4 41 bonus to attack
rolls, & masterwork weapon's bonus o arrack does not stack with
an enhancement bonus to arrack,

Katana: While [unceionally.a bastard sword, this sword is the
most masterfully made nonmagical weapon in existence. It counts
as a masterwork weapon and arants its wielder a +1 bomus to arrack
rolls, A katana is roo large 1o nse ity one hand withour special train-
ing; thus, itis an exotie weapon. A Medium-size crearure can wse s
katana two-hended as 2 martial wegpon, or s Lirge creature can use

TABLE 6=2; AsiaN WEAPONS

Range
Cost Damage Critical Increment Weight Type
Simple Weapons—Ranged
Sirall
Blowgun
Meedles,
blewvgun {20
Martial Weapons—Melee
Small
Wakizashi** 300 gp
Medium-size
Kusarisgama

1Lgp 1 x2 10 2lb. Fiercing
1 gZp - — =0 ¥ =t

1de  19-20/x2 — 3|h. SIas.hing:

Wep 1d6 2 - alk. 5|as:]irlg.-

Exotic Weapans—Melee i
Large

Katanaf 4 gp . 1d10

*Na weight worth noting,

9202  — &lb. Slashing

L ZxErcept as Indicated, same as masterwork short sword.

| Exceptas indicared, same as masterwork bastard sward




(katana), a Medium-size creatuee can use it in one hand, A master
work wespon's beaos to attack does noe stack with an enhance
ment bonus to atkack.

Crther Asian Elements
The DM designs her world, filling it with feudal
lords who each serve a more powerful lord
above them and rule over the people below %
them in station. Monasteries are com
mon, with monks serving alongside
clerica as representartives of spivi-
tual enlightenment. Certain arts, A
hl]i'.}l as FII:'II:"I.'?'P'. rl'll":ﬁf{':'l'.. ﬂ'l'l'l..] Fi'l'lf'
art; tale on o greater 1m-
portance in sociely Dwhich
s ironic, since she has done i

|away with the bard}, andse 0 0
|entertatnment becomes a o
1skill that almost BTy _?:':_'
character needs o vl

succeed in this
campaign o

TECHNOLOGY

Technology definesa
setting a5 much as
culture dioes, IE gun-

| poerder is available.
lthe world changes,
Suddenly, 2 com-
\moner with a dfle

LIS B SCTRONS []'.I.ET_".{[

oo an armored

soldier, and high

L'iIEl.J.I:' ‘r‘f'H.]lh e no
longer prool against
invasion, which makes
peaple, in morn, less elinst
and lsolarionist.

Liis. by A. Sevekel

Weapon Size and Damage
Seme opponents you encounter might be wiclding
weapons that are of dilferent sizes than the standard ones. As a
weapon gets lacger or simaller, the damape i deals changes accord
ing to the following progression:
One Size Smaller

Original Damage One Size Larger

1 1d2 1d3
1d2 1d3 1d4
1d3 Td4 1d&
Td4 lel& 1d&
1db 1cl8 2dA
1df 1d10 2d6
1d& 1d12 2dE

For an even larger version ol a weapon that does 2 op more dive of
cleu:mg,t: canvert each die o the hext lu.rE;-:: CH.L::‘HL,"I'}'. Fpt i.np:r.a.ru_'u:,
a Latge version ala luuj:;&wun.] does 2de parints of d'dm‘hb‘- |:!.'|]J from
Jdg) and a Huge version ala lL\n}_;:swvnl o=y 28 POLnEs afda R ET
tincreasing each dé to a ds),
L Aweaponreduced in size so that it does less than L pointof dam-
Lage is useless,

Extremely Low Tech

crude and armor is less advanced, or even an loe Age/Stone Age

it one-handed i the same way, Wich Exotic Weapon Proliciency

A campaign setin a Bronze Age world where weapons are more |

world where meral {s barely available (if ar all), can be wery
interesting. In such a campaign, survival
i often becomes o cenrral focns, since find-|
ing food and keeping warm are sugd-|
denly much maore difficulr,
There might not he shaps
in which to buy goods
iparriculacly in an les
Ape/Stone Apge cam-
paignl _or_even sife
places to spend the
mght Killing a huge
beast Mmeans. 0o
only vicrory, it alsa,
means meal 1o el
tur or skin to wear,
and hones. 1o fash-
ion into weapans,
and rools

Low-leci
Weapons |
Weapons in g Bronze

Age or Tee Age/Stone
."J'I.gl." 'ﬁ'l.:"[]d.‘: IJ.rI'.'l M QSe ron
ar_steel. Weapons made of
inferior_materials, such as,
bone or stone, have a =2
attack and damage penaloy)
{with & minimum damage of 1|

Advancing the
Technology Level
Conversely, a DM conld adsance
the pseadohistorical basis for

the game a few hundred veirs

and set his campaipn b 4

Renaissance-style serting, This

would allow him to incorpos
rate weapons and maybe a few
ruore bits of equipment from a i

tle later in history Clocks, hot aic

balloons, printing presses, and
evern crude steam engines might
be available. Most imporrant 1o PCs, however, would be the new
wWeaPO—gupider weapons,

o sowse campaipns, o fireare
waked for @ deady weapen,

TABLE 6—3: RENMAISSANCE WEAPONS
Range

Cost Damage Critical [ncrement Weight  Type
Exotic Weapons (Firearms|—Ranged
Small
Pistal lgp_ 1d10 %3 50 ft. 3le Piercing
Bullets, i — — — 2 b, —
pistal 19
Medium-size |
Musket 300 gp 1d12 =3 150 . 10.ib.__Pleccing.,
Bullets, lgp — — 2|k —="
rifle {10) |
4
TABLE 6—4: RENAISSANCE GREMADELIKE WEAPONS 4
EBlast Rangs 4
Weapon™ Cost Damage  Radius  Increment ‘Weight |
Bomb 150 gp idg 5 f 1.0 fi, | b
LSmokcbomb 70 gp Smoke ol 10 ft, | Ik

. *Grenadelike weapons require no_proficiency to use
*%5ee descriptian,

) _.._n.——d



Renaizsance Firearms
Firenrms should be rreared like other a nged projecrile weapons.
Exotic Weapon Proficiency {fivearms) gains a creatwie proficiency
with all firearms: otherwise, a —4 penalty is assessed against all
attack rolls. A firearm cannot be constructed to take advaniage of s |
user's exceptional Srrength as part of the damage it deals (no)
imighty pistale, for instance), |
ullets: These large, round, lead bullees are sald in bags of 10, ]
The bug has neglipgible waight. |
Gunpowder: While gunpowder buns (with an ounce consum- |
ing itsell in 1 round and illuminating as much asa sunrod) or even |
ledesin the right conditions. it is chiefly used to propel a buller
out ol the barrel of a plsml orarifle, or itis formed inre 2 bomb (see
below). An cunce of gunpowder is needed o propel a buller. Gun-
poweder is sold in small kegs (15-pound capacity and 20 pounds
total welght, 250 gp each) and in water-resistant powder horns (2.
(pound capacity and rotal weight, 25 gp for a full powder horn). 16
gunpowder gers wet, it cannot be vsed to fire a buller |
\ Pistol: This pistol holds a single shot and requires a standard |
action to reload, .
Musket: The musket holds 1 single shot and requires a standard |
action to reload.

Renaissance Crenadellke Weapons
These explosive grenadelike weapons require no proficiency to
s, like arlier grenadelike weapons, and ane ranged touch attacks,
WA direct hitwith an explosive prenadelike weapons meins that the
apom has hit the cresture it was aimed at and evervone within
ithe blast radius, including that creature, takes the indicated dam
Jilge, A miss requires a roll for deviation as for regular grenadelike
weapons, but rather than dealing splash damage o all creaiures
iithin 5 feer, the weapon deals the same damage o all creatares
within the blast radivs of whece it acrually lands.
[ Bomb: This round gunpowder hamb muse be lit befora ir is
Uthrown, Lighting the bomb is 1 standard action, The explosive
deals 2di points of fire demage. Those canghr within the blast
radius can make a Rellex save (DC 20110 take half damage.,
Smokebomb: This cvlindrical bomb must be L before it is )
thrown. Lighting it is 4 standard action. One round alier itis lit, chis |
nondumaging explosive emits a cloud of smoke in a 20-foot radiug |
that persises in still conditlons for 1d3+6 rounds and in windy con-
ditions for 1d3+1 rounds. Visibility within the smoke is limired 10 2
teet, Everything witlin the cloud has 90% concealmen.

Very High Tech
¥ou could create a setring with very high technology, Perhaps a
starship from @ much more highly advaneed civilization linded
Jar emashed in the campaign world, The crash mighe have hap-
Apened long ago, so that now the stship is 2 mystecious, special-
fged dungean serting in its own right, with 1 special sort of
imagieladvanced technology) and monsters (surviving aliens
and mbers), Or perhaps the advanced civilization was native to
the campaign world but is now long gone, leaving behind rem-
nunts of its ancient cities filled with strange secrets, which now
form sites for adventures, In such a campaign, you could decide
that muny of the srange ereatures found in the woeld result
from ancient genetic engineering. Finally, perhaps members of
some advanced civilization have come 1o the campaign world
!Mth their advanced science and now_serve as paLtong or over-
\oeds, They dole out their technology in small doses (o those
(who secve them well,
Mo mares wehat way you use (o place high-tech items in youe
£ I'.h'l:",r shauld :ll'i".".’l]r's be like VELY [aTe magi: 1Tems o ar-
—difficult or impossible w reproduce. Treating them as argi-
uces (see Chapter & Magic Items} is most appropriate, They should-
l'llt d.(m:inutl.‘ 1[‘:'.‘ ERTmE, bllr should serve a5 an Du:ms[u:uu;]_[ dive raich. |
Its fun for some players for their characters to occasionally,

uze_a big pun apainst the dragon rarher than a sword, and it's an |
interesting diversion to run into s warbot in 2 dungeon rather than |
w band of trells. Burina fanasy pame, most plavers dontwant to.do |
that every day |
Some advanced technological weapons are detailed below These
{weapons have no cost listed, becawse they cannor be manufictured.
{They can only be tound as artifacts.
These weapon statistics also show how to rare something in your
game thar vou might niot know how to handle. Since vou probably |
thave a good idea what a pistol is like, or 2 Iaser, vou can deal with |
such simarions on Oemer ground, For example, vou might want gy,
develop a trap that fires large needles rapidly. You could use the.
statistics [or un aveomaric rifle or exoapolare from them o petwhar
vou want, When explaining the map vou could even describe ic m |
the players as resembling a machine gun to help them undersrand it. |

Modemn Era Firearms
(Firearms should be treated like other mnged projectile weapons. |
(Exoric Weapon Proficiency (firearms) gains a creature proficiency
(wirh all firearms; otherwise,  —4 penalty is assessed against all
attack ralls. A firearm cannot be constructed to take advantage of a
user’s exceptional Strenpth as part of the damage it deals (no
mightv automaric cilles, for instance ).

Grenade Launcher: The grenade launcher can fire fragments-
tion or simoke grenades using ies range, but must be reloaded each
time it fires, requirving a standard acdon. The prenade laumcher is a
tube ser on i metad wpod and equipped with o sighiing mecha-|
nism, A stng]c smoke gTFm:lr!e al ll'ugm-::maliun_gmnadn e.a.-rilj;\
slips into the 1wibe ]

Metal Cartridge: These lead bullets are jackered in copper and |
held in a hrass shell, |

Metal Cartridge Clip: These laad bullers are jacketed in copper |
and held in 2 brass shell. They are found in either a 20-cound metal |
clip (for auromatic pistals) o & 30-round metal clip (for automaric
rifles), The clip is inserted into the butt of an auomaric pistal o
the stock ol an automatic dfle.

Pistol, Automatic: An automaric |:-isn::-l can [ire DWEnLy times
befare 1'ela:|di1-‘g and can be used 1o armtacl more than once per
round if the user has the abilin to make multiple attacks, Reload-
ing is ¢ standard action.

Fistol, Revolver: A revolver fires once a round mesimum, burit
can fre six times before it needs reloading (which requires a full-
round action),

Rifle, Automatic: An automaric rifle can lire thirty times
hefore reloading and can he used to arrack more than onee per
round if the nser has the ability to make multiple amacks. Reload-
ing is a standard acrion,

Rifle, Reprater: A repeater rille fires once o round maximum,
bur it can fire six imes hefore it neads reloading (which requires a
full-round action), ;

Scartergun: The scarrerpun deals 3d6 points of damage to g -
getinthe firscrange increment, 2dé to a target in the second range
increment, and 1ds roanyone in a S-foor-wide path bevond thar
distance out o maximum range, Jt can fire enee a round maxd-
maiem, bt it can fire five dmes before it needs reloading, Reloading
up ta two shells is a stundard acdon. Reloading more shells than
that {up to all fivel is a full-round action. _

Scattergun Shells: These cvlindrical cartridges have a built-in |
firing cap ai their base, They are packed with & mixture of gun- |
powder and small lead pelles, |

Modesn Era Grenadelike Weapona I l
These cxplosive grenadelike weapons wodk just like Renaissance |
cerenadelike weapons (see abowe ).

Dynamire: Lhis short thin cylinder of explosive must be Lt
\before it iz threwn ot ser Lighting the dynamite s a standard
action. The explogive has u Blast radivs of 5 feer and deals 3ds
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poinis of fire damage. Those caught within the blast radius can
make a Reflex save (DC 20) to take half damage,

Grenade, Smoke: A smoke grenade Iooks like a squat cylinder
on a 1-foot-long stick with small fins, If thrown, it uses {t= tange
increment, but if launched [rom a grenade launches, it uses thae |
weapons ranye increment. One round after iclands or hirs its taggel, |
this nondamaging explosive emirs a cloud of smoke in a 20-foor

\radivs thar persises in stll conditiens for 143+¢ rounds and in |
twindy conditions for 14341 rounds. Visibility within the smoke is |
Himired to 2 feer. Everything within the cloud has 90% concealment. )
Crenade, Fragmentation: A fagmentation grenade looks like |
W large ega on g 1-foorlong stick with amall fins, TF thrown, it uses
s range increment, but if laonched from a grenade launcher, it
uses that weapon's range increment. Fragmentation grenades are
advanced antipersonnel explosives that deal damage thac is half
plercing damage and half fre damage in g 20-foor radivs. These
peavght within rthe blase radins can malke a Reflex spve (D 200 1o
(rake half damage. |

:;l.ﬁLE- 6-5: MobDERN ERA WEAPONS

- Range
Damage Critical Increment Weight Type

Exotic Weapans (Firearms|—Ronged

Srnall
Pistal, autarmatic Idio w3 150 A §lb.  Piercing
Metal cartridge, — — 112 Ik —
fopistal (2Q)
| Pistol, revalyver d1o %3 100f 3|k Piercing
| Metal cartsidge, — - - 1JZlh, —
pistol [20)
|Medium-size
|_Rifle, automatic 1d12 =3 250 M. 121b.  Piercing
| _Metal cartridge — — 12 1b -
clip, rifle I:jD}
Rifte, repeater 1d12 x3 200 ft. 101k, Piercing
Metal cartridge, — ~ — 1121k, -
rifle (20, — .
Scattergun ¥ " 10 f. 10.b._ Piercing,
Scattergun
shells (20 — — — 1/2 b, —
Large
Crenade launcher - l 200 ft, 12 Ib. "y

*See descripticn.
*““Fires fragmentation or smeke grenades. See Table 6-6: Modern
Fra Grenadelike Wespons.

TaBLE 6—6: MODERM ERA GREMADELIKE WEAPONS

; Blast  Range

{Weapon® Damage Radius  Increment  ‘Weight
LDyRarmite IdgH T A 10 . Tk
(Grenade, lragmentation &de 0 10 & 1 k.
Grenade, smoke Smoke ik 10t 1 |h

“Grenadelike weapons require no proficiency to use.
*See descriptian,

Fururistic Weapons

Fururistic weapons arc like other ranged projectile weapons,
though the type of damage they deal is special, Exotic Weapon
Proficiency {futurdstic) gains a creatuee proficiency with all furur
Jistic weapons; atherwise, a —4 penalty is assessed againse all acrack
{rolls. Furueistic wespons do not take advantspe of g user’s excep-
(tiomal Strength as part of the damage they deal (no mighty laser

_rifles, forinstance ).

Antimatter Rifle: The antimarter nfle 15 a devastating shore- |
range artack weapen that can be fired no more than once per
roamngl, 1t holds twe shoets, Reloading it is 2 standard sction, |

Energy Pack: This small par_'k firs 511.:1ghr into the butt of a laser |

DIFFERING MAGIC

rifle, Jaser pistal, or antimatter rifle. It powers a laser pistal or laser,

rifle for fifty shots or an antimartter rifle for two shors |

Fuel Pack: This extremely sturdy pack clips snugly onte the bar- |

rel of a [amer near its base. It contains enough concentrated,
Hlamer fuel for ten shors,

- Laser Pistol: Laser pistols fire fifry times belore they need o bhe

{reloaded and have o race of Are equal to the aracker’s number of
tartacks. Reloading is g standard action, ,
Laser Rifle: Laser rifles five lifty dmes before they need ta b
ireloaded and have a rate of fire equal to the attacker's number of |
iattacks. Reloading is a srandard action, |
Elamer: The flamer can only be fired once per round and must
b reloaded after firing ten times. Reloading is a standacd action,

TasLe 6-7: FuTuristic WearoNS !

Range }
Damage Critical Increment Weight  Type

| Exotic Weapons (Futuristic)—Ronged

Lamall |
Laser pistol zdio e 100 f 2|k, Special
Energy pack, - = B3}

lazer pistol :
Medium-size !
Antimatzer rifle _ 6d10 ) 10 ft. 10 1b.__ Special |
Energy pack, - —_ 2 b, —
antimatter rifie i
Flamer ideg — 20, Alb.  Speeial |
Fuel pack, flamer  — — 13 e —
Laser rifle 3d10 o 200 fi, Llh, _ Special |
Energy pack, — — 2hb, — |
laser rifla |

FDemage dealtin a §-foptwide stream extending to the masimum |
TEHEE.

—

Anorher way to create a divergent game i to change the amount of
magic available,

Low Magic: In o low-magic game, spelleasters and magic e
sure are about twice as vare as nocmal Magic iters aren’ for sale
because they're too tare to ever think of parting with for mere gald.
The occasional trade of an item or its sale for gold is possible, of
course, but it is a varity in the economic strucure

Commaop people almost never see magic. Some might not even
believe in it A spell or a magic-using creature complataly badevlls
the common folk and terrifies them. All magic-using crearures,
including characters, may be thoughr of as “demons” They might
be persecured. Witch telals and the like could be a common fare for
wizards and sorcerers. Clerics and other divine spellcasiers are
probably safer than arcane spellcasters, but they mighr not be,
depending on the culture.

High Magic: Spellcasters and magic treasures are twice as com-
mon a5 presented in these rules, if not more so. Most characrers
have a level or two of wizard or sorcerer. Even a shopkeeper might
be at least a 1st-level spellcaster. Magic irems are bought and sold in
clearly marked shops like any other commodiry. Spells are used to
light homes, keep people warm, and communicate. The function |
they serve is as commonplace as modern-day technolngy is in the
renl world, |

This sore of campaign can be divecred sne of rwo wave The firse)
is 1o take the world of the urrerly fantastic roure, where magic is!

sophisticated and common, and ro create a world unlile a_u'yli:inu
anyone but you has ever imagined. The secons is 1o take the comi-|
cal route, where magic simply becomes technalogy-—little impsin |
hoxes perform caleulations like computers, and people have magi-|

.cal transmission television sets. The second route can be fun, bue

(the sort of light-heaned parody it leads to is probubly not & good
basis [or a long-rerm campaign.




Treasvre Hoarp

tilee ghd Tordek stand méln thig treasyte o kD
survoving the riches bieforg them, To get there, 1 .
slewe three wolls, bypnssed several devious aps;
solvid the riddle of the goldew golem before it crish
Hem Mo they are not only richer, bur thrguph Ih&{

ﬂE]'JI!hE}‘ILI:'ﬁ %ﬁ groswn in knowledge and power.

ArE N megsie of accomplishmient They ::1;-— ” iy
- ingtydoing, and they iluseire the facg
- thy, i fancasy, the mots experienced a character is, the more {:
dpn'-vr;ht ot she pﬂaiﬁsﬁr}. Experience points allow a characret roo *
© i rﬁﬂi Gattilbg levels heightens the fun and excitement, %
’ Emdeme pﬁiuli |:|.|,q alsebie spent by :.Ptﬂcx'n:r_' I i paowers
Csameof their lu.ur[ poreft spells Expelience paines also repre-
-sent the persoml puissence that 0 characrer must-dimbuetan
hmtklthlnardﬂmcr:‘tttnmlgmkrm %
:Qdmnn 10 eperience, characters alsp earm epeasure on thm-
& They firid gold atid ouase valibles that alline them o
- er and berter equipment, and they find rragh; ibems r]wr
“pivie them e and hetter IhJJ.lm ;

Expdrience p
::iﬂﬂi fratning qln.ﬂ -

. -N“ 3

When ﬁ'm mrr;,r :I!f!ﬁ dions mﬁ!ﬁw DM ﬂwmmm m:pm‘tfm:kf s
]ﬂim! “dangerons the mansters, ol pared o che

thc mam XT the characters earn, The JE'C;S]}JII [hexh L

cﬂ-d:cmu]vbi and nacﬁ;harnnﬂwmmﬁﬂg‘:elns laiz '?':l' x '“-

'\W“S‘m v H-
o

d:‘_i}i si‘.ﬁ{'l'

Ji"rh-{:i:

q-. s waler

i b

parts, I youre using monsters from the@pister Manual, some
o the wetk had already been donghfar ot Bach monster
there has boag g‘v:n a'Challenge Raring (GR) that, wrhen
crmpired to paegy level, ranslages direstly info 3P awards:

picf Chal!n;lgu- Mlk_’: E‘;‘W ot wasy ordifficul
il m{lnhl:i.[-j.'rf Trap E‘-Im mﬂn:‘-:'x‘arlr_.Ctﬁ! lemge Warings are
g}u} in f‘haptir;_; i 5 TR Jnmrgnihﬂ Encountar
Ly ::J.:.”H1 :.ﬂﬂmt:fmﬁ'ﬁﬁ:ﬂ{ ult an entire
ehr.nl.inl:t Luffr.‘}n'wu% ilfple miinseers)} i to oveteome,
A monbter 1s ugtially ovércomme by defeating it dn bartle, o
rraprby being dtsa}i:med and 5o forth

" i As the DM, you must decide when & {ha.l.ien,ge is
- oercome. Usually, this is simple to'do. Did the PCs

defear the enterny itr barrle? Then thisy st thesshal
lenge and-=sarned experience points Othel tinedit can
be frickier. Suppose. the-#Cs sneal by the sleeping

%o, minoraur 1 gerinte'the magicdl vaulr—did thiey over-

come the minotaarencounter? gheingoal was o ger
inta fhe yault and the minorans was st a guardian,
then the Eﬁ'ﬁiﬂﬁhpéﬂhuv s [1"1, up i voli 1o mke
such judgnieris. alar
Only characters who" rake |'nu'1: i an fnmuur:ﬂ
ishould pain the r-qmrnenslrmm':m;ftﬂs. (ﬂi‘lﬂttﬂs

% iﬁ'ﬁ died mmim_zpmt_a.wl b

'L,Il_b detﬂ‘nuﬂa Iﬁe.ﬁi’ﬂwﬂrﬂ for é’ﬂ,ﬂ-ﬂ}w il

B35 " - %g-.‘ e

o ':'3; % o e .'
1, Detatmine Lbe pnrl:g.r fewel ‘awmg&lﬂﬂnfthg
party m..rnbe:n. ! :

1 £
e

Joyag A oy

NIAIS ¥431LdVYHD




2. Tor each monster defested, determing that single monsters (o don't give PCs more XP if a drow cleric casts unholy hlight on,
Challenge Rating. them, so don't give them more XP if she casts summon monster 1V
3. Use Table 7-1: Expericnce Point Awards (Single Monster) to instead.) —
cross-reference the parry level with the Challenge Raring to Example: & party of fve dthlevel POs defeats two ogres. An
fAnd the XP award. | Lopre is Cl‘taﬂchgt Eating 2, 5o the party earns 600 XP per monster,
4. Add up the XP awand for each monster defented to find the, _foratotal of 1,200 %8 There are five characters in the party; so they
party's award, ] ceach et 240 XP (1,200 +5 = 240},
| 5. Divide the total XP among all the characters who stacted the |
encounter. (Even if they are knocked unconscious, evervone, Moansters Below CR | |
who took part in anencounter. gaing experience for that! | Some monsters are fractions of a Challenge Rating. For instance, i
SOCOURLET | single ore is not a_good challenpe for even a t1st-level party)
althongh two might be. You could think of anorc as approximately
Do not award XP lor creatuees that enemies summen or ather CR 12, For these cases, calculate %P as if the creanire were CR 1,
wise add to their forces with magic powers. An enemy's ability o then divide the resule by 2 :
summon or add these creatures is parr of the enemy’s CR already. |

TaBLE 7-1: EXPERIENCE POINT AWARDS [SINGLE MONSTER)
Party Challenge Rating

Leel CR1 CRZ CR3 CR4 CRS CR& CR7Y CRE CRY CR 10
Ist=3rd 3 600 SO0 1.350 1,80 2,700 3,600 5,400 1,240 10,500
4th 00 B0 #00 1,200 1,600 2400 3,200 4 800 B,400 9,600
Sth 300 500 750 1,000 1,500 2,250 3,004 4,500 &, 000 8,000
Gth 300 450 BOD a0 1200 1,800 2,700 3,600 5,400 7,200
7th 263 394 525 FO0 1.050 1400 2,100 3,150 4,200 5, 300
&th 200 300 450 GO0 And 1,200 1.600 2,400 3,600 4,800
Sth ¥ 225 133 506 675 a0 1,350 1,800 2,700 4,05{:-1'
{10th L i 250 375 363 750 1.000 1,500 2,000 3,000,
11th * * 275 411 F18 825 1,100 1,650 2,200,
[ 12th + * = 300 450 675 a00 1,200 1,800,
13th * * * # 325 488 731 975 1,300
14th * * * # 350 525 788 1,050
15th # d = i ki * s 375 563 LS
16th W L L * * * . 400 =141}
17th * W - " L = o 425
12th ] W * w * vy & i *
19th W * e # * * i *
20th x * W * W * * # W *
Party Challenge Rating
Level CR11 CR 12 CR13 CR14 CR15 CR 16 CR17 CR 18 CR 19 CR 20
.:57_3rd i el ol = o e ok L B i
4th 12,200 tri: i -k Heik vy st L3 b
5th 12,000 18,000 50 *H R i G A o e
Bth 10,800 14,400 21,600 =i e * L% L Lk ke
th 2,400 12,600 16,800 25,200 Wk e #k .7, wH o
£th 2,200 3,600 14,400 18,200 £, 800 oo i = ind b
ath 5,400 8,100 10200 16,200 21,600 32,400 s i i i
10th 4.500 6,000 0,000 12.000 18,000 24,0400 36,000 . L ok o
j11th 3,300 4,950 B,B{0 9.900 13,200 18,800 20,400 39,600 L e
L T2th 2400 3,600 3,400 £.200 10,800 14,200 27,600 28,800 43,200 L
L 13th 1,850 2,600 3,300 5830 7,800 11,700 15,600 23 400 31,200 46,504
T4th 1,400 2,100 800 4,200 5,300 2,400 12,600 16,8040 25,200 33,600
15th 1,125 1,500 2,250 3,000 4,500 6,250 %000 13,5040 18,000 27,000
T6th 800 1,204 |, 600 2,400 3.0 4,800 T200 9,600 14,400 19,200
17th 638 956 1,273 1,700 2,550 3,400 5,100 2,650 10,200 15.300
18th 450 675 1,013 1:350 1,504 2,700 3,600 5,400 2,100 16800,
19th * 475 na 1,065 1,425 1,900 2,850 3,800 5,700 8.5500
20th * - 500 750 1.004 1,500 2,000 3,004 4,000 6,000

For mansters with CRs above 20, dauble the réward for 2 CR two levels below the desired CR. Thus, a CR 21 reward equals double the ©R 13
reward, CR 22 is double the CR 20 reward, CR 23 is double the CF 21 reward, and so an,
Bold numbers indicate the amaunt of XP that a standard encounter for @ party of thal leyel should provide. '

*The XP chart doesn't suppart XP for monsters that individually are eight Challerge Ratings lower than the party level, since an encounter with |
rmultiple weak creatures is hard 1o messure. See Assigning Ad Hoc XP Swards.

“#The XP chart doesn't support awards for enceunters eight er more Challenge Ratings above the party's level, if the party is taking on chal

lenges that far above their level, something strange is going an, and the DM needs lo think carchilly about the awards rather than just taking |
them off a table, Sec Assigning Ad Hoc XP Awards,




Ehulienqe- Ratings for NPLs
An NPE with a PC class has a Challenge Rating equal to L]:L-. KPCs
level Thus, an sth-level sorcerer is an Sth-level encounter, Asa rule
of thumlb, dnubling the number of foes adds 2 1o the Encounter
Level Therefore, pwoe Bth-level lphters are an EL 10 encounter. A
sparty of four WPC Hth-level characters is an EL 12 encounter,

o povwirlul craqtures are more of a challenge than their level |
f [

wonld suggest, A drow, for example, has apu.l[ resistance and orher |
Labilities, so her CR is equal to her level =
| Some creatures have monster levelsin adrhm‘n o their cliss 1¢\ )
|u|.s. stuch as i centaur ranper, In this case, add the creature’s bage CR|
Iﬂjiimtﬂ] clags levels wo get lis averall TR For example, a contaur
_,J.i CR A, 50w centaur whe's alsoa 7ih-level ranger is CR 8,

Since NPC classes (see Chaprer 2- Classes) are weaker than PC
plasses, lovels fnan S PC class contribure less ro @ crearures CR than
lewels in a PC class, For an NPC with an N PC class, determine hee

\Challenge Bating as if she had 2 PC class with 1 fewer level. For a
Lcreagure with monster Jevels in addition o NPC class levels, add the |
Ih’.l?{lieyula— |t the cresture’s base CH (always adding ar least 411

For pxample, when adding clacs levels to some sample charac- |
‘ters, the resultng CRs would be as presented in the following |

example chart, Bemember that wartor isan MPC class, and fighter
{58 PC class
—Class Lavels—

Creature | ] 10
Dwarven warnor 142 1 9
warver fighter 1 2 140
TN v 142 1 9

e fighter® | 2 10

{ Crciw wiarrior ] i 10
{Drow fighter 2 3 11
..D.EIF Warp o ] 3 11
\Digre fighter 3 4 12

| *The orcwith no class levels has a CRof 1/2

:%:*Thn,qy: with no class levels has a CR of 2. Opres with class [evels
rtiin thelr arigingl 4 HD, attack bonuses and other aspacts af their
manstar [Evels,

Challenge Ratings for Traps
Trapsvary considerably, Those presented in this bools {see C hmt:r&

Adventures) have Challenge Batings asgioned 1o them. For traps you |

and your plavers create, assign +1 CR.for every 2ds poinrs of damage
the trap deals. For magic traps, start at CR 1 and then assign +1 CR for
pvery 26 points.of domage the tap deals or < 1 for every level of the
spell Traps generally shouldnt have a Challenge Rating above 10.

Cvercoming the challenge ol a trap involves encouneering the
trup, elthes by disarming it, aveiding it, or simply surviving the
jdsmage {t deals. & trap never discovered or never by passed was not
encountered (and hence grants no XP award).

CODIFYING ENCOUNTER LEVELS

LAnore warband that atracks the PCs by flying over them on prim-
Atfve hang gliders and dropping large rocks is not the same
encounter as one in which rthe ores just charpe in with spears
Somerimes, the circumstances give the churacters’ opponents 1 dis-
pinet advaneage. Other times, the PCs have an advantage. Adjust
the ¥F uward and the EL depending an how greatly circumstances
change the encouncer’s difliculo:

Clreumstance %P Award Adjustment  EL Adjustment
as. difficult x12 KP =2 EL
pificantly less difficult #2J3 XP =1 EL
F:mﬁuntly mane difficult %32 XP +1EL
Twice as.difficult x2 XP +2 EL

|
+

BLsof 2 ar lower are the exception. They increase and decrease |
in proportion to the change in XB For example, an encounter,

that's ﬂgmﬂﬂ\; EL 1 it thar's rarice as mugh as normal is EL 2
natEL:3.

You can, of course, increase or decrease XP by smaller 1]:|1|:|1.L|.‘|T5‘
such as 1105 or—10%, and just eveball the BL

See Chaprer 4 Adventures for examples of the sores of i.ll:T.DI&.

that make an eneounter easier or more diffcule.

Modify all ELs and experience rewards as you see fit, bur keep a

{few points in mind:

% Fxperience poings ddve the game: Dont be oo stingy or oo,

¥

FETIETOUE,

* post encounters do not need modifying. Donle waste a lot C']:
time worrying about the minuria, Don't warry about modifying
encounters until after you have played the game a while. ;

* Bad rolls or poor cheices on the PCs' part should not smediby |
ELs or XP If the encounter is havd because the players were
unlncky or careless; they dont ger more experience.

|* uar becaose the FCs are worn down from PrioT encolbbers does |

not mean that later (more difficult) encounters should gain high- |
er awards, Judge the dilficulty of an encounter on it own merits,

Assigning Ad Hoc XP Awards

Sometimes the XP chart doesnt quite cover a given siiuation n-:[e-
quately. If two ores are an EL A encounter, fout ores EL 3, eight ores
EL 5, and sixteen orcs EL 7 (mavbe), are thivty-twn cres an EL 9
encounter? A party of 9th-level characters almost certainly can
wip:- them pur with ease. By ath level a character's defenses are so

(good that the standard orc cannot hit him op hee, and one or two |

spells cast by a character at that level could easily destroy all thirry-
two orcs At such. i peint your judgment as the DM overrules,
wharever the XP fable would say

An encolhrer 5o easy that it uses up hone or almost neng ufl.]:u:
PCs' resources shouldot result i any X P avward st all, while a dan- |
gerous encounter that the PCs defear handily dwough luck or
excellemt steatepy is worth full XP However, an encounter in
which the PCs defear something far above their own level (CRs
higher than their level by eight or more) was probably the sesult of
fantastic luck or a unique set of circwmstances, and thus a full XP
gward may not be appropriate, As the DM, you're going to have to
make these decisions. As o guideline, the minimum and maximum
awards given on Table 7= 1; Experience Poinr Awards (Single Mon-
ster} for a group of o given level are the least and most you should
award a proup, Circumstances ib Four campaign may alter this,
liowrever, You might decide thatan BT 3 encounter is worth ar least
a lirrle po vour toth-level party since it caused them w waste some
major spells, so you glve them halt the amount sn BT 3 encounter
would have garnered, or 125 XP Or you might judge thar a vase
numbet of CR 1 monsters are indeed an appropriare equal chal
lenge fot the same 10th-level party because the group had lost all
their aquipment before the light started.

Sometimes, Yol mdy Wint o estimate experience point awands
for actions that hormilly don't resulein XP under the standard sys
tem, These are called story awards (see below) and should only be
used by an experienced DM,

VARIANT: FASTER OR SLOWER EXPERIENCE

You control the pace of character progress, and the easiesr way ro.do |
that is through experience point awards. Obviously, if you sanc the.
characters Lo peogress fster, simply mulee every awand 10%, 200, or
even 508 larger I you want characrers to progress mee slowly,:

| pive awards that are seme sultable lraction of the orgnal avard.

When madifiing awards in this way, keep track of the amount,

\of change you impose on the PCs' progress. You need o balance |
| this wrirh the pace of rreasure awarded. For example, il you increase |
| the amount of experience earned by the characters by 20% across
' the board, rreasure also needs w increase by 20%, or the PCs end up

poor and underequipped for their level.




Mumir:[mg Challenge Ratings
The other way 1o medily character progressis to modify the Chal-
lenge Rarings of monsiers encountered. I you (ncrease the CRs,
you ineresse the experlence swards and speed up advancement

l.:‘[.l..'L‘ulit‘. whether or bt YOL wanl Lo C}]HLI.E_:.‘ character plu;.-,ress. X
e may decide ro modity various Challenge Rarings Ifvou thind that |
|a.certain monster is worth more (or less) than its Manster Mzl
| rating, feel free to change it Keepin mind, howeyver, that fust becanse |
|the PCs in your cafmpaigh h'&pp-:h tir all have bane WEAPOTIE wisebul |
Jdpainst aberrations, thar deesnt necessarily make beholders
actually a lower challenge overall. [t just means that your pacry
Lis well equipped to deal with their challenge.

VARIANT:
FREE-FORM EXPERIENCE

Instead of caleolating pxperience polnts, just
hand our about 75 XP rimes the average parry
Jevel for each character in the parry per balanced
cencounter, Hand out moe for teugh encounters:
1100 XP per level per character, of even 150 XP
Soward less for eazy ones: 25 w 50 XE Allerng-
rivelv, von could glve out 300 X dmes the aver-
age party level for each character per session,
modifiad 5|ig|1.$|1r for ma]gh OF 85y SESEI0NS
Its very simple to track how guickly
characrers gain levels using this system.
The drawhkack is thar it generalizes PC
ireweards, rather than granting them based
Lan specific accomplishments. You dsk play-
|ers becoming dissatisfied by gaining the
| same reward EVETY SEEEIHN

VARIANT:
STORY AWARDS

The PCs have rescoed the consta-
ble's son from the ool laie They
leave the lair and stop their current
qUesT 50 ThE"!r' CAN TeEniTh FI"IE' voung
boy te his home and parents. Do they
get experience points for this?

Some DMs want the answer 1o be
"Of course they do" To accamplish
111'[5, Yol need wset LLp & BS fefm i
which you can award XP lor
accomplishing  poals and _for
actions and encounters that dont
involve combat.

Challenge Ratings for
Moncombat Encounters
| ¥ou could sward experience points
for solving a puzzle, learning a secrer,
convincing an NI'C to help, or escap-
ing from a pawerful foe, Mysteries, puz-
rles, and releplaying encounters (such as
negoriations) can be assipned Challenge
Rarings, but these sors of awands require
more ad hoe ruling on the DM parc
Challenge Ratings ot noneambat
Jencolnlers Ane gvien fnoke ala w_mahi-: I.].'I.il.l']
traps. A raleplaying encounter should only
| he considerad a challenge ar all if theres
some risk involeed and success or failure
,n:;l.].l}- matiers, For -:h.a_mPL-:. the PCs encpunter
an WPC who knows the secret passwond to g
into a magical prison thar holds cheir mmpmuc-n
['he s must get the information our of her—if they dent, their

L 4

friend remains teapped forever, In another instance, the chagmeten
miust cross araging river by wading, swimming, or climbing acrossa|
cope. I they fail, they cantt get to where the magic pem les and if
they fail spectacularly they are washed away down the dver,

You mipht gee such situations as haulng i Chalh:ngu
Rating equal to the level of the party Simple puzeles
and minor encounters should have a CR lower than che
party’s level if they are worth an award at all They
should never have s CR highcr than the party’s level, As,
a rule, you probably dont want 1o hand cut a lotof expe
rience tor these types of encounters unless you lnten:
tonally want ro run 1 low-combat pame,

In the end, this type of story award feels pretty much
like & srandard award, Don't ever feel |::u|.1]ig;11'ed [0 Eive
put XP for an encounter that you don't feel wras muchaf

a challenge. Rer'r_rnbL'r that the key ward in "ex'pm'i
ence award” is wward. The PCs should have o do some
thing impressive 1o get an award.

Mission Goals
Often an adventure has 8 mission or a goal that pulls
the PCs into the action. Should the PCs accomplish,
their poal, they may pet a story award. Mo Challenge |
Ratings are involved here; The XP award is entively up
to the M
Such rewards should be fairly larpe-lucpe.
enotigh to seem signilicant when compated 1o the,
stapdard awards earned along the way towird]
| achieving the mission goal. The mission award!
should be more than the %P lor any single encounter|
on the mission, but not more than all siandard)
3"-'r"|l'|-{h fD[ ETICOUNTETS _l' 0T Thf' mission eIt TDRE'IJ.]QI.
{see Story Awards and Seandard Aweards, below).
Potentially, you could give out only stary
awards and no standard awards 1o this
nonstandard game, the mission awand
would ke the main conmbotor for X2
Its possible thatin g single adventire
apartycan _have multiple poals, Some
times the goals are ull known at the our
set: Unchain the gold dragon, destroy o
imprizson the rwo black drapons, and Gnd
the lost slaff of healing. Sometimes the next goal s
discoversd when the fitst one is accomplished
Now that the illithid i dead, find the peaple wha
were under its mental control and bring them
back to town.
Some playets sill want to set up personal goals for
their characiers. Pechaps the PC paladin holds s
grudge against the night hag Fom when they encoun-
tered her before, Although it's noe critical o the adven-;
tute at hand, it becomes his personal poal to svenge the
wrnnhps she commitied by l.]::s-lruying ber O, anather
characrer wants o find the magic ftem thar will
enable her o retuen to her home village snd stop che
plague. These are worthy goels, and the individual char
gcter who achieves them should get a special awand. 'l
wanl b pet more powerful® is not an individual goal, since
thats what just asbout evervone wants to accomplish, :
Bemembern A gt.ul that's cany o ac :mmp!;l,;.h is weorch, litile,
or ne award. Tikewise, goals that merely refllece standard awands!
(such as “Kill all the monsters in this cavern complex’) should hef
treated as standard awards, |

Epher fakes o momeat e voflect an
her wiciory sver an narbor hulk.

Roleplaying Awards
A plaver who enjoys playing a role well may some
times make decisions that fit his or her character bur don't necessarily



lead ro the most fvorable outcome for thar character, Good roleplay
#s might perform some deeds thar seem particularly fing for their
chameters, Someone plaving & bard might compose a short poem
ahoue evenrs in the campaipn. A smartaleck sorcerer might crack an
inegame joke that sends the ether players o the Hoor laughing. |
Another player mighe have his characrer fall in fewve with an NPC and |
ihen devore seme portdon of his time o playing our thar love affais |
iSuch roleplaying should be rewsrded. since it enbhances the game, (If |
litdoesnt enhance the game, don't give an award.)

i Bolepliying XP awards are purely ad hee, That is, there is no sys- |
.,r.r_m for assigning Challenge Ratings to bits of roleplaving, The
wwards should be juse large enough for the player 1o notice them,
sprobubly no more than 50 XP per characrer level per adventure,

Story Awards and Standard Awards
ou can handle story awards in one of two ways, The first is o
pmakie all awards story awards, Thus, killing mensters would earn
o experience in and efisself—although it may allow characters 1o |
eve what they need to doin order to eamn the stary awards, If
pau follow this method., you should still pay artention to how many |
experience points the characters would be earning by deleating |
enemies sa that vou can make sure the PCs' treasure totils are in
line with what they should be earning,
The second way is (o use standard awardy for defeating enemies
bt award only half the normal amount for dolng so, making up
ithe other hall theough story swards. This method has the virme of
heeping the treasure earned ar about the same rate as XP
_Dont simply add story awards 1o stendard awards {even if you
mpensate by giving out more treasure as well) unless vou want
speed up chamcter progression,

EXPERTENCE PENALTIES

Eharacters can lose experience paints by casting certain spells o

aring magical items. This allocation of persanal power servesa
4ipncifi.|: game function: [t limies and controls these activities, as
wiell a5 making them interesting clhioices for plavers. In general,
however, you shouldn't use experience penalties in any other sit-
uation. While swards can be used 1o encourape behavior, penal- |
tes don't serve to disconrage bad bebavior They usually only lead |
to arguments and anger, 1f o plaver behaves in a way you dont |
want him to behave, ralk 10 him abour i If he contlnues, swop |
plaving wich him

DEATH AND EXPERIENCE POINTS

1Fa characeer takes pare in an_encopnrer, even if she is incapaci-
tated or dies during the encounter, thar character gets a share of

the experignce poins. 1f 2 character dies and is raised, the

awarded experience points are granted o her sfter she comes |

back [rom the dead (and after she loses the level from death, if |

appropriatel

TREASURE

(A cloge second In Bnpoftance Lo experience poihts, treasure pro-

vidles an important motivator for PCs to go on adventures, As with |
jexperience points, treasure empowers the POs The more they get, |

the more powerful they become,

MONSTERS WITH TREASURE

The standard way 1o acquire measure is o defeat enemies wha

passsess it guardd it, or happen to he near it Inthe Monster Marual, |

every monster has a treasure radng {indicating how much rea-
Lslire it has), a]rhuugh. for some criatutes the ma ting is "Nong,” [he
stibles found in this secdon enable you to determine the specifics,

\Belerencing the level and type of measure (coins, goods, items) |

foumd in the ercatures description, oll on the appropriate Tow
and columns of the eable.

When generating an encounter dealing with. monsters ey,
from their lait (a pateol, a wandednog creature, and sp on), remem- |

ber that a creamee only takes what it can easily carry with i In the
Lase ufsnmcthi.ng :‘CL'I.Cl'I a5 3 'Cl.lSFlCICI:T l'.ll:::l.‘ifl Th.ﬂi‘ gﬁ‘_ﬁﬁ‘.[ﬁ”}' Means
nothing, The monster salepuards or hides i1s treasire as weell as it
Lan, El'lIT it L::aw.a it ]}L‘J:I.IILL'I WJ.'.I'.'.‘I'.L D'l'l'l?SIdl:‘ 'I'J.'it‘. lﬂl;

Example: Gnolls thar live in 2 dungeon often leave their lair 10|

Wapge Wwar on IlL.!Tb:; [rc bnk_ﬂnl'_]." r4 ] hﬂ.JI Croasure. .lI'Id l',U’.'_I-.'l. Il'IE‘

PCs encounter and defeat the gnolls while the bestial humanoids |

on their way 1o raid the pres. Fach gholl has a smatteting of coing |
or gems on its persan. Lhe leader has the masrerwork grearswaord |
[rom the group's hoard and uses itin the battle. The majority of the |

gnolls' reasure, however, remains in their lair, pusrded by a few
gl'lﬂltﬁ |1":Ff' 1.'|-|"‘h1'l'll'l ill'l'd FD 1,7-E'|! ...Ij]'lle'.{IlE'l,'I Fll,ll,' Tmps.

Treasure per Encounter

Table 7—4: Treasure has been created so that if PCs face enough
encounters of their own level to gain a level, they will have also
ain ed unnug]'t tredsure o _l-:.n;:{:p them apaca with the W{ti‘t]‘l‘]‘l-l‘l'!,-'-
level information found in Chaper 5: Campaigns (page 145). fust
as gaining a level requires between thigeen and fourteen encoun-
ters of 2 partys level, so oo fourteen average rolls on the table at
the party's level will get them the treasure they need to gain the
approprlate amonnt for the next highest level To make up for the
facr thar some monsrers in the Mavster Manuwal typieally have no

BEHIND THE CURTAIN: EXPERIENCE POINTS

The experience paint award for encounters is based on the concept
that 13.33 encounters of an EL Eq'J.'ll ta the p:u}'r-r characters” level
illow them to gain a level.

Thirteen to fourteen encounters sametimes seem to go by very
guickly. This = particularly true at low levels, where mast of the
encaunters that characters take part in are appropriate for their levels.
At higher levels, the PCs face a varied range of Encounter Levels (more
lower than higher, if they're to survive] and thus gain levels samewhat
more slowly, Higherlevel characters also tend to spend more and
more time interacting with each other and with NPCs, which results in
fewer experience paints cver lime.

With this infarmation in mind, you can roughly gauge how guickly the
PCs i your game will advance. In fact, you can control L You are in
charge of what encounters happen and the circumstances in which they
oecyn You can predict at what level the characters will reach the dark

termnple and prepare accordifgly. IF It turms et that you predicled incor
rectly, you can éngineer encounters to allaw them ta reach the appropri
ate level or increase the difficulty of the temple encounters as needed.

Published adventures always provide 2 guideline for which levels of
characters arc appropriate to play. Keep in mind that this infarmation
Is based ar character power as well as cxpected treasure. Chapter 5:
Eampnlgns gw’Eﬁ. H guldu irie far ahoul huw ek reasure a ¢ |‘|.5]r.&{IT|.E'
of a certain level should possess. This guideline is based on the (slight-
Iy more than] thirteen-encounters-per-level formula and assumes aver-
age breasures were given out. Ifyou use a published adventure but tend
to be generous with experienice points, you might find that the charac-
ters in your graup don't have as miuch treasure as the scepario
assumes. Likewise, if you're stingy with experience paints, the charac-
ters will probably gain trezsure faster than levels. Of course, if you're
stingy or genaraus with both treasure and experience paints, it might
just all even out,
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treasure, other monsters have been given rtings ol double the nor-

mal tregsure for their encounter level,
On average, the PCs should earn one treasure suitable w their
level for each encounter they overcome, The key, of coutse, is aver-

ape” Some monsters mipht bave less treasure than averape, some |
might have more, and some might have none st all, Moenitor the

[progress of teeasure into the hands of the PCs Fer
linslance, YouU Tay Want o use loes of high-rreasure or TABLE
low-treasure monsters, yet still hand our a normal Leved
camonnr of treasuee overall BT

Building a Treasure
You can use any of several metheds for determining what
ereasures to include in your gncounters or adventures.
An easy approach is to determine treasure randomly

using the treasure infocmarion given in the Monsler Znd
| Marmual for each kind of creature. Some creatures have

{more than average mreasure and some less. I vou use

{this system, the kind of crearures in an adventure
|determines how rich the treasures ave. An adventure

with lots of intelligent creatures has higher than aver-

apge treisute, and one with mostly ovazes, vermin, and ird
dire animals has poor ereasure. Balunce the treasure by
balancing the kinds of creatures or sunply by adjusting

the reasures roward the average

1 you want to include a balanced smount of treasure,

you can just roll on Table 7-4: Treasure for each
| ercounter according to is Encounter Level 18 vou want 4ih
| the rreasures to make sense, toll for them randomby but

|then assign them to the encounters based on your hest
|judgment. Double or triple up for seme ancounters, giv-

|ing them two or three olled rreasures, and leave spme

|arhers withoue treasure, In this way, vou're suse thae the
| treasures are balanced ta the encounters overall, even if Sth
some encounrers have lots of weasure and others have

TaeLe 7—2: TREASURE VALUES PER ENCOUNTER

Encounter Level Treasure per Encounter
1 100 gp
2 GO0 Ep Bth
E| 00 gp
4 1,200 go
5 1.600 gp
G 2,000 gp
7 £.600 gp
] 3,400 gp 7th
g 4,500 gp
10 5800 gp
11 7500 gp
12 980 gp
13 13,000 gp
14 17000 gp Ath
15 22,000 gp
1] _ 28,000 gp
17 36,000 gp
14 47,000 gp
18 G100 gp
20 40,000 gp Oth

TaBLE 7-3: AVERAGE TREASURE RESULTS

Type Average Result

Cem 215 gp

it phject 1,100 g@

Mundane item 350 gp 10th
Minor magic itern 1,000 go

Medium magic item 10,000 gp

Major magic item 40,000 gp

nane, Tor example, if your adventure has seven encounters of,
Encounter Level § each, justroll an the Sth-level row onLlable 7
Treasure seven times and assign the scven treasires among Che|

ETCOLENEErE,
Yoo can also bypass Table 7—4 and base treasures on what theie
Loverall vilue should be. For example, since each sth-level rres-

7—4: TREASURE
d% — Caoins — d% Coaods d% Items {
B1-14 — 1-8Q — ;-7 - {
15-29 Tdl1,000 cp 31-95 1.gem 7i-95 1 munSane |
30-52 TdBx100 sp 96100 1 art 46100 1 mingar
53-45 2d8x10 gp !
95100 1d4x10 pp .
1
0113 — 01-81 = 01-49 =
14-23  1dI0=1.000cp  B2-895 1digems  S0-85 1 mundans
2443 210700 sp 96-100  Ndiart.  &6-100 1 minar
44095 Ad10=10 gp
06-100 24810 pp

61-11 m-77 - 01-4% =
1221 2d10x1,000 cp 78-95 1d3gems 50-79 1d3 mundane
22-4] A4d @100 sp 95100  1d3art  80-700 1 minar

42-95 1dd4:=100 gp

96100 141070 ppp

01-11 — 170 — 01-42 - |
1227 3l 101,000 cp 71-55  1d4 gems  43-62 744 mundang]
#7241 4d12:1.000sp  96-100°  1d3at  63=100 1 mingr |
42-95 1€x100 gp

96-100 1dE=10 pp

3-10 01-&d — 01=57

11-18 1dd=10,000 cp 61-95 1d4 germs S5B-67  1dd mundane
20-38 1d6x], 000 sp 96100 Tdd4art  BE-100  1d3 minor
38-95 148100 gp

100 1d1 010 pp

o110 01-56 _ 01-54 —
11-18  1dex10.000cp 5792 1d4 gems  55-59  1d4 mundane
19-37 181,000 sp 03100 ld4ark  60-99 1d3 minor

3595 1d10x100 gp 100 1 medium
9100 11210 pp
g1-1 0148 — 01-51

12-18  1d10=10,000 cp 49-2F  Td4 gems 52-97 1d3 mingr
19-35  1d1221,000sp #3-100 1d4art 98-100 1 medium
36-33 2d6:100 gp
F4—1 00 3d4x10 pp

01-10 0145 = 01-48

11-15 _ 1d12%10,000 cp  46-85 1d6 gems 459-96  1dd minas
16-29  2d6x1.000sp  86-100 Iddart 97-100 1 medium
10-87  2d8x100 gp

88100 3d6x10pp

01-10 — 1-40 — 0143 _ A
11-15  2d6x10000cp.  41-80  1d8 gems 4491 1d4 minar
16-29 2dEx1, 000 sp B1-100  1d4 art  92-100 1 medium
30-a85 Sd4=100 ga |
86104 241270 pp

o110 — 01-35 = 01—40 —
11-24 2d 101,000 sp 36-79  1dE gems  41-88 | d4 minor
25-79 Bddx=100 gp 0-100  1déart  £9-99 1 redism
20-100 5dEx10 pp 100 1 majar

e M
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sure is worth 1,600 pp {on average), seven of them should be average or much more, but aver the course ol a campaign you

worth about 11,200 ap {on average), You can go right 1o the other shonld pet prety close w average resules overall. .
tahles (Table 7=5: Gems, Table 7-6; Art Objecis and sooon) and Einally, vou could avoid ralling altogether and choose treasiures. |
roll on them ineeead. To balance these rolls, you need to know For Lreasures totaling 11,200 gp, you could just invent coins and

the average value of each mable: see Table 7—3: Average Treasure | gems worth 5,000 1o 6,000 gp, and choose magic items from Chap-

Results. So for a treasure worth about 11,200 gp, you could roll | Lter f: Mapic Items to Gl the rest of the roral,

for g medivm magic item {10,000 ppl and an art objecr (1,100 gpl) | .
toll for four miner itemsy (1,000 gp each) and [ive gems [275) MPCs with Treasure

gp each), giving the rest in coins of the appropriate value. I'he gear that MPCs cacry serves as the bulk of their treasure, The |
Depending on your rolls, you can geta treasure worth less than, Javerage valoe of an WECS gear is listed on Table 2—4+4: N PC Gear|
Value (page 58, and examples of whar specific grar a|
TABLE 7—4: TREASURE character of 3 piven class and level would haove are in the
Level d% — Colns — dse Coods. d5 Itemns sample NP descriptions, pages 49-57, N PCs may have
th  01-08 01-24 — 0131 treasure in addition to thelr pear, ar vour discretion, but|

09-14  3d10x1,000sp 2574 1d10gems 3284  lddminor  an NPCY gear is already worth about three times the)
15-75  4d8x1,000gp  75-100  idGart  85-98 1 medium  average value ol a treasure of his or her level. Defeating

Te-100  4d10x10 pp 951040 1 major NPC foes brings about great reveard for treasure-seckers,
bur since the pear is mostly magic thar the NPC can use
12th 01-08 01-17 £= 01-27 against the characters (some of which is one-use), icall,

0574 3d12x1.000sp 1870 1d10gems 2882 Td& minar EVENS out.
1575 Td4=1D00gp 71100 1dBart  B3-97 7 medium

76100 14100 pp o100 1maer. OTHER TREASURE |
Al times you're going 0o want o EENErate 4 tredsure on
Vath  07-08 = a1-11 — 0118 = the fly that's net directly related to a monster, You might,

| 09-75  Jddx1000gp 1266 1d1Zgems 2073 1d6 minar  forexample, have created a devious dungeon full of traps
, 76-100 1105100 pp  67-100 dlDart 7495 1medium  and puzzles with no mensters arall, und now you have to

[ 25100 1 majar generate the grand rreasury rhar the traps were protect-|
- ing, You can still use the table, Jusi plelan appropriate,
14tk 01-08 = G111 == 01-19 = level and roll. In situations where you are making an ad,

|,. _ [o75  dex1000gp  12-66 2d8 gems 20-58  1déminor  hoc adjudication. the appropriste level is usually the,
76-100 1d12100pp  67-100 2d6art 5992 1 medium  level of the parry.

93-100 | major
Using the Treasure Table
15t  01-03 = 01-09 a1-11 e Cross-relerence the level of the treasure on the left with rhe
D4-74  1dEx1000gp  10-85 2d10pems 1246  1di0minor  typeof reasure. A stendard treasure (one that ingludes coins,
TEI00  3d4x100 pp B6-100  2dBart 4780 1 medium  poods and items) reguires three rolls, one for each caregory.
91100 1 majar on 3 roll of 96-100, roll apain on the next higherlevel
table in addition w the value listed. At 20ch level, roll again
Tath ©1-03 01-07 - 0]—40 om the same table.

04-74 1121000 gp  08-64 AdGgems 4146 1d10 minas : a
15-100  3dax100pp  65-100 2d10art 4790 1d3medium | YPES OF TREASURE

91-104 1 majar Treasure comes in many forms: piles of coins, pouches of
gems, useful adventucing equipment, and magic items,
17th  01-03 01-04 = 01-33 Coins: The most basic sort of regsure is mongy, Table

04-68  3d4x1.000 gp 05-631  4d8 pems 3483 1d3 medium  F—4 Treasure generates anything from common coppet
£9-100  2d10x100pp  E4-100  AdBan  E4-100 1 major pieces o rave platinum pieces. When placing coln hoards,
temenper the volume and weight o tens of thousands of

A8th  01-02 — 0104 - a1-24 = cpins is considershle (30 cpins welph 1 pound, so 10,000
! 03-65  3d6x1.000 gp 05-54 3d12 gems  25-80  1d4 medium  coins welgh 200 pounds),
| B6-100 Sddx100pp  55-100 3d10art $1-100 1 major Gems: Smart PCs love gems because they're small, light-
. weight, and easily concealed compared with the same
(8th.._01-02 — 0-03 004 == value in coins. Gem treasures are more interesting when
{ 03-85  3d8x1000gp 04 50 GdEgems 0570 1d4 medium _ you describe them and provide names. A lustrous black
B6-100.  3d10x100pp  51-100 &déart 71-100 1 miajas pear!” is more intercsting then "a 100 gp gem.”

Art: Idols of solid gold, necklaces dripping with gems,

20th 0102 — 01-=02 = 0125 - old paintings of ancient kings, a bejeweled golden

03-65  4d8x1.000gp 0338 4d10 gems 26-65 1dd medium  {lapon—the category “art” includes all these and more. |
B6-100  4c10x100 pp 38-100 7Fd&arr BE-100 1 d3 majar Partability 15 a major concern here, A jeweled comb is)
easy oo carcy, but a lfe-sized bronze statue of a knight iz

Far lieastires above 20th level, use the 20th-level row and then add a number of not. In peneral, most treasure you place in encouniers|
randem major items. should be easy For the PCs to carry (welghing 10 pounds]
ar leszl, Treasure imp{rﬁs:blc_ to tike ol of the -.‘]ungc:nn_
Level  Magic ltems Level Maglc ltems Level  Magic ltems  jsp't really measure.
st 1 25th +3 28th -3 Mundane Irems: While nunmumx.aL these items are
2ind ] 16th =12 29th +3 worthwhile 13 mreasure because they are uselul or valunble or
Zird o 27th 17 30th +42 both, Magy of these measures are used by intelligenr oppo-
24th +h nents rather than just srored away as coins or gems are,




TaBLE 7-5: GEMS

d3 Value Average
01-25 4d4 gp 10 gp
12650 Zd4x10gp S0gp
51-70 4d4x10 gp 100 gp
(11-00_ 2ddx] 00 gp 500 go
291-99 4d4=100 gp 1.000 gp

100 Zd4x1,000 gp 5,000 gp

TimLE J7—6: ArT OBJECTS

d%% Value Average
0110 141070 gp 55 gp
[11-25._3d6x10ga 105 gp
2640 1dEx100 go 350 gp
41-50 14710700 gp 550 gp
51-60 2d6x100gp. 700 gp
61-70 3dex100 gp  1.050 gp
:?'I—H{I 4d6x100 gp 1400 gp
B1-85 SdixI00gp 1750 gp
86-90 1d4¥1,000 gp 2500 gp
(31-95  1d6x1,.000 gp 3300 gp
\O06-99  2ddx1.000 gp 5,000 gp
1100 2d6x1.000 gp 7,000 gp

Examples

Banged, eye. or moss agate;
azunte; blue quartz; hermatite;

lupls lazuli; malachite, absidian,
thedachrasite; tiger eve turguoisa; |
frashwater [iregular) pearl
Blogdstone; carmelian; chal-
cedony; chrysoprase; citrine;
ialile, jasper; maanstons; onyi
peridot; rock crystal (clear
quartz); sard; sardonyx; rose,
smoky, or star rose quarlz; zircen
Arnber; amethyst; chrysobery;
coral: red or brown-green garnet;
|ade; et white, palden, pink, or
silver pearl; red spinel, red-browmn
ar deep green spinel; tourmaline
Alexandrite, aquamarine, viclet
garnet, black pearl, deep hiue
spinel, golden yellow topaz
Emerzld; white, black, or fire opal;
blue sapphire; fiery vellow or rich
purple corundum; blue or black
star sapphire; star ruby
Clearest bright green emerald;
blue-white, canary, pink, brown, or
blue dizmend; jazinth

Examples

Silver ewer, carved bone ar ivory
statuette; finely wrought small
gold bracelet

Cloth of pald sestments; black
velvet mask with numergus cit-
rines; silver chalice with lapis
lazuli gems

Large wel-done waal tapestry:
brass mug with jade inlays

Silver comb with moonstones;
silver-plated steel longsword with
jet jewel in hif

Carved harp of exotic wood with
fwvary inlay and zircon gems; solid
gald idol {1001b.]

Caold dragon comb with red garnet
eye; gald and topaz bottle stopper
cork; ceremonial electrum dagger
with & star ruby in the parmmel
Evepatch with mock eve of sap-
phirz and moonstone; fire opal
pendant on a fine gold chain; old
masterpiece painting
Embroidered silk and velvel man-
tle with numerous moonstones;
sapphire pendant on gold chain
Embroidered and bejeweled glove;
jeweled anklet; gold music box
Golden circlet with four agua-
marines; a string of small pinlk
pearls (necklace)

Jeweled gold crown; jeweled elec-
trum ring

Gold and ruby ring; pold cup sel
with erneralds

TABLE 7-=7: MUNDANE ITEMS

TasLe 7-8: RanpoM MIGHTY COMPOSITE SHORTEOW

e
=T

d%% Mundane Item

0105 Alchemist's fire (1d4 flasks, 20 gp each) la
0E-10 Acid (2d4 flasks, 10 gp each) |
11112 Smokesticks [1d4 sticks, 20 gp each)
11318 Haoly water (1d4 flasks, 25 gp each)

| 18-20 Thunderstones [1d4 stones, 30 gp each)

21-22 Chain_shirt [100 gp)=

23=27 Antitoxin {1d4 doses, 50 gp =ach) 4
|28 29 Tanglefeot bag (144 bags, 50 gp each) !
| 3034 Masterwork studded leather [175 gpi=*. |
3539 Mighty compaosite shorthows

4043 Breastplate (200 gp)*

44 48 Banded mail {250 gp)}* !
4866 Masterwork common meles weapon [rell on |

Tahle B-12; Commian Melee Weapans, page 184)

G768 Masterwork uncommaon weapon (roll on Table

i #-13: Uncommaon Weapans, page 184) {
69-73 Masterwork ranged weapon [roll an Table 8-14; 2
! Commaon Ranged Weapons, page 185)

T4-23 Mighty composite longhowt

24-93 Half-plate (600 gp)*

&4-100 Full plate {1,500 gp)* 1

=Roll d%: B1-10= Small, 11-100 = Medium-size, (Mundane armas |
is sized to fit its wearer. Magic armar resizes to its wearer's siza] |
*=Rall d%; 01-50 = Small, 51-100 = Medium-size. [Mundane armer
Is sized to fit its wearer. Magic armor resizes to its weares's siza,
{Roll on Table ?-8: Random Mighty Composite Shorthow for bonus,
1 fRoll on Table 7-8: Random Mighty Composite Longhow for banus: |

- —b L

d¥ Sir Bonus Value
01-50 +1 150 gp i
61-100 +2 225 gp

TaeLe 7-9: Ranoom MicHTY ComprosiTE LONGEOYW

d% Str Bonus Walue
0145 -1 200 gp
4675 2 100 gp
76-90 3 400 gp
o100 ~d 500 gp

Minor, Medium, and Major Magic Items: Refer (o the appro
priate column on Table 8-2: Random Magic ltem Ceneration {page
179 anel use it tr generate the specified number of magic items
Keep in mind that intelligent creatores use the magic items in
their treaguree il they're sware of the itemy” powers.

OTHER REWARDS

With great deeds and increasing reputation come the gratide|
and admiration of those around vou, Heroes are often awarded
grants ol land (which aid in the building of stronghalds)
decrees of [riendship [rom communities they have rescued, and
even honorary titles of nobility, As PCs gain levels and com-
plete adventure after adventure, their noteriety (good or bad)
spreads throughout the land so that NPCs may recognize them,
on "_-LE].'.\ L i
Cmee PCy eitablish a reputation, it becomes easier to artzaet]
like-minded allies and admiring followers. Cohorrs avrive whel
|wish 1o shae in their adventures, as do apprentices cager to be
trained by such legendary Gpures Villains begin te consider thn:!
PCUs' possible actions when concocting their evil schames, The!
‘player characters have lefe their mork and made 1 place for
themselves in the campaipn world with their grand exploits,
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agic irems ate ti-n. ha]].rn.uks o a lesendary campaign.
They ave gleaned from the hoards of conquered mon-
sters, raken from fallen Toes, and somerimes crafted
by the characters themselves, The most valuable and
coveted of all the sarts af reasure thar anadventurer
s eold ]j_up{_- to [imel, MAgic items grant abiliries to a characeerthar
lie canld never hiwve atherwise. g complerhient his existing capa:
hilities in-wondrous ways. Some magic items even have inteli
gence andare almost NPCs in their ownright. _
Magic items are divided (nro ¢a tegories: armor, WeLpons, -

Potions: & potlon is an elivit concocted with & spell-like
ellecr that affects anlvchedrinker & potian of gaseous form is
a purplish, oily liquid i Fosted glass vial e allows achar
dcter 1o disselveintea witpy mistand foar through cracks
Rings: A ring is a cireulat metal band worn on the fin-
per (o more than two tings per Lhumc teg) thatconmins 2 '
¢ gpelllike powet (often a constumt el?ﬁcc that a!:["octb Fhie: |
wedrer A ﬂggffhm wishss His Ehree rubles &ch ol
" _mwhich halds dwg‘*pm-.fq; needed 1o gt the tarer o sin-
QE w!sh, while:a ring ef iwisibility can rondeT it wearer

R an acdicionsl 1dé pod
". E nﬁn&iﬂﬁm if tht
lost and pew rests o an

v J""

porionsd, ringsfods, seeolls. statfs, wands, and wondrous items, T

addition; some magic items are cursed or intelligent. Finally, 4 few

gl irems ave of siich rarry and power that they are cansidersd

1o balonz to aeategory of thelr owie artilacts. Artifacks are chissi

fied im o as tmn;rr"r_\:tn:.meh' rare byt notome-ofa-kind | Lterns,
or major (esch pne inigque and extremely patent),

Artor m.:l Mﬂs Armor (including shields) Gﬁm'—
mproved, ma,gj.c-d protectionso the wearer. Some of these jfems
htma ties beyand a henefir to Armor Class, A character
i a2 Hreurlrlnte?fﬂhzrml is not only propecred by this

ly enhafced semar {?ﬂw& incement bonus :"'n.':!ﬁ! bt
in trandform her EEHl}r [ ! a]f&nﬁ
| Wenpons: Weapors are |
gand !mmﬁ-lﬂng:s improve tl':;:maﬁn
wielder as well. A £ frust- ﬂuwmm rsqm
neeleaver”) addi 43 to atfack rolls and.

ebvool mm'l:n
& rolls of
Durandil

: Du.uudil_

middleofapoct of lava
na cavern deep below the surface. Du.nm:l!l is buried under 2 pile

alparions cmufmgum treastire of the red wrvrm Math,

-

i
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invisible an unlimited number of rimes.
Bods: Arodiza '.m'.iq,ue. scepterlike ipem with 1 spe-
clal pawer unlika sy knowii spell The aod of londly

might, for sxample 1:Eza.n transtorm inta vations weapons - |
. .

at thr;'m:.'l-n of 2 butlot, as well o become 4 laddet, 2 bat-
tetifg v, and mn-r,a

Scrolle; & scroll is o spell mug:r_s]i# inscribed onto
pagier ot parchraent so thar it can betised later A
ar.:uﬂ nIsmrrng fight allows = cleric to cast feaving light
dnce, 45 T|15;3g11 she had pregared the spell herself, |
except that any levebbased effaces—such as tange
and damage—are based on'thalavel of the scroll’s
ereatot Tin this case Uthar, the high priest of Ielor
it the BLh:h}* of Lirnst), T._]&Em is mﬂlﬁngmgwmhp
scm]_l. Tix ;Ln? wrhio woulﬂ cl'l.a'l]lt'l':i,t‘ h:s nwl'
Willapir the head of the :'nssnsslnq guld pgemtnp;
onrt of thg'nﬂaﬂ:!ﬂﬂlls.

%ﬁc A staff logks fike 3 farge wand butis slwiys
enchamted to, cust & Humber of different {often
related) spells. The shiff of e Jcllﬂm‘ng“}i#.ﬁ“ long
shatt of hirdened wouod, emblazoned 'mﬁ% q‘frptiqc
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myste runes and capped by a forked piece of dark meral ar one
end Tt hums when picked up orwhen swung like a guarterseaff by
its owner, presently the dark elf Yrinthakis. The staffaf the deathsong
has the ability to produce sonic wibrations that act as either a shat-
ter '-ipe“ (D 12) or a shout 5pel| [ 14), Since it has 50 r.h:lrge.-;, ]
Yrinthakis can use it powers for @ towal of fifty dmes. When
Mialee, Tordel, and Jozan delear the deowe widaed after a bitrer
(Hight, the staff has only 34 charges left.
. Wands: A wand iza shorr stick imbued with the power to casta
specific spell fifty times, The wand of magic missile is 2 useful]
'l-'u'Edl.lLllJ ].Ul' d 'l-'u"l..lfﬂt';l Or sDICEner, I.'n.ll:}' ';.ha.fgl:d It a].[l_]w'l Lty user to ]
cast a magic missie spell Afiy tmes. Nosh the Mighty, a wizard of
grearskill, keeps one secreted on his person atall rimes,
Wondrous Items: All wondrous irems belong 1o a catch-all cat-
egory that includes magic jewelry, rocls, books, clothing, and
much mere; They range from the ha! of disguise, which allows the
Sveaner tor Lﬂ.l';.':'." an |.].'|.I: ﬂPP(:'.ll-Eﬂl_l:." U.I—U |.]'|.I_' -1 [} t]'l ¢ MMONsrous ﬂ.PI.\l'
rafus of Ewalish, & metallic, crablike construct that characters can |
| fde within and cantral.

The DM should keep all the following informution in mind when
dealing with mapic items.

PLACEMENT AS TREASURE

Including magic items as pare of a rreasuee is g vital @k of the DM
{1t's also a delicately difficult one, It can be tempring 1o hund out pow
erful or particulacly interesdng ltems wo soon or loo ofien, (A
simaller number of DMs
make the oppo-
site mistake,
heing

too stingy.and handing oor oo few magic itema.) A single overpow:,
eTing item. can ruin a whale u:.1mp;1ign—h11r if the MCs donk ety
enough magic items, they won't he powerful enough to deal with the |
challenges thar have been balanced for characters of their level Thel
ireasure tables were designed o help in this regard (see Generating

| Bandem Magic liems, page 179), Oocasionally, howeser, you'll wans
J rivee your players items you have hand-picked as especially suir

ible [or their characters, Feel free to do this more and more s yon
piin etpeﬂerce 15 8 DM and—mest important—as vou become,
familiar with whar the items can and can't de.

Remember thar magic items canand probably will be used hi’l]'!.tl
NPCs who own them, If an onc chief has a <2 lmgmord in his mes|
sure hoand, most Hkely hell use it in that Bnal baetle with the FCe
champion. Crearures such ss & medusa or a lammasu might he shle)
v ise & hechlace of adaptation, and even & dragon can drink a pordon.|

APPEARANCE

| Most magic items come into the campaign as treasure found by the

PCs, When they find a new item, vou have to describe it to them. |

| Describing magic items to the plavers verbally requires a lintde fore.

thoughr on your part. You dontwant o say “You see 2 shorl sl
and a wand of web on the table. That gives away too much informa |
tion. Presumahly, a character can't tell what bonns a magic weapon
has by looking at it and can't know a wand's spell by its shape. Even
il he ar she could identdfy an item in this way, that should be
becawse the ability e do so 18 something that you have conscicusly
decided e incorporate into your game.

You have three choices when describing magic items;

Magic Items Appear Mundane: Magic items don't ook |.|.|i:
anything special. Qnly detect magic or 2 suspicious/curicus; lucky |
plaver (see Trial and Broor, below) allows the PC o discover that)
the stick hes been using as a backscratcher is really a staff of the)

iiggl, The benelt w this method s thar players)
are always curiously examining evervihing, The
deawback is that the players are always curioushy
examining everything, tak:
g o preal deal of time
away fram the action, ¥ou
also run the risk of making
magic seem dull because
magic items are noth-
ing special 1o Jook at
Magic Itemns Appear
Distinctive: Mage ttems
glow, pulse with
pawer, and are cov
. eted in cunes, gems
& and crnate workman-
ship. In this flashy
sort ol campaign,
appedrance sl
illy has a direct
relationship to
the power of the
item. Magic swonds
glow, and pardeularly
powerful magic swords|

W cncrusted with gems or

e carved endrely from g
B cingle pure _gemstonel
glow particularly bright, The)
itemis appearance also may be o)

Friverbakir the davk gl clue toits powers, A wiand af bum- |
pey et the g hends could be carved from cedar ot
deatbsang fv redwood with a fety pateern etched int
devartaring cifect. irs surtace in gold leal Boots of speed mighe

be stitched with the imape of & runner on



their sides. The benefit of this approach is that magic items always
geem grand and marvelous, The drawback 15 thar they also become
abvious, 1o the point of being ostentatious.

Magic Items Vary in Appearance: Magic items vary greatly in
appeacance, from unzemarkable 1o exotic-looking, (This is the |
delault method, Magic items described in this chaprer were han- |

(dlad in this way) Sometimes great power lieg hidden within mod- |
\sthousing, Other times, irems indicate their [unction or level of |
{peer in obvious ways, This case-by-case approach has the benefits
dnd deawhacks of hoth methods above and allows you to focus vour |
tlevel of detuil where and when you want to.

IDENTIFYING ITEMS

When PCs find magic ltems as creasure, they're going 1o need 1o
HELII': out what 1o da. The following methods are available ro iden-
tify magic items,
. Teial and Error: This isoften the frse appreach that a group of
tries once they believe they've found a magic ftem, It g fun i
tobany game, Withour access to spells that tell whar an izem |
goes, PCs arc free to experiment, This usually encailsa PC artempt- |
Inig o use the item. "L pur the ring on and jump up and down, flap-
ping my arms," a player might say, 1 the item happens o be a ring
af flying, then the experiment {and good guesswork) should be
rewarded, O, the plaper might pur the same ting oo and esk if she
leeks anything, In this case, a DM might say, " You feel light-headed
Jand your stomach lurches upward,” or even “You leel particularly
dight on your feet.” With items that are normally complerely con-
ed, allow for minor experimentation. A _sip of a pouen, for
gximple, might be enough o give the characeer a tingling sensa-
{tien and some clue to ies funcrion,
L Close study of an item might provide some informarion. A com
dsnd word could be etched in tiny letters on the inside of the ring,
e feathered design might hinr that it allows one tw Iy In such a
F:tst. a Search check (DC 15 or mayvbe 20 should reveal the clue.
L Nou might also permit a character 1o serempt 8 Spelloafe or
Knowledpe (arvana) chack (DC 30) to determing if she con attune
hersell with the items power or if she remembers reading of it
once in_her studies. The PCs may want to consult bards, sages, or
nigh-level spellcasters who might be able to identify items either |
through their own spell use, prior knowledge and experience, ar |
mesearch. They might know some details or rumors shout an item’s |
history as well. Such consulrants always want semething in rerumn
for the information, of course

Spells: Obwlously, the asiest way {or characters to discern
whether an object is magic is 10 nse defoct rogic, That spell can also
be used ro find outalitde about an irem, When focused on an irem,
itcan determine the school of the spell or spells embedded within,

s well as the general power level of the item (based on the caster

evell When a character uses defect magic on a magic item, the
unformarion vou provide eften serves as a clue 1o a smart player for
Ulentifying che irem. Because of this,_always be clear abour the
school of the spell and the caster level. (Sce the spell descriprion
for exact details.)

The identify and analyze dwesmer spells provide much more infor-
mation. See their descriptions in the Playvers Handbook.

I Explanation: Evencually, you might just breek down and
tell the plavers whar an item is. Thats okay, particularly in the
instanice where the item adds a bonus to actions the PC is already
Jiking, A PC using o +2 swond, for example, eventually notices the

amount that the sword is helping him and can thereby determine
its bonus, Use this optien if it becomes a pain for you o keep men-
¢ adding =2 o all the character’s attack and damage rolls with
unddentified (to him) item.
ﬁa_gil: Items and Detect Magic
When detect magic identifies a magic irems school of magic, this.
information refers 1o the school of the spell placed within the |

potion, scroll, or wand, or the prerequisite given for the irem. If
moete than one spell is given as 1 prerequisite, use the highest-level |
spell 1 np spells ure included in the prevequisites, usze the follow- |
ing defaulr guidelines;

tem Mature School
JArmor and protection items Abjuration
Weapons or offensive items Invocation

Bonus to ability score, skill check, ste, Transmutation

USING ITEMS

Tiv wser'n magic irem, irmust be activated, although sometimes acei-
varion simply means putting « ring on your finger. Some items,
once donned, funcrion constantly In most cases, wsing an item |
requires an activate magic irem acton that dees not provoke
arcacks of opporounity. By comasr, spell completion {rems are
{rreated like spells in combar and do provoke artacks of opportunity
+Artlvating o magic item is a standard action wnless the jeem |
Lindicates otherwise. Howeyer, the casting rime of a spell is the tme |
{required to activare the same power inan item, whether ic's 2 serell,
ja wand, or a pair of boots, unless the item description specifically
states ptherwise.

The [our ways to activare Thagic items are;

Spell Completion: This is the sctivation method for scrolls 4
seroll is a spell that iz mostly finished. The preparation is done for
the caster, s0 no preparation tme is needed betorehand as with
normal spellcasting. All thar's lefi 10 do is perform the short, sim- |

|ple, finishing parts of the spellcasting {the final gestures, words, |
and sa on, ). To use & spell completion item safely, a character must
be high encugh level in the righr class to cast the spell already 1 he |
can't :311'er|d'_,'-c.1st the ipeﬂ. theres a chance hell make a mistake i
Seroll Mizhaps, page 203, for possible consequences), Activating a |
spell completion item is a standard acrion and provolees attacks of |
opportunity exactly as casting a spell does,

Spell Trigger: Spell trigger activation is similar to spell comple-
tion, but it's even simpler, Mo gestures or spell finishing is needed,
justa spe-:lul li_nuw].mlgu of ‘i]:l-['.]]{'.:] sting that an appropriate charae
ter would know and a single word that must be spoken. This means
thar il a wizard picks up a spell trigger activation item (such as a
wind or a stall} and that item stores 2 wizard spell, she knows how
to use it Specilically, anyone with a spell on his or her spell list
knows how 1o use a spell triggeritem that stores that spell. (This s
the case even for a character who can't actually cast spells, such as
2 3rd-level palading The wser must sill determine what spell is
storad in the irem belore she can and activare it. Activating a spell
migger irem is o standard action end docs not proveke artacks of
OPPOTIUNITY

Command Word: If no activation method is suggeseed either
inthe magic item description or by the narore of the item, assume
that a command word is needed o activate it. Command word acti-
vation means that acharcrer speaks the word and the item acti-
vates, Mo ather special knowled ge is needed,

A command word is the kev 1o the items lock, as it were, It can
be a real word such us "Vibrant,” " Square.” or “Horse," but when this
is the case, the holder of the item runs the risk of activating the
itemn accidentally by speaking the word in normal conversarion,
More often, the command word is some seemingly nonsensical |
word, ora word or phrase from an ancient lanpuage ne longer in |
cominon use. Activating a command word magic item is 2 standard |
action and dees not provoke srcacks of oppormuning |

As mentioned above, somedmes the command word to 2erisate |
an item is written vight an the irem, Decasionally, it might be hid- |

(den within g pattern or design engraved on. carved into, or built |
linto the itemn. or the item mipht bear @ clue to the command word.
|For pxample, if the command word is "King," the iterm might have
|the image of  king or 2 crown erched in its surface, A more diffi-
cult version of the same clue might be the name of the local king




when the item was made, In this case, the characrer has to conduct
some historical research o idenrify the name,

Knowledge (arcana) or Knowledge (history) skills might be use-
ful in helping to identify command words or deciphering clues
regarding them, A successhul check (DC 340 is needad o come up.|
with the word itself. If thar check is failed, succeeding ava second |

|check (DO 23] might provide some insight into s clue. |

The spells wlmiafy and analyze duweomer both reveal command |

| wiords. |

LUse Activated: This type of itemn simply has to be used in order |
to_activate it. A character has to drink a potion, swing a sword,

|interpose a shield ro deflect a Blow in combat, leck through alens,
|sprinkle dust, wear a ting, ordon a hae, UTse acdvation s generally
straightlorward and self-explanatory,

Many use-activated items are objects that o character wears.
Continually functioning items, such az a cloak of resishence or a head-

_bangd uj[_ :_ﬂtg.','s:f, are pmcric:!ll}r ;|Jw:11l,.'s items rhat one wears. A Fftnr,

ysuch as a pead of power, must simply be in the characrers pessession |

oo his person, not at home in a locked runk). However, spme |
|items made for wearing, such as a ring of invisibility, must still be |
activared. A ET]‘unugh this activation sometimeas TequiTes a command |
word (see above), usually it means mentally willing the activation
ter happen. The description of an item usually states whether g com-
mand word is needed in such a case.

Unless stated othenedse, activating @ use-activated magic item 15
cither  standurd acton or not even an sction and does not pmvnkr.
Lattacks of opportunicy, unless the wse involyes committing an action
| that provokes an attack of opportunity io itself, such as running
| through a threatened ares with magic boots, If the use of the item
(takes tme (such as drnking a potion or putting on or taking off a
|elng or hat) before i magical eflect occus, then wse acivation is a
| standard action, Tf the irem's activation is subsumed in use and rakes
| no exra time (such as swinging @ magic sword thar has g buile-in
{enhancement honus), use activation is nsually not even an.action.

Uze activation doesnt mean that 1 vou use an em you aulo
marically know what it can de. Just putting on a ring of iumping does
not immediately scrivare it You must lnew (or ar least auess’ whiat
the item can do and then use theirem in order to acrivare it. unless 1
the benefil of the item comes sulomatically, such from deinkinga
potion or swinging a 51.=.'nrr_1.

Size and Magic ltems
When an article of mapic clathing, jewelry, or aemor is discoversd,
most of the rime size shouldn't be anissue. Many magic garments
are made to be easily adiustable, or thev adjust themselves magi-
cally to the wearer. As a male, size should not keep overweight
characrers, characters of various genders, or characters of varions
kinds from using magic itemns. Players shouldn't be penalized for
\choosing a halfling character or deciding that their characrer is
Lespecially rall
Only say "It doesnt fr” if there’s 1 good reason. Cloaks made

specifically by the selfish, selt-absorbed drow elves might fir only
C‘i'!FEH. DWHT\FE.‘C mlg]'l.t mﬂ]{;" s uﬁﬁl'l.lf' (JT}]}' .l"'!r' d“'"ﬂ'l'f-,?i.?l."f.l rt'l'll::
dwarf-shaped characters to keep their ftems from being used
against them. Such items should be the exceprions, however, not
the mle.

Limit on Magic Trems Worn

Characters are limired in theiv abiliry 1o use cermin magic items,
| based on the item’s trpe. Just a3 it doesn't make sense roowear mul-
[tiple pairs of glasses or shoes simultanecusly, so too charcrers can't
|stack items meant to he worn on a pacticular part of the body, Only
Lap many items ol a certain kind can be worn and be effectve at the
|same fime. The limirs include the following:

1 headband, hat, or helmet
1 pair aF eve lenses or goggles

| cloak, cape, or mantle

1 amuler, brooch, medallion, necklice, perdapt; or scarab
1 zuir of armor ik
1 robe |

11 vest, vestment, af shir
11 pair of bracers or bracalers
|1 pair of gloves or gauntlees

2 rings

1 hehi

11 pair of boows |

{
Of course, a chamcrer may carTy or possess as many items af the |
same type as be wishes. He can have a pouch jammed full of magic !
rngs, for example. But he can only benefit from oo rings at a time. |
I he puts on a third ring, it deesn't work, This general rule applies|
to other acempts 1o "double up! on magic items—for insance. if)

character puts on another magic cloak on top of the one he i

L already wearing, the second cloak’s power does not worle.
SAVING THROWS AGAINST I
MAGIC ITEM POWERS

Magicirems produce spells or spell-like effects, For a saving theow)
against a spell or spelllike effect from a mapic item, the DO s
always 10 + the level of tha spell or effect + the ability bonuws of the

minimum ability score needed ro cast thar level of spell. For exam: |
ple, o 2nd-level spell's DC would be 10 + 2 (for being 2nd lewell o 1)
{for needing ar least & 12 in the velevanc abilicy score (o casta 2nd:)

Hevelspelll, ora total of 13. Another way ro figure this number is o]

mulriply the spells level by 1.5 and add 10 to the resulr. ]

Mast item descriptions give saving throw [MCs lor various)
effects, pardcularly when the effect has no exact spell equivalent)
[m al-’.ing its level otherwise difficulr to derermine qnjck]v]. LI

DAMAGING MAGIC ITEMS !

Mayic items should always ger a saving throw againse spells that|
might deal damape re them —even apainse attacks from which 1
mundane item would rormally ger no chanee o save. Magie
iterns nse the same saving throw bonus for all suves, no mater
what the rype [Fortitude, Reflex, or Willk A magic irems saving
throw hanus equals 2 + one-half its caster level (round down), For
example, o lantim of revgahing, with a caster level of 5, has a +4 sne
ing throw bonus if it is caught in a fisdad), and the same bonus if
someone attermnpts to distntegrate it The only exceptions ro this are
intellipent magic items, which make Will saves based an their
o Wisdom scores.

Magic items, unless otherwise boted, take damage a8 normal
items of the same rype. A damaped mapic item continues to fune
tion, bur ifit is destroved, all its magical power is los,

BONUSES FROM MAGIC

Many magic items offer a bonus on attack rolls, damage rolls, s
ing throws, Armor Class, abilicy scores, or skill checks. Most items
chat add to_saving theows, attack rolls, damage rolls, or AC are
restricted toa maximun bonus of +5. (Brevers of prar are an excep-
tiom.) Most items that add to ability scoves arve restricted wo a mad:
mum bonus of +6, and the borus usually comes in mulnples of 2
(=2, =4, o +4), Skill check bopuses do not have o maximum, !
Bonuses of different rypes always stack. So a +1 eloak of resisl-|
ance (addsa registance bonus to saving throws) works with a pal)
adink. general 12 bonus to saving throws, Identical rypes of}

| bonuses do not stack, so a +3 lergsword (+3 enhancement bonus

for a +3 toattack, +3 ro damage) would not be affected by & mugie
weapen spell that granes a weapon a +1 enhancement bonus o]

Lartack and damage,

Lifferent named bonus repes all stack, but wsually o named

| bonus does not stack with another bonus of the same name {(except

for enhancement bonuses to armor and shields: enhancement




(Bonusesto ranged weapons and their ammunition, dodge bonuses,
Synergy bonuses. and some circumstance bonuses).

Armor: This is the samea type of bonus that mundane armer
gives i charucter. A h'F'E]]. that FIVEE AN Armor bonus rg,'pica]l}r creates
an inwisible, tangible [eld of [orce around the allecred characeer,

Circumstance: A bonus or penaley based on siniational factors, |

{which may apply either toa check or the DO for rhat check. Cire-|
ance modifiers stacl with sach other, unless they arise from |
essentially the same circumstance, Example; vobe of blending, }
. Competence: When o character has i competence bonus, he |
b gots betrer arwhat he's doing, such as with the spell guidence,

Deflection: A deflection bonus increases o character's AC by

imaling artacks veer off, such.as with the spell shicld of faith,

Dodge: An enhancement of a character’s ability to get out of
the way quickly Dodge bonuses do stack with other dodge

bonuses. However, spells and magic irems never grant dodge

{benuses. Only feats and special abilities can do tha,

\ Enhancement: An enhancement bonus represents an increase |
strength o effectiveness of a characrers armor or weapon, 2s |

with the spells magic vestment and magic weapon, or a general bonus |

t6an ability score, such as with the spell cat’s grace,

Enlargement: %hen a character pets bigger, his Strength
Increases (as might his Constinmion ). That's an enlargement bonns
Exammple: erilavpe.

Haste: A haste honus improves a chamacters AC because he s
(moving Fuseer, as in the spell haste.

INTELLIGENCE

Profane: A prolane bonus represents the power of evil, such as |
pranted by the spell desecrate, |
Resistance: A resistance bonus is a general bonus against magic |
or E'I 4. {
Sacred: The opposite of a profane bonus, 1 sacred bonus relaes
{1 the perover of pood, such as granted by the spell sonsecnate,
Synergy: A bonus resulting from an unusually beneficial inter-
action betwreen tweo related skills. Synergy honuses are not pranted
by magic items. I

Some magic items, particularly weapons, have an intelligence all
thelr own, Cnly permanent magic items (15 opposed to those with
asingle use or those with charges) can be intelligent, | This means |
that potions, scrolls, and wands, among other items, are never |
intelligent,;

In general, melee weapons have intelligence 15% of the time,
iranged weapons have intelligence 5% of the time, and irems of |
{other sorts are intelligent 1% of the time,

See Inrellipent Ieems, page 228, for more informarion,

CURSED ITEMS

Some items are cursed—incorrectly made, or cormupted by outside
forces. Cursed items might ke pardcularly dangeroos ro the user, ar
they might be normal ilems with 4 minoe flaw, an inconvenient

onus to gn ability score that results . TasLe 8—1: Bonuses FRoM Macic

E Inherent: An inherent bonus is a

rom powerful magic, such as 2 wish, Bonus Type Improves Sample Spell Sample Magic Item
character is limited to 2 total inher- Armor AC Mage aremar Brizcers af armar i
i bonus of +5 to any ahility score. Circumstance . Attacks, checks - Robe af blending
_Insight; An insight bonus makes a Competence Attacks, saves, checks Tenzer's trapsformabion  Potion of heroism |
character better ar whar hes doing Deflection . AC Claak of chaos Rirg of protection
ause he hasan almost precognitive Dodge AC Mavar Mever
ledge of factoms pertinent to the Enhancement.  Armor's banus Magic vestrment +1 armor
activity, as with the spell frue sinke. Enhancement.  Attacks, damage Miagic weapan +1 sword
Luck: & luck bonus is o peneral Enhancement  Ability scores Cart's grace Gountlets of ogre power
bonus that represents pood foriune, Enlargement Str. Con Righteaus might Potion of enlorge
stich a5 from the spell divine fmar, Haste A Haste fdonk's belt
Morale; A morale bonus repre- Inherent Ability scores st Tomie af clear thought
sents the effects of greater hope, Insight Attacks, AC, saves, checks  Trwe strke
courage, and determination, such as Luck Attacks, weapon damage, Diwine favor Stone of pood luck
from the hless spell. AT, saves, checks
Natural Armor & natural acmor Morale Attachs, weapan damapge,  Bless Ring af elermental command
bonus is the type of bonus that many checks, saves
monsters get hecause of their mough Matural armer AC Barkskin Apmelet of matural arear,
ot !L':rl:,-' hides. A natural armor bonus Profane AL, saves, checks Unhailpu Hom af el
_,hmn'.ﬁ:d by a spell (such as barkskin) Resistance Saves Kesistance Cloak of resistarce
{mdl::mes that the subjects skin has Sacred A, saves, checks Consecrate Hom of poodriess
Synergy Checks -

[bemme tougher

BEHIND THE CURTAIN: STACKING BONUSES
Keeping track of the different types of banuses a character gets from
different sources may seem like a real bother. There are good reasans
16 de this, hewever,

Balanee: The main reason bo keep track of what stacks and what
goasn't stack is to keep lotal bonuses frorm getting aut of hand. 1T a
chasacter wears a beft of piont strempth, it's unbalancing to allow the
elesic to cast bull’s strength on her as well and allow both bonuses to
add up, Likewise, a character with mage ammoy, magic plate armor, a
sig of protection, = cioak of protection, a3 barkekin spell. and an amulet of
matursl greor would be unbalanced if all his bonuses were cumulative:
Stacking restrictions keep the game within manageable limits, while

still allowing characters (o benefit fram multiple magic items. Faj
instance, note that kalf of the items fram the previous example—the
mage armar, the ning of protection, and the karkskin, for example—could
all wark together, because they provide bonuses of different types.

Consistency and Logict The system of bonus types provides a way ta
make sense out of whal can work together and what can't, At same
paint, when adding types of protection together, a reasanable player
realizes thar some protections are just redundant. This system logical-
ly portrays how it all makes sense together.

Encouraging Good Play: Categorizing bonuses by type allows players
to put together suites of effects that do wark in conjunction in a con-
sistent manner—encouraging smart play rather than pile-it-on play.




requirement, or an Ll!l'lP]‘(‘.L{'i{',Eﬂb]'E nnrurﬁ-,__l{,mdu-nﬂy_gﬂnemted
items are cursed 5% of the dme. I you wish to include fuliy
and/er dangerous magic items in your campaign, see Cursed
[terns, page 231, for more information,

CHARGES, DOSES, AND
MULTIPLE CHARGES AND USES

{Many items, particulacly wands and staffs, are limited in power by
pthe number of charges they hold. Normally, charzed irems have 50|
cchatges at most, |Fsuch an irem is [ound a5 1 random part of a cres- |
sure, rall d% and divide by 2 ro derermine the number of charges
(eft (round down, minimuwm 13, 1f the ireni has a maximum nom-
ber of charges other than 50, roll randomly 1o determine how
many charges are left. For example, a random ring of throe wishes has
1d3 wishes left,
Erices listed are always for fully cherped items. (When an item
{s created, it is fully charged.) For an item that's worthless when
irs_charges run out (which is the case for almost all charged |
(irems), the value of the partially used frem is proportional 1o the |
(number of charges lefr. A wand with 20 charges, for example, is .
worth 40% of the value of 2 fully charged wand {with 50 charges),
For an item the has usefulness in addition 1o its charges, only
pare of the item's value is based on the number ol charges left
{IIM's discretion),
Some irems, such as arrows, sticks of incense, pinches of magic

idust, and porions, are single-use and expendable. Such items can
{often be found in sets or groups. For example, its common o come
tupen a ponch with more than ene pinchoof dust of dissppearance, or
(a flask wirh multiple 1-ounce doses of a potion of cuve [igh! wounds
[Potions are priced by the visl ) These are priced and wislghtod in
the rendom tables individually, but you can allow more of such
dtems when they are determined. For example, if three minor
Jmagic irems are indicated in a treasuse hoard and you getincense of
meditatign on the G moll, vou might decide that all thres items ate
sticks of incense, Such placement mekes for more logical hoards of
treasure ind mere useful finds for adveniurers.

NEW MAGIC ITEMS

I the same way thar you can invent new spells and monsters for |
your campalgn. you can invent new magic lrems. In the same way |
that a PC spelleaster can research a new spell, a PO may be able 1w |
inventa new kind ol mapic ieem. And just as vou have 1o be careful
aboiit new spells, vou need w be careful with new magic items
Uise the magic item descripions in this chaprer ag examplas on
which 1o base new magic items. & new magic item needs all the
infermarion that similar, existing magic items have, possibly
including acrivation type, activation time, and caster level. You
\should also be ready w determine the market value ofa new magic
litem, even one that the PCs simply find, in case a character wanrs
e sell it or duplicate it

In the following sections, each general type of magic irem, such as
armar o potions, gets an overall description, followed by descrip-
tions of specific items,

General descriptions include notes on activation, random gen-
eration, and other material. The AC, hardness, hit poinrs, and
break DC are listed for typical examples of some 1ypes of magic
items. The AC assumes that the item is unattended and includes
=5 penaloy for the item’s effective Dexrerity of 0. If a crearure
iholds the item, nse the creatuse’s Dexterity modifier in place of
ithe -5 penaley

Some Individual items, notably those thae simply store_spalls |
and nothing else, don't get full-blown descriptions. Simply refer-
ence the spells deseription in the Players Handbook Lor details, mad- |
ified by the form of the ftem (poten, scroll, wand, and 20 o), |

£

Assume that the spell is cast at the minimum level required e cse,
it, unless you choose to make it higher for some reason {which|
increases the cost of the item; see Tahle B—44 Cal{‘ula.tmg}'._{;gj_;_L
Item Gold Piece Values). The main reason to make it higher, of |
jwourse, would be to Increase the power of the spell. This decision s
seommon for spells dependent on level, such as firehall, for which
(damage is evervthing, or sutimon morster, in whigh duration can
increase the power of the spell dramarically.
Irems with full descriprions have their powers detailed, and |
ceach of the tollowing wpics is covered in notational form at the,
end of the description, i

Caster Level: The power of the item {just 05 2 spells caster levsl
measures its power). The caster level determines the item’s saving
throw bonus, as well as range or other level-dependent aspects af
the powers of the {tem (if variablel I also determines the level tha |
must be conrended with should the item come under the effecs ol
adispel magre spell or similar situstion, i

i For potions, serolls. and wands, the crestor can ser the caster |

Jevel of the item at any number high encuigh to case the stored spel

sand not higher than her own caster level, For example, at 5th lavel,
Mialer could scribe a scroll of imasibility at caster level 3 (making it
last 30 minutes], caster level 4 (40 minutes), or caster level 5 (50,
minutes). For other magic items, the caster level is determined by
the irem itself. In this case, the creators caster level must be as high
as the item's caster level (and prevequisites may effectively put a
higher minimum on the creator's level), .

Prereguisites: The requirements that must be met in order for
i character wo create the item. These include fears , spells, and mihl
cellaneous requirements such as level, alignment, and race or king |
Note that a spell premequisite may be provided by a character who
has prepared the spell (or whe knows the spell, in the case ol 2 sor
cerer or bard), or through the use of a spell completion or spell irig:|
ger magic item or aspell-like ability thar produces the desired spell
aflect, For each day thar passes in the ereation process, the crearor
must expend one spell completion irem (such s & sceoll or she
charge from a spell migger item {such as a wand}, if either of those
L:li:'_‘i{:l_'Th 'iﬁ Uﬁﬁd { (] SU.P'F].}" d PFC I.'I::(.JIJIRI.TE'.

Tt is possible for more than one character o cooperate in the
creation of an item, with gach participant providing one or mose
of the prerequisites. In some cases, copperation may even he
necessary, such a3 Lone character knows some of the spells nec-
essary Lo create anitem and another characrer knows the rest

Lf two or mare characters conperate to create an item, they muse
agtee among themselves who will he considered the crearar fop the
purpose of dererminations where the creatars level must be
known. {Irs generally sensible, although not mandatery, for the
highest-]evel chataceer involved to be considered the creator)

Typically, a list of prerequisites includes one fear and one or
mare spells (or some other requirement in addition o the feat),
When two spells ar the end ol a list are separared by ‘ot sne of
these spells ds required in addinon w every cther spell mean-|
liL'l'I-':II.FrinT to the last two, For |:.1-|;a.1'111:\-]|:J the preraquisites for o
vingaf three wishes are "Forge Ring, wish or mracle” mea ning that
either wish or wrvacle is required as well 2= the Forge Ring [eat.

Market Price: The going rage il a character wanrs 1o buy the
irem. Macket price is also included on the random tables for casy
reference. The marker price for an item thar can be constructed |
with the item creation feats is usually equal to the base price plus |
the price for any components (material or experience pointl, |

Cost to Create: The cost in gp and XP m create the item, This,
«entry appears anly for items with components (material of experi- |
ence points), which make their marker prices higher than thei |
base prices. The cost to create includes the costs derived from the |
base cost plus the costs of the components, Irems without compo-|
inents do not have a *Cost 1o Create” entry. For them, the marke
Jprice and the base Price are the same, The cost in Epis /2 the mar
ket price, and the cost in XPis 1/25 the macket price,




Weighr: Wondrous items have their weipht listed. An entry of
" indicates an irem that has no v.nﬂgi'ur worth noting (for pur-
poses of determining how much of s load a characrer can carry),

MAGIC ITEM NAMES |

Spell-sroring magic lrems—primarily potions and wands—have |
bimes thar simply vetlect the spell stored within them, such as a.
pud of firehall ar potion af haste. In the game world, these may be |
ﬁhwd by more sophisticated or evacative names isee Ch 4pter i)
World-Building ), The straightforward names of spell-storing items |
elsn distinguish them from more powerful items with more inter-|
.ﬂdﬂg nemes such as the staff of power, the robe of the arthmagy, or 2
haly avenger sword.

RANDOM MAGIC ITEMS
The sdventurers have slain the evil lich and now plunder her
ancient romb, What wonders does it hold? Well, the DM has
already. used Table 7-4: Treasure (pages 170-171), some of the|
esules of sehich then relerred him or her 1o Table &2 Bandom |
Magic lem Generarion, below (2 good reason 1o always prepane,
itreasure hoards ahead of time), Chapter 7 also contains references |
to minor, medium, and major magic treasures, Minor mugic frea-
siires are fairly meager, medium magic reasures are the most stan-
dard (worth about ten o teelve Hmes that of 3 minor), and major
| bregsures are the greaeest of hauls (worth about [our times a5 much
4 meditm measure, on averipe),
Follow: this procedure to penerars 4 magic item gs part of 2 trea-

hioacd:

When Table 7-2 indicares & minor, medium, or major magic
treasure, vou can use Table 8-3: Rundom Magic ltem Genetation

. toderertine the specific type of mapic item—such as & serall,

_wand, or weapon, Optionslly, you can roll d%: On a resule of

]L (8=05, refer to‘Table 838 Cursed Items rather than rolling on
L the standard whles,

% Refer to the table that corresponds 1o the type of item indicarad
instep 1, These tables produce an appropriate item for each type
weroll, wand, wondrous item, and so on) and ratng {minar,
medium, or maior), _

5, Once the irem has been determined, roll d% for special q{ul:u;,n. I

Staffs and Wands: If the irem iz a wand, a 01-30 result indi- |
cates that something (a design, inscription, ete.) provides a clue
to its function, and 31-100 indicates no special qualities,

Armors, Shields, Rings, Rods, Staffs, and Wondrous
Items: If the item is & rod, staff, ring, wondrous item, armor, or
shield, 0 01 resulr indicates the item is intelligent, a 0231 pesult
indicates that something (a design, inscripon, erc.) provides a

_iclue 1o s Function, and 32—100 indicares no .;.'Pcr_'ial qu aliries,
I_ Ranged Weapons: If the item is 2 ranged weapon, & 0105
| itindicates the item is ineelligent, a 06—25 resulr indicates
t thirsemething (o design, inscription, etc.} provides a clue to its

function, and 26100 indicates no special qualities.

Melee Weapons: If the irem is a melee weapon, a 01-20
resulr indicates thae the item sheds light, & 24-25 resule indi-
gates that the item is intelligent, 26-35 indicares thar the item is
bath intelligent and sheds ligh, 3650 indicates that something
{a design, inscription, ec.) provides a clue to its function, and
S1-100 indieates no special qualities,

(& [fthe item has charpes or uses, roll ril.u.daml} e determine how

+ many charges or uses it has (a5 described in Charpes, Doses, and
L Multiple Charpes and Uses, above),

etimes yau want ta pick an item rather than generadng it ran-

dewnly In this case, simply skim through the listings until vou find
yne to your liking, Mote that ne artifacts (minor or major} appear
iberara: You must place |
artisacts inrentionally at appropriate places within your campsign, |

TaeLE 8-2: Ranpom Macic ITEM GENERATION

Mimear Medium Major  Hem
0104 0110 01-10 Armar and shields (Tahie 8-3)
05-08 11=20 11-20 ‘Wespons (Tzble 8-10)
L 1044 2130 £1=25.  Policns (Table B-18)
| 4546 3140 26-35  Rings (Tahle 8-189)
5o 41-50 1645 Hods [Table 8-20)
A7-81 51-€5 4655 Scrolls (Table 8-21)
G668 56-75  Staffs (Table 8-26)
82-91 69-33 7680  Wands (Tahle 8-27)
| 92-100 B4-100 #1100 Wondrous iterns (Tables 828,

8-20, and B-30)

ARMOR

Magic armot Is 8 cormmon but vital rype of enchanted {tem. In gen-

eral, ir protects the wearer 1o a grearer extent than armor without
jany enchaniment. Magic armor bonuses are relerred o as
\enhancement bonuses, never rise above +5, and stack with regulat,
larmor bonuses (and with shield and magic shield enhancement

bormses). Further, all magic armor is also masterwork armor, so
armot check p-:‘:haiuu are teduced b‘.r'

In addition 1o an enhancernent bcun1:= armoar may have :gp-:::m]
abilitics, such as the ability to resist critical hits or te help the
wearer hide. Special abilities count as additional beauses for deer-
mining the market value of an item, but do not improve AC, A suit
of artnor cannot have an effective bonus (enhancement plus spe-|

jcial ability honus equivalents) higher than <10, A suit of armar,

with a special ability must have at least a +1 enhancement bonus, |

Armor is always created so that even if the trpe of amer comes |
with hoors or ganntlers, these pleces can he switched [or other)
tnagic boots or gauntlets. Magic armor, like almost all magic items, |
resizes itsell to [t the wearer, )

Caster Level for Armor and Shields: The caster level of a
magic shield or magic atmor with a special ability is given in the
[tem deserdption. For an item with only an enhancement bonus,
the caster level 1s three aimes the enhancement bonus, I an irem
[z bl an enhancement bonus and a special ability, the higher
of the two caster level requirements must be mer.

Shields: Shield enhancement bonuses stack with armor
enhancement bonuses, so thata +1 large steel shield and +1 chainmail
grant atotal of bonus af +9 10 AC, Shield enbancement bonuses do
not act a5 attack or damage bonuses when the shield is used in a
bash. The hashing shicld enchantment, however, does g grant a =1
bonus toattaclks a.t:d damage |see the item description), Ycru could,
in face, build a shield tha alse aceed a5 a magic weapon, but the
magic offensive bonus cost would need o be added into the defen-
Si'p'& ]."Uﬂ s Cist [:l:r T]'I.I.': Hhiﬂl'.-l.

As with armor, special abilities built into the shield add o the
marker value in the form of addidons to the bonus of the shield,
although they do net improve AC. A shield cannot have an effec-
tive bonus (enhancement plus special ability bonws equivalents)
higher than + 10, A shield with a special ability must have ac least 2
+1 enhancement bonus,

Shields’ Hardness and Hit Points: An attacker cannot dam-
age a magic shield with an enhancement banns unless his own
weapon has ar least as high an enhancement bomus as the shield |
siruck, Each +1 of enhancemenrt bonus alse adds 1 1o the shield's
hardness and hit points. (See Artack an Object in Chapter 8 Com-|
bat. page 135 In the Floyer’s Hendbook for commen shield hard- |
ness and hir points.) !

Activation: Usnally a character benefits from magic armar and |

;shields in exacrly the way a character henefits from mundane |
armor and shields—hy weadng them. If armar or a shield has a
special abilicy that the user needs to sctivate (such as with an
\animated shield), then the user usually needs to utrer the command

wiord (a standard action).




Random Generation: To EEnEnile magic acnor and shields
randomly, first rall on Table 8-3; Armoec and Shields, and then roll
on Table A—4: Random Armor Type or Table 8-5; Baundom Shield
Type as indicated. Use Tahle 8~6: Armor Special Abilities, Table 8-7:
Shield Special Abilities, Table 58-8: Specific Magic Armoes, or Table |
-4 Specific Magic Shiclds as further indicated, For example, ong

['lable 8-3, rolling & 94 pn the Medlum column indicares a special |
|ability and another roll The second roll is a 29, indicating +2 aror, |
{A roll of &4 on Table s-6: Armor Special Abilities indicates acid |
|resistance. Finally, a roll of 44 on Table 8~ Randem Armor Type

|indicates chainmail, so the result i 02 chatrmo| of sedd vesisionge,

| Special Qualities: Roll 4%, An 01 result indicates the armor or

{shield is intelligent; a 0231 result indicates that somerhing (2

design, Inscription, etc.) provides 1 clue w its funcrion, and 32-100
indicares no special qualities, Intellipent items have extra abilices
and sometimes also extrordinary powers and special purposes.
(Use Table 8-31: Item Intelligence, Wisgdom, Charizma, and Capi-
| bilities as indicated if armor or a shield is intelligent.

T:H.B.L.E 8-3;: ARMOR AND SHIELDS

Minor Medium _ Major
M-60 01-08 —
B1-80 0610 —
B1-85 11-=20 —
3687 21-30
— 40 01-08
— 41-50 0918
— s 31=535  17-27
— 56-57  23-38
— — 3940
5057
—_— S8-p0  SEE0
—_ 61-63 G1-63
83-700 &4-100  &4-100

Item

+1 shieid

+1 armor

+2 shieid

F2 aremar

| 3 shield

+3 armor

4 st

w4 @renar

o 5 shield

=5 armar

-+ armorshield?
+7 armarshield®
+& armor fshield®
+@ armor/shieid*
+10 armor/shigld™
Specific armar=
Specific shicld{

Special ability and rall againg

Market Price

11,000 gp
1,000 gp
4,000 gp
+4,000 gp
+9,000 gp
+9,000 gp
+16,000 gp
+18,000 gp
+25,000 gp
+25,000 gp
36,000 gp
49,000 gp
+64,000 pp
81,000 gp

+100,000 gp

“Armor and shields can't actually have banuses this high. Use

these lines to determinge price whan special abilities are added in. |

Exampie: A suit of +5 anmor thal alsa has the shadow special abili

ty {1 medifier} js treated as +6 aymor for pricing purposes and is
priced at 36,000 gp.
**Holl an Table 8-8: Specific Armors.
1 HRollon Table 8-9; Specific Shiclds.
$Rell on Table 8-6: Armor Special Abilities or Table 8 -7: Shield
Special Abilities.

Téml.E_E—-‘l: Ranpom ArRMOR TYPE

|d%
a1
02
0312
13-27
2842
43
44
4557
.58
Laa
I.EG
161100

Armor Armor Cost™
Padded 1155 pp
Leather 1160 gp
Hide 165 gp
Studded leather 1175 gp
Chain shirt 1250 gp
Scale mail 1200 g0
Chainmail pI00 pp
Breastplate 350 gp
Splint mail +350 gp
Banded mail 1400 gp
Halkplate 750 gp
Full plate +1,650 gp

| All magic armar is masterwark armor {with an armaor check penalty
1 lower than marmal},
*Add to enhancement bonus on Table 8-3: Armor and Shields ta
determing tolal market price,

s
"

TasLE 8-5: RANDOM SHIELD TYPE

d%
0110
1115

| 1620
| 21-30
[ 3185
36-100

Shield

Buckler

Shield, small, wooden
Shield, small, steel
Shield, large, wooden
Shield, large, steel
Shield, tower.

Shield Cost*
+165 gp
+133 gp
+15%gp
+157 gp
+170 gp
+180 gp

All magic shiclds are masterwork shields (with an armor check
. prnalty | lower than naomal).
*hdd te enhancement bonus on Table 8-3: Armor and Shields ta
determine total market price.

TABLE 8—6: ARMOR SPECIAL ABILITIES

Minar

3130
\31=52
(5374
75-96

99-100

Medium

Major  Special Ability
0102 M-02  Fortificatian, light
03-07 03-08% Glamered
LE=13 19 Slick
20-30 10-11 Shadow
31-49 1214 Silenl moves
50-50 15-16  Spell resistance {13)
51=60 17-21___Ghost touch
— 21-131 Irvulnerability
£1-65 24-27  Fortification, moderate
BE& 2829  Spell resistance {13)
&£7-71 30-3) Acid resistance
T2-76_ 32-41 Cold resistance
T7-41 42-51 Fire resistance
4285 §2-51 Lightning resistance
7191 G264 Sonic resistance
92-04 8567  Spell resistance (17)
a5 6869 Etherealness
9698 70-72  Fartification, heavy
— 73-74  Spell resistance [19)
99100  75-100  Roll twice again®*

Market Price

.

{

Modifier” |

+1 bonus
+1 bonus
+1 bonus.
i1 bonus
+1 banus

4

+2 bonus |
+3 bonus. |

+3 bonus
+3 banus
_+3 bonus
_+3 bonus

+3 bonus._ 4

+3 bapus

+3 bonus

+3 bonus

T

+4 bonus |

+4 bonus.
+5 bonus
43 bonus

*hdd to enkancemeant boanus on Table 8-3: Armar and Shields to
determine tatal market price.,
#*|f you roll a special ability twice, only ene counts. If you ol twe
vers ions al the same b[JEI'.-Ii.'I| ,:L||I|L:,', use the beller

TABLE 8-7: SHIELD SPECIAL ABILITIES

Minar
01-30
31-50
S51-60
6109

100

Medium  Major  Special Ability
— — Bashing
=1 — Blinding
— — Fartification, light
Q1-14 — Aoy deflection
11-18 0115 _ Animated
17-20 16-20 _ Spellresistance {13)
21-125 21-25  Ghost teuch
16-30 26-35  Forification, moderate
3140 3638 Acid resistance
41-50 3941 Caold resistance
5160 4244 Fire resistance
61-70 4547  Lightning resistance
7120 48-50 Soric resistancs
— 51-55 SF:E" resistance (15}
= Se—60  Spell resistance (17)
61-65  Fortification, heavy
#5190 Be—70 Reflecting
- T1=80__ Spell resistance {19)
91-100  #1-100 Roll twice again®™

Market Price
Modifier
+1 honus
+1 honus
+1 barius
+2 barius
12 bonus
+2 barus
13 borus
13 bonus
+3 borius
+3 bonus
+3 Bonus
13 bonus
+3 banus

+3 Bonus.

+4 bonls

£5 bonus
b3 ponus.
+3 bonus

L =Add o enhancernsnt bonus on Table 3-3: Armar and Shields to
determing total market price,
Vs f yeu rall a special ability twice, only ane counts. If you ol twe
versions of the same special ahility, use the better,

/- -



#rmor and Shield Special Abilities Descriptions
Mot magic armor and shields only have enhangement bonuses.
‘Such ftems can also have the special abilities detailed here. Armat
0z & shield with 1 special ability must have al least a +1 enhance-
ment bonus, |

Acid Resistance: A suit of acmor or a shicld with this enchan- |
dment normally has a dull gray appearance. The armor absorbs the |
(fiest 10 points of acid damage per round thar the wearer would
mormilly take (similar to the resist dlements spell), |

Laster Level: Schy Prevequisites: Cralt Magic Arms and Armor, resist
wlements Market Price: +3 bonus,
. Animated: Upon command, an animated shield foats within 2
et ol the wielder, protecting her as if she were using it herself bt
reeing up both her hands. Only one shield can protect a character
At o fime,

Ciesfier Level: 12th; Prevequisites: Craflt Magic Arms and Armor, ani
site elfecds; Markel Price: +2 bonus.

Arrow Deflection: This shield protects the wielder as il he had |

Deflect Arrows Fear. Once per tound when he srould normally |
be struck by u ranged weapon, he can make a Reflex arving throw |

ABC 200, I the ranged weapon has an enhancement bonus, the DO
Increases by that amount, If he succerds, the shield deflects the
weapon, He must be aware of the attack and not flar-foored,
Attempeing to deflect a ranged weapon doesn't coune as an action.
Bxzeptional ranged weapons, such as boulders hurled by gianes or
LMl nsid arnos, cant be deflected,

L Caster Level: Sth; Prevequisites; Craft Mapic Arms and Armar,
uithells Markeet Price: +2 bonus,

Bashing: This shield i= made ro make a shield bash, No matter
awhar the size of the arracker, 2 large bashing shield deals 148 poins
wf damage and a small bashing shield deals 1ds points of damage,
The shield aces a5 9 -1 weapen when used o bash, (Tower shiclds
canngt be Eashlng shields)

L Cister Level: Bths Proniquisiles: Craft Magic Arms end Acmor, bulls
lrengtl Market Price: 1 bonus;

Blinding: A shield with this enchanrmenr flashes with s bril-
liang light up to twice per day upoen command of the wielder. All
within 20 feet except the wielder must make n Reflex savitg throw |
L 14 or be blinded tor 1d4 rounds, i

Custer Level: 7rhy Prevequisites: Craft Magic Arms and Armor, |
Blitedrioss/deafness, searing light; Markel Frice: —1 bonus. |

Cold Resistance: A suit of armor ar a shield with this enchane-
ment normally bag a bluish, icy hue or is sdorned with furs and
shiigzy pelts. The armor absorbs the first 10 points of cold demage
per round that the wearer would normally take (similaz to the vesist
dlemenity spell). ==

Caster Level: Sth; Prereguastles: Craft Magic Arms and Armor, resist
elements; Marhet Price: +3 bonus.

{_ Ethetealness: On command, this enchantment allows the

perof the armor to bacome ethereal (see the ethereal jaunt spell)

nce per day, The chamcter can remain ethereal for as long as

desired buronce he rerurng to normal, he cannot become ethereal
agiin that day,

Casler Level: 15th; Pretequisies; Craft Magic Arms and Armor,
etberenl fiart; Market Price: 45 bonus,

Fire Resistance: A suit of armor with this enchanmmenr nor-
mlly has a reddish hue and pfeen iz decarated with a draconic
matif The armor absorbs the first 10 points of hear damage per
oind ehat the wearer would normally take (similar to the nesist ele-

el spell.

Cnster Level; Sthy Prevequisites; Craft Magic Arms and Armor, resist

mignifs; Ml Price: <3 bonus,

Fortification: This suit of armor or shield produces o magical

pee that peotects vieal areas of the wearer more effectively, When

gritical hit or sneak attack is scored on the wearer, there is 1
‘ehance that the critical hir or sneak attack is negated and damage is |

insténd ralled normally:

Fortification Type Chance for Normal Damage Market Price
Light 5% i1 banus
Modearate 75% +3 banus.
Heavy 1005 =5 harnus

Caster Level: 13th; Pritiginsles: Ciraft Magic Armz and Armor, hm

yiled varsh or wiracle; Market Price: varies {see above),

Ghost Touch: This acmor or shield seems almpst translucent,

Both its enhancement bonus and its armor bonus count against the,
artacks of incorporeal creatures. Further, it can be picked up,

m I:!f'r'E'i:I. and worn 115-' in::nrpnrr:a] Creqrures at any Ll In;;:rpurq;ﬂ
crearures gain the armor or shields enhancement bonus againat
both corporeal and incorporeal artacks, and rthey can still pass
treely throuph solid objects.

Caster Level: 15th; Prevequesites; Craft Magic Armes and Armor, |

etherealmess; Mrket Price: +3 bonus.
Clamered: A suie of armor with this capability appeats normal,

']

Upen command, the armer changes shape and form o assume the |
tappearance of i normal set of clothing, The armor retaing all its |
(properties (including weight) when plamered. Only a rue seeing

spell or similar magic reveals the mue nature of the armor when
disgnised

Caster Level: 10th; Prevequisiles: Craft Magic Arms and Armor, alter |

selfy Markol Price; +1 bonus.
Invulnerability: This suit of armor prants the wearer damape
reduction of /41,

Casfer Level: 1oths Prevequiales; Craft Magic Arms and Armor, |

stoneskin, wish oo miracle; Market Price: +3 banus,

Lightning Resistance: A suit of armor or a shield with this |
enchantment normally has a bluish hue and ofren bears a storm of |
lightning motif. 'The armar absorbs the frst 10 points of electrical |
damage per round that the wearer would normally ke (similar to |

the resist elements spall). )

Custer Level: sthy Prevequisites: Crafi Magic Arms and Armor, resist
elemenls; Markel Price: +3 bonus, '

Reflection: This shicld seems like a mirror. Its surface is com-
plerely retlective. Once per day as o free action, it can be called on
o reflect a spell back at iis caster exactly like the spell turming spell

Caster Level: 14l Prevequisiles: Craft Magic Arms and Armor, spell
teormum Market Price: +5 bonus,

Shadow: This cype of armor is jer black and blurs the wearer
whenever she tries o hide, granting 2 +10 circumstance bonus ro
Hide chacks (essentially 2 bonus for an extremely favorable condi-
tian), This bonus dees not seack with the Hide bowus pranted by a
cloak of elvenkind or obscuring or hlinding-based Hide check
bonuses, [The armor's armor check penalty still applies normally.)

Caster Lovel: Sthy Prevequisites: Craft Magic Arms and Armar, invis-
inility; Muthet Price: <1 bonus

Silent Moves: This armor is well ciled and migically con
structed o thar it nor only makes ligde sound, bur it dampens
sounel around it I addz o <10 circumstance bonus to its wearer'’s
Move Slleatly checks (The ammor’s armor check penaley still
applies normally).

Caster Level: Sthy Prevequisites: Oraft Magic Arms and Armor,
silence; Market Price: +1 bonus.

Slick: Slick armor seems coated at all times with a slightly
greasy oil Ie adds a +10 circumstance bonus to e wearers,

Escape Artst checks (The srmor's armor check penaley still |

applies normally.) .
Caster Levels dths Prertiiasles: Craft Magic Arms and Armor, |
ivestse; Marke! Price: +1 bonus I
Sonic Resistance: A sait of armer ora shield with this enchant- |
ment nocmally has a glistening appearance, The armer absorbs the |

Jiest 10 poines of sonic damage per round that the wearer would

notmally take {similar to the resish elements spelll,
Caster Level: Sthy Prevequisites: Craft Magic Arms and Armor, resist
elements; Marker Price: +3 bonus,




Spell Resistance: This enchantment prams the armor’s wearer
spell resistance while the armor is worn. The spell resisrance can be
SR 13, 5R 15, 5K 17, o 5R19, depending on the armor

Caster Level: 15th; Prevequisites: Cralt Magic Arms and Armor, spell

vestshance; Markel Price; =2 bonus (SE 130, 45 bonus (SR LSS, +4 bonns |

(SR 17} or <5 bonus (SR 19],

TaBLE 8—8: SPECIFIC ARMORS

| Medium Major Specific Armor

01=10 == Mithral shirt 1.1%0ep |
11=25 — Elven chain 4,150 gp
26-35 Rhireo hide 5165 gp
3645 Adamantine hreastplate 5,350 gp
46-70 Dwarven plate 10,500 gp
71-80 01-10 Plate arvor of the deep | 6,650 zp
21-80 1140 Banded ma of luck 18,900 gp
|-21=100 41-60 Breastolate of corrand 21,600 gp

&81-80 Celestial armor 235300 gp |

— 21-100 Cemon armor 41,650 gp |

Spt-uﬂr_ Armors
The following specific suits of armar usually are prrcnnurr.u.l:i_d
with exactly the qualities described here,

Adamantine B:eﬂ_stqu te: Thiznon magi cal l?lt‘f!JFitFl]ﬂtL‘ is made
of adamantine, giving it a narural +2 enhancement benis.

Caster Level, —; Prevequisites: —; Market Prace:

|5,350 gp.

Banded Mail of Luck: Ten 100-gp gems
\aclom this +3 banded mail Onco per week,
|the armar allows its wearer to require tharan
\artack toll made against him be rr.m]lc.ll._IIe
LMLt T ke whatever con seduences come lEoim
\the second rell, since not all luck is pooed.
| The wearer's player must decide whether
o _have the attack roll rerolled before WY
{]nmag:' is rolled.

Caster Level: 12th; Prerequisifes: Crall
Mugic Arms and Armor, bless; Market
Price: 18,900 gp; Cost to Create: 10,150 gp +
PR 4

Breastplate of Command: This fnely
crafted +72 kronstplete radiates a powerful aura
I'!-F Tnagin:'_ l'u:t'a‘]'l.i.'.:l'l VLT, t;'.l.{." armar iJl'_'hil.U'\-'-'b" i
dignified and commanding aura wpon irs
ewner, The weacer pains a =2 circumstance bonus
on Charismy checks, checks using slills for
which Chadsma is the key ability, and tumming

|checks. Frendly troops within 360 feet of the user
|become braver than normal (for example, more

willing than normal o follow a leader into barrle

|apainst danperous [oes), Since the eflecr arises in

preat pact [rom the distinctiveness of the armor, the 8
wearer cannot hide or conceal herselfin any way and ‘m
still have the effect funcrion,

Caster Level: 15th; Prevequisifes: Craft Magic Arms
ahd Armor, mass charm; Market Price: 21,600 gp; Cast to
Create: 10,975 pp + 850 XE

Celestial Armor: This bright silver or pold +1
chatrmail is so line and light that it can be wom
under normal clathing without revesling its presence,
It has a maximum Dexrericy, bonus of +8, an armer check penalty
Lol —2, and an arcane spell failure chance of 15%. T is considersd

Uizhr armor,_and it allowsy the wearer to [y on command (as the
_hpn;:]]_l OOGE per -;la.}'.
Caster Level: sthy Prevegquisites: Craft Magic Arms and Armor, cre-

ator must be gcuud; Mgriget Price: 25,304 gp; Cost to Creater 12,800 pp

i 1,000 XP,

Market Price |

g

Demon Armor: This plate armor is fashioned 1w make the,
wearer sppedr 1o be 8 demon. The helmer is shaped o look like al
horned demon bead, and its wearer looks out of the open, tooth-|
filled mouth, This <4 full plale allows the wearer 1o make claw)

arracks that deal 1d10 {2 critical} points of damage, stelke ag <1
Dwerpons, and afflict the aeger as il she bad been struck by a anle-
\gizn spell (Fortitude negares DC 14), The "claws" are buile into the

armor's vambraces and gauntlees.
The armor bestows one negarive level on any nonevil crea-,

Cture wearing it This negative level persists as long as the armar)

is worn and disappears when the armor is removed, The nega-|
tive level never results in actual level loss, but it cannor be over-
come i any way (including restovation spells) while the armor i3
worh, |
Caster Level: 13th; Prevequisites: Craft Magic Arms and Armor, mone|
tagion; Market Price; 41 650 gp; Cost to Creale: 21,650 gp 4+ LEDOXE
Drwarven Plate: This [ull plate iz made of mithral, This acmor

has an arcane spell failure chance of 258%, a maximum Dexterity|

bonus of +3, and an armor check penalty of —4. It is considersd |

| medium armor and weighs 25 pounds,

Caster Level: —; Brerequasies; —; Marked Prige: 10,500 gp,

Elven Chain: This very lipht chainmail iz made of very fine.
mithrul links, Speed while wearing elven chain iz 30 feer for
Medium-size creatures, or 20 leer for Small. The armor has an
arcane spell failure chance of 20%, a maximum Dexrerity honus
of +4, and an armor check penaley of =2, 1tis con-
sidered light armor and weighs 20 pounds. |

Caster Level: —, Prevequisites, — Murket Fricg |

1,150 gp

Mithral Shire: This very light chain shirt is;
made Df'-,f:T} fine mithral links. H]'Hrcd whl..p WRAL)
ing a_muthwl shiet is 30 feet for Mediumesize)
creatures, ot 20 feet for Small. The armor hasan
arcane spell Biilore chance of 10%, 2 maxinum |
Dexrerity bonus of +6, and no armer check
penalty. Tt is still considered light atmer (see

Mithral, page 342} The shirt weighs 10
pounds,

Caster Level: —; Prevequisite: — Miarket Price:
1,100 g,

Flate Armor of the Deep: This +1 full plate

armor 15 decorated with a wave and Fish morif,
The wearer takes no pressure damage from
being deep underwater and is teeated as unae
mored for purposes ol Swim checks: The
wearer can also breathe underwater and can
converse with any creature thar breathes warer,
Cosler Lovel: 111h; Prorvquisites: Crale Magic Arms
and Armer, freedem of movement, waler breathing,
lomgues; Merfeet Price; 16,650 gp; Cost to Crenfe: 3,150
gp = a0 XT

Rhino Hide: This 12 hide armeor i= made [rom chi-
noceros hide, In addition 1o granting a <2 enhance-
ment AC boous, it has 4 —1 armor check penalty and
doubles all damage dealt by a charge atrack made by
the wearer.

Caster Level: 9thy Prerequisites: Craft Magic Arms)
and Armeor, haste; Market Price: 5,165 gps Cost ta Creade: |
2,665 gp + 200 XP ,

.

Specific Shields

The [ollowing specitic shields usually are precensooucted wuh.,
exactly the qualities described here. |
Absorbing Shield: This +.1 large stee! shield is fac black in color

{and seems to ghsork lipht. Every other day, it can be commanded
|te absoth a single Lacge of smaller object ot creature that ouches

its [ront, annihilating the thing that touches it as a spheve af eri-




TapLE 8-9: SPECIFIC SHIELDS

Market Price

Medium Major Specific Shisld
or-1o - Darkwood shield 237 gp
11218 Mithral large shield 1030 gp
10,25 Adamanting shield 2170 gp. .
2645 a1-20 Spined shield 2.670.gp.
| 46-65 2140 Caster's shigld 31153 gp
RA-00 41-60 Liom's shield 8170.gp |
IS'---]W 61-80 Winged shield 15,150 gp..4
e — #1-100 Abzorbing shield 30,170 gp

IhLIullan does. A successful touch awack in combat is all thar’s
Cneeded o absorb a target. The shield therelore can deliver devas-
tuting shield bashes. bur it is also vselul lor destroying an oppo-
NENCE Weapon
Cister Level: 17ch; Prerequiasiles; Cralt Magic Arms anid Armuor,
Cdisintegete; Market Prices 50,170 gp; Cest fo Create: 25,470 gp +
(2,000 XE,
Adamantine Shield: This large nonmagical shield is
de from adamantine, giving it a nacural <1 enhance-
ment banus,
Custer Level: —; Prevequasiles: —; Market Price:
2470 gp
Casters Shisld: This +1 swall wooden shicld has a
amall leather strip on the back on which a spell-
‘paster can seribe o single spell 2z on a scroll. A spell
{50 seribed has only half the normal marerials
cost. {Bxperience point and component costs
remain the same.) The wser can cast the spell
;.mhed on the back of the shisld with no
Lehance of arcane spell fEilure due 1o the
Lahield.
1. pandon caster's shield has a 50% chance ol
yhaving 4 single medium scroll spell on it The
tapell is divine (0180 on d%) or arcana (81-100%,
Caster Level: 6tk !:'}'tn'uru.isffﬁ:[,'l'ﬂfr Magic Arms
and Armor, Scribe Scroll, creator must be e least
ith level; Mirfeet Price: 3,153 gp (plus the value of
the seroll spell il one is curvently seribed); Codl o
Creale: 1,653 gp + 120 XP
Durkwood Shield: This large nonmagical
wooden shield is made our of darkwood. Tt has
no enhancement bonus, but its construction
material makes i lighrer than & normal wooden
snield. It welghs 5 pounds and has no armoer
check penaloy,
Casler Level: —; Brerequisifes:
457 g
Lion's Shield: This +2 large steel stizld s fashioned
{oappear 1o e 0 rearing ligns head, Theee times per daw,
Lthe lion's head can be commanded to attack {inde-
pendently of the shield wearer), biting with the
wrielder's base atack bonus (including muldple attacks,
{f the wielder has them) and dealing 2de points of dam-
age %2 criticaly, This amack is in addidon 10 any
sctions performed by the wiclder
Caster Level: 10th; Prevequisifis: Craft Magic Arms and Acmor,
spmon nature's ally 1 Morket Price: 9,470 gpi Cest Lo Creafe; 4670 gP
+ 160 XE
Mithral Large Shield: This very light large shield is made of
Lmithral, [t has 1 3% arcane spell failure chance and no armar check
aloy, Lt weighs § pounds.
Custer Level —; Prerequsile; — Market Price: 1,020 gp.
I_Spili&tl Shield: This +1 lavge steel shield is covered in spings. It
Jigts a5 1 pormal spiked shield. On command up to three fimes per
day, the shields wearer can fire one of the shields spines. A fired)
spinie has a +1 enhancement bomus, # range increment of 120 feet,

5 Mkt Price:

e

ldas's shield

wnd deals 1d10 points of damuge (19-20/%2 critical). Fired spines|
eepenerare each day |
Caster Level: athi Prevequisites: Craft Magic Arms and Armor, |
maglc proissi (o Mkt Price; 2,670 gpy Cost fo Creale: 1,420 gp + 100 XE
Winged Shield: This round, larpe wooden shield has 2 +3
enbancement bonus. Small, feathered wings encircle the shield
\Unice perday it can be commanded to fly (as the spell), carrying the
wielder, The shield can fly up 1o 2 hours and carry 400 pounds
while doing so. I
Custer Level: 5thy Prepegaitsles: Cralt Magic Arms and Armior, flys)
! Murket Price: 15,159 gp; Cosl lo Creale: 7659 gp + 600 KT

WEAPONS

Ag maglc items go. Magic wWedpons e a Stii]:llE of all Campilgns,
Magic weapons have enhancement bonuses ranging from 11 1o/
15, They apply these bonuses to both arcack and damage rolls

when uszed in combar All magic weapons are also mas-
terwork Wiapons, but their masterwork bonus o
artack does not stack wich their enhancement bonus,
o :]'l'l::ll.:ll'{.

Weapons come.in beo basic categories: melee and |
ranged, Some of the weapons listed as melee
weapons (for example, daggers) can also be used as
ra_nd_r,elj weapans. In this case, their enhancement
bonus applies to either type of artack.

In addition to an enhancement bonus, weapons,
may have special abilities, such as the ability te flame|
o the ability to attack en their own, Special abilites|
count as addidonal bonuses for determining the mar-)
leet value of the item, bur do not modify attack or dam-|
ape bonuses {except where specifically noted), A single
weapon cannod have a modified bonus (enhancement.
homus plus special ability bonus equivalents) highet
than 110, A weapon with a special abilicy must have at

least u +1 enhancement bonus.

Caster Level for Weapons: The caster level of a
weapon with a special ability is given in the item
description. For an item with only an enhancement
bonus and no other abilites, the caster level s three
times the enhancement banus, If an item has both an
enthancement hanus and & special ability, the higher of
the rwo caster level requirements must be mer.

Bonus Damage Dice: Some magic weapons deal
bomus dice of damage. Unlike other modifiers o damape,
bonus dice of damage are not multiplicd when the
attacker scores a critical lic

Ranged Weapons and Ammunition: Masterwark
tanged weapon bonuses to attack and masterwork
wmmunition (arrows, crossbowe boles, and sling bullets]
attack bonuses stack with each other (but not with
enhancement bonuses‘.-.

Unlike most enhancement bonuses, bur similar to the
way In which armor and shields work rogether, the
enhancement honuses of magic ranged weapons and

tmigic ammunition stack for attack and damage purposes.
S0 a +1 longhow firing a +1 arow contributes a <2 artack
hamus to the ranged dttack roll and a +2 bonus w any damage dealt
by the attack, However, for purposes of damage reducrion, the|
enhancement bonuses of 1 magic ranged weapon and magic)
armmunirien do not stack. Only the ammunitons enhancement |
| bonus is applied against the dumage reduction, singe i ds the only,
partaf the weapoen actually striking the creature. So,a +1 longaba
firing a =1 grrow cuntributes a +2 attack bonus to hica creature
L writh da mage Tesistance 542, bur since the arrow itsell only hasa
|+1 enhancement banus, the damage redustion is seill effecrive: 5
 poines of any damage dealt are subtracted from the damage the
creature actually sustains,




Magic Ammunition and Breakage: When a magic arrow,

crossbow boli, or sling buller misses its target, there iz o S0%
chanee it breaks of otherwize 18 rendered useless, A AL Ao,
bolt, or bullet that hits is destroyed,

TasLe 8-10: WEAPGHNS

Minar  Medium  Major Weapan Bonus Base Price®
01-70 0110 5 +1 2,000 gp
I71-=85  11-20 = +2 2,000 gp

-- 21-58 0120 +3. 18,000 gp
362 21-38 14 32,000 gp
— - 19449 &5 S0.000 gp
= == = +hw 72000 ap
— — — 7 98,000 gp
— — - - 128,000 gp
— - — +8%* 162,000 gp
= = § 0 200,000 gp
L— E3-68 LO-£3 Specific weapant —
o100 69100 64100 Special ability and —

| roll againg
=This price is for 30 arrows, crosshaw belts, or shing bullets,

WA WERpDR can't ;I.l.'l‘l,.l;l“:r' ha.'.'l.- a ||(|r||h. highr- l:h',lr 15, Llse thess
fines ta determine price when special abilities are added in
Exammiple: & +3 dogger that also has the speed special ability {14
madifiar; zee Tahle £-15: Melea Weapan Special Ahilities) is treated
as a +7 dagger for pricing purposes and is priced at 38,000 gp.

| $5ee Tahle 8-17: Specific Weapons.

| £5ee Tahie 8-15; Melee Weapon Special Abilities for meles weapaons

| _or Table 8-16: Ranged Weapon Special Abilities for ranged
WEAPDNS.

T.H:BLE 8—11: WearoN TYPE DETERMINATION

L d% Weapon Type

0170 Commen melee weapon (see Table 8-12)
71=80 Uncommon weapon {see Table B-13)
E1-104 Common ranged weapon (see Table 8§14

TapLE 8-12; CommonN MELEE WEAPONS

d% Weapon Weapan Costs
0704 Dagger +302 gp
05-14 CGreataxe +320 gp
15-24 Greatsward +350 gp
25-28 Karma +302 gp
28-41 Lengswerd +315 gp
4245 Mace, light +305 gp
46-50 hace, heavy +312 gp
51-54 Munchaku 1302 gp
5557 Quarterstaffs +600 gp
5861 Rapier +320 gp
Bi—b& Scimitar N5 pp
B7=70 Shortspear <302 go
7-74 Siangham 303 gn
1584 Swiord, bastard =335 gp
E5-89 Sword, short =310 gp
S0-100 Weraxe, dwarven +330 gp

All magic weapons are masterwork weapons,
#Add to enhancement banus on Table 8-10: Weapons ta deterrmine
total market price.

#*Masterwaork couble weapons incur double the masteryark cost to
account for each head [+300 gp mastervork cast per head for a
rotal of +600 gp). Double weapons have separate magical boruses
for their different heads. If randomly determined, the secand head

| of a double weapon has the same enhancement bonus as the main
hiead (01-50 on d36). daubling the cast of the banus, ar its
enhancemsnt bonus is one less (31-100 on d%) and it has na spe-
cial akilicigs.

Light Generation: Fully 30% of magic weapons shed light,
equivalent ta a torch [20-foot radius). These glowing weapons|
are ;{uiiﬁ-‘.ﬂl‘.‘.ﬂ'ﬂﬂ"'l‘f mngic:[. Such a weapon can’t be c'c-un.:e.alrd.
when drawn, nor can its light be shut off. Some of the specific]

oweapons derailed below always or never glow, as delined in
Itheir de SCTIpHONS.

Hardness and Hit Points: An attacker cannot damage 2 magic
weapon with an enhincement bonus unless his own weapon hasat
least as high an enbancement bonus as the wespon or shield |
struck, Each +1 of enbancement bonus alse adds 1 to the ww.apl.ms

tor shield’s hardness and hit paints. {See Artack an Objectin Chap-|

ter H: Combat, page 135 in the Players Handbook for common |
weapon hardnesses and hit poines.)

Activation: Usually a character benefits from a magic weap-,
on in exactly_the way a character benefits from a mundane|

TanLe 8-13: UNcomMoN WEAPONS

d% Weapon Weapon Cost®

L 0103 Aue, oro double® +660 gp |
| D4-07 Battleaxe +310 gp

0B-10 Chain, spiked +325 gp |

1112 Club +300 gp

13-16 Crossbow, hand +400 gp

17=1% Crosshow, repeating +550 gp

20-21 Dapgger. punching £30L R

2823 Falchian +313 gp

2426 Flail, dire** +690 gp {
L 27-3 Flail, heavy 113 gp. i

32-35 Flail, light +308 pp |

36-37 Cauntlet. +302 gp |

38-19 Cauntlet, spiked +305 gp I

4041 Claive 308 gzp

42—413 Creatclub +305 gp

4445 Cuisarme +30% gp

4542 Halberd +310gp

4957 Halfspear 13071 gzp

52-54 Hammer, gnome haoaked*¥ 1R20 gp

55-58 Hammer, light 301 gp

5752 Hanelaxe +306 gp

2961 Kuikri +308 gp

6263 Lance, heavy +310 gp

B4-55 Lance, light +306 gp

BE—67 Lengspear +305 gp

BR-TD Morningstar +308 gp

71=72 Met +320 gp

73-74 Pick, heavy 308 ap

7576 Pick, light 1304 gp

J7-78 Ranseur +310 gp

7980 Sap +307 gp

B1-82 Seythe +118 gp

B384 Shuriken +A00 gp

B5-B& Sickle +306 po

B7-BA Swiord, teo-bladed** ~700 gp

90-91 Trident <15 gp

92-84 Urgrosh, dwarven®= +650 gp

95-97 Warhammer +112 gp |

95100 Whip +10] gp |

. *FMasterwork double weapons incur double the mastenserk cost to

All magic weapons are masterwork weapans.
*fdd to enhancement bonus on Table 8100 Weapons to -;ju;-;:_-rmm:
total market price.

acgount for each head (4300 gp masterwork cost per head fora tumq
of +600 gp). Double weapoens have separate magical bonuses far |
their different heads. If randomly determined, the second head of a

_dauble weapon has the same enhancement bonus as the main head
(G750 on o). doubling the cost of the bonus, or its enhancerment
hanus (s one less (51-100) and it has ne special abilities.

e
o i i i



peapon— Dby artacking with it I1fa ﬁeu.wu has a special .d.}-'lﬂil-}
(that the user needs to activate (such as the sunbeam power of a
st hlade}, then the user nsually needs to untter the command
word (a standard action).

- Special Qualities: Holl d%. 1L the item is a melee weapon, 4
fi-20 result indicates that the itern sheds light, 21- 25 indicates
thar the weapon is intelligent, 26--35 indicates that the weapon is
otk inrelligent and sheds light, 36—50 indicates that something (a
design, inscription, etc.) provides a clue o the weaponk functon,
and §1-100 indicares no special qualities. I the item is a ranged
\wespen, 4 0i—05 result indicates the weapon is intelligent, 0s--25
icates thar scmething (a deslgn, inscription, erc.) provides a clue

Magie WedpoT is in:ell.iger.:.

TaLE 8-14: ComMON RANGED WEAPONS

Weapon Weapon Cost™
Ammmunition
Arrowes (50 =350 gp
Bolts, crossbow (50} =350 gp
Bullets, sling (509 «350 gp
Axe, throwing =308 gp
Crosshow, heavy £330 gp
Crossbow, light +335 gp
Dt +300 gp 5 sp
|avelin +301 gn
___ Shartbow +330 gp
Shortbow, compaosite <375 gp
Shortbow, mighty composite +450 go
{+1 5tr benus)
57-h1 Shortbow, mighty composite 525gp
{+2 5ir benus)
G265 Sling <300 gn
Ba-75 Lengbow =375 gn
16-80 Longbow, composite 400 gp
i7-85 Longbow, mighty compasite +500 gp
{41 5ir bonus)
BE-a0 Longbow, mighty composite +600 gp
(+2 Str bonus)
91-95 Longbow, mighty compasite +700 gp
(+3 5tr bonus)
100 Longbow, mighty compaosite 800 gp

- {+4 Stz bonus)
N' .'!'tiEiC WEaapons are m.a.ster'-'-'mk WEA PO,
. #hdd to enhancement bonus on Table 8-10: Weapons ta detarmine
total market price.

IMagic Weapon Special Abilities Descriptions

Mose magic weapons only have enhancement bonuses. They can
ulses hive the special abilities detailed here, & weapon with a special
abiility must have at least a +1 enhancement bonus,

Bane: A bane weapon excels at artacking one type of creature.
itz designated foe, its effective enhancement boous 15 42
than its normal enhancement bonus (so.a +1 langswonlisa 13
apainst its foe]. Further, it deals +2ds points of bonus

(mated foe, roll on the following table;

Random Generation: To penetite magic weapons randomly, |
st moll o Table A-10: Weapons, and then moll en Table 8-11:]
Weapon Type Determination, Use Table 8—15: Melee Weapon Spe-|
wial Ahilities, Table &-16: Ranged “Weapon Special Abilities, or|
Table -17: Specific Weapons if indicated by the roll on Table 810,

theweapon's function, and 26- 100 indicates no special qualities. |
elligent weapons have extra abilities and sometimes also|
rdinary powers and special purposes. Use Table £-31: Irem |
Intelligence, Wisdom, Charisma, and Capabilities as indicared il a |

+

i

against the loe. To randomly determine a weaponts desig |

[ Texl combimineds oo page 1861

TaABLE 8—15: MELEE WEAPON SPECIAL ABILITIES

i g g i
S v 3 i
9 = E e o

Market P'rl':! {

Minoer Medium Majar Special Ability Medifier® |
01-15 a1-10 — Defending +1 baonus
L 16-35 11-15 0-03 Elaming +1 banus
1 26-35 1620 0406 Frost +1 banus
| 36-45 21-25 0709 Shock +1 banus
| 46-55 2630 10-12 Ghost touch +1 banus
56-70 3140 — Keeng +1 banus
L7180 41-50 1317 Mighty cleaving +] banus

| 81-89 51 18-14 Spell storing +1.banus |
2059 52-56 20-21 Throwing +1 bonus.
- 57-59 21-26 Bane +2 bonus

- Go-62 1729 Disruption] +2 bonus |

- G3-65 30-33 Flaming burst +2 boous. |
6&-63 3437 loy buarst 42 bonus
. 271 3841 Shaocking burst +2 bonus
— 72-76 4244 Thundering +2 bonus
== =19 4p-47 Waounding +2 bonus
1 E0-E2 48-52 Hely +2 bonus
= 8385 A3-57  Unholy +2 bonus
—- 2688 58-62 Lanarful +2 bonus
- g29-91 Bi-67 Chaotic +2 bonus
52 6871 Briliant energy. 14 bonus
- 93 7073 Dancing +4 bonus
— 94-4a5 7T4-78 Speed 44 bonus
— — T7—20 Vorpal +5 bonus

100 96-100 A1-100 Raol again twices* =

*fdd ta enhancement bonus on Table 8-10: Weapons to dctl:rrmrl.c
total market price. |
*=Reroll if you gel a duplicate special shility, an ability incompati-|
hle with an ability that you've already rolled. or if the extra abil: |
ity puts you aver the +10 limit. A weapon's enhancement
banus and special ability banus eguivalents can't total more
than +10
TRludgearing weapons only. Rerall if randomly generated for a
piercing or slashing weapan.
t5lashing weapans anly. Rerall if randomly generated ﬂ:ur a non-
slashing weapan.

TasLe B=16: RANGED WE:AEDH_SFECIEL ABILITIES

Market Price

Minor  Medium  Msjor  Special Ability Muodifiers
Q1=21) 01-15 — Retuming +1 bonus
2144 1630 — Distance +1 bonus
4160 31-35 01-14a Flaming +1 bonus
6180 640 11-20 Shock +1 banus
B1-100 4145 21-30 Frost +1 banus
- 4650 3140 Flaming burst +2 banus
— 51-55 41-50 lcy burst +2 bonus
5660 51-60 Shocking burst 2 banus
= 6166 &1-B5 Bane +2 banus
= BF-74  &E-FJ0  Haly +2 banus
== 7542 71=15  Unhely +2 banus
= E3-490 7680 _ Lawful +2 banus
— 9193 81-85 Chaotic +2 banus
56-890 Speed 14 banus.

- - 91-97 Brilliant enerzy +4 hanus.
— _99-100 98100  Roll again twice®w —

*add ta enha.r'.u:emﬂr*t banus on Table 8-10: Weapons to. dﬂtﬂrﬂ]ﬂﬁ.
total market price. |
=tRergll if you gel a duplicale special ability, an.ability incampati-|
ble with an ability that vou've already ralled. or if the extra ahbil- |
ity puts you aver the +10 limit. A weapon's eohancement
bonus and special ability bonus equevalents can't total mare

than =10.




bleeding can only be stopped by 2 successiul II-I-'EIEh;cEJ-iE-iJU L5} I
or the application of any cure spell or other healing spell (heal, heal-

g civele, and so on).

Caster Lewel: L0th; Prerequisites: Cralt Magic Arms and Armor,

Mordenkainen’s suond; Market Price: +1 bonus.

TasLE 8-17: SPECIFIC WEAPONS

| Medium Major  Specific Weapon Market Price.
{.01-20 — Sleep arrow 132 gp
L2140 — Screarring. bolt 257 gp
| _4]-55 01-04  favelin of lightning 751 pp
|_aB=h3 05-08  Slaying serow 2282 gp
6670 - Adarnantine dagger 3302 gp
T-r2 10-11 Trident of fish comirmand 3815 gp
: 12-13_ Slaying arow (greater) £057 gp
73-74 14-17 Ragger of venom 9,302 gp
1575 18-20  Adamantine battleare 8,310 gp
S 21-25 Trideat af warming 9,815 gp
BO-B2 3630 Assussin's dogger 10,302 gp
| 8385 311-35 Sword of subtlety 15,310 gp
26-38 640 Mace of terror 17812 gp
89-91 47-45 Mine lives stealer 253115 gp
T 46-50 Cathhow 27875 gp
9595 51-55 Sword af ife stealing 30,315 gp
a7-58 56-60  Flame tongue 32315 gp
85100 B1-66 Life-drinker 40,320 gp
= B7-72 Frost brand 49,350 gp
L — FAEETE Ropier of punctiring. 20,320 gp
— 79-81 Sum blade 50,335 gp
— 82-83  Sword of the planes 31115 gp
84-85 Sylvan scimitar 35815 gp
- 86-87 Dwanven thrower 60,312 gp
BE-O0  Moce of smiting 15,312 gp
— 91-9& Haly avenger 120,315 gp
37100 Luck bigde AT0SED g

Specific Weapons
The following specific weapons usually are preconstructed with
exactly the gualities described her:

Adamantine Battleaxe: This nonmagical axe is made ouraf

adamantine, giving ita namral 42 enhancement bonus,
Caster Level: —; Pransquinles: —; Market Price: 9,310 gp.

Adamantine Dagger: This nonmagical dagger is made oue of

adamantine, giving it a natural +1 enhancement bonus.
Caster Level: —; Prevequistles; —; Market Price: 3,302 gp.
Assassin's Dagger: This wicked-looking, curved +2 dagger
adds a +1 bonus to the DC of a Fortitude save forced by the
|dearh arracls of an assassin,
| Caster Level: 9th; Prevequisites: Cralt Magic Arms and

bArmor, slay Tiving; Markel Price: 10,302 gp; Cast lo Create: |

15302 8p + 400 XP -
Dagger of Venom: This black + 1 dagaet has a serrated edge
It allows the wielder o inflice a poison spell (DC 14) upon a
creature struck by the blade once per dav The wielder can
decide to use the power after he has stnacl, Doing so 1= 5 afree
action, but the poison spell must be inllicted on the same
round that the dagger seoiles, P
Caster Tevelt Sthy; Prevequusites: Craft Magle Arms and Armor,
peison; Market Price: 2,302 gpi Cost fo.Crente: 4,502 gp + 360 X1
Drwanven Thrower: This weapon commonly funcrions as a
tzrtarmey, Iin the hands of o dwacl, the warhammer gains
lan additional =1 enhaycement bonus (for a ot enhancement
thanus of +31 and can be hurled with  30-foot tnge increment.
Hrreturns te dts thrower on the round aftericwas thyown and is
then ready 1o be wielded or thrown again. When
hurled, it deals 4148 points of bonus damage or
=2d8 points of bonus damege against giants,

Thagger
af nessen

T

*

Cisler Level: 10thy Prevequisites: Craft Magic
Arms and Armar, creator must be a dwarf of
at Jeast 10th level; Markel Price: 60312 gp;
Cinst fo Create: 30,312 pp + 2,400 X[

. 4 Flame Tongue: This =i flaming
Hengswond (+1de points of fire damage
ywith each hir) is alsa a flaming burst

weapon (+1d10 points.of benus Are
damage on s critical; see flaming

o burst, above).

Caster Level: 1ith; Prerequisites:
Craft Magic Arms and Armer and
flatme Blade. flame strike, or finhall;
Murkel Price: 32,315 gp; Cosd fo Create:
16,313 11,280 XF.

Frost Brand: This =3 fiost preatonand
(t1dé points of bonus cold damage

| swith each hir) does not shed any lighs
\except when the air temperature is
{helow 0°F 1ts wielder is protecied from

fire, since the sword ahsorhs the first 10
points of fire damage each round cthar
the wielder would otherwise suffer,

The frodt bvand sword also has 3 so%
chanee of extinguishing any fire into
which its blade is thrust. This power
extends ta a 10-foor radius and includes
Jasting effeces such as wall of fie bur
cexcludes instantaneous eflects such as fire-
pall, miebear awarm, and flame sirke.

Caster Level: 14th; Prevequisitess Crafr
Magic Arms and Armar, fie sform, dispel megi,
pratection from elements Marke! Price: 49,350 gp;
Cost do Creade; 24,250 pp 4 1,960 XP,

Holy Avenger: In the hands of anv charac- Mol avenger

ter ather than a paladin, this sword performs
3 only as a +2 longsword. In the hands of a paladin, this holy
(+1ds points of bonus holy damage against evil crearures)
becomes a +5 [opgswond, creates a spell resistance of 15 tna 5-fool
cadivg, and casts dispel mogic (usable every round as a standard
action] In a 5-foor radius ar the class level of the paladin. (Only
the area dispe! is possible, not the targeted dispel or counter-
spell versions of dispel magic.) ~

Caster Level: 18th; Prevequisites: Crale Magic Arms and Armor,

;‘F{'- haly aur. creator must be good; Market Price; 120,315 gp; Cost i

L b, Creafe: 60,315 gp + 4,800 XP

Javelin of Lightning: This javelin hecomes a 5dé light-

ming halt when throvwn (DEC 143,11 is consumed in the attack,

Caster Level: 5thy Prerequisites: Cralt Magic Arms and Armer,
lightring bolt; Markel Price; 751 gp; Cosl lo Create: §26 gp + 18 XP

Life-Drinker: This +1 greataxe bestows owo negative levels onirg |
targer whenever it deals damage, justas i its target had beenstruck
by an undead creature. One day after being struck, subjects muse

make a Fortimde save (DC 23) for each negative level or lose u

sharacrer level However, each time a life-dirker deals damage

to a foe, it also bestows one negative level on the wielder, The
negative level guined by the wielder lasts unril the axe s ur
down. The axe cant be used again for 1 hour without the.

wielder once again gaining the negative level il

Caster. Level: 13th; Prevequisites: Craft Magic Arms and )
Armor gnervabion: Market Price: 40,320 gp: Cost {o, Create:|
20,320 gp 4 LA XP 4
Luck Blade: This +1 shert swond gives its possessor a +1 luck]

‘bonus to all saving throws and contains five wish spells when

|newly creared. When randomly rolled, the luck dlade can contain

o) fesaer than five wishes (1de—1, minimum 0% The DM should

Leep the number of wishes left o secret, When the last wish is




wsed, the sword remains 4 +1 short swend, and {1 sill pranes the (1
..ll.'ll:k ]JI:HTI.I.H.

Custer Level: 17th; Prewguisites: Crall Mapic Arms. angd Armor,
wigh or mirmcle; Markel Pre: 170,560 gp, Cost to Create: 22,935 gp +
2 RI0XE

Mace of Smiting: This +3 heavy mtace has a 45 elﬂm.ncemem |

:hﬂ‘]'luﬁ ag']'ll."l!'t l;l:]'l'lhTi'lJl..rh, J]'II.I. .:In‘_.- 'Ll-ltlLd] h“. 'i].l..d].l. > a COons [ml..[.,
campletely destrovs it (no saving throw). Furthermore, 4 critical|
hit dealt to an outsider deals =4 eritica] damage rathee than %2, |
L Coster Level: 13¢h; Prerequisites: Craft Magic Arms and Armor, |
lf.lng'cp af death; Market Price; 75,312 gpi Cosl to Creale: 37,812 gpl
3,000 XF

_ Mace of Terror: This +2 heavy mace has a potent spell-like abil
I_['- ||“I:|'|,'|"||-"|g T]'Iﬁ '“"I.E'lrﬁf I en‘.i‘*]ﬂp h'lm"'rl. ]I. ima tLrni\'ing alra.
HIE LB |l|-|ThE':\ .TI'I.Li :Ip]:H.’:'ETJ N arc TT.mHE:]rmLLE |]'||.U‘ dan J.].lllSllJ].l Di

Cdarkest horror, such that all within 20 feet who view him must

ool successful Will saving throws (DC 18] or be struek motion-

less with rerror (eveat as hald person). Those who succeed on their |
cﬁ_ﬂflﬁ_ﬁhﬂjﬁcn. J‘.'_ﬁ I.:]'.I fime Ehf mace 1k \'.15':11 1O Ccalse error l.k,lf'l'\ﬁ.

a.20% chance the wielder permanently loses 1 polnt from his |
Charisma score,

Caster Level: ljr|1 Prevequisites: Ciraft \-‘[agll. Armsand -'\n:n:.lr.lu.ur.
fald person; Marked Price: 17,812 gp; Cost [v Creale: 9,082 gp + 700 X1

Nine Lives Stealer: This longsword always performs as a +2
langawond, but it also has the power o draw the life force [rom an

|oppotent. It can do this nine rimes betore the abiliny is lost. At thac
i i, the sword becomes a simple 12 longason] (with perhaps
al evil about i), A critical kit must be dealr for the sword's

deth-dealing ability to funcdon, The victim is enttled vo a Fori-
r.'l.'l.l.d.ﬂ saving throw {DC 17} to avoid death, If the save iz successfil,

hie sword's Jcaih-llc:a]ing Ghi.l.'i.l‘l.-' does not [unclion, no charge is
Luied: and normal eritical damage is derermingd. This sword is evil,
md any good character attempting to wield it pains two nepative
Il pvels, These negative lovels remain as long as the sword iz in hand
(i disappear when the sword is no lonper wielded. These nega-
tive levels never result in actual level loss, bur they can-
not be overcome in any way [including resortion '
spells) while the sword is wielded.

Caster Level: 13th: Prevequisifess Craft
Magic Arms and Armor, finger of death;
Murket Price: 25,315 ppiCost to Create;
12,815 gp + 1,000 X

ODathbosw: Of alven make, this white
# longhow sehispers "Swift defeat to my
enemies” in Elven when nocked and
pulled. 1f the firer swears aloud to slay
her turget, the bows whisper becomes

low shoue "Swift death to thoss who
hove wronged me” Against such a swaorn
gmy the bow has a +3 enhancement
and arrows lpunched from it deal

double normal damage (and x4 on a crirical
it instead of the normal %3, However, if the fiver dogs nor deal
the killing blow on the swoen enemy within 24 hours, the baw
falls inert for ane week, during which it possesses no magical

abilities or bonuses at all. Further, the character is demoralized

ﬂ'lll.'-LLEl-t ria—| morale p:;;l.all.y,t,i;_a,uad-;, tp]lﬁ, savmg,rhmws. and
shill checks during that week.
Custer Level: 15th; Prevequisifes; Cralt Magic Arms anid Armor, cre-
Lo must be an elf; Moret Price: 227,875 gp; Cost fo Creale: 14,125 gp
- lqlw :':.E
ter of Pancturing: Three dmes per day, this 42 ngder of
naing allows the wielder to make a ouch auack with the

on that deals 1dé points of temporary Constitution dumage |8

\by deaining blood.
Caster Level: 13th; Prerequisites: Craft Magic Arms and Armor,
ey Miarfeet Price: 50,320 gp; Cost fo Create: 25,320 gp + 2,000 XF

Screaming Bolt: One of these +2 bells screams when lired, fore-
ing all enemies of the firer within 20 feer of the path of the bolt o]
succeed at a Will save (THC 140 or become shaken, This is.a mind-|
affecting fear effect. |

Caster Level: Sth; Prevequisites: Crafe Magic Arms and Armor, scars;

| darket Price: 257 ppi Cost o Ciagle: 132 pp + 10 4T

Slaying Arrow: This =1 amow s keyed 1o @ particular tvpe of
creature. 1F it sirikes such @ creature, the target must make a Forti-
tude save (DO 207 or die (o in the case of unliving targers, be

(destroved) instanthy Mote that even ereatures novmally exempr
{from Fortitude saves (undead and constructs) are subjecr to this

attack, When keved to 2 living crearure, this is a death eflect {and
thus death wird protects 3 targer), To dererming the rype of crearure
the arrew is keved to, roll on the following table:

d% Target Type
,.01-05 Aberrations
0508 Anirmals
L0913 Beasts
1 14-20 Constructs
21-25 Dragans
26-30 Elementals
31=35 Fey
3640 Ciants
41-45 Magical beasts
46-50 Meonstrous hurnanoid
51-53 Dazes
| .54-58 Oiilsiders, chacotic
50-65 Qutsiders, evil
£6-70 Outsiders, good
=75 Outsiders, lawful
TE—77 Flants
7E-85 Shapechengers
2602 Undead
9394 Vermin
95—104 Humanoid [cheose subtype)

A greater slaying arrow funceions just like a
normal sieping arms bue the DC w0 avoid the
death effect is 23,

Caster Lewel: 13ths Prevequisiles: Cralt
Magic_Arms and Armar, finger of dealh
Cilaying e or heightened finger of

death {greater slayimg armw’; Mavket Price:

2,282 ap Uslaying aveow) or 4,057 gp
[ grealer sloymg avrowl; Cost to Create; 1,144
gp Ssp+ 91 XP slaving armw) ot 2,032 gp
I 162 XP {greafer slaying arvow),

Sleep Arrow: This strange +1 apmow is
painted white and has white Qewching. If it
strikes a foe so that it would normally deal |
damage, it instead bursts into magical energy
that deals subdual damage {in the same amount as would be noe-
mal damuge) and fovces the targer to make a Will save (DC 11} or
[all asleep.

Caster Level: 5th; Prevequisifes: Craft Magic Arms and Armaot, sleep;
Market Price: 132 pp; Cost fo Creole: 69 pp 5 sp+ 5 XE : {
Sun Blade: This swond s the size-of  bastard swozd. Hawe |
ever, i@ enchantment enables the sum blade to be wielded asifit]
were 3 short swond with respect to weight and ease of use. (n,
other words, the wespon sppears 1o ol viewers to be g hastard |
sword, and deals bastard sword damage, but the wislder feels|
and reacts asif the weapon wers a short smord.) Aoy individual )
able to use either s bastard sword or o shore sword with profi-
ciency is proficient in the use ol a sm blade, Likewise,
W _Weapon Foous and Weapon Specialization in shorr sword
and bastard sword apply equally,




In normial combar, the plowing golden blade of the weapon i
equal o a +2 bastand sword. Apainst evil creatures, its enhancement
bonus is +4. Against Negative Everpy Plane creatures ot undead
crearures, the sword deals double damege (and %3 on 8 critical hie
instead of the nsual x2), |
Furthermore, the blade has a special sunbivam power. Onee o day, |
the wielder can swing the blade vigoronsly above her head while |
(speaking a commund word, The sunblude then sheds a brighr yellow |
|radiance that is like full ﬂ.n}rl:g]'u:. The radiance l'.-eg'ins shining inal
Ao-foor radivg atound the sword wielder and spreads ourward ac 5.
feer per round for 10 rounds therealter 1o create s globe of light |
cwrith g 60-foor radius. When the wislder stops swinging, the radi
.ance fades to a dim glow thar persists for another minute before dis-
appearing entitely Allsun blades are of good alignment,
and any evdl CTCRtUTE AHemPTng o wield one gains
one negative level The negative level remains a5
Jongas the sword isin hand and disappears when
ithe sword is no lenger wielded, This nezative
Hevel never results in actoal level loss, bur ie
(canngt be overcome in any way {including
restavation spells] while the sword is wielded
Caster Level: 14ch; Prevequisitis: Crall
Magic Arms and Armor, contirual light, cre
arar must he good; Market Price: 50,335 ap;
Clost lo Creafe: 25,335 gp + 2,000 XE
Sword of Life Stealing: This black iron
42 lomaswond bestows @ negarive level when
e deals a critical hit, The sword wielder
(gains 1d6 temporary hit points each fime a
|negative level is bestowed on another
(These temporary hit points last 24 hours,

Caster Level: 17th; Prevequisifes: Crafe
[Magic Arme and Armor, energy dram; Mar-
Vet Mrive: 30,315 g Cost to Crnate; 15,315 o
1,200 XP.

Sword of the Flanes: This longeword has
an enhancement bonus of +1 on the Matetial
Plane, but on any Elemental Plane irs
enhuncement bonus increases to 2, (Tha <2
cnhancement benus alse applies on the
Marerial Plane when the weapon is used
against elementals.) It operates as a +3
latigswand on the Astral or Ethereal plane or
when used against opponents from either of
those planes. On any orher plane, or againe any
oursider, it funcrions as a +4 longauerd,

Caster Level: 15th; Prénequinsiles: Craft Magic
Arms and Armor, plane shift; Marfel Price: 52,315 pp; Cost bo Create:
2315 pp+ 2080 XP

Sword of Subtlety: & + 1 short smond with a thin, dull gray blade,
this sword adds a +4 bonus o its wielder’s attack roll and damage
when he is making 2 snealk attack with i,

Caster Level: 7rh Prevequrisites: Crall Magic Arms and Armor, blur;
Market Price: 15,310 Epi Cost to Create; 7,810 gp 1+ 600 XE

Svlvan Scimitar: This +3 scimitar, when used outdoors in a tem-
perate climate, grants jts wielder the wse of the Cleave fear and
deals +1dé point of bonus damage,

Caster Level; 11th; Prevequisites: Cralt Magic Armg and Armor,
duine power o caster must be dreuid level 7eha; Markel Price; 55815
EpiCost fo Create: 28,065 gp+ 2,220 XE

Trident of Fish Command: The mag"u_'a] pmp{‘rﬁch,af this 41
irdent with 4 6-foat-long hafr enable irs wielder ro cause all warer-

idwelling animals within a 60-foor radius to make a Will saving
throw (DT 12), This uges 1 -;_'Ewrgr: of the rmident. Animals Fﬂjl‘[ng
this save are complerely under the empathic command of the
wielder and will not attack her or anv ol her allies within 10 feet of |
her [he wielder can make the conrrolled marine animals move in |

oo
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whatever direcrion she desires and convey messapes of emotion o,
them Un other words, fear, hunger, anger, indifference, repletion, |
and_so onp Animals making their saving throw are free of|
emypathic control, but they will not approach within 10 feet of the |

{trident. & school of fish should be checked as 4 single entity,

A newly created trident has 50 charges, When all the charges are

cused, it remains & <1 ldent,

Caster Level: 7rh; Powquisifes: Crafr Magic Arms and Armor, speak
with animals; Marfee! Price; 3,815 gp; Cost to Create: 2,065 gp+ 140 XE
Trident of Warning: A weapon of this type enables its wielder |
to determine the location, depth. species; and number of hosrile or |
hungry marine predacors within 240 feer, A trident of warmng must
L'll;" Ef&hpl.'d il]'lll ]':l-l‘."l'l'l fEd in l'l'l".'] ET ['-Clr ThE‘ Chﬂ.mc [&r Lljuls |.|. (F] Eﬂln
such information, and it requires 1 round o scan a hemi: |
b‘_Fl]:I.I:II: with a radius of 240 feer. The WEapon is L}l]l'..
erwise a 13 indenl,
Coster Tevel: 7th; Prerequisites; Craft Magic
Arms and Avmor, defect mogic; Markel Price
815 gp; Cost fe Create: 5,065 gp ¢ 380 XE

POTIONS |
A potion is a magic liquid that produces its.
etfect when imbibed. Poticns are also
somerimes called elivics Magic pils are
similar to potions, except that eils are
applied exrernally rather than imbibed. A
porion, oil, ot elixit can be used only once, |
Potions are like spells cast upen the |
imbiber, The characret taking the
porion doesnT ger 1o make any deci:
sions about the effect—rthe caster wha
brewed the potion has already done so. |
For example, a potion of prafection fromn
eletients is always designed o prorect |
against a specific element chosen by
the creator, not the drinker
Physical Description: A tvpical
potien or ol congists of 1 ounce of liguid
held ina ceramic or gliss vial Breed with
a tight sropper. The stoppered container
15 uswally no mere than 1 inch wide and
2 inches high. The vial has an AC oF 13,1
hit point, s hardness of 1, and a break DE
ol 12, Vials held 1 ounce nﬂiqul’d,
Identify:ing Potioms: In addition to the
srandard methods of identificadon. PCs can
WA sumple from each container they find 1w
attempr 1o determine the nature of the liguid
inside, An expericncel character learns to identily
porions by memory—1for example, the Jast time she ested o liguid
that reminded her of alinonds, it turned out to be a pation of cire mad-
erte woungds, (You can reward plavers whe keep records of porion
sampling by always having the same ype of poton taste the same—
ar you can cmoss them up by occasionally having the almond-favored
Pation be EI:I]J.‘JEth.[]J.g orher thaty a pohon |.j|-.'.1|n'. woderate winmds, )
Activation: Drinking a potion or applying an oil requires no|
special skill, The user merely removes the stopper and sveallows |
the pation or smears on the oil The following rules govern pation |
and oil use:

 [inking a_potion or applying en oil i 8 standard action. The

potion or ol takes effect immediarely, :
* Using s potion or oil provekes artacks of opportunite A suecess: |
ful artack {ncluding grappling artacks) against the characier |
forces a Concentration check (as with casting a spelll. If the
character fails rhis checly, she cannoe denk the porion, An
attacker may direct the artack of opportunity against the potion




ar oll conteiner rather than against the characrer, A successiul
atmack on the porion can destroy the container {see Arrack an
Object, page 135 in Chapter 8 Combat in the Flayer's Handbook).

* A crearure must be able to swallowe s potion or smear on an ol
Beeause of this, incorporeal creamres cannot use potiens or oils. |

* Any cotporeal creature can imbibe a potion. The potion must be |
swrallowedd. Any corporeal creature can yse an oll,

* A characrer can ':-.'11'9-’.1[].'.}" administer a poticn b0 an unconscions.
ereature a5 a fullround action, mickling the liquid down the,
creature’s theoat Lileewise, it takes a full-round acton to apply.,

an ol i an unconscious creature.

‘-_TITE.&-‘IE: Pomions

Miner Medium  Majar

] L — -
1 [ — —
1 =
2 =
3 —
04
05 —
[ —
07
(1 =
04 —
10 i
112 o,
13-14 03
15-16 04
- 1118 05
- 189-21 0607
ig”T i e Y S |
Wi-14._25-26 09
a7 27-20 10
M-80 30-32  11-13
$1-45 3340 1416
B8 41-45 17-19
-89 4550 20-22
4] 51-55 2125
8191 SE-B0  2p-3D
94 6165 3]1-35
a5 BE-TO  3&6-40
96 J1=35_ 41-45
oy TE=17 45
I I
B0-B4 4549
100 85-87 50-51
= B5-8] 52=53
- 92  54-55
- 43 5657
N 94 5850
— 0508 BO-E3
— 97 j0-71
- 1] T4-75
- =  FEAT
= - TE-79
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= - 91-83
- - 94058
= _99-100 95-9%
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Potion

Jump

Spider cliemb

Cure light waunds
Love

Vision

Swimming

Hiding

SrERKing

Ol of timelessmess
Reduce (at 5th level)
Enlarge (at 5th level)
Speak with ammals
Cloiroudience /clainoyanse
Chansma
intellizence

Wisdom

Alter self

Hiur

Darkvision

Cheul touch

Delay poison
Endurance

Cure moderate wournds
Datart Ir'1.'J|JgF11:s
Lzprtate

Aid

Frwsihility

Lessar restoration
Cat's groce

Buil's strangth

Truth

Glibness
MWondetection
Tongues

Water brenthing
Rermove paralysis
Rermove blindmess (deafness
Remove disease
Meutralize poson
Cure seripus wounds

Ety

Protection from elements fcold)

Protection from elaments
(electricity)

Pratection fram elements [fire).
Protection from elements. (moid)
Protection fram elements (soniz).

Haste

Casaous form
O of shippenines
Heraloim

Fire breath

Random Ceneration: To genetate potiens randomly, roll on,
Table B-18: Potions,

Potion Descriptions .
{For those standard potions that are spells in liquid form, simply
Ltefer to the spell description in the Player's Handbook for all perti-
ynent details, The caster level for @ standard potion is the minimum

caster level needed o cast the spell (unless otherwise specified.,
Nonstandard potions are described helow:, |

Charisma: This potion allows the character to speak_elo-|
yuently and persuasively as well a5 exude an aura of personality |
and charm, adding 2 18441 enhancement bonus to her Charisma
score for 3 hours,

harket Casler Level: 31d; Prevequastes: Brew Potion, spellcaster Jevelsth, |
Price Markel Price; 300 Ep
50 gp Fire Breath: This stranpe elisir bestows upon the drinker the
50 gp cabiliry to spit gours of [lame. He can breathe five up to three times,
50gp | [eachrime dealing 3de points of fire damape 1o 4 single rarget 1ip 1o
150gp L 525 feer away: The victdm can steempt o Betlex save (DC 125 for half|
150gp.. idamage. Tnused blasts dissipate 1 hour after the podon is con-
150 gp | sumed. Most drinkers suffer from terrible heartburn afterward,
150 gp Caster Level: 31d; Prevoguasibes; Brew Potion, spellcaster level Sthis |
150 gp Murket Price: 900 pp,
150 gp Glibness: Thiz potion enables the imbiber 1o speak Quently and
250 gp even 1o Tell lieg smoothly, believably, and undetectably for 1 how
250 Zp | add 30 to Bluff l']'l E'L'-':’-'ﬂ. Even ma_E'i cinvest gﬂn’f_\]]_ 5'|_|_|_‘-]_|_ ii"-'.d'i':-' dis-
300 gp cern lies spell, does not pegister the speaker’s lies as such, |
300 gp Caster Level: 4th Prerequisites: Brew Potlon, spellcaster level sthe;|
300 gp Sdarket Price: 500 2p |
300 gp Heroism: This potien grants the drinker a +2 comperence |
00 gpo bonus to artacks, saves, and skill checks for 1 hour, |
300 gp Caster Level: 4thy Prevequisites: Brew Potion, spellcaster level 8rtha; |
00 gp Mdarket Price: Y0 gp, i
0d gp Hiding: A charpcrer drinking this potion gains an inruitive ahil-
300 gp ity 1o hide (+10 competence bonus to Hide checls for 1 hourt,
300 gp Caster Level: 2nd; Mrevequisites: Brew Potion, spellcaster level sthy
30 gp Marlzet Price: 150 gp.
W0 gp | Intelligence: The clarity of mingd and guicker wit granred by
A00gn | this potion results in an_enhancement bonus of 1d4+1 to the
00 gp drinker’z Intelligence score for 3 hours,
00 gp | Caster Lewwl: 3nd; Prevequisites: Brewe Doton, spellcaster level atho;
00 gp Market Price; 300 pp,
300 gp Love: This potion causes the characrer drinking ie to become
300 gp charmed with the first creature she sees after consuming the draft
300 gp {as charnt perspn—the drinker must be 1 humanoid of Medinm-size
500 gp or smaller, Will save, DiC 14). She acrually becomes enamored if the
500 go creature s of similar race or kind. The charm effects wear off in 1d3
150 gp hours, but the enamaring effect is permanent.,
750 gp Caster Level: 2nd; Prrequasites; Brewe Fotion, charm pevaon; Marked
750 gp Frice: 150 gp,
750 gp Oil of Slipperiness: This ol adds ¢ +30 bonus to all Eseape.
750 gp Artist checks, mesning thariris almest impossible to grapple such
750 gp i characrer or 1o tie vr chain him up. In additoen, such ohsrroctions
750 gp as webs (mapical o ocherwise) do not affect sn anoinred individ
750 gp ual. Magic ropes and the like do not avail apains: this oil, 1f the oil
750 gp is poured on a floor ot on steps, the spill should be rreated 45 8 Jong-
750 gp lasting grease spell. The ofl requires 8 hours to wear off normally, or .
750 gp it can be wiped off wirh an aleohol solution (even wine!, ]
il of slipperiviess s needed to coat the inside of o container that is |
750 gp meant 1o hold sovoeign glue (see page 226) |
750 gp Caster Level: ath: Prevequisiles: Brew Potion, greise, spelleaster level |
720 gp ath+; Market Price; 900 B |
750 gp (il of Timelessness: When applied o any matter that was |
750 gp once alive (learher, leaves, PEPLT, wood, dead flesh, and so on’, chis
900 g |oil allows that substance to resist the passage of time. Fach year of
000 gp_ | Lactual rime affects the substance 2= if onlv 2 d-m_.-' had pa:,.li::;l. The
on0 gp coated object hasa ¢ 1 resistance bonms on all savieg thevws. Theoil
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never wears ofl, although it can be magically remwe-d (hy dis-
pe.lJ.lng the effect, for instance). One flpsk conmains en_q}u!,]l oil 1o
coat eight Medium-size objects or an equivalent area,

Casfer Level: 2nd; Prevequistle; Brew Potion; Market Pricec 150 gp.

Sneaking: This potion grants the drinker the ability 1o walk |

softly and dampens sound around her slighely, grantiog a 110 cir- |
jcumstance bonus to her Move Silently checks for 1 héur,

Casler Level: 2nd; Prerequisites: Brew Poticn, spelleaste rlovel fithsr |
[ Marfel Price: 150 gp,

Swimming: This potion bestows swimming ability, An d.Em!:l"?T
{imperceprible magic sheath surtpunds the drinker, allowing him |
v glide through the water easily (410 circumstance banus o Swim
(checks for 1 hour),

Caster Level: 2nd; Prevequisites: Deew Potion, spellcaster lovel ath+;
Markel Price: 150 g,

Truth: This potion forces the individual deinking it to say
mothing but the wuth for 10 minutes (Will negares [3C 129, Fur-
ther, she is compelled to answer uny questions put to her in that |
{time, but with cach question she i {ree to make a separate Will|
(gave (DC 12}, 1f one of these secondary saves is successful, she |
‘doesn't break free of the lrulh-cumpc]]ing enchantment bur also |
doesn't have 1o answer that patrtc ular guestion, Mo more than one
question can be asked each round This s a mind-affecring com-
pulsion enchanrment.

Ciaster Level: $th: Prevequisites: Brew Polion, spellcaseer level th+;
Markel Price: 500 g

Vision: Drinking this potion grants the imhiber the ability o
inetice acute details with grear accweacy (<10 to his Search checks
o 1 howr),

Ciaster Level: 2nd; Prevequisites: Brew Potion, spellcaster level ath+;
Mirkel Price: 150 gp.

Wisdom: Imbuing her with intuition, this poticn adds o 1d4+1
cenhancement bonus to the drinker’s Wisdom score [or 3 hours,

_ ACaster Lewel: 3rd; Prevequisiles: Brew Potion, spelleaster level 4thq;
Mt Price: 300 gp.

RINGS

Rings bestow magival powers upon cheir wearers, Only a mre few |
]J.d'lrL L]‘.Ld.rgc‘- ";n%nnt" Can use [l]]_g

A characrer can only effectively wear two magic rings. A ﬂuj:u:]
magic ring doesa't work iof the wearer is already wWerting pwi
magic Tings.

Physical Description: Rings have no appreciable weight. Al
though there are exceprions crafted from glass or bone, the vast
majeriny of rings are forged from metal—usually precions merals
such as.gold, silver, and platinum, A ring has.an AC of 13, 2 hit
points, a hardiess of 10, and a break DC of 25

Activation: Usually, a ring's sbility is acrivared by 2 command
iword (a standard action that does not provoke artacks of opporru-
Imirylaor it works continually, Sume rings have exceprional activa:
[tion methods, according to their descriptions.

Random Ceneration: Te penerate rings random |y moll on Table
B—19: Rings

Special Oualities: Roll d% An 01 result indicares the ring is
intelligent, 02-31 indicates that something (3 design, inscription,
e ) provides a clue 1o irs [uneton, and 32-100 indicares no special
qualities, Intellipent items have extra abilities and sometimes also
extraordinary powers and special purposes, Lse Table 8-31; Irem
Intelligence, Wisdom, Charisina, and Capabilities as indicared if a
ring is inrellipent. Rings with charges can never be intellipent.

R,mq Descriptions
ARings are some of the most coveted and generally o magic
litgmns. Standard dogs are deseribed below,

Animal I‘nendsh.[p Dn eommand, this ring affects an .me.t]

as if the wearer had cast gmimol fn:ndﬂu_l‘ The Ting Wearer can.

befdend 12 HID worth of animals {see the spell description), 1]

TABLE 8=19: RinGs

Minor  Medium Major  Potion harket Price
[FY 1 —  Climbing 2,000 g
10 — Mirrgieng 2,000 gpt
L 11-25 — — __ Protection +1 2,000 gp
| 2630 == = Wirmth 2,100 gp
L 3140 = =t Feather folling 2,200 gp
4] -45 - — __Sunmming 2300 gp
4550 - - Sustanarnce 2.500 gp.
. 51-85 071-45 Courterspells 4,000 gp;
5660 D610 Mind shigiding B000 gp)
61=M 11=-20 = Protection +2 8,000 2p.
N=75..__21-2%§ — Farce shigld 8.500 gn.
76-80 . 26-30 41  Ram 8,600 gz
3185 __31-35 {2 Animal fricndship £.500 go1
2690 3640 LE] Chomeleon power 12000 gz
L91-95 4745 a4 Water walking 15,000 g2
L a5 100 4650 05—06 FElemental |"it£'g.|':.lrJrn;.'u-.I mhnar '|E|II:I'|:||:| 2.
51-60 QP10 _Protection +3 18,000 gp.
— 8170 11-13  fewisibility 0,000 gp
— T=75_ 16-20  Wizardre (1) 0,000 gp)
— Ta-BO  21-25  Elernéntal resistance, mafor 24,000 gp |
— A1-82 2630 X.poy pision 23,000 gp |
= 81-84  31-35  Epasion 23,000 gp |
85-86 3540  Blnking 30,000 2p
87-88 4145 Proteciion +4 32,000 ap.
— §9-90 4650  Wizardry (1) 40,000 gp|
91-92 _51-55 Freedomn of movement 40000304
93-94 5660 Frend shield 50,000 gp.
9596 61-65 Protestion +5 50,000 gp
— 97-98 @6-M Shooting stars 30,000 gpy
= 39 71-75  Telekinesis 75,000 gp.
- 100 Foa-80  Wizardre (/1) B0.000 gp.
- —  B1-84  Spell storing 0,000 gp.
— 85-87 Regemeration 0,000 gp.
— — B6-80  Three wishes 57,950 gp
—_ — 90-92 Wizardre (1) 100,000 #p
— — 83-84  Diinni calling 125,000 gp
- 9596 Spell turming 150,000 gp
= 37 Air elemental command 200,000 gp
= 98 Earth elemental cammand 200,000 gp
— 9 Fire gtgrmentol command 200,000 pp
— 1080 Wiater elemental command 200,000 gp

animal [rendstup is already on the characrer’s spell list, this ring
allows the character 1o befriend additional enimals,

Caster Level: 6th; Prevequisites: Forge Ring, animal friendship; Mt
feet Price; 9,500 gp.

Blinking: On command, this ring makes the wearer blink as
with the blink spell.

Caster Level: 7th; Prirequisites: Forge Ring, blink: Mayket Price;
30,000 gp.

Chameleon Power: As a {ree nglun. the wearer of this ring
can guin the ability ro magically blend in with the surroundings:
This adds a +15 bonus to her Hide checks. As a standard acdon,
she can also command the ring to utilize the spell change self as|
aften as she wanrs, =

Caslr Level: 3rds Prerequisites: Forge Ring, change self, r?‘i‘_.lj;.|£l|[|.[r,
Marteel Prce; 12,000 gp.

Climbing: ‘Lhis ring is actually a magic learher cord that ti tn:a]

.areund a finger It continually grants the wearer 2 +10 comperence |

honu:, 1o Climb checks, g |
Caster Level: sth; Prerciuumtes; Forge Ring, creator must have 51

{rankes of the Climb skill; Markel Pnce: 2,000 gg,

Counterspells: This ring might seem to be a ring of spel! stormg

Jsipon finat examinarion, However, while it allows a single spell of

15t theough sthlevel to be case inta i that spell cannot be case out
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of it again. Instead, should char spell ever be cast upon the wearer,
the spell iz immediarely counrerad. as a counterspell action, requir-
ing no action Lot even knowledge) on the wearer's part. Once so
tged, the spell cast within the ring is pone. A new spell {or the
same one a5 before) may be placed in it apain, |
. Caster Level: 11the Prevequisites: Forge Wing, spell turning; Mavhet |
i 4,000 gp, |
‘,. Djinmi Calling: One of the muny rings of able, this "penie” ring
fi-most useful indeed. 1t serves is a special gate by means of which |
ispecific djinni can be called from the Flemental Plane ol Ale |
{When the ring is rubbed, the call goes cut, and the djinni appeass |
i the next eound The it Gichiully obeye and serves the wearer
Laf the ring, but never for more than 4 hour per day. I the diinnd of
‘the ring is ever killed, the ring becomes nonmagical and worthless.
Siee the Monster Manual for details of a djinni's abilities.
Costrr Level: 17th; Prerequisifes; Forge Ring, gate; Market Price;
425,000 zp
Elemental Command: All four cppes of eemental covmmuand |
ings are very powerful Each appears 1o be nothing more than a
|.]EﬁHEI.' magic ring notil fully activated (see below), but each hascer- |
‘tain orher powers as well as the following common properties:

* Elemertals of the plane to which the ring is atraned can't artack the
weater, of cven approach within § feerof him. 1§ the wearer desires,
b may forego this protection and instead attempt 1o charm the
elemental {2z charm monster, Will save 1DC 175 If the

o charm sirempt fails, however, absolute protection (s

i ostand no further attempr at charming can be made,

{* Crearures from the plane to which the ring is

| aruned who amack the wearer sufler 2 -1 penalty to

\ their atrack rolls The ring wearer makes applicable

: E.H.'I-'!..T.IH, ﬂ.'il'L"".'-"b l:rf_'-m d'!ll'_' e.'ﬂr:iplan:n‘ CTE:].TIII.'E‘S, ﬁtﬂll:.l{s

L with & +2 resistance bonuz, He gains 2 =4 morale.

| bonus tooall amtacks against such creamures. Any
weapan he uses bypasses the damage reduction of such
creatures, regardless of any qualities the weapon may or
may not have.

" The weiter of the ring is able to converse with creatures
fromt the plane to which his ring is attuned. These crentunes
recognize that he wears the fing. They show a healthy respect
for the wearer if alignments are similar. 1 sbpoments ape |
opposed, creatures frar the wearer if he is strong, TFhe 8 weak,
they hate and desice 1o slay him, Fear, hatred, and respect are
determined by the DM,

* The possessor of a ring of elemental commond suffers o saving
thiow penaley as follews:

.Tilumnt Saving Throw Penalty
It ~1 against earth-bazed effects
iEirth -2 against air- ar electricity-based effects
{Elr= 2 against water- of cald-based effects
Sater -2 against fire-based effects

In addition to the powers described above, each specific ring gives
s wearer the following sbilities according to its type:

Ring of Elemental Command (Air)
* Frather fall (unlimiced use, wearer only)
\* Resist elements (electricity’ (unlimited vse, wearer only)
,,' Gaest af wand (pwice per qla:,.]
" Wnd wall (unlimived use)
® Airwall fonce per day, wearer anly)
* Chain lightzming (once per week)

|1_l'L¢ rlng,apprs.n\- ta b & ving of featlier fall wndl & certain I.i:I.:IJ'I.Ij'iLi.LJh
is met, such as having the ring blesed, single-handedly shwng an|
alr elemental, or whatever the DM determines h:l:h"iEll.'} £

g

-l‘ - 'I‘-' '.-'

Ringaf
feather falling  per round from the woral w aceoum [oe the ring's elfect

activare its full porential It must be reactivated each time a pew,
WeaAler ACquires i

Ring of Elemental Command (Earth)
Meld mip stone (unlimired use, wesrer only)
Soften enrth or stone (unlimired use)

Stone shape | twice per day)

Stuneskin {once pet week, wearer only)
Basswall [twice perweeld

Wall of stone {once per day)

The ring appears (o be a ving of meld indo stone unrl the DiM-
established condition is met

ng o,f.Elemp:nml Command {Fire)
Resist elernents (five) (as a major ring of elemental vesistance [fire])
Burning hands junlimired use)
Hamirg sphere (pwice per day)
Pyrotechnics (owice per day)
Wil of five {once per day)
Flawme strifee (twice per week)

The ring appears to be 2 major ving of elemental vesiskance {fire) unil
the 1M -established condition is mer

Ring of Elemental Command {(Water)
= Water walk funlimited use)
* Creale wator (unlimited use)
™ * Water breathing (unlimited use)
* Wall of fce lonce per dav)
b L storm drwice per week)
* Contiol water {twice per week)

he ring appears 1o be a ting of water walking uneil the
1M -eseablished condition is met.

Coster Level: 15th; Prereguasiles: Eurgt: B.i.ng_. Baih |
jmon memsler V1, all apprﬂpriutc b‘]:li.‘.‘].is; Market Price:
200,000 gp.

Elemental Resistance, Minoe: This reddish
iron. ring. continually protects the wearer from

damage from one type of encrgy—~HOre, cold, elee
trigiy, acid, o sonic, When the wearer would nor-

mally take such damage, suberact 15 poines of damage
Coster Level: Sthy Prevequisifes: Forge Ring, protection
Frome elements; Market Price: 16,000 EP

Elemental Resistance, Major: This reddish iron Ting comting-
a]]}' pnm:r_'t:i the wearer from [ g:'cu,t-;:r -;la:nagu from ohe l}"PI: of
energy—Lre, cold, rl:u.uici.w. acld, or sonic, When the wearer
would normally take such damage, subtract 30 points of damage per
'I'CI'I:II'Id ﬁﬂm fl'IE‘ ATNOUTT h{"’h:lTﬁ ﬂ_'ppl'!,"l.'l'lg i-H.'I'Ilu AMLFUTIL 15 E'T!II::ILI.g]'I s
survive gven on the Elemental Flang corresponding to the energy
tvpe (f applicakle), but it soll won's completely absorb the breach of
a nabr:.-:_-;lragun or CUI['I.P].L‘EL'j‘:r‘ negate a puw-:rful firetrall,

Coster Level: Fih; Preveqrfaites; Forpe Ring, profection from elements;
Muatrket Price; 24.000 an, |

Evasion: This ting continually grants the wearer extreme nim- |
bleness. allowing her toavoid damage as if she had the evasion abil- |
iry, Whenever she makes a Beflex saving cheow o determine

iwhether she ales hall damage from an attack, a successiul sive

resulis in no damage, 1
Caster_Level: 7iby; Prerequisites: Forge Bing, jumps Market Price: |

25,000 gp.

Feather Falling: This ring is cralted wich a feather parrern all

laround its edpe. It acts exactly like a fiather full spell, activated

immediately if the wearer Glls more than 3 feel
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Caster Level: 15t Prevequuntes: Forge Bing, feather full; Mot Price: Regeneration: This white gold ring contimually allows 2 living.
2,200 gp. wearer to heal 1 point of damage per level every hour rather than)
Force Shield: An iron band, this simple tng genemtes a large every dav (This ability canmor be aided by the Heal skill) Subdual .
shield-sized (and shield-shaped) wall of force that stays with the ring damage heals ara rare of 1 point of damage per level every 5 min-|
and can be wielded by the wearer as i ie were o normal shield (+2| |utes, If the wearer loses o limb, an organ, or any other body part
AC) This special creation, since it can be activared and deactivared | |while wearing thiz ring, the ring regeneratesit lilce the spell. In either
at will (a free action), has noarmor check penalty o arcane spefl] ycase, only damape taken while wearing the ring is regenerated,
| failure chance, | Coster Level: 15ch; Prerequisiles: Forge Ring, regenerate; Market Price:
Caster Level: 9th; Prerequisifes: Forge Ring, wall of fovce; Market Q0,000 g |
| Price: B.300 gp. | | Shooting Stars: This ring has 1wo modes of operation—ar,
| FPreedom of Movement: This gold ring allows the wearer toact,. night and underground—both of which work only in celadve,
Lils i'l'{‘DuIJ.hu.a]l}' under the effect of a .]I:I"ﬁl.'pll'.l.l.'.' '.-:_|-|'FI!|.I'IJ|.'I1:IL‘I"I.I: EPI:]]. darkness, |
Caster Level: Tth Prevequisifes: Torpe Ring, freedom of movement; During the night under the open skv, the ring of shoating stars can
Mrket Price; 40,000 pp, pecform the following functions on command; 3
Friend Shield: These curious tings always comes in pairs, A -
friend shield ring without its mate is uselass. Bithar wearer of one of * Dancing lights {once per hour)
jipaic ol the dogs can, at any fme, command his or her ring to cast \®_ Light (twice per night)
pitshield ather spell with the wearer of the mated ring as the recipi- | +® Hall lighining (special, once per nighe)
Lent, There is no range limirtation on this effect, Lo 4* Shooting sdars (special, three per week)
Caster Tevel: 10th; Prerequisites: Forge Ring, shield other; Market | i
Price: 50,000 gp (fora pair), . The first special function, ball lightning, releases one 1o four balls of
Invisibility: By gctivating this stmple silver ring, the wearer lightning (ring wearer’s choice). These plowing globes resemble
can become wmvisible, as the spell. dancing lights, and the ring wearer contrels them in the same fash-
Casier Level: 3od; Premegustles: Forge Ring, mvsbelily; Martet Price: ion (see th I::,;I:E;I;]{I_l_l.g ﬂjg,hfs ;-Tp,e]ldescrj prion in the Player s Hundbook),
20,004 . The spheres have a 120-foot range and a duration of 4 rounds They
Jumping: This ring continually allows the wearer 1o leap about can be moved at 120 feer per round, Each sphere is abour 3 feetin,
cag il jump spell had been cast upon him, adding 4 <30 bonus to all diameter, and any creature who comes within 5 feet of one causes |
hiis Jump checls and eliminaring his nsual maximum distanees, Hes charge to dissipate, raking electricity damage in the process|
Caster Level: Lsr; Prevequisites: Forge Ring, jump; Markel Price: acconling to the number of balls created. |
LLaun gn. }
Mind Shielding: This ring is usually of fine workmanship and Mumber of Balls Damage per Ball |
cwrought from heavy pold. The wearer is continmally immune to 4 lightning balls 1dé points of damage each :
(detect thoughts, discern lies, and any arrempt ra magically discern her 1 lightning balls 2d6 points of damage each |
alllg]:l.tl:l.l:nl. 2 iiE’l‘Itr!inE balls 1d6 paints of damage cach
Caster Level: 3rd; Prevequisites: Forge Ring. nondetection; Mavket 1 lightning ball 4dE points of damage
Prce: 8,000 zp,
Protection: This ring offers continual magical protection in the Once the ball lightning lunction is activated, the balls can be
form of a deflection bonus of +1 1o <5 o AC, ) released ar any time before the sun rises. (Muldple balls can be
Caster Level: Sthe Prerequisites: Torge Ring, shisld of faith, caster| released in the same round.)
must le of & level three times that of the bonus of the ring; Morkel | The second special functen, shaoting stars, produces glowing
Prrie: 2,000 gp (ving + 1 8000 gp dring +23 18,000 gp (ring £33 32,000, projeciiles with fery teails, much like 2 meteor swarm, Three shoat-
gp (ring 4} or 50,000 gp (ring +52 ing stars can be released from the ring each week, simultaneously or
Bam: The ring of the ram is an ornate ring forged of hard meral, one ata time, They impact for 12 poines of damege and spread (asa
usually iran oran tron alley, It has the head of a ram {or 2 buck goat) firehallin a 8-foot-radius sphere for 24 points of fre damage.
a5 its device, i Ay crexrure struck by a shoofing ster talees full damage from
The wearer can command the ring to give forth a ramlike force, impact plus full damage [rom the spread. Creatures not seruck bur
mantfested by a vaguely discernible shape that resembles the head within the spread ignove the impact damage and take only half
Lof 3 raum ot a goar. This force srikes a single marget, dealing 1ds damage from the fire spread on a successful Beflo save (DO 13),
|points of damage if 1 charge is expended, 2d6 points if 2 charges Bange is 71 feet, ar the end ol which the shooling dar explodes,
Lare wied, or 3d6 poines if 3 charges (the maximum) are used. Trear unless it strikes a creature or object before thae A shosting sar,
| this as s ranged attack with a S0-foor maxdmum range and no penal- always Follows a straighe line, and any creature in ies path must|
ties for distance, The ring is quite useful for knacking opponents miakea save o be hit by the projectile,
off parapets or led ges, among other things. .. Indaarsar night, counderground, the ring of shooting skars has the
The [orce of the blow is CL,‘I]'l:-i;i-Ilr!TH.b]L‘, and those struck l'lj.-' the fu;\_“mu'ing Ploperties:
ring are subject oo boll rush if within 30 feer of the ning-wearer,
{The ram has Serength 25 and {5 Large.) The ram gaing a +1 bonus * Tierie five (twice per day)
to the bull rush actempt {f 2 charges are expended, or +2 if 3 " Zpark chower (special, once per day)
charges are expended. |
In additon to s attack mode. the ning of the ram also has the ‘The spariy shower is-a flving cloud of sizzling purple sparcks that fan,|
| poweer te open doors as if itwere o characrer with Strangrh 25, 1f 2 out from the ring fora distance of 20 feet in an arc 10 foer wide, Crea-|
|charges are expended, the effect is equivalent 1o a characrer with | tures within this ueea rake 2d8 poines of damage each if not wearing |
(Sreenpgth 27, 103 charpes are expended, the effect is tharof s char metal armor or corrying a metal weapon. Those wearing metal armer)
Lacter with Strengrh 29, Land/or cacrying - metal weapeon take 4d8 points of damage |
A newly creared ring has 50 charges. When all the chargesare | | Caster Level 121k Panequuales: Forge Ring, light, faerie fire, light-
expended, the fing hecomes a nonmagical irem, Uit bolf, meteor swiavm Maret Price; 50,000 gp.
Caster Level: 9th; Premquasites: Forge Ring, bulls strength, telekinesis,, | Spell Storing: A ring of spell storing contains up to ten levels of
Marhe! Price: 8,600 gp. | spells thar the wearer can cast. Bach spell has a caster level equal to




the minimum level needed ro cast thar spell. As with a
wand {see the Wands section larerin this chapter), the
user need not provide any marerial components or
[oeus; or pay an XP cost oo cast the spell, and thera
is no arcane spell failure chance for wearing
armor (zince the ring user need not pesnire;

For a mndamly generated ring, treat it as a
{scroll o determine what spells ave stored in it
{{see the Scrolls section later in this chaprer),
Uyouroll aspell char would pue the ring over
|the ten-level limir, ignore that roll; the ving
{bas no more spells in ic (Mot every newly

discovered ring need be [ully charged )

A spelleasrer can cast any spells into the

ring. so long as the roral spell levels do not
add up to more than ren. A wizard could
peast oo firghall spells and a stoneshin spell
{intc the ring {3 + 3 + 4 = 10}, She could then
{give the ring ta a druid, who casts the stone-
Likun spell from the ring and then puts four
ealm annal spells into the ring: The deuid
could give the ring to a barbarian, who could
u5e :llE 'l'l'l.l?' ETH:':”ﬂ l'!ll]r l'l:l'll!l.'l not [E'p!.]l;f‘ .ﬂ.t]}".

The ming magi.r.aﬂ? imparts o the wearer the

names of all spells currently stored within it

Caster Level: Varies (minimum needed to cast
ieach stored spelll; Prerequisites: Forge Ring, imbue  pn
st spell ability; Markel Price: 90,000 g

Wi;{.ﬂ.t:q’,]:ty: This :-.p-_'c:ial ring come in four typres (rng,
ﬂfr wiazardry I, ring uf-wr'zu vy 1L, Ting of wizardvy 111, and |
ritpof wizardry TV, all of them useful only to arcane |
spellcasters. The wearer's arcane spells per day are |
doubled for one specific spell level A ring af wiz-
andrpl doubles 1se-level spells, a ring of wizavdry
[ deibles 2od-level spells, a ring of wizardry LI
doubles 3nd-level spells, and & ning of wizandny
1% deubles 4th-level spells, Bonus spells from |
high ability scores or_schon] specialization |
4T Mot d!}ubll’."ll. i

Caster Level: 11th funzardry L, 14ch (wizardry
11}, 17th {wezardry TIT), or 20ch (wizardry TV,
Prevequunles: Forge Ring, limiled wash (wizaidry |
I-wizandvy 1V Mavkel Price: 20,000 gp (uhz- |
rdry 1, 40,000 gp (wazerdiy L, 70,0000 (s
ardry 111}, or 100,000 gp [wizandny [V,

X-Ray Vision: On command, this ring,
glves its possessor the ability to see into and |
through solid matter. Vision range is 20 fret,
with the viewsr seeing a5.1f he were looking
at something in nermal light even if thero is |
no illuminatdon, (For ::u',a.mp]i:, 1f the wearer

loaks inte a locked chest, he can see inside
even if theret no lghe within} Xoray vision
can peneteate 20 feet of cloth, wood, or similar
animal or veperable marerial 11 can see through up

e Lil feer of stome or same merals, Some merals can't be

L Spell Turning: On commard, this simple platlnum Ringaf penetrated atall,

\band auromatically reflects spells cast at the wearer, three Twishes

sexactly as if spell turning had been cast upon the wearer, Thickness |
Caster Level: 15thy Prevequisties: Forge Ring, _ipeﬂ turning; Maplzet Penetrated per |

Price: 150,000 gp. Substance Round of Maximum |
Sustenance: This ring continually provides its wearer with life- Scanned X-Raying Thickness

sustaining nourishment. The ring alsc refreshes the bady and Organic matter {animal) 4 20 ft.

mind, so that its wearer needs only sleep 2 hours per day te gain Cirganic matter {vegetable) 27421 20 1.

the benefit of 8 hours of sleep. The ring must ke worn fora full Stane 11t 14 fi.

week belore it beging to work. If it i remeved, the owner must Iron, steel, capper, brass, etc. 1 in. 10 in.

wear it for another week to reattune it 1o himself.

Cagter Level: sth; Prerequcisiles: Forpe Ring, create Jru;l:;ri and, wiater; |

Market Prce: 2,500 £

Swimming: This silver Ting has g wave partern gtched inta the

band. It I_'ILIJ.l[j.J!I.LI'EI].l.‘.\." Erants the wesrer g 410 competense banus to
Swim checks,

Caster Level: Sthy Prevequisiles: Forpe Ring, creator must have 5
ranks of the Swim skill, Morket Price: 2,300 gp.

Telekinesis: This ring allows the caster ro use the spell telekime-
Alion fnmmﬂnd-
| Caster Level: 9th; Prerequiniles: Forge Ring, telelinesis; Market Price;
175,000 gp,

Three Wishes: This ring is ser with three rubies Bach ruby
stores a wish spell, activated by the ring. When a wish is used, that
ruby disappears, For a randomly generated ring, roll 143 o deter-
tmine the remaining number of mubies. When all the wishas are
uged, the ring becomes a nonmagical item.

Caster Level: 20th; Prevequisites: Forge Bing, wish or mavacle; Marfei
Price; 97,950 gp; Costio Creafez 11475 gp + 15918 XP.

Warmth: This ring is brass and set with asingle red stome, [t con-
tinually keeps the wearer comformably warm, allowing her to with-
stand cold weather and cold l:J.:I.‘D'.IJg{.‘ as if she had endure elements
Lznld} cast npon her (negating 3 polnis of cold damage per round),
| Caster Level: 7uhy;, Prereguisites: Forge Blnpg, endure elernenls; Morke|
(Price: 2,100 g0,
| Water Walking; This ring, set with an opal, allows the wearer to

continually utilize the effects of the spell water walk.

Caster Level: oth; Premequisites: Forge Ring, waler walk; Market|

Price 15,000 gp.

Lead, gald, platinum Cannet penetrate —

It's possible to scan anareaof wp to 100 square feet during 1 round.
For example, during 1 round the wearer of the ring could scan an
area of stone 10 feet wide and 10 feet high. Alternatively, he could
sean an area 5 feet wide and 20 feet high,

Secret compartments, drawers, recesses, and doors are 90%
likely to be located by 20cay vision scanning. Using the rop is
physically exhausting, causing the wearer 1 point of remporary
Consritution damazge per minute alter the firse 10 minures ot use in
asingle day,

Casler Level: 6th; Prevequisites: Forge Ring, true seeing; Markel Prce:
25,000 gp.

RODS

Rils are sceprerlike devicas that have unique magic powers and do
nat ussally have charges. Anyone canuse a rod.

Fhysical Description: Rods weigh approcimately 5 pounds,
They mange [tom 2 [eel 1o 3 leer long and are usually made ol fron |
ot some other meral, (Many can function as light maces or clubs |
due o their snurdy construction,) These srurdy irems have an AT of |
4, 10 hic paints, a hardness of 10, and a break DO of 27, i

Activation: Deteils reladng to rod wse vary from dtem o frem. |
See the individual descdpaons focspecifics. )

Random Generation: To generate tods mndomly, moll on Table |
18=20: Rods, eall ;

Special Cualities: Rolld%. An 01 result indicaces the rod is intelli-

L gent, 0231 indicates that something (s design, inserption, ete.) pro-
vides a clue to its funcron, and 32-100 indicates no special qualities,




TapLE 8&-20: Rops

Medium Major Rod Market Price
Q7-06 - {mmosable 1500 gp
0712 — Ietal and mineral detection 10,500 gp
13-20 01-03  Concellation 11,000 gp
21-25 06-10 Wonder 12,000 gp_|
26-29 11-15 Pythan 15000 ap

L A0-34 16-20 Flarme exhinguisting 15,000 g

| 35-40 21-27  Withening 17,000 gp_|

LA -45 2833 Vipar 19000 gp |
46-52 3440 Thunder and lightring 23,000 gp

| 53-80 47-50 Ememy detection 23,500 gp

. B1-6& 51-55 Splendor 25,000 gp
G078 5665 Megatign 35,000 gp
7880 G620 Flailing 40,000 gp
21~96 81-85 Absorgtion 50,000 gp

. 9709 2690 Rulership Al 000 gp

100 97-04 Security 61,000 gp |
- 95-08 Lordly night 70,000 2 |
99100 Alertness 72,000 gp_|

Intelligent items have exrra abilities and sometimes also extraordinary
pawers and special purposes. Use Table 8-31: em Intellipence, Wis
dom, Charisma, and Capabilities
as indicated if 2 rod is inrelli- S

{gent. Rods with charges can B,

(nevert be inrelligent, F

o
i

Rod Descriptions k-
(Although all reds are generally scepter %
;li.lil:, their cunﬂgumﬁnns and abilities run. ¥ -\\
{the magical pamut, Standard rods are de-
{eeribed below :
| Absorption; This rod scts as a magnet, drwing

spells or spelllike abilities into itsell The mupic
absorbed must be a single-targer spell or a ray directed
either at the character possessing the rod or her pear The
rod then nullifies the spells effect and stoves its potential
until the wiclder releases this enerpgy in the form of spells of
her own. She can instantly detect a spells level as the mod
absorbs that spell's energy. Absorption requites no action on
the part of the user if the rod is in hand ar the rime,

& running cotal of ahsorbed (and used) spell levels
should be kept, For example, a mod thar abscrbs a sth-
level spell and a 3nd-level spell has a total of nine absorbed
spell levels, The wielder of the rod can nse captured spell
energy to cast any spell she has prepared. without expending g
the preparaton iself The only restricrions are that the lev

{els of spell energy stered in the rod must be equal ro or
{grearer than the level of the spell the wielder wants 1w
|cast, that any material components required for the
spell be present, and that the rod be in hand
when casting. Comtinuing the example above,
the rod wielder could use the nine ahsorhed
spell levels to cast one 9thlevel spell, or
one Sth-level and one 4th-level spell, or
nine 1st-level spells, and so on. For
casters such as bards or SOTCETELS
who do not prepare spells, the rods energy can be used to cast any
spell of the appropriate level or levels that they know:

Ihe vod of absorption absorhs a maximum of [y spell levels and
|can thereafter only discharpe any remaining potential ir might
{hawe, The rod cannoe be vecharsad, The wielder knows the rods
iremaining shsothing potential and current amount of stored

ENELEY.

Uring maltiple
imamgovalle vodr

rod af absarption o nullily the effece of a suggestion spell castal

A more specilic example: Jozan the cleric uses a brand-new gw

him by a sercerer. The tod has now absorbed three spell levelsand,
can absorh forty-seven more. Jozan can cast any 1st-, 2nd-, or 3nd-,
level spell he has prepared, withour loss of that preparation, byl
using the stored potential of the rod. Let's assume he casts hold ger-|

+son baclk at the sorcerer who fust arracked him. This spell is 2nd level
{for him, so the rod sdll holds one spell level of potential, can absar
Jorty-seven mare, and has disposed of two spell levels permanently,

To determine the absorption potential remaining in a newly,
found rod, roll d% and divide the result by 2. Then roll d% again,

-On a result of 0130, half the levels already absorbed by the rod are)
tatill stoved within, For example, if the first roll determines that the |

rod has thivty-four levels of absarption potential remaining, that
meuns the od has absorbed sixeeen levels’ worth of spells Halfof
sixteen is eighr, so there’s a 30% chance thar it still holds eight,
absorbed spell levels ready for use. i

Caster Level: 15th; Brerequusites: Crafi Rod, spell twrmang Market

L Price: 50,0041 g,

Alertess: This rod is indistinpuisheble from g +1 |I:l[{|l1-.'.llﬂ'|:£. Ity

Lhas elght Banges onits racelike head The rod bestows a <1 inits-
Jtive bonus, If grasped firmly, the red enables the holder o defect

_evil, detect good, detect choos, detect Lo, detect magic, discern ligs, or
T see inisibilily, The use of these powers can be done
freely with the rod, each different use tuking a sep-
arare standard action,

Il the head of a rod of aleytnes is planted in
the ground, and the possessor wills it o alers
ness (3 standard action, the rod senses any,

creature within 120 feet who intends to ham |

the possessor. Bach of the Hanges on the rods)
head then casts a light spell along the direction it
% faces (usually north, northeast, east,|
r,,_..-a--' N sontheast, souch, southwest, west, and|
ol ; northwest) out toa 60-foot range, Ar the same|
tite, the rod creates the effecr of a prayer spell upon
all crestures Friéndl'!.r to the possessor ina 20-loor
radius. Immediarely therealter, the rod sends forth @
A mentalalert ro these friendly creatures, warning them
¥ of possible danger from the unfriendly creature or
creatures within the 120-foat radius. These effecrs lau
for 10 minutes, and the rod can perform
this function once per day,
Last, the rod can be used o
simulace the casting af a0 an-
mate ebiecls spell, urilizing any
eight {or fewer) objcces locared
roughly around the perimeter of
1 5-loot-radius cirele cenrered an the
rod when planted in the ground. Objects
remain gnimated for 10 minuees, The rod can
perform this function once per day,
- T Caster_Levels 14thy Prevequitsites: Crale)
e # Red, light, defuct magic, alerm, detect chios,
@ delec) exil, detect good, defoct Taw, discerm lies, see
imvisibility, praven animate ebjects; Market Price: 72,000 gp,
Cancellation: This dreaded rod is a bane to magicirems, for
its touch drains an item of all magical properties, The item,
tonched gets a saving throw (DC 190, I a creature is holding it
at the time, then the item can use the holder's Will save bonus
in place ol its own if the holder's is berter, In such cases, con-|
tact is made by making 4 melee touch attack roll. Upon,
draining an item, the rod itself becomes brietle and cannot]
be used again, Drained {rems are onlyl
g restorable by wish or mirscle, (1L a sphere af
annifrilation and a ved of cancellation negate
each ather, nething can restore either of them.)
Caster Livel: 1 5¢h; Prevequisites: Craft Rod, Jrr}wl‘ magic; Market
Price: 11,4110 g,

3,




Enemy Detection: This device pulses in the wielder's hand and

paints in the direction of any creature or creatures Linsiile 1o the
bearer of the device (nearest ones tirst). These creatures can be
invisible, etheresl, hidden, dispidsed, or in plain sight. Detection

range is 60 feet. The rod can be vnzed three tHmes sach day, each use |

lasting up to L0 minutes. Artivar ng the rod is a standard action,

Caster Lewel: 10th; Prevequistles: Crafr Rodd, discern lies; Market Prige: |

L23.500 gy

Elailing: Upon the command of its possessor, the rod activates, |
jchanging lrom a normal-seeming rod .t <3 dire flail The dire flail

is 2 double weapon, which means that each of the weapons heads
jean be used to artack (see the weapon description in Chaprer 7:
LEguipment, page 100 in the Flayer's Handhook), The

wiclder can gain an extra attack {with the sec- #
ond head) at the cost of making all ateacks at g
-2 penalty (#s if she had the Two-Weapon 4
Fighting and Ambidextedty feats). '

Once per day the wielder can use a fee
paction o cause the rod o grant her o 44
eflection bonus 1o Armor Class and a +4
tesistance bonus 1o saving throws for 10 min-
utes. The rod need not be in weapon form o grant
this benefit. Transforming it into 2 weapon or back into a
rod is a move-equivalent action

Caster Level: 9th; Prerequisites: Cralt Bod, Crafr Mipie
Arms and Armor, bless; Markel Price: 40,000 p,

Flame Extinguishing; This rod can extinguish Medium
(size or smaller nonmagical fives with simply 2 1ouch (a standard
wetion), Extinguishing a Larpe or lirger nonmagical fire, or g
smagic fire of Medium-size or smaller (such as thar of Aaming
fureapon or a buming hands spell), expends 1 charge. Continual
imagic lames, such as those of a weipon ora fire creature, are sup-
jpressed for 6 rounds and flare up again after that fime. To extin-
\guish an instantaneous fire spell, the rod must be within the aves of
the effect and the wielder must have used a ready action, effec
tively countering the entire spell. When applied 1w Large or larper
magic fires, such s those cavsed by finhall, flame srike, or wall of
fire, extinguishing the lames expends 2 charges from the rod. |

If the device is used upon a fire creature, » successfisl attack moll |
deals 6dé points of damage to the creature. This requires 3 charges. |

The rod has 10 charges, renewed each day. |

Caster Level: 12th; Prevequesites: Cralt Rod, pyvatechenes; Morket
PFrice: 15,000 EP-

Immovable Rod: This red is a fat ives bar with a small burron
en one end. When the button is pushed (a move-equivalent
actian;, the rod does not move from where it is, even if staying in
place defies gravity. Thus, the owner can lift or place the rod wher

cever he wishes, push the button, and ler go. Adventurers have
Hound the immovable vod useful for holding ropes, barring doors,
iand all sorts of orher wilitarian tasks, Many adventurers have
dound ir useful to have more than one. Several immoable rods can
even make a ladder when used together (although only rwo are
needed). An immevable md can support up to 8,000 pounds before
FalLLn,q tothe E[D‘-Lﬂ'il H-:l creatite puaih::-: aga'ins: an mrnovahle n_'.,i_
irmust make 3 Strengrh check (DC 307 10 meve i up e 10 feetin a
single round.

Caster Level: 10th; Prerequisiles: Crafe Rod, levitate; Market Brice:
7,500 gp.

Lordly Might: This rod has functions that are spell-like, and ir
vean also be used as 1 magic weapon ofvarious sorts, It also has sev-
jeral more mundane uses, The rod of lordly might is metal, thicker
than other tods, with a flanged ballat one end and six studlike but-
Jtons aleng uts length, (Pushing any of the rods burtons is pouivi-
dent to drawing a weapon.,) It weighs 10 pounds,

The following spell-like functions of the rod can each be used

ance per day;

= Tt}
!x"‘

£

st
b

* _Huold person upon touch, il the wielder so commands [DC 14},
The wielder must choose to use this power and then succeed |
with a melee touch attack to activate the power. If the arack |
[ils, the effect iz lost. |

(= _Fear upon all enemies viewing it, if the wielder so desires {10
foor maximum range, DC 16), Invoking this pewer is a standard

| action.

* Deal 2d# hit points of damage to an opponent on a suceessful
touch atack and cure the wielder of a like amount of damage |
(C 171 The wielder must choose 1o use this power belore |
artacking, as with hold pevson

The following weapon uses of the rod have no limits on their use:

* Initsnocmal form, the rod can be nsed 454 <2 [ight mace. |
* When button 1 is pushed, the rod becomes a +1 flaming
+longsword. A blade springs from the ball, with the ball irself
. becoming the sword's hilt, The weapon lengthens to an overall
L length of 4 feer, i
1® When butten 2 s pushed, the rod becomes u +4 battleee. A wide
blade springs forth ar the ball, and the whole lengthens o +
fest, .
* When bunon 3 is pushed, the rod becomes a +3 shortspear or
torigspear. The spear blade springs forth, snd the handle can he
lengthened up to 12 feet (wielder's choice), for an overall length
of from ¢ faer 10 15 feet. Atits 1 5-loot length, the rod is soieabls |
[or use as a lance,

The follewing mundane uses of the rod also have no limirs on
their use;

% * Climbing pole/ladder, When burron 4 is pushed, 1 spile |
M thar can anchor in granite is extruded from the ball, while |
the other end sprouts three sharp hooks. The rod length-
ens 1o anywhere between 5 and 50 feer in & single round,
W stepping when button 45 pushed again. Horizontal bars
AW, three inches long fold out from the sides. 1 foor apart,
‘Ig,!f‘ in staggered progression, The rod is firmly held by the
&gl spikc and hooksand can bear up Lo 4000 ponnds, The
W wiclder can retract the pole by pushing butron 5.
* The ladder funcrion can be used o force open
doors. The wielder plants the rods base 30 {ser or
B loss from the portal to be forced and in line with
L, it then pushes button 4, The force exerred has a

N b +12 Strengeh bonus,
Rodaff * When burton 6 1s pushed, the rod indicates
lordly might mignetic north and gives the wielder 2

knowledge of his spproximate depth
beneath the surface or heighr above i,

Casler Level: 19th; Prevequessites: Craft Bod, Crafr Magic Arms and
Armer, infhe ght wounds, bull's strength, fame blade, hold pevsom, fear;
Miarfet Price: 70,000 ap,

Metal and Mineral Detection: This rod pulses in the wielder's
hand and points to the larpest mass of metal within 30 feer. How-
evet, the wislder can concenmate on a specific metal or mineral
igold, platinum, quartz, beryl, dizsmond, corundum, and so an), If
the specific mineral is within 30 feer, the rod points to any places
it is located, and the rod wiclder knows the approximare quanciy |
ws well, Ifmore than one deposit of the specified metal or mineral |

lis within range, the rod points to the largest cache frst. Each oper- |
ation requires a full-round action, ; |
Caster Level: Oth; Prevequisites: Crafr Rod, locate object; Market Price: |
(10,500 g

Megation: This device negates the spell or spell-like funcrion or
functions of magic items. The wielder points the rod at the magic
item, and & pale gray beam shoors forh to touch the target device,
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attacking as i ray (a ranged touch attack). The ray negates any cur-
rently active item function and has a 75% chance to negate any
other spell or spell-like funcrions of that device, regardless of the
level or power of the funcriens, for 2d4 rounds. To negare instanta-
neous effects, the rod wielder needs to have vsed 3 ready action, |
I'he target item pets no saving throw ar means 1o resist this effact, |
(although the rod can't hegate srrifaces (even minor artifacts). The |
(o can Function three times per day.
Cusfer Level: 16th; Prevequisites: Craft Rod, dispel magic, and himuted |
Lwtish or _'.'J'|1'|:H.'|4.'i Aarket Price: 44,600 ER
Python; This red is longer than nortnal rods, Tt 15 about 4 [eet)
Jengand weighs 10 pounds, Tt srikes as 4 12 quartersiaf, 1f the user
throws the rod to the ground (2 standard action), it grows 1o
become a 25-foot-long Huge constrictor snake {see the Mon-
sher Manual for complete statistics) by the end of the round.
The python abeys all commands of the owner {In animal 43
Jform, it facks the +2 enhancement bonus 1o attacks and  #
jlamage possessed by the rod form.) The serpent
yreturns tomod form (1 full-round acrion’ whenever the ,
swielder desires, or whenever it moves farther than
100 feet from the owner. 1 the snalke form is slain, it
rerumns 10 rod form and cannot be activared again for
three days, A pythen rod only funcrions iff the puos-
BRSSO 15 gl:"l.‘ld

Caster Level: 10th; Brevequusites: Cratt Rod, Craft

Magic Arms and Avmor, polyreoph othier, creator must
{be good; Market Price: 13,000 gp.

| Bulership: This rod looks like a roval sceplec warth
Lat least 5,000 gp in matedals and wcu‘l-;maushj.p alone,
{The wielder can command the chedience and fealty of
| creatutes within 120 feet when she activares the device i3
{standard action). Creatures totaling 300 Hir Dice can be
;euled, but creatures with Intelligence scores of 12 or higher
pare entitled 1o a Will saving theow (D 16] to negate the ellect
Ruled creatures obey the wislder as if she were their absolute
sovereign. Still, if the wielder gives a command thar is contrary
to the narure of the creatures commanded, the magic is broken.
The rod can be used for 500 oral minutes before crumbling to
dust. This dorarion need not be continnous.,

Cagter Level; 20th; Prevequisites: Crall Bod, mass charmy
Markel Price: 60,000 2.

Security: This ltem creares 2 nendimensional space, a
pocket paradise. There the rods possessor and as many es
| 9% other creatures can stay in complete safety for 3 period
of time, up 1o 200 days divided by the number of creatures
affected. Thus, one creature (the rod's possessar] can stay for 200
days, four creatures can stay for 50 days, or & group of 60 crea

(tures can geay for three days. All fractions are rounded down, so
.that 2 group numbering benween 101 and 200 inclusive can stay lor
Lone dav only.

In this pocket paradise, creatures don't age, and natural healing
take place ut twice the normal race, Fresh water and food < (ruiis and
vegerables only) are in abundance, The climare is comforrable for
all creatures involved,

Activating the rod (a2 standard action causes the wislder and all
creatnres touching the rod to be ansporeed instantaneously to the
paradise, Members of large groups can hold hands or otherwise
maintain physical contict, allowing all connecred creatures in 2 cir-
cle ar g chain o be affected by the rod. Unwilling creatures get 2

(Will saving throw (DC 17) to negate the effect, If such a creature
(succeeds at its save, other crearures bevond thar point in @ chain
Lcan still be affected by the rad.

| When the rod's effect expives o is dispelled, all che affected crea-
{rures instanely reappearin the location they ocoupied when the mod
(was activated. If something else accupies the space that a traveler
wonld be returning to, then his body is displaced a sulficient dis- |
tance fo provide the space required for reentry The rod's possessor |

=
-3

can dismiss the effect whenever he wishes before the maximum,
time peried expires, but the tod can enly be activated once per)
week, : : 1

Caster Level: 20h; Prerequusttes: Craft Rod, gate; Market Price: 61,000 g,

Splendor: The possessor of this rod gains a +4 enhancemen |
{honus to her Charisma scare for as long as she holds or carries the
|itemn. Oince per day: the red ereates and garbs her in clothing of the

finest fabrics, plus adornments of furs and jewels,

Apparel created by the mapic of the rod remaing in existence for 12,
honrs. However, if she arrampts (o sell or give away any part of it, to ,
{use it for a spell component, ar the like, all the spparel inmediately

dissppears, The same applics ifany of it is forcibly taken from her.
The value of noble garb created by the md ranges from
7,000 1o 10,000 gp (1d4+6 rimes 1,000 gpi—1,000 gp.
tor the fabric alone, 5000 gp for the furs, and the |
test for the jewel tom (maximum of rweney |
gems, maximum value 200 gp each),
In addition, the rod hes & second special,
pover, usable once per weelkl Upon commang, |
it creares & palatial tent—a huge pavilion of silk
60 feet acmss, Inside the tent are temporacy fur
nishings and food suitable to the splendor af the |
povilion and sufficient to entertain as many as one hundred |
persons. The tent and ies mappings last forome dav At the end |
of that time, the temt and all objects assoctared with it {inelud-
ingany items that were taken outof the tent) disappear.
Caster Level: 12th; Prevequesites: Craft Rod, fabricate, major creation
[ Market Price; 25,000 pp,
Thunder and Lightning: Constructed of iron set with :;,'Ll'r'l:r;r
rivets, this rod has the properties of a +2 light mace. [ts othear mug-|
ical powers are as follows:

(Y
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* Thunder: Onge per day, the rod can srrike as a <3 light ML,

and the opponent struck is stunned from rhe neise of the

rods impact {(Fortitude negates DC 13), Activating this,
power counts as a free acton, and it works if the wi elder
strilees an opponent within | round, )

* Lightning: Onece per day, a short spark of eleciricity can
leap forth when the rod smikes an opponent ro deal the
normal damage for a <2 light mace (1dé} and +2dé points
of bonus elacrricity damage. Even when the rod might
not score 2 nermal hir in combae, if the roll was good
enough ool 45 & successful melee rouch artck hit,
then the +2de peims of bonus electrical damage sll
applies, The wielder activates this power as a free acton,
and it works if he sirikes an opponent within 1 round.

* Thunderclam Onee per day as a standard action, the rod can
create @ deafening noise, fust as a shout spell (DC 14, 2de
peints of sonic damage, target deafened for 2dé rounds ).

* Lightning Stroke: Once per day as a standard action, a 5-foor-wide

lightning boll (9dé points of damage, DC 14) can blast from the

red 1o.a range of 200 feer,

Thunder and Lightning Once per week as o stndard sction, the

mod can combine the Humderclap deseribed above with & forked

lightning bolt, as in the lightning ke, The thunderclip affects
all within 10 feet of the bolt, The lightning alone deals 9ds |
points of damage (count rolls of 1 or 2 as olls of 3, for a range of |

27 to. 54 points), plus 2de more for the thunderclap. A single |

Reflex saving throw applies for both effects {DC 14), with deaf|

ness and half damage sullered by those who are sugcessful,

Rod of
L -u:'?.:'r

]

Caster Level: Sthe Prevequisites: Craft Rodl, Crafe Magic Arms and |
(Avmer, lightiing balt, shoul; Market Price; 23,000 gp.

Viper; This rod strilies as a +1 heavy maze, Onee per day, upon
{rommand (2 free action), the hesd of the rod becomes thar af an
pactual serpent for 10 minutes, During this period, any successiul

strike with the tod deals normal damage and poisons the creature

13




hit, The poison deals 1d10 poinrs of temporary Constituron dam- 9]-95 Shimmiering colars dance and play over a 40-ft.-by 30-f1

age immediately {Fortitude nogates DC 14 and another 1dio ared In front of rod. Creatures therein are blinded for

points of temporary Constitution damage 1L minuge later Forritude ] 1d% rounds [Fortitude negates D 12).

negates DC 14}, The rod only functions if the possessor is evil, 95-97  Wielder (30% chance) or target (509 chance) tums
Caster Level: 10ch; Prereguntes: Craft Rod, Craft Magic Armzand | permanently blug, green, or purple {no save)

Avmor, pocson, creator must be evil; Market Price: 19,000 Zp. | {38100 Flesh to stome {ar stone to flesh if target is stone already)
Withering: The rod of wilhering acts asa +1 hght mace that deals| | if target is within 60 ft,

e hit point damage. Instead, the wislder deals 1d4 poins of tem-|

(porary Strengrh damage and 1d4 points ol temporary Constitution | Caster Lewel: L0th; Prevequisites: Cralt Rod, eonfusion, crearor must |

idamage to any creature she touches with the rod (by making al  be chaotic: Marke! Brice: L2004 g
melee touch arrack), If she scores a critical hit, the damage from. A
ithat hit is acrually permanent abilicg desin. In either case, the SCROLLS

lefender negates the effect with  Fortioude save (14 14, A seroll is a spell (or collection of spells) thar has been stored in
Casler Level: 13¢h; Premeguuntes: Craft Rod, Craft Magic Arms and wrirren form, A spell on a scrall can be used only once. The writing
Artror, comtagion Matket Fnce: 17,000 gp, vamishes from the seroll when the spell is activated, Using a seenll |
Wonder: The rod of wonder is a sirange and unpredicrable device 1s basically like casting a spell,
that randoemly generates any number of weird effects ench time it \ Physical Description: A scroll is & heavy sheet of fine vellum or
s used. (Activaring the rod is a standard action.) The usual effects | (high-quality paper roughly the size of a plece of modern nolepiper |

yire shown en the table below, but you may alter these for any or all| {{ghout § 1,2 inches wide and 11 inches long), which is sufficient 1o |

of these as vou see fit for your own campaign. Typical powers of the |

hold one spell. The sheet is reinforced ar the

tod include all of the (pllowing; i @ﬁ*-' top and bottom with smips of leather

Roo oF WoNDER

d%
0105
OE-10

118

{1620

-.21—25

L2630
3=33

34-3p
1146

4749

50-53
34-58

15952

B3-85

-7

A-E4
85-87

8850

Wi slightly Jooger than the sheer is
; wide, 4 seooll holding more than
One Epeu hns the same width
{about 8 1/2 inches) but is an
exmra foot or so long for each
extra spell. Serolls thar hold §
three_or more spells are !
! usually fitted with rein- |
[orcing rods at_each end |
tather than simple sirips of |
leather, & scroll has an AC of |

9, 1 hit print, 1 hardness ol o, |
annd a break DC of 8,

To protect the scroll from
wrinkling or tearing, the scroll
is rolled up [rom hoch
ends to form a double cyline

der. (This also helps the

pser unroll the seroll
guicklw) The scroll is
placed in a wube of
ivary, jade, leather,
metal, or wood, Most
scroll cases are inscribed
with magic symbols (see the
arcame mark spell and Arcane
Magical Writings, page 155 in
Chaprer 100 Magic in the
Players Handbook}, which
olten identify the owner
or the spells stored on
the scrolls inside. The
F}'l'l'll‘-u.*h aften hide
Reduce wislder 10 1/12 height {no save). magic tmps such as
Firetiall at target or 100 ft, straight ghrle of warding or |
ahead, 66 damage (DG 131 V. Jive Lrap spells,
Inuisibility covers rod wielder, / Activation: To|
Leaves grow from target if within 60 f1, activate a scroll a)
of rod. These last 24 hours, spellcaster  muse
10-40 gems, value 1 gp each, shoot read the spell wrie- |
forth in a 30-fi.-lang stream. tenon. it Dolng so)
Each gam causes 1 paint of invalves  several)
damage to ary creature in steps and condirions,
its path: roll 5d4 for the Decipher the Wiiting: The
number of hits and divide Usingla seraff awith a spell that i beyowel  woriting on a scroll must be deciphered
them among the available targets. der, Mialve tuffers paiwfil conseqiemes. I Tt comfinues oH page 208)

Waondrous Effect
Slow creature pointed at for 10 rounds [DC 13).
Faerie fire surraunds the target (DC 11)

Deludes wielder for 1 round inte beli=ving the rod
functions as indicated by a second die rell {na
save)

Gust gf wind, but at windstorm foroe; see
Weather Hazards, page 87 (D 13)..

Wieldar learns targel's surface thoughts
[as with detect thoughes) for 1d4
rounds (no save}

Stinking clowd at 108, range (RC 12).

Heawy rain falls for 1 round in 60-ft.
radius centered an rod wielder.

Summon an animal—a rhing (01-25 result on
d%), elephant [26-50), or mouse [51-100),

Lightning boft {70 ft. long, 5 . wide], 6d& points
of damage (DC13)

Stream of 600 large butterllies pours farth and
flutters around for 2 raunds, blinding everyone
(including wielder) within 25 f. [Reflex save D 14
to avoid),

Entlarge target 50% ifwithin 60 fl. of rod {DC 113,

Darkness, 30-ft,-diameter hemisphere, centered
30 ft. away fram rod, 5

Grass grows in 160-5q.-ft. area before the rad,
ar grass exjsting there grows to ten times
narmal size.

Turn ethereal any nonliving abject of up (o
1,000 b, mass and upto 30 cu. ft, in
size,




TABLE 8—24: ARCANE SPELL SCROLLS
Tst-Level Arcane Spells

d% Spell
I E Burning hands
0610 Chonge self
11-15 Charm persan
1618 Coler spray
9-22 Detect secret dogrs
i=1% Detect undead
2628  Enlarge
29-3] Erase
32-1% Feather fall
A7-39 Grease
4044 ldentify
45-47 Jump
43-57 Mape orror
A2-54  Magicweapon
Pa=aT Mount
aE-h0 Aoy of enfesblement
b1-63 Reduce
63—66 Shield
G6/—63 Shocking grasg
H-73 Silent image
4T3 Slesp
75-81 Spider climb
B2-B4 Surmmon monster |
BE5-B7 fenser's floating disk
BE-g2 L'nseen servant
B3-05 Wentriloguism
26-100  OM's chaice of any 1st-level arcane spell
2nd-Level Arcone Spells

d% Spell
01-03 Arcarne lock
D402 Blindness fdeqfress
0e-13 Alur

14-1%  Bull's strength
18-22 Cot's grace
2325 Darkwision
26-30 Dhetect I-J'.luwgl’rl::.
11-33 Flaming sphere
1433 Irusisibility

319-47 Krock
4346 Lepitate
47-5] [osote ohject
5354 fdelfs meid arrow
5559 Miner image
BO-&4 Mirror irmage
£5-69 Wisdirectiaon
J0-72 Protection frort arrouws
F3=77 See inwisibility
78-20 Spectral hanid
21-83 Stinking cloud
8487 Summion manster 1
38-92 SUMRON SWar
33-95 Wb
96-100  DM's choice of any 2nd-level arcane spell
Ird-Level Arcane Spells
| d3 Spell
D1-05 Blink
DE=10__ Claimudieece foloinaparice
1115 Lispel moagic
1620 Lisplacemienl
21-2% Firekall
2628 Flome arrouw
29-1]1 Fly

Market Price
5 gp

Bgp |
2pp |
25.gpi
25 gp |

23 gp

2ogn |
25 8p .

15 gp
5 gp
125 gp
25 gp

25 gp
25 pp
5. gp

5gp |
BSgp |
5gp )

25 gp
25 gp
25 gp
23 gp
23 gp
i3 gp
23 gp
25 gp

Market Price
175 gp
150 gp
150 gp
150 gp

150.gp .
150 gn |

150 go

150 gg |

150 gp
150 gp
150 gp
150 gp
150 gp
150 gp
150 gp
150 gp
150 gp
130 gp

130 gp
150 gp

150 gp
150 gp
150 gp

Market Price
ifagp
375 gp
375 gp
375.gp
375 gp

35gp .
175 gp |

S T T

32133
34-36
3739
4042

| 43-45
| 46-47
C 4853

54
33

L 38

57

58-60
B1-85
g6-70
T1-75
7679

, BO-B4
L B5-8&7
| BE-80
L a1-100

Caseous form

Creater magic weapan
Halt undead

Hosta

Hold persan

Inwisitniity sphere
Lightring balt

Mugie eircle against cheos
Magic circle against el
Magic gircle against pood
Magic sircle against low
MNondetection

Slow

Specteal hand

Suggestion

Buwirnn rrarmster (1)
lonpuies

Vompine touch

Woter breathing

OM's chojce of any 3rd-level arcane spell

4th-Level Arcane Spells

d% Spell
a1-05 Charm maonster
Qe-10 Confusion
11-15 Contagion
le-20 Dretect scrying
| 2123 Dimensional anchar
418 vmension doar
29-33 Emation
34-36 Enervation
37-38 Evard's blmek tentacles
Al—44 Feear
4547 Fire shield
4850 fee vlarm
51-55% Improved irnvisibility
5B-58 Lesser geas
59-81 hdinar globe rJf inviainerability
65-67 Fhantasmal killer
68-70 Falyrreorph ather
71=#1 Palymorph seff
T4-76 Remowve curse
7779 Shadow confuration
BO-B2 __  Storeskin
B3-E4 Surrenan marster 1Y
B5-87  wall of fire
£5-00 Wall of ice
01-100  DM's cholce of any 4th-level arcane spell
Sth-Level Arcane Spelly
d% Spell
01-04 Bighy's interposing hand
Q508 Claudiill
0513 Cane af cold
14-17 Dismissal
18=21 Dornination
-4 Feebleming
I5-27 Cirearer shadow corfuration
2331 Hald manster
Efr T Majer craation
L3640 Mind fou
4144 Pazswall
45449 Prrsistent (mags
L o053 Shedow grocabion
. 5456 Stone shope
L 5760 Summen mohsker W
61-64 Telekingsis

375 gp,
375gpl
175 gpl
375 gp
35igp
75 gp
375 gp
E VAR
375 Bp.
375 ER
315 gp.
425 gp.
tigp
375 gp.
175 g
375 gp
25 gp
375 gp.
375 R,

Market Price
700 gp
700 gp
00 gzp
700 gp
00 gp)
700 g,
ftgp,
700 gp|
00gp!
700 gp)
700.gp
T00 gp
700 gn
00 gp
700 gp
00 gp
700 gp
700 gp
00 gp
700 gp
250 gp
700 gp
700 gp
040 gp

Market Price
1,025 gp
1,125 p
1,125 gp
1.1E5 gp
1,025 gp
1125 gp.,
1135 gp)
1125 gp)
1125 gp4
1125 gp)
1,125 gpd
1125 gpd
1,025 gp
1,125 gp
1,125 gp
1,025 gp




£560 Teleport LI25 gp 20-33 Mass charm 3.000 pp.
70-71 Tramsmute moivd to rogk 1,125 gp 3d4-38 Maoze 1,000 gpd
T4-77 Trarsmute rock 1o piud 1125 gp 3843 Mind slank 1.000 g
TE—81 Wiall of force 1,125 gp 4448 CHilukie's telekinetic sphens 2,000 zp:
i2-E6 wall of iren 1.175 gp_| L 49-53 Otto's (resistibles dance 3,000 gp
&7-80 Wl of stome 1125 gp_L 42458 Polymarph any ohjsct 3,000 gp
91-100  DM's choice af any Sthlevel arcane spell — L 15963 Power wond, hiind 3,000 gp
| | 6468 Prisratic will ) 3,000 gp
Gth-Level Arcane Spells 4 B9-73 Pratection from spells 3,500 gp.)
| d6 Spall Market Price | L T-T78 Screen 3000 zp.
01-04  Acid fog 1,650 gp | | 79-83 Summon maonster Vi 3,000 gp:
Q507 Anglyze dweomer 1,650 gp 84 33 Sunbuirst 3,000 g0
0811 Antimagic field 1,650 gp 8090 Sympathy 4,500 gp
12-15 Bighy's forceful hard 1,650 gp 91100 DM's choice of any 8th-level arcans spell —.
l6-19 Chain lightning 1,650 gp
20-23 Circle of death 2150 gp Sth-Level Arcane Spells
2426 Comtro! water 1.650 gp L d% Spell Market Price
2130 Cisinkegrate 1,650 gp_| | o107 Bighy's cristung hand 3825 gp .,
@1=33  Fyebite 1.650.gp | | D&-14 Energy drain 3825 ap .
:34—3? Flesh to stong 1,650 gp_ 1 1511 Imiprisonment 3825 gp
3541 Clobe of inpulrerability 1650 gp | 2218 Meteor swarm 38258
4245 Greater shadow erocation 1,650 go 28-35 Maordenkainen’s disiunction 1825 gp..
46-40 Mass suggestion 1,650 gp 4349 Prismatic sphers _ 3,825 gp |
50-52 Mislead 1,650 gp 5056 Shopechonge 825 gp
5357 flave earth 1,650 gp 57-63 Summon monster [X e 3,823 gp
52-81 Otituke's freezing sphere 1,650 gp 6450 Tirree stap 3,825 gp
£2-65 Programmed image 1.650 gp J0-Ta Wil of the banshee 3825 gp |
EE=70 Project image 1,650 zp | J7-83 Waird 382igp |
W1=75 Repulsion 1,650 gp £4-80 Wish 28825 gp*
J6-78  Shades 1,650 gp 01-100  DOM's cholee of any Hh-level arcane spell i =
e g2 Stane to flesh 1,650 gp *Accumes no matenal companent cost in excess of 10,000 gpand |
B3-46 Summron maonster VI 1,650 gp na ®P cost in excess of 5,000 XP.
7-90 Trive seaing 1.5900 gp
91100 DM's choice of any Gth-level arcane spell — TABLE B—25: DIVINE SPELL SCROLLS
| Ist-Lewvel Divine Spells
Tth-Level Arcane Spells d7 Spell Market Price

d¥ Spell Market Price 01-05  Bless 25 gp
01-05 Bighy's grasping hard 22lagp | 06-10 Calm animals 25 gp
0810 Control undemd Zitagp | 17-14 Command 5 gp
11-15 Delayed blast firehal! 2275 gp | 15-18 Cure light wounds. 25 gp
16-20 Ethereal jaunt 21%5.gp | L 20=-22 Detect chaos P 25 gp
1-15 Finger of death 2295 gp 23-25 Datect vl 5 gp
I6-10 Forcecoge 315 gp 26-28  Detect gond > 25 gp
17-35 Limited wish 3,775 gp* 29-31 Detect law 25 gp
3640 Wazs invisibility 2,275 gp 12-34 Detect snares and pits 25 gp
41-45 WMordenkainen's sword 2,275 gp 1533 Doom 25 ap
46-50 Par word, stun 2275 gp 4044 Entangle 25 gp
B1=55 Prismatic spray 2,275 gp 43144 Faerie fire ! 25 ap
E6-60 Reverse gravity 2,275 gp 5054 Infiict Nght wounds 25 gp
61-65 Sequester 2278 gp 55-53 Invisibility to animmals.. 25 gp
6570 Spell turning 2,275 gp G054 lenersibrility o wndead 25 gp
71=75 Surnran maonster ¥ 2275 gp 6567 Mugic fang 25 gp
T6-80  Teleport without ermor 2,275 gp BE-TO_ Magic stone 5 gp
21-85 Vanish 2175 gp =73 Muagic weagon. Z5 gp
86-90 Wision 3025 gp T4=71 Samtugry 25 gp
81-100  OM's cholce of any Tth-level arcane spell 7882 Shillelagt 25 gp
*hssumes o matedial companent costin excess of L0 gp and na B3-8&  Summon ronster | £1.ER.

%P cost In excess of 300 ¥P B7-90 Summior nedure’s ally | 23.8p)

91-100__ O's choice of any 1st-level divine spell —
Bth-Level Arcane Spells -
Ld3 Spell Markst Price | 2nd-Level Divine Spells : |
01-03 __ Antipathy 3,000 g d% Spell _Market Price
D408 Bishy's clenched fist 1,000 gp L0105 Aid 150 gp.
0313 Clome 4,000 gp | | 0e=10  Auguny 150 gp
Ji=18 Demand 30K gp | L 11=15 Barkskin 150 gp
18-23  Harnid wilting 3000gp . (1620 Bulls strength 150 gp
2428 lncendiary cloud 3,000 gp. : 21-25 Charm permon ar arimal 150 gp
i 3 i b
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d% Spell
26-28 Chill metal
29-31 Cuire moderate wounds

32-36 Lelay poison

37-313 Flamz bigde

4042 Flaming sphere

#4147 Heat metal

dR-E0 Hald arimal

51-55 Hild persan

BG-58 lrflict moderate wounds
59-63 Lesser restoration
Fﬂ:ﬁ?’ Silence

BE-70 Spenk with apirrals
T1=75 Spiritual deopon

76-79 Surriron monster |l
A0-23 Surrman nature’s ally 1
B4-85 SLTITION sWanm

Ba- Lridetectiohle alignement
81100 DM's choice of any 2nd-level divine spell

3rd-Level Divine Spells

d% Spell
a1-02 Call lightming
03-09 Cure senious wounds

10-13 Dispel magic

1415 Damunate animal
1617 Greater magic fang
1819 [rflict serious wounds
2022 frwisitility purge

2326 Locete object

2728 Nagic circle @gairst chaos
29-30 Magic circle against evil
gl=32 Magic circle aganst good
F3-34 Magic circle against fow
B5-38  Negative erergy progection
35941 Meutralize poison

A42-43 Plart growth

A4—dg Prayer

471-51 Prokection from elgmerts
52-53 Remove blindness/deafress
54-56 Remave curse

57-539 Remove disedse

&0-62 Searing fipht

63-65  Speak with dend

BE—67 Spire growth

BE-T2 Stone shope

7375 Suntmon manster |l
JE-T8 Suimmen roture’s ally (1
7980 Water breathing

2190 Water walk

81100 DM's choice of any 3rd-level divine spell

dth-Level Divine Spells

d7 Spell
o102 Antiplant shell
03-05 Comtro! water
06112 Cure critical iwouigs.
13-19 Luscern lies
20-24 Duspel! magic
2527 Divine power
28-34 Elame strike
3541 Fregdom. of movement
Hi-47 Gt vermin
43-50 Creater magic weagon
51-53 Iafiict critical wounds
54-55 Lesser planar ally
56-62 MNeutralize poison

Market Price L

150 gp
150 zp
150 gp
130 gp

150gp
130 gp.
150 gp.
150gp |
150ap. |
130 gp. |

150 gp

150 gp
150 gp
150 gp
150 gp

150 gp

150 gp |

Market Price
375 gp
375 gp
375 gp
373 gp
375 gp
375 gp
375 gp
373 gp
375 gp
375 gp
375 gp
375 gp
i7s gp
375 gp
175 gp

3l Ep .
375 gp |
3-?5&: 1
375 gp. 4

375 gp
375 gp
375 gp
375 gp
375 gp
375 gp
375 gp
375 gp
375 gp

Market Price
700 ap
700 gp
00 gp
700 gp
700 gp
00 gp
00 en
700 gp
0 gp
M0 Ep
700 gp

0 ep._.

700 gp

d3e
B3—B&
G7-G8
6511

| 7324
[.75-78
L7780

81-82
23-90

.91-100

Spell

Quench

Restenttion

Rusting grosp

Spell immumty

Spike stones

Surmman marster [

Surnman atire’s ally 1V

Tongues

DM's choice of any 4th-level divine spl|

Sth-Level Divine Spefls

da
0-o07
08-13
1415

1622
{23-26

£1=49

| 30-35

1638
1540
4143
4445
46-50
51-57
5860
G1-63
B4-0%
G6-6F
BE-69
-7z
73-74
75
Io-78
7920
47-50
a7-100

Spell

Break enchantment
Commpnune

Control wirds

Cutre critice! wodrds
Dhispel el

Dispel gogd

Flarne strike
Greater corrmand
Hirllow:

Healing circle

lce storm

lnsect plagie

Haise dead
Righteous might
Slay lvipg

Spell resistonce
Summon_ moernsfer v
Summaon nature's ally ¥
Transntute rock to mud
True seging
Unfiallow

Wiall of fire

Warll of stome

Wl u_fthurns

Oh's choice of any Sth-level divine spell

Market P‘j'l,:gI
70k gpl
200 gp
700.gp |
700 gp
700 gp
700 gp
100 gp
0 ges

Markeat Price
1125 gp4
1525 gp
1.125.gp
1125 gp
1,125 gp )
1,125 gp.d
1,125 go
Bk
6,125 gp*,
1,125 gp
1,125 gp
1125 gp
L&dagp.,
1,]25 gpd
1,125gp 4
1,125 0
112580
LIS gnd
112580
1375 gp
6,125 gp=
1.125¢gp
1125 g
1125 gp

*hllows for up to a 41h-level spell to be ted 1o the hallowed or uphal
towed area.

6th-Level Divine Spells

d¥e
0108
0e-14
15-12
20-23
2478
28-14
3541
42-47
48-55
5657
58—60
61-EE
60-71
72-T7
TERD
51—a0
a7-10e0

Spell

Antilife shell

8lode barrier

Find the path

Fire seeds

Geas /Quest

Hamm

Heal

Heroes' feast
Plangr ally

Repel wood

Stone tell

Summen monster Vi
Transport wa plants
Wall af stone

Wind wailk

Word of recall.

Ohd's chaoice of any Gth-level divine spell

Fih-Level Divine Spells

d%

|.01=11
[ 1218
| 19-25

2612

Spell

Cantrol weather

Creeping doom
Destruction

Digtum

Market Price
1,650 gp
| 650 go
1,650 gp
1,650 gp
I, 650 gp
|, 650 gp
1,650 gp
1,650 gp |
1,650 gp
1,650 gp
1,650 gp
1,650 gp
1,650 gp.
1650 gn |
1650 gpl
La50 gl

= S —

Market Prica|
2,275 gpl
2,275 gp
1275 gp
1375 gp



'r‘?:’ i i
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33-36 Fire stopm _Laep al1=36 Repel metal or stome 3,000 gp
37-40 Greater restaration 4,775 gp 5762 Reverse growity 3000 gp |
4147 Holy word 2,275 gp B3B8 Summron manster Vil 3000 g L
45-54 Repenerute 2,275 gp 69-74 Sunburs 3,000 g
55-61 R puilsio 2275 gp . 4 75—E0 Linholy aura 3,000 gp
b2-68 Restrrection 27705 gp | L B1-00 Whirlwind : 3,000 go
po-72 Surnman manster Vil 2275 ¢p 4 L 91100  DMW's choice of any 8th-level divine spell 2
fi-76 Trerserivite pretal to wood 2275gp |
7780 Thae seeing 2525 p | Sth-Level Divine Speils |
£1-590 Word of choos - ) 2275 ep | . | S Spell Market Price |
91100 DM's chaice of any Tthelevel divine spell — | | -07 Eorthguake 1825 gp
| Q03-14 Elemental swarm 1835 gp
fth-Leve! Divine Spells 15-2&  Energy drain 3825 gp
di% Spell Market Price 27-38__ implosion 3425 gp |
0106  Anlimagic field 3,000 gp 39-50__ Mimacle 28,825 gp*
07-12 Creaping doorr 3,000 gp 51-57 Shapechange 1B gp
1318 Discern location 3,000 gp | 5E-68  Storm of vengeance 1.825gp
jo-25 Earthgquake 3,000 gp 4 | B98O Summion monster 1K 3,825 gp.
£8-30_ Finger of death 1000 gp | |.31=890 True resurrsction 8825 gp.
3135 Fire skorem 1000 gp | 181100 DM's choice of any 9th-level divine spell —
5644 Haly o 30gp | *hssumes powerful request but no expensive m aterial components |
45.50 Muss Heol 3000 gp in excess of 100 gp and no addilicnal XP cost,

befare o chamerer can use ir or know exactly what spell it contains, Determing. Effect: & spell successfully activared frome o seroll|
This requires a read magic spell or o successful Spellcraft check (DO works exactly like 2 gpell prepared and cast the normal way.
L5+ spell levell Assume the scroll spell’s caster level is always the minimum level
| Deciphering a seroll to determine ies contents does nor activate reguired to cast the spell for the charactet wha scribed the serall]
{lts magic unless it is a specially prepaed cursed scrnll, & character {usually twice the spells level, minus ), unless the casrer specifi-|
can decipher the writing on a scroll in advance so that he or she cally desire otherwise, For example, a 10th-level cleric might want |
\can proceed directly to the next step when the nme comes o use to create o oure crdical wonds scroll at casver level 10 rather than che |
ithe scrall, minimum for the spell (caster level 71, in order to get more benefic |
| Adtivate the Spell; Activating 2 scroll requirss reading the spell from the scroll spell (This scroll would, however, be mare costly to |
{fram the scroll The character must be able 1w see and read rhe writ- seribe.

ling on the scroll. The writing for an activated spell disappears from the scroll

Activaring a scroll spell reguires no material components or sieroll Mishaps: In a mishap, the spell on the serell has a reversed

foens, (The creator of the seroll provided these when seribing the ot harmful effect. The DM determines what sort of mishap occurs,
serall) Mote that some spells are effective only when cast on an with a surge of uncontrolled magic energy that deals 1dé points of
item o items (for example, Drawmii's instant summans and man. In,  per spell level being the default. The DM can use the default,

such a case, the seroll user must provide the item when activating | decide whar happens, or select an elfect from the following lise
the spell. Activating a seroll spell is subject ro distuption just as |
casting o normally prepared spell would be (see Casr a Spelling = Spell strilkes the caster pranally instead of the intended rarger, or

Chapter & Combal, page 125 in the Player's Handbook . a tandom rarget nearby if the caster was the intended recipiont.
To have any chance of activaring a seroll spell, the caster must = Spell talkes effect at some random location within spell range.
meet the following requirements; = Spells effect on the target is conttaey 1o the spell's normal effect.

For example, a furball might produce a blast of nondamaging

* The spell musi be of the cortect type (arcane or divine), Arcane cold or release a burst of healing energy

spellcasters (wizards, sorcerers, and bavds) cannot cast divine » The caster sullers some miner but bizarre effect related o the

spells from a scroll, nor can divine spelleasrers (clerics, druids, spell in some way, For example, a firchall might cause smoke to

paladins, and rangers) cast arcane spells in this manner. (The pour from the caster’s ears, a [Ty spell might muen the casters arms

tpe of scroll # character creates is determined by his or her into nonfunctional wings, or a_dairoudience/clarvovance spell

class, For example, clerics create scoolls of divine spells, wizards might cause the caster's eyes and ears to grow to 10 rimes their.

creare scrolls of arcane spells, and so forth.) noetnal size. Most such effecrs should last only as leng as the
* The user must havee the spell on his or her class lst (see Chaprer oripinal spell's durarion, or 2410 minutes for instantaneous

i1 Spells in the Players Handbook for which classes can cast spells

which spells), = Some innocuous ttem o Hems appear in the spells ares. For
* The user must have the requisite ability score (for example, example, # finball might canse 2 rain of lir torches to fall in the

Intelligence 15 for o wizard casting a Sth-level spell), target ares; a feather fall spell might produce a cloud of feathers; |

a passwel] spell mipht canse a {nonfunctional) door to appear
spell oz delayed effect. Within the next 1412 hows, the spell|

If the user meets all the requirements noted abeve. and her caster

Hevel is ar leust egual 1o the spell's caster level, she can automan acrivares, 1f the caster was the intended recipient, the spell mhes |
leally activate the spell without a check. It she meets all three | effect normally. If the caster was not the intended recipient, the
eduitements but her own caster level is lower than the scroll spell goes offin ehe peneral divection of the original recipient or |
Lspells caster level, then she has to make a caster level check (DC. | rarget, up to the spells maximum range, if the targer has moved |
= scrolls caster level & U)o cast the spell successfully. IE she [ails, L Iy
{she must make @ Wisdom check {1DC 8) to avoid o mishap (see
Scroll Mishaps, below). A natural roll of 4 always fails, whatever | | Random Ceneration: To penerate scrolls mndamly, fivst moll
the modifiers, . on Table B-21: Scrofl Types to determine whether the spells are
= " s i E . E: g i




TnLE 8-21: ScroLL TYPES

d%: rall Type
01-70 Arcane
N-00 Divine.

TapLe B—22: NUMBER OF SPELLS ON A SCROLL |
Scroll Type Mumber of Spalls |
Minar scroll 1d3 =palls
Medium scroll 1d4 =pells |
Mazjor scrall 1dé spells

TaBLE 8-23: ScroLL SPELL LEVELS

Miner Medium  Major Spell Leve|  Spell's Caster Level®
D150 — — 1st 1st
5185 Q105 = 2nd Ird
96-100 0665  — 3rd Sth
66-95 D1-05 Ath Tth
— 96100  DE-50 5th gth |
= - 51-70 6th 1th |
— == 71-85 fth 13th
8695 Rth 15th
95-100 ath 17th

*These numbers assume that the creatar is a cleric, droid, ar wizard.
The tables for random generation of scralls likewise assume that
the scroll was prepared by a member of one of those classes. Far
ciher classes that cast spells (bard, paladin, ranger, and sarcerer],

| the experience level at which certain spells become available, and

| semetimes the level of the spell itself, differs.

| ircane or divine. Then randomly determine how many spells are
ton the seroll, according o Table 8-22: Number of Spells on a Sceoll,
\For each spell, roll on Tuble 8-23: Scroll Spell Levels 1o determine
1ts level and then on the appro-
prigte.subtable of Table
8-24: Arcane Spell
Serolls or of Table
£=2% Divine Spell
Scrolls to determine,
the specificspell. |

STAFFS

of wood that stores
several spells Unlike
5 wands [see the Wands
section later in this
chaprer), ench staffis of
a specific type, & spell-
caster. cant stick any
combination of spells in
a staft, A staff has 5D
charges when created.
Physical Description: A
rg,"pi&;;ﬂ ::m':':Fil. 4 fppt o 7 et
long and 2 inches to 3
inches thick, weighing
abour 5 pounds. Most staffs
are wood, but a mare few ane
bone, meral,_pr_even glass.
(Ihese are exmremely exoric.)
Sraffs often have a gem ar
some device at theic dp orane
shod in metal at one or both
ends, Stalts are often decorated
with carvings or manes, A rypical staffis
fike a walking stick, quarrerstaff, or|
tndge'.. It has an ACG of 7,10 hit points, |

War Staflal

carth and sfane

Afrom a staff iz usually a slap-

#_hardness of 5, and a break
D af 24,
Activation: Stalls use the
.lipr.'i] thigger.  activatiod
Lmethod, so casting a spell

I -

|dard action that dossnt pro-
voke attacks of cpportunity,
(1f the spell being cast, how-
lever, has a longer casting
| time than 1 acHon, it takes §
that long to cast the spell
from a #1all) To activate a
stall, a character must hold it
lorch in st least one hand {or
wharever passas for a hand, for
_nonhumanoid creatures),

Random Ceneration: To
Lpeperate staffs randomly, roll
Lon Tahle #—26; Seaffs,

Special Qualities: Boll d%, A
01-30 result indicates that some- o .l.,'* |
thing {a design, inscopuen, sic.) -

Seaff |

provides seme clie to the stafl's funcion, ind 31-100
indicates no special qualities, af ot |
TaBLE 8—26: STAFFS : 4
| Medium Major Staff Ml arket Prh..i.
0110 — Size alteration 6,500 gp i
11-20 0105 Charming 12,000 gp
21-30 D6-15 Healing 33,000 gp |
3140 16=30 Fire 29,000 gp.
471-50 31-40 Swarming insacts 20,000 gp |
51-6d 41-50 Frost 70,000 gp
&1-70 51-60 Earth and stape 25,000 gp
71-80 61-70 Defense 20,000 gp
41-29 -80 Woodlands 90,000 gp
90-95 21-90 Life 130,000 gp
Q100 91-96 Passoge 180,000 gp
— 87-100 Power 200,000 gp

A staff is a long shaft.  Staff DescripLions

Stalls have immense utility becanse they pacl so many capabilities
into eng item. This compace might, plus a certain seately chagm thae
many have, makes them appealing o all spellcasters. Standard seats
are described below

Char,mi:ng: Made of torisd ng wiood nrnntc‘l}r Hhapc'd and carved,
this staff allows use of the following spells:
® Charm person {1 charge, TG 1L

* Charnt monster (2 charges, DC 163 }

Caster Level: Zehg Prerequnales: Craft Staff, charm person, charm mon-
sler; .'-Juzrl.'r! Frice: 12,000 gp.
Healing: This white ash stall, wirth inlaid silver runes, allows pie
of the following spells:
* Lesser restorpliorn s 1 I,;]'Largt::'
* oo sermpes woyngds (1 charge) -
* Hemove |!1||udlw;'a,.'f.iu.'a_l-rlusl. (1 uharg{'.,'l |
L * Hemove disease 01 charge)

B
el
Casfer Tevel: #th; Prevequisites: Craft Staff, lesser restontion, cure seri=|
aus_wounds, rewmove. kliedpess/deafness, remme disease; Market Price;]
L3000 ep,
Defense: The daffofdefense is a simple-loclking saff that throbs with

POWEr when held defensivel It allows use of the l'l_'-]lma.rj.ng Sp-c]]!i:
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Shield (1 uhurgej

Sheeld of faath {15 deflection bonus to ACH (1 charge)
Shicld pther (1 charge)

Shield of law (2 charges)

Caster Level: 150h; Prerequisites: Crafr Seaff, shield, shield of fith, shigld |
ather, shield of laws creatar must be Tawful; Marked Price; 80,000 gp.__|

Earth and Stone: This staff is ropped with a fst-sized emerald |
\that gleams with smoldering power. It allows the use of the fol-|
Jowiing spells:

" Trssivall (1 charge)
* Move parth (1 charge)

Caster Level: Lllh'r Prerequisites: L
Crafe Staff, passwall, wowe sarth;
Market Price: 85,000 g
| Fire: Crafted [rom
\bronzewood with brass W
|bindings, this stall allows
use of the following spells:

fm«

* it hands (1 charge, 1 11)
* Tiwehall (fde, DO 14301 chaege)
" gl =.Il_|-|fl i (2 charges, DO 16]

| Caster Level: th; Prevequasiles:
;Er:]fr Staff, |.1|.u'.*1|||:;_.,I honds, fiveball,
bl of frr; Murked Price: 29,000 gp.

Frost: Tipped on either end
with & glistening dismeond, this
lrune-covered staff allows the use

rn;:uf the following spells:

18 Jep st (1 charge, [ 16)
® il ofice (1 charge, DC 16
* cone of cald (10de, DS 173 (1 charge)

Caster_ Level: 10th; Prenguisites:
Craft Staff, we storm, wall of dce, cone of
cold; Mavket Price: 70,000 gp.

Life: Made of thick pak shod in
pold, this staff allows use of the fol-
lowing spells:

* Heal (1 charge)
* Reagreclion (1 charge)

Coster Level: l_h'h; Prevegui
Lsites, Craft Staff, heal, reswrrection;
{hdarteed Price: 130,004 ap,

Passage: This potent item allows

the uge of the following spells:

* Dimension door (1 charge)

* Passwall {1 charge)

* Phase deor (2 charges)

* Teleport wilhit error {2 I:hﬂ]'gl:&.i
* sl projection {2 charges)
Seaffof

FTET tasech

Caster. Level: 17th; Prevequisites: Craft Staff,
||fLI1LrIbHJ?E oo, passwall, phuse door, teleport without
Levrnr, ashid projection: Marked Price: 180,000 gp.,
| Power: The staff of powgris a very porent magic item, with offen-
lgive and defensive abilities. It is usually topped with a glistening

gemm, its shaft straighe and smeoth. 1t has the following powers:

B BT i X
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Magic misnle (5 missiles) (1 charge)

Tty of enfeeblement (heightened ro Sth level, DC 157

(1 charge) i
Contemial flape (1 charge). |
Levitafe {1 charge)

Lightning belt (heightened o sth level, tods, DC 17101 charge)]
Firehall (heightened o cth leval, 10da, DO 172 (L charge)

Cane of eold (15da, DiC 15) (2 charges)

Hold meonster (2 charges, DC 14

Wl of fovee (in & 10-[oot-dismerer hemisphere around the Lahttr
only) (2 charpes)

* Clobe of mvulnevakilify (2 1‘J‘1::|Tgu-u

The wielder of a staff of powver gains o,
+2 luck bonus to AC and saving|
throws, The stall is alsa a +2 quar-
terstaff, and its wielder may use it
o smite opponents. 1£1 chatpe

is expended (a3 a free action),
the staff causes double damage (%3 ona
eritical hirkfor 4 round.

A staff of power can be broken fora re:
tributive sirilee. The breaking of the staff must be
purposeful and declared by the wielder. All

charges currently in the staff are instantly released
in a 30-foot- radius globe, All within 10 feetof the bro-
Len staft take hit poines of dumage equal to elght
times the number of charges in the staff.|
those hetween 11 leet and 20 feet away
rake six rimes the number of chargesin,
damage, and those 21 feer 1o 30 fret)
distant take four times the number of |
charges in damuge. Successful Reflex,
% Saving throws (DC 17) reduce the dam- |
age sustained by half,
The character breaking the stall has 2
5o chance of traveling to another plane of

of the mag (see Minor Artifacts] and the saff of power, are
capable of a retriburive sirike,

Adter all charges are used up from the salf, it remains a +2
quarterstaff. (Once empty of charges, it cannor be hroken in
arerriburive sirile.)

Caster Level: 15th; Prereguaseles; Cralt Sraff, Craft
Magic Arms and Armer, magic missile, heighe
anad Iy “Jr ;|1_|'J_-L-b?._=|||.f1|f‘, pantinual ﬂcmw.‘, lewitate,
heightened finchall, heightened lightning bolt,
coree of cold, hold monster, wall af force, globe af

invlnevability: Markel Price: 200,000 g

Size Alteration: Stour and sturdy, this sttt
of dark wood allows use of the following spells:

® Erilarge (1 charge?
* Reduee (1 r].mgel

Caster Level: Sehy Prevequisites: Crafe Stall, enlovge, meduce; Marfef |
Price: 6,500 gp.

Swarminpg Insects: Made of vwisted davk wood with dark |
spots resembling crawling insecrs twhich eccasionally seem tl:,'l..
move), this staff allows use of the following spells: |
= Sypmon sworm (1 charge; .
* Tnsect plogue (2 charges)

Caster_Level: 9th; Prevequisites: Craft Staff, summon swarm,
itisect plague; Markel Price: 20,000 gp,




Woodlands: Appearing to have grown naturally into its shape,
this oak, ash, or yew staft allows use of the following spells:

Anmal friendshup (1 charge)
Barkskin (1 charge)

Speak with animals (1 charge)

Wiall of thovns (1 charge]

Suniitian tatures ally VIL2 charges)

Further, the staff mav be used as a weapon, functioning as 1 +2 quat-,
|terstaff. The staff of the wopdlands also allows its wielder to pass with-
Lol frace at will, with no charge cost,

Casler Level: 9th; Prevequiaies: Cralt Staff, Craft Magic Arms and

Armor, pass withoul teeee, andmal fiendship, barkskn, speak with ani

mils, wall of s, summeon natuney ally VL Marke! Price: 30,000 gp.

WANDS

(A wand is o thin baton that containg s single spell. Each wand has|
50 charges when created, and each charpe expended allows the |
luser 1o use the wands spell one time, 4 wand thar runs out ol
charges is justa stick,
Physical Description: A rypical wand is 6 inches o 12 inches
lomg and abour 1/4 inch thick, and often weighs no more than |
punce, Most wands are wood, bur some are bone. A rare fow are

TABLE 8—27: WaANDS

| Market
| Minor Medium Major Wand Price
10105 — —  Detect magic 35.gp
0610 — —  Light IS gp
J11=15 Detect secred doors 750 gp
{16-20 Color spray 750 gp
2125 Buirring hands 750 gp
(2630 01-03 —  Chamm person 750 gp
31=35 0406 —  Enigrge 750 gp
340 Q709 —  Maogic missile [1st-level caster) 150 ap
4145 1012 —  Shocking gresp 750 ap
4650 13-15 — Summan morster | 150 gp
51-55  16-18 —  Cure light wounds 150 zp |
BA-58 18-21 Magic missile [3rd:level caster) 2250 zp0 |
59 22-23 01-02_Magic missile {5th-level caster) 3750 ep |
6063 2428 03 [evitate 4,500 gp
B4-66 27-29 04 Summon monster | 4,500 gp
67-60  30-32 05 Silemce 4,500 gp
7072 33-15 QB Knack 4,500 gp
73-75_ _36-38 07 Daylight 4,500 gp
7678  30-41 08-10 Invisibiiity 4500 gp
79-81 4244 11-12 Shatter 4,500 gp
JBI-84  45-43 1315 Bulls strength 4500 gp
(A5-R7  40-50 16-17 Mirror imags 4,500 gp
(B2-90  51-53 1819 Ghowl touch 4,500 gp
91-93  54-60 20-21 Cure moderate waunds 4500 ap
94-96 61-63 22-23 Hold person 4,500 gp
97-98 &4-66 24-25 Melf's acid amow 4,500 gp
8%  67-69.26-27 Weh 4,500 gp
100 80-71 28-30 Darkress 4,500 ap
_ 72 3133 Maogic mussile [Jth-level caster) 5,250 gp
- —  34-36 Magic missile [9th-level caster) 6,750 gp
— 73-75 37-39 Fireball [3rd-leve| castar) 11,250 gp
— 76-80 40-41 Lightning palt (3rd-level caster) 11,250 ap
L= A1-82 47-43 Surman monster (1 11,250 gp
| — B384 44-45 Keenedge 11,250 gp
- 85 86 46-47 Major image 11,250 gp
_B7-B8 43-49 Siow. 11,250 gp
— 80-90_50-51 Sugpestion 11,250 gp

metal, glass, ot even ceramic, but these are quire exatic.
rccasionally, a wand has a gem or some device ar its tip,
and mest are decorated with carvings or runes. A oypi-
cal wand has an AC of 7, 5 hit points, a hardness of 5,
vand a break DC of 16,

Activation: Wands use the spell trigeer activa-
tion method, so casting & spell from a wand is usu-
tally a standard aciien thar doesnt provoke

artacks of opportunicg (Uf the spell being cast,

owever, has a longer casting time than 1
actiom, it takes thar long to cast the spell from
awand.) To activate a wand, a character must
hold it tn hand {or whatever passes for a
hand, for nonhumaneid crestures) and
point it in the general direction of the
Largel or arei.

Random Generation: To generars
iwands randomly, roll on Table 8-27:
JWands. i

Special Qualities: Roll d%. A 01-30 },

result indicates that something (o @
design, inscripton, efc.) provides some
clue 1o the wands function, and
31114 indicates no special gualities.

Market
|_Minor Medium Major Wand Price,.
£ 91-92 52-53 Dispel magic 11250 gp 1'
— 93—94 54-55 Cure senious wounds 11,250 gp
95 5557 Comtmgion 11,230 gp
46 58 Charm person 11,250 gp
(heightened to 3rd-level spell) —
- 97 59 Fireball (Eth-level caster) 13.500 gp. |
- 9893 G0-61 Seanng light (G6th-level caster) 13,500 gp

—== 100 62-63 Lightring boit (6th-level caster) 13500 gp
-- 64-65 Fireball (Bth-level caster) 12,000 gp
— —  BB-B7 Lightning bolt (8th-level caster) 18.000 gp
— —  BE-69 Chomm manster 1,000 gp
-7 Faar 21,000 gp

— —  T21-73_Improved ineisibility 11,000 gp
== — 7473 Polymoph self 21,000 gp
=2 — 1617 Polymorgh other 21,000 gp
T18-79_ e storm 21,000 gp

= = 80-81 Summaon monster (V 21,000 gp
- B2-83 Wall of ice £1,000 gp

B4 Wall of fire 21,000 gp

B3 Roy of enfesbizment 21,000 gp

{heightened to 4th-level spell)
E6  Pouon
&7  Supgpestion.

theightened o dth-level spell)

21,000 gp
21.000gp |

= —  BR-B9 MNewlralize poison 21,000 gp
— — a0 [nflict ceitical wounds 21,000 gp
Tt —  91-92 Cure criticel wourds 21,000 gp
93 Restoration 21000 g |
94 Firgball (10th-level caster) 22500 gp 1
— — 95 Lightring bolt ]
{10th-level caster] 22500 g |
06 Holy smite [Bth-level caster) 24000 g |

97 Choos hammer 1
{Ath-level caster) 24000 go 4
— — 8% Unholy blight (8th-level caster) 24,000 gp |
99 Order's wrath (Bth-level caster) 24,000 gp |
| 100 Stoneskin 33,000 gp*
| #The cost o creale a wond of stoneskin is 10,500 gp, 540 %P, plus
12,500 gp for the material companents.



Wand Descriptions : E————
All wands are simply storage devices for spells and thus have no
special desctiptions. Refer to the spell descriptions in Chapter 11:
Magic in the Player’s Handbook for all pertinent details,

WONDROUS ITEMS

This is & eatch-all catepory for anything that deesnatt fall into the |

other groups. Anyone can use a wondrous llem (unless specified |
otherwise in the descr pHicm).

Physical Description: Varies. .

Activation: Usually use acrivated or command word, but deeails
wraey feoom dtem toitem.
.. Random Generation: o generate wondrous items random |y,
mll on Table 8-28: Minor Wondrous Items, Table 8-29: Medium
Wondrous Ttems, or Table 830 Major Wondrous Ttems, {These
tables uppear on pages 2068—210.1

Special Qualities: Boll d%. An 1 result indicates the wondrous
flem is intelligent, 02-31 indicates that something {a design,
inscriprion, etc.) provides a clue to its funcrion, and 32100 indi- |
cates no special qualities. Intelligent items have exeea abilities and |
sometimes also cxtraordinary powers and special purposes. Use |
Tuble 8-31: Item Intelligence, Wisdom, Charisma, and Capabilities
a5 indicated if a wondroos item is intellipent. Wondrous items
with charges can never be intelligene.

Wondrous [tem Descriptions

Wondrous items can be configured o do just about any-
thing from create a breeze w improve abilivy scores.
Standard wondrous irems are descriled below:

| Amulet of Health: This amuler is a golden disk on a
chain. It usually bears the image of 1 lion or othet powet-
ful aninzal The amulet grants the wearer an enhancement
botus to Constitution of +2, +4, ar 6.

| Cister Level: Brh; Prerequusites: Craft Wondrous
Item, etdunince; Maifel Price; 4, 000 gp (+2), 16,000
Ep i), 0L 36,000 gp | 6 5 'l.ﬁ.'r"mgh:: —

Amulet of Natural Armor: This amuler,
ususlly crafred from bone or beast scales, &
toughens the wearer's body and flesh, giv-
Ing him a natural armor bonus to his AC of
fram +1 o <5, depending on the tvpe of
smulet,

Casler Level: Sth; Prevequisifes: Craft Won-
drous Item, harhshin, creators caster level muscbe ar. @)
lease chres times the amulers bonis; Markel Price:
2,000 pp (=10 B000 gp (+2), 18,000 gpo 33, 32,000 gp
(440, oF 50,000 gp +5 5 Weight —,

, Amulet of the Planes: This strange device usually F
gppears to be a black cireular amulet, although any charac-
per looking closely ar it sees & durk, moving switl of color,
The amulet allows its wearer to urilize plane shift. However, |©
this is & diffieule {tem o master, The user must make an '\-;'
Intelligence check (IDC 15} in order to get the amulet o ke N6
her to the plane (and the specific location on thar plane) that %
she wanrs. 1f she fails, the amulet transpores ber and all those
traveling with her ro a random location on that plane (a 01-60 resulr
on d%) or to a random plane (A1—1 40,

Cagler Level: 15ch; Prevequasites: Craft Wondnous Item, plane shift;
Murkel Price: 30,000 gp; Weight; —.

Amulet of Proof against Detection and Locarion: This silver
amulet protecrs the wearer rom scryving and magical locarion just
asanandetection spell does Ifa divination is attempred against the
sweurer, the caster of the divination must succeed at a caster level
gheck (1d20 « coster lovel) against o DC of 19 (a5 if the caster had
cast nandetection on hersell’).

Caster Level: Brh; Prevequistles: Craft Wondrous tem, nondetection; |
Market Price: 35,000 P ﬁ-i'rﬂ.lz]: —

Amulet of Undead Turning: Thiz hely item allows a cleric or
paladin. to twrn undead as if she were four levels higher than her
actual class level, |

Casfer Level: 10th: Prerequisites: Cralt Wondrous Ttem, 10th-lavel

| cleric; Muarket Price: 11,000 gp, Weight: —.

Apparatus of Ewalish: This ivem appears ro be a large, sealed

,irom barrel, bur ir has 2 seccet carch (Search DO 20 to locare’ chat

opens 2 harch in pne end. Anyvone who crawls inside finds ten
(unlabeled) levers:

Lever

(1d710} Lever Function
1 Extend fretract legs and tail
Z LIncgver/cover forward porthole
| Wncaver/cover side parthales
4 Extend /retract pincers and feelers
5 Snap pincers
= hove forward (backward
¥ Turn leftfright
& Open "eyes” with continual flame inside/close “eyes”
E} Rise/sink in water
10 Qpen/close hatch

The device has the following characteristics:

Specd: Forweard 10 fr., bacloward 20 fi.
AC: 20 (-1 sizg, 11 narural)

Hit Points: 200 }

Artacks: 2 pincers, +12 melee
Damage: 2d8 each

Hardness 15

Epeclul q_ualiricﬁ:
W

mote than onee perround, However,
since oo Medium-size charactars

"
'y
b = water Uup 10 900 feet deep. Tt
holds enough air fora crew ol
o o survive 1d4+l hours
irwice as long for a single
pooupant), When activared, the
apparatua looks something like a
giant labster,

Coster Lewel: |5Jﬂ1; Prevediisites:
Cralt Wondrous ltem, animate
oijects, & ranks of Knowledge
parchitecture and enginecring);
Market Price: 130,000 ppy Waight:
a0 I {

Bag of Holding: Thiz appears
to be a common cloth sack sbowt 2
feer by 4 feet in size. The bag of holding

apens inte s nendimensional space: Its inside is larger than it
outside dimensions Regardless of whae s pur into the bag, it
weighs a fived amount This weight, and the limits in weight and
volume of the bap's contents, depend on the bag’s rype, as shown)
on the table below:

s Readlinh

Contents Contents !
| Bag Bag Weight Volume Market |
Typa Weight Limit Limit Price
{ Bag 1 15 Ie. 250 Ib. 30.cu. fL. 2,500 gp,
{Bag2 25 |b 500 b, 70 cu. 1, 5,000 gp
| Bag 3 35|k 1,000 Ib. 150 ew. fi, TAM gp
Bag 4. 60 Ib. 1,500 Ib, 250 cu. ft. 10,000 gp
[ Text continmes on page 240
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P TasLe 8-28;: MiNOR WONDROUS ITEMS.

d%
m
02
03
04
05
e
o7
F]

47
48
49
50
51
52
53
54
55
56
57
58
4]
Bl
El
i)
B3
fi4
f5

ltem

Joun stane foull gray)

Quiaal's feather token foncheor)
Everburing torch

Cunal's feather token (tree)
Quaal's feather taken (fan)
Dust of tracelessness

Quoal's feather token [bird)

Qugal's fecther token(swan boat)

Dest af Wiusion

Meckloce of prover beads(blessing)

Quiaal's feather token (uwhig)
Scarah, golembane (flesh)
Bag of tricks {gray)

Diuist of drpress

Bracers af armar (4 1)

Claak af resistance (+1)

Eyes of the eagle

Coggles of minuts secing
Hard of the mage

Pearl af power [Tt-level speli)
Phulactery of fuittijulness
Searah, palembione felay)
Stone af alarm

Pipes of the sewer

Searab, polembane (store)
Bronch af shielding

Searab, golembeane (iron)
Meckloce af firebalis [Type 1)
Pipes of sounding

Cuwer of Ehlorng

Scorab, golembane [flesh and clay)

Harseshoes of speed

Aruilet of motural armaor (+1)
Bead of force

Boots of elvenkind

Cionk of elveniing

Hat of disguise

Heseard's handy haversack
Horn of fog

Stippers of sprder climbing
Uriversal salpent

Vest of escope

Dust of appearance

Gl of staring

Sovereign glue

Caricle of truth

Bag of holding [Bag 1)

Boots of the winterlands

Boets of striding ana sgringing
Senmb, golembane {eap golem)

Market Price

25 gp
s0gp

gp |

10 gp
2 gp
250 gp
300 gp
450 gp
500 gp
500 gp
500 gp
200 gp
900 gp
900 gp
1,000 gp
1,000 gp
1,000 go
1,000 gp
1,000 ga
1,000 go
1,000 gp
1,000 gp
1,000 gp
1,150 gp
1,200 gp
1,500 gp
1,600 gp
1,650 gp
1,800 gps
1.800 gp
120D gp
120 gp
2000 gp
2000 ap
2000 gp

2000 ap
20 ep |
2000 gp |
2000 gp. .

2,000 gp
2000 gp
2,000 gp
2,100 gp
2,200 gp
2,400 gp
2,500 gp
2,500 gp
2,500 gp
4,500 gp
2,500 gp

Helm of comprehending languages and reading magic 2,600 gp

Mecklace of firebalis (Type (i)
Bug of trics {rust]

Chime of opening

Rope of climbing

Horseshoes of o zephyr

Chst of diswppraronce

Lens of detection

Figurine of wordrous power {silver roven)

Bracers af apmar {+2)

Cloak of resistarce [+2)
Ciloves of @rrow snaning

loun stome {dusty rose prism)

Keoghtom's oimtmemt

Pean of power (2nd-level spell)

2,700 gp
3,000 gp
3,000 gp
3,000 pp
_ 3,000 gp
3,300 gp
3,300 gp
3,800 gp
4000 gp
4,000 gp
4,000 gp
4,000 gp
4,000 ap
4,000 g

GA
67
8.
]

| 70
1A
| 32

73
74

L3
L. 76

a
I}

78
79
B0
&1

B
L 43
B4
L85

26
a7
13
a8
20
91
52
93

-

95
56
97
98
949
1400

F
= A
i
oo

_Perigpt of progf egainst poison

Stape salwe

Cauntlets of ogre power
Bracers of health {+2)

Cloves af Dextenty {+2)
Headband of intellect (+2)
Pengpt of Wisdam [+2)
Clook of Chansma (+2)
Mecrlace of firehalls {Type 111)
Circlet of persugsion

Brocelet af fiends

Incense of meditation

Bog af hoilding {Bog 2)

|z stone (clear spindle)
Meckiace af proyer beads (karmal)
Bracers of archery
Evarsmoking hottle

Meckiace of firebalis (Tppe (V)
Murlynd’s spoon

Molzur's manelous pignents
wllnl'|l'.'ll_lrﬂf.'

Wings of fling

Vestrmert, druid’s

Claak of anachnida

Gioves of swimming and climbing
Horn af gondnessfevil
Meckiace of fireballs (Type V)
Bag of tricks {tan}

Circlet af higsting, minor
Pipes of haunting

Robe of wseful items

Herrd of glone

Bug of holding (Bag 3]

O's chaice

OM's chaoice

TasLe 829: Mepium WoNDROUS ITEMS

d%
1
02
03
04
05
&
ar
08
a9
10
11
12
13
14
15
1&
17
18
14
0
1
i

| 23

24

-]
L 26
LdL
\.28

29

[terr

Boots af levitation
Hirrp |.l_||—r.'.|1rrrrr1.lr.'g
Penmpt of health
Condle of invecation

_Armlet of natural anmor (+2)

Boots of speer
fowr stone (dork blue rhomboid)

Aoign stone [oeep red sphere)

fown stone [incandescent blue sphere)
lour stone (pale blue rhombaoid)

foun stone (pink chomboid)

[oin stone [pink and green sphere]
lown stome (scarlet and blue sphers|
Gogples of night

Meekleee af fireballs {Tyoe Vi)

Belt. mone’s

Bracers of grmior {+3)

Cloak of resistonce (+3}

Decanter of endiess water

Pearl of power [Ird-level spell)
Talisran of the sphere

Figunne of sondrous power (sepemtine ow)
Mecklce of fireballs (Teme VIl

Degk af illusions

Baceok's blessed book

Bag of holding {Bag 4)

Figuring of wondrows power (Bronze griffan)
Eigurine.of woandrows power (ghoay fly)
Mecklace of praver beads (healing)

#,000 Bp
4,000 gp.|
4,000 gp |
4,000 gp
4,000 gp |
4,000 gp |
4,000 gp
4,000 gp
4,350 gpl
4,500 gp |
4,550 gp |
4,500 gp.
5,000 gp.
2,000 gp |
5,000 8p
5,100 g5
53200 gp
5400 g
5,500 gp.
5,500 gp
3,300 gpy
5,500 gp
5800 gp |
6,000 gp
000 gp |
600080,
£150 2
EI00 o
5480 2p4
6300 g,
7.000 ga |
Lil0gn)
7.400.ep4

Market Price
7,300 gp
7,500 gp
7,500 gp
7,800 gp
2,000 gp
&,000 gp
5,000 gp
8,000 gp
5,000 gp
8,000 gp
2,000 gp
8,000 gp |
8,000 gp |
8,000 gp
&,100 gp
9,000 gp
9,000 gp
9,000 gp |
000 gpl
.00 gp |
9.000.2p 4
9,100 2504
9,150 gpd

8200 end
9,500 gp |
10,000 gp
10,000 gp
10,000 go
10,000 gp



30 Robe of blending 10,000 gp 37 fome of understanding +1 27,500 gm
3l Stone of geod luck [luckstone) 10,000 gp a5 Figunne of werdrous pawer [obsidian steed) 28,500 gp |
32 Store horse (courser) 10,000 gp 93 Corpet of flping (4 f by 6 R 29,000 gp |
13 Baat, folding 10,500 gp 100 DM’ choice —
34 Amulet of undead turming 11,000 gp :
15 Gowntletof rust 1,500gr . TasLe 8-30: Major WONDROUS ITEMS
36 Boots, winged 12000 gp | | d% Itermn B Market Price
gl Hom of tlasting 12.000gp | L0102 Lamtern of revsaling 0,000 gp
4R foun stone (Wbrant purple posem) 12000 gp_ 4 0304 Mecklace of prayer bends (wind walking) 30,000 gp |
3o fdedallion of thaughts 12.000gp | | 05-06  Orums of panic 30,000 gp |
#0 Pipes of pain 12000 gp | | 07-08  Helm of telepnthy 31,000 gp..
il Cape of the mountebank 12,960 gp 0310 Amwlet of naturgl armor (+4) 32,000 gp
#2. Lyre of building 13,000 gp 11-12 Amulet of proof against detection and (eoation 35,000 gp
43 Bartable hale 14,000 Ep 1314 Brocers of armor (1G] — 36,000 ERs
44 Botile aof alr 14,500 gp 1% _Belt of giant strength (+6) 16000 gp.
45 Stone horse (destrier) 14,200 gp 16 Cioves of Dexterity (+6) 16,000 gp
46 Bl of dwarvenking 14,500 gp s 17 Bracers af health {+&] 36,000 zp
47 four stane (indescent spindle) 15000 g 4 1B Headband of intellect {+6) 16,000 gp
48 Mecklnge of praover beads [smiting] 15,000 go {18 Penapt of Wisdomm (+5) 36,000 gp..
&9 Perfapt of wound closure 15,000 gp__| L20 Cloak of Charsma {+8} 36,000 gp
50 Scabbord of keen edges 15000 gp_ | 21-22  Pearl of power (Bth-level seell) 36,000 gp
5] Broom af flying 15100 gp 23-24  Orb of stonms 38,000 gp |
51 Hom aof the tritons 15100 gp 25-26  Scarah af protection 38000 gp |
53 Gem of brightries 15,200 gp 2728 loun stong (lavender ard green ellipsaid) 40,000 gp
o4 Pearl af the sinnes 15,300 gp 28-30_ Ring grtes 40,000 gp
55 Figurine of wordrous power (omp dog) 15,500 gp 1 Corpet of flving (5 /1. by 7 ft.) 41,000 2p
-1 Chime of interruption 15,800 go 32 Crystal! ball == A2.000 gp |
;'il‘_ Brugers of ammor (+4) 16,000 gp 133 Helm af teleporiation 48600 gp |
Lt Cleak af resistance (=4 16,000 gp 34 Bracers of armor (+7) 49,000 gp o
59 Pearl of power [dth-level spell] 16,000 gp 35 Pearl af powsr (7ih-level spell) 408,000 gp |
] Belt of giant strength (14) 16,000 gp 16 Armlet of natural aemor (= 5] 50,000 gpdy
Bl Gloves of Dexterity [+4) 16,000 gp 37 Cloak of displagrment, major {5096 miss chanee] 50,000 gp 4
B2 Brocers of health {~4) 16,00 gp I8 Crystal ball with detest inwisibility A0000 gp
B3 Headband of intellect (+4) 15,000 gp in Haorn of Vzlhalla 50,000 gp
B4 Periapt of Wisdom (=4} 15000 go Al Meckiaee of praver beads fsummons) 50000 gp
B5 Clagk of Charisma [+4) 16,000 gp 41 Crstal ball with detect thoughts 51,000 gp
66 Figurne of wondrous power (goldsn lighs) 16,500 Fp | 42 Cloak of etherealness - 22,000 go
a7 Figurine of wondrous power (markie elephant) 172,000 gp_ | 43 Corpet of fiying (6 i by 9 f.) 53,040 gp
68 Amuwlet of natural armor (+3) 18000 gp | 44 Daern's instartt fortres : 55,000 gp
ad Carpet of flvimg (3t by 5} 18,000 gp | 45 Mapual of bodily health +2 55,000 gp
W Meckloce of adoptation 19,000 gp | 46 Mapua! of gainful exercise +.2 55,000 gp
7l Cloak of the manta my 20,000 gp 47 Wanwal of quickness e action +2_ 55,000 gp
T2 lown stone (pale gresn prist) 20,000 gp 48 Tame of claar thought |2 55,000 gp
71 lounstone (pale loverrder allipsaid) 20,000 gp 44 Tame af leadsrship and influgrce +2 55,000 gp
74 lown stome. (pearly white spindia} 20,000 gp 50 Tame of understanding « 2 55,000 gp
15 Fipurne ¢f wondrous powsr (ivary gocis) 21,000 gp 51 Eyes of sharming 56,00 gp
74 Rope af entanglement 21,000 gp 52 Robe of stars S8.000 gp
I Cutre of frost resistance 22,000 gp 53 Dbkl B60,000 gp
JR_ Mattock of the titam 23,000 gp 34 Cube of force 62,000 gp
£9_ Circlet of blasting, mgior 23,760 gp 55 Eracers of armer (+8] 64,000 gp
B0 Cloak of the bat 24,000 gp 56 Pear! of power (Bth-level spell) 64,000 gp |
]l Helen af undenvater action 24,000 gp 57 Crystal tall with telepathy 70,000 gp
82  Epes of doom 24,500 pp 58 Pearl of power {twe spells) 70,000 gp
83 Cloak of displacement, migor (20% miss chone] 25,000 gp 59 Gen of seeing 75,000 gn
8 Cloak of resistanice {+5) 25000 gp a0 Rabe of the archmgl 75,000 gp
88 Mask of the skuil 25,000 gp 61 Viestments of foith 76,000 gp
g6 Moulofthewitans _25.000:5p 62 Amlet of the planes A0.000 gn |
7 Pead af power (Sth-level speli} 25,000 gp &1 Crpsiol bell with true sesing A0000 gp |
B8 Brocers af armar [+5) 25000 ap B4 _Pear of power (Sth-level spell) A1000 g §
89 Dimensional shockles 26,000 gp 65 Vel af mary worlds B2000.gp 4
80 iron bands of Bilarrs 26,000 gp | 66 tdanual of bodily health =3 82,500 gp.
B Robe of seintillating colors 27,000 gp 6y Manual of gainful exercise =3 BL500 zp |
82 Manual of hodily health +1 27.500 gp . B8 Manual af quickmess in action +3 B2.500 zp |
81 Manual of gainful exercise +1 27.500gp | L A9 Tome of clear thowght +3 B2,500 gp
B4 Manual of quickness in action +1 27.500 gp | 14 Tome of leaaership and influence +3 #2,500 gp
g5 Tame af clear thought + 1 27,500 zp._| Bl Torme of understanding. 1.3 £2,500 gp
96 Tome of leadership and influsnce +1 27,500 gp. i2 Mantle of spell resistarice 80,000 gp
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if the bag is overloaded, o if sharp objects pierce it {from insde or
autside), the bag ruptues and is nuined. All contents ace lost forever,
1 a bag of holdingis turned inside cut, its conrenrs spill aur, unhrrmed, |
{bur the bag must be put tight before it can be used agein, If Baog |
| creatures are placed within the bag, they can survive for up o 10 min-
utes, after which fime they suffocare. Remmieving a spectfic ltem [vom |
i hag of holding is a move-squivalent scton—unless the
bap connine more than am ordinary. backpack ‘,"‘
would hold, in which case retrieving o specific
item iz a lull-round scrion
W a bug of halding is placed within a ;_I:\.'J"ﬂl‘]l:’
[hiole, o el g0 the Asral Plane is torm i the
space: Bag and hele alike are sucked inte
|the void and forever lost, 1Fa portable hole is
| placed withina bag af halding, it opens a gete
1o the Astral Plane: The hole, the bag, and
tany creatures within g 10-loor radins are
idrawn there, destroying the portable hiole
innd beg of huldimy in the process.
Caster Level: 9th; Prevequenies: Crall Won-
drous Ltem, Leermunds seevet chest.
Bag of Tricks: This small sack sppears nor
mal und empty. However, anvone reaching inoo the
bag feels a small, fuzzy ball If the ball is removed and
toszed up to 20 feet sway, it turne into an animal, The ani-
inal serves the character who drew it [rom the bag for 10
minuees {or untl slein or ordered back into the bag), at
which point it disappears. There are three drab colors of bags, each
producing & different et of animals, Use the following cables w
derermine what animals can be drawn out of pach.

Rust Tan

—— Gray

a3 Animal d% Animal d Animal
{01=30_ Hat 01-30  Walverine 01-30  Brown bear
[31-60  Rat 1160 Walf 31-60  Lion
L61=15__ Cat 61-85  Boar 61-80 Warhorse
76-90 ‘Weasel B5-100  Black bear 81-80  Tiget
91-100 Eadget 31-100 Rhinoceras

Anirmals produced are always random, and only one may exist ar
atime. Up to ten animals can be drawn from the bag each week
Caster Level: 3nd {gray], sth (rnst), or 9th (ran; Brenegusiles: Cralt
Wondrous Teemy semmon iatires ally 1T {gray), summan nabive's ally
(11 {rust), or sopmon poture'sally V {an) Markel Price: 900 gp {eray)
{3,000 gp lrusey 6,300 gp lan), Waght-—.
Bead of Force: This small black sphere appears wo be a lusrer]ess
{pearl. Upop sharp imypact. however, the bead explodes, sending
Lorth o burstof force thar deals Sdé potntsof damage roall creanres
within s 10-foot mdivs, Each victim is allowed a Reflex saving theow
(LD 16L Those who fall are then encapsulared in & sphere of force
with.a tadius of 10 feet. Those trapped inside crnnot escape except)
by those methods that can bypass or destroy & wall of foree, The |

510
0

.14 i . ] *. i

[
FE| Robe of eyes 20,000 gp
74 Mirror of oppasition 92,000 gp
75 Chaos diamand 93,000 gn
76 Eves of petrification 98,000 go
77 Howl of commanding water elementals 100,000 gp
78 Broziar of cammanding fire elementals 104,000 gp
e Cerer af cantrelling air elementals 100,000 gp
BO Stang of cortrolling sarth elementals 100,000 gp
Bl Manual of bodily health +4 110,000 gp
B2 Maeaual of gmnful exercise +4 110,000 gp
B3 Manual of quickness in action +4 110,000 EpR
H4 Tome of clear thought +4 110,000 g
85 Torne af leaderstnp and nfluence <4 116,000 gp
Eg Torne af understanding +4 110,000 gp

_Beltof
glaui grrengrh

87 Apparatis gf Kwalish | 30,000 gp
B8 Mapual of bodily health +5 137,500 gp |
29 Manual of gainful exercizse +5 1372500 ¢p |
50 Meanial of quickress (n action +3 137.500.gp
L9 Tome of clear thought +5 137 500 gp
197 Torme of leadership amd lriffugnce +5 137,500 gp
.93 Tome of wnderstandiog +5 137,500 gp
94 Efreeti bottle 150,000 gp
ag Mirror of life trapping 152,000 gp |
L86 Cubic gate 156,000 gp |
L a7 Helr of brillinnce 152,000 gp |
94 from flask 170,000 gp
g4 Mirror af mental prowess 175,000 gp

100 DM cholce

sphere persists for 3dé minutes und then disappears. The explosion
|completely consumes the bead, maling this s one-use item,

Caster Level: 11th; Prevequisites: Craft Wondrous Trem, wall of fore; |
Ifarhet Pricer 2,000 g Wonght —. ;

Belr, Monlk's: This simple rope belt, when wrapped around a
character’s waist, confers great ability In unarmed combat. Any,

time the wearer engages in unarmed combat, the beli
grants him the ability 1o use boch hands is
though he possessed the Ambidextedty and
Two-Weapon Fighring fears. He may also
make a stunning sttack (as a monk] once per,
& day. [l donned by a monk, the belt grants one.
additional srunning artack per diy and allows |
the monlt to haste herself once per day for up o]
, AL copsecutive rounds,

Custer Fevel: 12th; Prerequisiles Craft "H'ﬂ.u-
d.mu.l. Etem, hasle, FIL[H:LU.H: ar:ﬁhl or Tenser's b |
B formation; Markel Price: 9,000 gp; Weight: 1 1,

Belt of Dwarvenkind: This belt gives the,
wesrer g <4 competence bonus on all Charisma
checks (such as Chardsma checks for NPC atmi-
tude} und Charisma-keved skill checks such as
Bluff, Dplomacy, Disguise, Gather Information,
Intimicare and Perlorm as they relate o dealing with dwarves
142 competence bomus on similar checks when dealing with
goomes and halllings.and a =2 competence penalty on simi
lar_checks when dealing with snyone else, The wearer can
anderstand, speal, and read Dwarven. [Ethe wearer is not a dwarf,
lie gains darlorsion {mnge 60 feet), dwarven stonecunning, o 42
enhancement bonus to Constitution, and -2 resistance bonuses
against potson, spells, and spell-like elfecrs.

Caster Level: 12th; I-‘nnqmnlu Cralt Wondrous Lrem, tongues, and
either polymiorph self or the crestor must be a dwarf; Market Price
14,900 g Weight; 1 H-_._

Helt of Giant Strength: This wide belt is made of thick leather
and snadded with tron. The heliadds 1o the wearer's Smengrh score
in the form of an enhancement bonus of +4 or -6

Caster. Level: t0ch; Prerequisifes: Cralt Wondrous Irem, bulls
sirength; Mirkel Price; 16,000 gp (i) or 36,000 gp (+6 5 Weeght: 1 Th

Hoat, Folding: A fulding bost looks lilee 1 small wooden hox—
about 12 inches long, 6 inches wide, and & inches deep. Ir can be
used to stove itemns like any other box. s command word is given, .
however, the box unfolds fesell to lorm a boar 10 feer long, 4 feat |
wide, and 2 feer in deprth. A second (dilferent) rommand wond |
causes it to unfold to a ship 24 feer long, & feer wide, and & feet

\deep. Any abjecrs formerly stored in the box now restin the boe |
rom of the boat or ship, !

In {es smaller feem, the boat bas one pair of cacs; an anchar, 1)
{mast, and a lateen sail. 1n s larger form, the boat husa decly, single
| rowing sears, five sers of cars, 8 steering oar, an anchor, a deck
| cabin, and a mast with 2 sguare sail. The boat can hold three or four
people comformbly, while the ship carries [ifteen with ease,




A third word of command causes the boat or ship to fold itself
into a box once again, The words of command may be inscrbed vis-
ibly or invisibly on the box, ot they may
he written elsewhere—perhaps on an
item within the box.

Caster Level: sth; Prevequisiles: Craft
|Wondrous Trem, j'ubr:mlr, 2 tanks
!::JJ. Cralt {shipmaking)y Maike
| Price: 10,500 gp; Weight: 4 [h,

Boceob's Blessed Bool: This
{wellmade tome 5 always of
|amall stee, typically no mome
|than 12 inches ], 8 inches \\

N

wide, and 1 inch thick. All B
%‘. :
=3

such bools are-durable, water
prool, bound with fron over-
JJaid with silver, und locked.
| The pages of a Hocobd blessed
ook [reely acceprspells serbed upon
{them, and any such book can conmain
up bo I.;urlj,' five ::pu]]ﬁ of any level, The
bool is thus highly prized by wizards as a spellbook.
This book 15 never found 1s randomly generared treasure with spalls
slready inseribed in it
Cosler Level: 7th Prevequisites: Ciraft Wondrous Irem, secred page:
Market Price: 2,500 pp; Weight: 1 1
| Boots of Elvenkind: These soft boots enable the wearer m
{move quietly in virmally any surroundings, granting a 110 cir
|cumstance bonus to Move Silen E.E‘,.-' checks,
o Caster Level: Sth; Prevequisites: Craft Wondrous Ltem, creator must
{be an el Market Price: 2,000 op; Weight: 1 1b,
| _Boots of Levitation: Theze leather boow allow the wearer o
levicate as if she had cast levitate on herself,
| Caster Level: 3nd; Fremequsites: Craft Wondrous [tem, leuitate; Mar-
et Price: 7,500 gp, Weight: 1 1h
Boots ai'Speed: On command, these boots enghle the wearer to
act as thongh hasted for up to 10 rounds each day, The ducation of
the haste need not be consecutive rounds, /|
Caster Level: 10th; Prereguisites: Crall Wondrous Ttem, haste; Mar-|
kel Price: 8,000 gp; Weight: 1 b, }
Boots of Striding and Springing: The wearer of these boos)|
moves at double her normal speed. Inaddition to this siriding abil-
iy these boots allow the wearer 1o mabie great leaps. She can jump
with a =1t competence bonus to Jump checks, and the
wearer s jumping distance is not limited by her height
Casler Level 3rd) Prevequisitest Cratt Wondrous Ttem,
L"c]:lmhlleilu relreal, jump; Market Price: 2500 zm; 'lﬁ-’gighf: i I,
. Boots, Winged: These boots appear o be ordinary foor-
Lgear. On command, the boots sprout wings at the heel and
et the wearer fly, without having to maintaln concentra-
|tlon, as i alfected by a ly spell, He can fly for a toral of up
10 2 howrs each day.
Caster Level: 9th; Prrequisites: Crall Wondroos Trem,
fiys Mavhet Price: 12,000 g Weight= 1 1b
Boots of the Winterlands: This lootgear bestows
many powers upon the wearer. First, he is able to mavel
across snow ot his normal speed. leaving ne macks, The
boatz alss ensble him o travel achalf normal speed across
the most slippery ice (horzontal surfaces only, not ver-
tical orsharply slaneed ones) without falling or shipping.
Fimally, boots of the winterluds warm the wearer, as if he
were affected by an endiere tlerents (cald) spell,
o Caster Teved: Sthe Preregeeisites: Cralt Wondrous Trem,
seniduere elevmertts, passwithaut fense cots groee; Muarkel Brce: 2,500 gp;
Weight: 1 Ih,
Bottle of Adr: This item appears o be a normal glass botde
with 2 corle When raken o any airless environment (such as|

Winged bools |

underwater or in a vacuum), it retalns air within i ae all times, con-
rinually repewing its contents, This means that a character can draw |
air out of the botrle in order ra breathe, The borile can even be shared |
by multple characters who pass it avound. Brearhing our of rhe kot
tle requites a standen] action, but a character so daing can
M thien act for as long as she can hold her breath,
! Casfer Level: Zeh; Prevequisifvs: Crall Wondreous Ttem, con-
brol wared; Mot Price; 14,500 gps Weght: 21k,

Bowl of Communding Water Elementals: This large |
container is usually fashioned [rom blue or Ereen. semi:,

precious stone (malachite, lapis lazuli, azurite, turguoise, or)
perldot, or sometimes jade). Tt is about 1 foor in diameter, half
that deep, and relatively Fagle. When the howl {5 filled wich

tal appears. The summoning words reguire 1 full round
speak Inall ways the bowl funcions s the sumemon monster

VI sp-ell. DOnly one elemental can be called at g dime. A
r new elemental reguices the bow] wbe lled with new

W water, which cannor heppen unil after the et ele-
. mental disappears lis dispelled, dismissed, or slain},

LF sale warer is used, the elementsl is Huge tather than Large (1
it swmrvan mopster V11 had been castl, See the Monster Manual for
derails en warer elementals,

Caster Level: £3th; Prevequusites: Craft Wondrous Lrem, summat er-
stite W1 sunmon mistisber VA Markel Price; 100,000 gp; Weight: 3 [b,

Hracelet of Friends: This silver charm bracelet has seven
charms upan il The owner may designate one person koown to
hm o be keyed m one charm. {This designation takes a standard |
action, but coce done it lasts forever or unil changed.) When a|
charm is prasped and the name of the keyed individual is spoken, |
that person is called o the spot (unother standard action) along |
with his or ber gear. Linwilling charvacters are allowed 0 Will saving |
threw (DC 195 Once a chartn is activated, it disappears, so such
bracelets discovered as rreasure may have fewer than a full com
plement of charms when found.

Caster Level: 45th; Prevequisites: Craft Wondrous e, refuge; Mur-
keet Price: 4,550 gp; Weight: —.

Bracers of Archery: These wnsthands look like mormal protec-
tive wear The bracers empower the wearer to use any bow (nor
including crossbows) asif she were proficient in its
use. If she already has proficiency with any trpe of
ke, she gains o =2 competence bonus to attack
malls and o —1 competence bonus o
) ‘i damage dealt whenever using thar

... type of bow The bonus o damage
unl}' app]u_':i if the target s within
10 [eet, Both bracers must be worn
Lor the magic w be ellective,

Cister Level: deh; Prevequisites:
Craft Wondrous lrem, Cratt
Magic Arms and Armor; Mar-
ket Price: 5,100 gp: Weight: 1 1k,

Bracers of Armor: These
iterns appear e be wrisr or arm
guards, They surround the
wiater with an muvisible bur tan-
pible field of force, granting him |
an armot bonus of +1 w48, just as |
though he were wearing armor. Both |
bracers must be worn for the magic 1o be
offpctive. -

Caster Level; 7rh; Prevequisifes Craft Wamn-
dmu‘i Tt:::rn, mﬂg.a‘ AFFROT, (:TEETDTIH l_] 455 llf"'l.r{':! !
must be naice that of the bonus placed in the bracers;

Marfl Frice: 1,000 gp (+17, 4,000 gp (+2), 9,000 gp (+3],
LEO00 gp (=4, 25,000 gp (+5), 36,000 gp (—6), 32,000
EP L+T ) or 64,000 gp (+8) Weaght: 4 Th

| Bracer
Lgfarmar
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Brazier of Commanding Fire Elementals: This device
appears to be ¢ normal container for holding buming coals. When
a fire is lit in the brazier and the proper summening words are
spoken, a Large fire elemental appears, The summoning words
require 1 full round to speals. In all ways the brazier funcrons as |
the swmmon monster VI spell. IC brimstone is added, the elemental |
lis Huge instead of Large, and the brazier works as 2 summon monster |
WILspell. Only one elemental can be summoned at a time. A new,
lelemental requites 2 new fire. which cannet be lit unril afrer the |
\frer elemenral disappears (s dispelled, dismissed, or slain), Seathe |
| Monster Manual for deeails on fire elemenials,

Caster Level: 13th; Prerequisites: Cralt Wondrous Item, summan man-
_ster V1, swrmpren monster VI Mavket Price: 100,000 gp; "-:':"I‘JEJ!.'.' 5 1k

Brooch of Shielding: This appears o be a piece of sibver or gold
eweley used o fasien a cleak or cape, Inadditon to this mundane
tusk, it can absorh magic missiles of the sort generated by spell or

(spellike abilicy, A brooch can absarb up ro 101 points of magic mis
caile damage belore it melts and becomes useless.
| Casder Lewel A5t Preveqrisetes: Crafe Wondrous
(Ttem, shicld: Mavket Price; 1,500 gp; Waghi: —.

Broom of Flying: This broom is able o {ly
thmugh the air as if affeceed by a fy 5|:|E'|! with
nnlimited duration. The broom can carry 200
pounds. In additen, the broom can travel alone to
anv destination named by the owmer as long as she has a good
idea of the lecanon and lavout of that destination. It comes to

Jirs owmer from as far away as 300 yards when she speaks the 3
leommand werd. - ‘
| caster Level: Sthy Prenguisites: Craft Wondrous Teem, [T
Lpermarency; Magkel Price: 15,100 ap; Weight: 3 Ih..
| Candle of Invocation: Bach of these specially
{blessed tapers is dedicated to one of the nine alip-
jments. Simply burning the candle generates a
| faverable aura for the individual se doing il the can-
dlis alignment matches that of the character. Char
acters of the same alignment as the buehing candle.
add a+2 morale bonus to attacl rolls, saving thirows,
and sldll checks while within 30 feet of the Qame.

A cleric whose alighment matches the candle’
aperates as il 2 levels h[g]‘u:r for Purposes of deter-
mining spells per day il e burns the candle during
or just prior to his spell preparation time, He can
even cast spells noomally wnavailable to him, as ifhe
wete of that higher level, but only so long as the can-
dle conrinues to_hurn. Except in special cases (see
belowr), the candle burns for 4 hours,

Carpet of Elying: This rug s sble o fy theough the sir agif]
affected by a fly spell of unlimited dureation. The size, carrying]
capacity, and speed of the different carpels of fying are shown onche |
table below. Begutifully and intricately made, each carpet has lis)
lown command word to activate it—if the device is within volee |
{range, the command word activates it, whether the speaker is on
ithe rug or not, The carpet is then controlled by spoken directions,

Size Capacity Speed Weight Markat Price |
3 by SR 304 I, 201 5 Ib. 18000 gp |
4R byeh &0 I, 120 fi. g lb. 29000 gp |
§ b, by 7 ft splh, 150 10k, 4100080 .
6f.byof.  12000b, 1208 150k 53,000 gp

Caster Level; 7rh; Prevequisiles: Cralt Wondrous Ttern, fli pormanencg |
Censer of Controlling Air Elementals: This a-inch-wdde, 1-
inch-high perforated golden vessel resembles thuribles found in
places of worship. If it 4 Alled with incense and lit, SUmMmManing,
_words spoken ever it summon forth a Large air elemental. The,
summoning words require 1 full round 1o speak. In all wavs the
censer functions as the surmon manster ¥ Lspell, Imcense of med- |
itation is burned within the censer, the sir elemental isan |
_elder air elemental instead (as i sumiman monshe 1K
had just been castl. Only one elemenial can be sut: |
! moned at a dme. A new elemental requices 2 new |
! piece of incense, which cunnot be lit untl after the
tirst elemental disappears (is dispelled, dismissed, or)
slaint See the Monsier Monual for details on dJ.'I:],
elementals. |
Coster: Level: 17th; Prevequasites: Craft Wondrous Ttem,
summor monsker V1 summon ponster TR Muarfked I’Tf..'::.i,
100,000 gp; Weight: 1 1k, o
Chaps Diamond: This lustrons gemstone is ungur)
and abour the size of a homan fist. The gem granes s
possessor the following powers:

® Random nchion
* Magic cirile against law
* Word of chans

* Cloak of chaos

| Each power isnsable 1d4 times per day. (The DM
I{:-I.IS _"\E'{'.{CIJ,!,’ (:ﬂﬁh 'd.ﬂ'!." _E:Jr ‘:H.'L'h P(J\"u"’&f S'.'Pilm[:]'ﬁ'.:
A nonchastle character who possesses a choos
digmond gains one negative level. Although this
level never results in actual level loss, ie remains as

In addirion, buming the candle also allows the cwner to cast Censer long as the diamond is in the character's possession and
a gute spell, the respondent being of the same alignment asthe  oftomsrodling it cannot be overcome in_any way (including resamtion
|candle, but the taper is immediately consumesd in the process, edewmenetady spellsh

|1t is possible to extinguish the candle simply by blowing it et
|50 users often plice it in o lantern to protect it from drafts and the
like. Doing this deesn't interfers with it magical properties.

Caster Level: 17th; Preveguusites: Craft Wondrous Item, gate, crearor
must be sime alignment as candle crested; Market Price: 7,800 gp;
Wight: 172 1b, = ;

Candle of Truth: Thiz white rallow candle, when bumed. calls
into place a zone of truth spellin a 30-foot radius centered on the can-
dle. The zone lasts for 1 hour, gy the candle burns, I the candle is
snuffed beforethar time, the effectis canceled and the candle ruined.

. Caster Level: sth; Prevequiates: Craft Wondeoous Ttem, zone of trith;
| idiarkeet Price: 2,500 g Welght: 12 1h,

| Cape of the Mountebank: On command, this bright red and

\gold cape allows the wearer 1o use the magic of the disenson dooy

|spell once per day. When he disappears, b loaves behind 4 cloud of
srmoke, appearing in a similar fashion at his destination.

Cosler Level: och: Prergquisites: Craft Wondrous [tem, dimetision
daor; Market Price: 12,960 gp; Weight: 1 Th.

Casler Lewvel: 19thy Prerequisites; Crafr Wondrous Ttem,
vaurecdarm achen, magic aivele against iowawed of chaos, dleak of chans, ere-
ator must be chaotic; Mavket Price: 93,000 gp; Weight: 1 1h

Chime of Interruption: This instrument can be srruck ance
every 10 minutes, and its resonant rone lasts for 3 full minutes
While the chime is resonating, no spell requiting a verhal compe
nent can be cast within a 30-foot radins of it unless the caster can
make a Concentraton cheel (DC = 15 + the spell’s lavel), l

Coster Level: 7th; Premquisites: Crafe Wondrous [tem, shautsMarket |
Price: 15,800 gp; Weight: 1 1b. =__

Chime of Opeoing: A dhime of opering is 2 hollow mithral tuhnl

.about 1 foot leng. When suuck, irsends forth magic vibrations chat)
cause locks, lids, doors, valves. and portals to open. The devicel
[unecrions against normal bars, shackles, chaing, bolrs, and so an
[The chime of openirg also avgomatically dispels a held portal spell or
levien an arcane ok cast by a wizard of less than 15th level,

| The chime must be poinced at the item or gate to be loosed or
apened {which must be visible and lnown o the user), The chime




i5 then struck, a clear tone rings forth, and in 1 mound the target

lock ts unlocked, the shackle isloosed, the secrer door is vpened,
or the lid of the chest is lifeed, Bach sounding only epens one
form of locking, so if a chest is chuined, padlocked, locked, and
arcane locked, it rakes four uses of the chime of opening to
gee it open. Aosilence spell nepares the
pawer of the device. A brand-new 6
Lchime can be used a roral of 50 times belore
_ll. CTHL']{?: 3'.'I{J. lﬁﬂfﬂm ES 1.[5&'135 1
Citsler Level: 1 1th; Prevequisites Craft Wondrous
Ltetn, bk Marfee! Price: 3,000 gp; Whight: 1 Il 4
Cirelet of Blasting, Minor: On com- ¢
_mand, this simple golden headband pro-
jects a blast of searing Light {3d8 points p F L A
ol damage) ence per day, |
Caster Level: ath; Prevequisites: Craft
| Wondrous Trem, seaving Light; Market
(Price: 6 480 g Weight: —.
| Circlet of Blasting, Major:
|0n_ command, this elaborate | )
golden headband projects a
blase of searing light (5d8 max-
imized for 40 points of dam-
age’ once per day.,
Caster Level; 17th; Prevequi-
'ilf‘:‘i Cralt ".‘-E-’cu-dcuub [Lt-m de.

Eh.. 3.7 L-I}gr.- Weight:

Circlet of Persuasion: This sil-
Lver headband granrs 2 +2 compe-
Jence bonus to the wearers Charisma
Lchecksand Charisma-based skill checks 48

Casler Level: Sth; Prerequisites: Cralt
Sondrous Ivem, charm perso; Market 8

Prige: 4,500 gpi Weight: —,
Cloak of Arachnida: This black gar-
ment, embroidered with a weblike pattecn in silk,
gives the wearer the <||:-1.].L[‘.' o clmb 45 if & sphi'n:r
climb spell had been placed upon hes In sddinon, the gloak grams

Clawkof,
i rtclida

her immunity to entrapment by web spells or webs of any sort—|

she canactually move in webs at hall her normal speed,

Cmce per day, the wearer of this cloak can cast web. She also gains

g =2 luck bonus to all Fortitude saves AERINET poison from '-c]'lir[f:rs,
Caster Level: athy Prorsquisites: Craft Wondroos Ttem, sprder climb
weh; Marfeet Price: 6,000 gp; Weight: 1 1h,
Cloak of the Bat: Fashioned of dark brewen or black cloth, this
cloak bestows 2 +10 circumstance bonus to Hide checks. The
Jwearer s alsoable to hang upside down from the ceiling, like a bat,
By holding the edpes of the garment, the wearer iz able 1o fiy as
iperthe spell. If he desires, the wearer can actually polymorph him-
Lsellinto an ondinary bat and fly accordingly, (All possessions worn
or cartied are pirt of the transformation.) Flying, either with the
cloak ar in bat form, can b-;_a.l.;n;;ump]is]‘h:d nn]}r in darkness (either
ander the night sky orin alightless or near-lightless environment
IJDE‘:"Tth'ﬂrndl. Eirher ol the I.l:rl.l.h: puwers 15 usable for up to 1
hour ar a time, bue after a J].i.[:‘,h[ ol any duration the cloak cannot
bestow any flving power for a like pericd of time,
Finally, the cloak also provides a +2 deflection bonus to Armor
Class, This benefit extends to the wearer eyven wehen be dsin bae forms,
Caster Level: oehy; Prevequidsites; Crale Wondrous leem, fly polymorph
Laglf; Mirkeet Price: 24,000 pp; Weight: 1 1h,
| Cloak of Charvisma: This liphoweight and fashionsble cloak has
(ahighly decorarive silver trim. When in a charscter’s possession, it
fadds 2 +2, +4, or +& enhancement banus to her Charisma scare,

Caster_Level; &rhy Prevequisites: Crall Wondrous Trem, chanm mm- |
sher; Market Price: 4, D00 gp 1+2), 16,000 gp (44}, or 36,000 gp i+60]

Weiglit; 2 b,

I, M L R

" ity, creator must be an elf; Markel Price: 2,000 gp; Waght: 1 1h

| over virtually any distance or dnto

| tiongl powers that can be used
ithrough the erystal ball at tas- f'/ !
2
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Cloak of Displacement, Minor: This item appesrs 10 be o
normal cloak, but when worn by a character its magic)
propetics distort and warp light waves, This displace-|
I ment works similar to the displacement spel] except that it
only grants a 20% miss chance (the same as one-half con-
cealment), [t funetions continually,
Caster Level: Srd; Prerequisites: Craft Wondoous Trem, dis-
placerment; Market Price: 25,000 gp; Weights 1 1h
Cloak of Displacement, Major: This ieem appears wbe a |
normal cloals, but when worn by a character les magie prop:,
erties distort and warp light waves, This displacement |
.' h worls just lilee the displacemenl spell and functions
continually
} Caster Lewel: 5th; Prﬁ*eqms.!.!ﬁsﬁq:r.qﬂ "}{'rundrﬂu,a_ltq_m
displacement; Mureet Price: 50,000 gps Weight: 1]k
Il Cloak of Elvenkind: This cloak of neutral gray
cloth is indistinguishable from an ordinary cloak of the
same color, However, when worn with the hood drawn up,
around the head, it pives the wearer a +10 circumstance,
bonus on Hide checls,
Caster Level: ard; Prevaguisiter: Crafr Wondrous Teem, pavisibul-

Cloak of Etherealness: This silvery-gray cloak seems (o absodh
light rather than be Muminated by it. Om command, the cloak
makes its wearer ethereal (a5 the spell ethersal juunt), The effect i
dismissible. The cloak wocks for a total of up o 10 minutes per day,
This duration need not be continuous.
Caster Level: 15thy Prervgusales: Craft Wondrous ltem, r'h!_:gr.m;
jount; Market Price: $2,000 gp; Weight: 1 1k,

Cloak of the Manta Ray: This cloale appeats to be made of
leather until the wearer enters salt warer. At thit tme the cloak of the
sl vy adheres to the individoal, and he appears nearly identical
o a manta tay (A Spot check againse DC 20 is needed to determine
otherwize} He gaing a +3 nanmal armor bonus, the abilitg 1o breathe
underwater, and a speed of a0 feet, exactly like a real mania ray.

Although the cloak does not enable the wearer to hire opponents
as 2 manta ray does, it does have & tail spine that can be wsed m m
strike at opponenis behind him, dealing 1d6 points of damage. 'This :
attack can be used in addition to any ether attack the characeer has,
using his highest meles atack bonus The wearer can release his
arms from the cloak without sacrificing underwater movemenrt if
so desiced,

Caster Level: 9th; Prevequisiles: Craft Wondrous Ttem, water
breathing, frecdom of movemenl; Markel Price: 20,000 gp:
Weight: 1 b,

Cloak of Resistance: These parments
offer magie protection in the form of a
+1 o +5 resistance bonus for all sawe
ing throws (Fordtude, Reflex, Wl

Caster Lewvel: Sthy Preveouisiles:
Craft Wondrous Item, resistance,
custer leve]l must be three rimes
that of the cloak’s bonus, Market
Brice: 1, 000 pp {113, 4,000 gp (42),
9,000 pp (13}, 16,000 gp {14, or 25,000
EP L350 Weight: 1 1h,

Cr}'ﬁtal Ball: ‘This is the most com-
mon form of scrying device, 2 crystal ;
S-I.‘ilt'l'f.‘:' ahout 6 inches in diameter, A _,'-l: :(

i = T

chatacter can use the device o see g
other planes of existence, as with

the spell scrying.
Certain crystal balls have addi-

pets viewed,




Crystal Ball Type Market Price
Crpstal ball 42,000 gp
Crystal ball with see invisitility 50,000 gp
Crystal ball with detect thoughts 51,000 gp
Crystal ball with teleparhy= 70,000 go
Crystal boll with trie seeing 80,000 gp

=The wiewer is able to send and receive silent mental messages with |
| the person appearing in the crystal ball. Snee per day the character |

| may attempt to implant a suggestion (as the spell, DC 14} a5 well.

Lany additional spells put into item ) Weight: 7 1h.

Cube of Force: This device can be made of ivory, bone, or amy

hard mineral, About the sizeofa larpe die [perhaps 3/4 inch across),
it enahles its possessor to put up a special wall of force 10 feet perside
sround her person, This cubic screen moves with the character and
(s impervicus 1o the attack forms shown on the table below: The

{cube has 36 charges, which are renewed each day The character |

| presses one face of the cube 1o activate or deactivare the feld:

‘Cube  Charge Cost  Maximum
Face per Minute Speed Effect

1 1 o ft. Keeps out gases, wind, elc.
2 2 04 Keeps oul nonliving rmatter
3 3 15 ft. Keeps out living matter
4 4 10 ft. Keeps out magic
L5 6 10 . Keeps.cut all things
3 o As normal  Deactivates

[ hen the force screen is up, attecks dealing more than 50 points of

|damage dratn 1 charge foe every 10 poines of damage beyond 30 thae
{they deal (40 points of damage drains 1 charge, 50 points drains 2
\charges, and so forth). Spells thar aftect the integrity of the screen,
tsuch as disintrgrate or passuall, also drain exera charges. These spells
(in the following list) cannot be cast into or out of the cube:

Attack Farm
Horm of blasting
Wwall af fire
Passiwall
Disintegrats
Phase dopr
Prisematic spray

Extra Charges

= A0 N A B

Caster Level: 10th: Prevequisites: Craft Wondrous Tem, wall of force;

Muorkel Price: 62,44 g Weight —.

Cube of Frost Resistance; When this cube is activated, i
cengloses a cube-shaped area 10 feer per side. The temperature
Lwithin this area is alwavs ar least 65°F The field ahsorbs all cold-
{based awracks (such as ige storm, cone of wold, and white dragon

\breath). However, if the field is subjected to more than 50 peints of

cold damage in 1 round {from one or multiple arcacks), ic collapses
and cannoi be renewed for 1 hour If the field receives over 100
points of damage in g 10-round period, the cube is destroved.

Cold below 0'F deals the field 2 points of cold damage per
round, 42 points per each 10° balow 0(2 points at —1° o -3°, 4
points at ~10" to 19", and so.onl.

Casfer Level: 7thy Prevequisites: Craft Wondrous Trem, protection
from elemments; Morket Price; 22,000 gp; Werght: —, i

Cubic Gate; This irem is fashioned from camehian, Eech of the

(six sides of the cube is keved to a plane, one of which is the Mater-

{ial Mlane. The characrer crearing the item should choose the planes
ito which the other Ave sides are keved. I such a cube is found as
|reasure, the DM can determine the planes accessed by the dewice
jin any manner he or she chooses,

If a side of the cubic gate Is pressed once, it opens a gale to the
plane keyed 1o thar side, There is a 10% chance per minuee that un

Caster Level: 10th; Prevequusites: Crafe Wondrous Teem, serving (plus |

outsider from that plane (determine randomly) comes theough it
Inoking for food, fun, or trouble. Pressing the side a second fime
closes the pale, It is impossible 1o open more than one gafe sea tme. |
If a side 15 pressed twice in quick succession, the character mf
\doing is transported to the other plane,
._njnng with all creatuces in a s-loot
\radius. (Those others mav avoid this
fate by succeading at Will saves
against DC 23],
Caster Level: 18th; Prerequasifes:
|Craft Wondrous Trem, gale; Markel
Price: 156,000 gp; Weighl: —.

metal cube {5 small, bur when acti-
vated it grows (o form a tower 20
feeet square and 30 feer high, with
Larrow slits on all sides and a
Lepenellated batdement arop
bt The metal walls extend 10 feet
linre the ground, rooting it to the
spat and preventing it from.
being ripped over. The fortress
i'lﬂﬁ a .=rn.1” &i.'.u;]T t]'l.ﬂt f]mnh l,'l]:ll':f
at the command of the owner of
the fortress—even knock spells
cant open the daor

The adamantine walls of
| Diaern's instant [irdress have 100
hit points and & hardness of
20, The foreress canoot be
repaited except by a wish or
a mivacle, which restores
50 points of damage
sustained,

The [ortress springs
up in just 1 round,
with the door facing
[I_IE' dﬂ"iff‘lﬁ CETYET. Il.hlc": \]I.ﬁnr I:’PI'.'Tl.'i :I]'l';l l:‘l'i.'lh{"li
instantly at his command, People and creatiine
neiarby (except the owneri must be careful not to be
caught by the oriesss sudden prowth, Anyone so caught susting
1010 points of damage (Reflex half DC 19),

Caster_Level: 121 Prevespiisfes: Cralt Wondrous Ttem, Mot
farinen's magnificent mansion; Morket Price: 55,000 gp; Wit —

Darkskull: This skull, carved foom ebony, is whally evil,
Wheraver the skull EDes, the area around it is treated as :hnug]j
any urthallow spell had bean cast with the shull as the ouched
point of origin (except that thereis noadditianal spell effect ted
or fixed to the davkskull},

Caster Level; 9th; Prevequisites: Craft Waondrous Item, wnballnig cres
ator must be evil; Market Price; 60000 gp: Weaght: 5 1h,

Decanter of Endless Water: If the stopper 16 removed from
this erdinary-locking flask and a command word spoken, & stream
ol fresh or salr warer pours out. Separate command waords deter
mine the type as well as the volume and velocity:

Blaern's
inrtant fortven

* Stream pours out 1 gallon per round
* Tountain: 3-foor-long stream ar § gallons per round
* Geyser: 20-foot-long, A-foot-wide stream ae 30 gallons pes

—i

| The geyser canses considerable back pressure, requiring the halder
to make a Srr{tng:h checl (T 120 to avoid bl:j.ng Linocked \Imﬂ:l__‘_
The force of the geyser deals 1d4 poines of damage but can only)
ialfect one target per round. The cormmand word must be spaken ta
iEtop L
Caster Level: 9th; Prerequisites: Craft Wondrous Ttemn, comtral wnsfen
Markeet Frice: 90400 gp; Weight: 2 Th



Deck of Ilusions: This set of parchment cards is usually A randomly generared deck may be discovered (a 01-10 resulton,
found in an ivery, leather, or wooden box, A full deck consists of d% wich 1d20 of itz cards missing. {Omn a result of 11-100, icis]
thirtyv-four cards. When a cand is deawn at fandesm and theown @ complers. ) }
the ground, a major image of a creamure is tormed. The figment Caster Level: 6th; Premquastles: Craft Wondrous Irem, riajor image:
lastz unril fi'isps'”ed. The ||'|u.unr}' creature cannot move mors . | Markel Price: 9,200 i Weight: 172 b,
than 30 feer away from where the card landed, but otherwise| Dimensional Shacliles: These shackles have golden runes
imoves and acts as iE it were real. A all dmes ic IZJ]}I:‘I.-'h the desiresol | Ltraced across their cold iron surface, ANy creature bound within
ithe character who drew the card, When the illusion s dispelled, | Lthem is allecred as [Ca dirmensional anchar spell were cast upon her
the card becomes blank and cannot be vsed again. If the canl is) (nosave), They Lt any Small 1o Large creature. The G break er,
picked up, the llusion 5 suromagically and insiamly dispelled.| | slip our of the shackles is 30,
The cards in a deck and the illusions they bring forth are sumimna-| Caster Level: 11th Prerequisites: Craft Wondrous Iiem; simensional |
reed on the following table (Use one of the st two columns w arichor; Market Prige: 26,000 gp: Weight: § Ib,

simulate the contents of o full deck using either ordinary playing Drums of Panic: These drums are kertle doums (hemispheres
cards or trat cards.) about 1 1/2 teet in diameter on stands), They come in pairs and are |
unremarkable in appearance, If both of the pair are sounded, all|
creatutes within 120 feet (with the exceprion of those within a 20
oot-radius safe zone around the drums) are affected as by a fear

Deck oF ILLUSIONS
| Playing Card Tarot Card Creature

JAce of hearts 1Y, The Emperor Red dragon 1 apell (Will negates D 16) I
|King of hearts Knight of swords Human fighter (male)___| (Taster Leveld Frhe Prevequisites: Craft Wondrous Trem, ,‘-P.-JF. Market |
| and four guards | Praice: 30,000 pp Weight: 10 Ik,

! Queen of hearts Queen of staves Human wizard (female) | Dust ofﬂppenra.nce:'[hj,s fine pn‘;'ln.,‘ler Appears fo bhegq VELY fine, .

Jack of hearts King of staves Hurman druid (male) very light merallic dust, A single handful of this substance flung,
Ten of hearts Yil, The Chariot Cloud giant inre the air coars surrounding ohjects, making them visible even if

Mine of hearts Fage of staves Ettin they are invisible—just Hke the glitterdust spell (The dust of appear-

Eight of hearts Ace of cups Bugbear wnce, however, doesnit blind erearures.) The dust alse reveals fig-

Two al hearts Five of staves Gohblin ments, mimor images, and projected tmages for what they ave, Ir lilee-

. wise negates the effecrs of blur and displaserent. (n chis, it works |
| Playing Card Tarot Card Creature | just like the foerie fire spell). A creature coated with the dustcannat,
|Ace of diamonds 11l The Empress EBeholder hide, The dust's effect lasts for 2d% minutes,

{King of diamonds  Two of cups Elven wizard [male) and Duist of appearance is rypically stored in small silk packers.or bol-|

| apprentice (female) Loy boie bl owenibes, 1

\Dhieen of diamonds ueen of swards Hall-elvern ranges Caster Level: 5thy Preveguisites: Craft Wondrous Item, glittendust;,

0 4] [ | |F-el & [: 5th 4 Craft Wond L litterdiist
(female] Kfarket Price: 2,100 gp; Weight —.

{lack of diamonds X1V Temperance Harpy Dust of Disappearance: This dust loaks just like dusl of appear
|Ten of dizmands  Seven of staves Half-ore barkarian atice and is rypically stored in the same mannern A creature oc
[male) ohiect touched by it becomes invisible (as amproved ineisibilicg),

Mine of diamonds  Four of pentacles Cigre mage Mormal vision can't see dusted creatures or objects, nor can they be
Eight of diamands  Ace of pentacles Groll | detected by magical means, lncluding see invisibilify o tisibility
Twes of diamonds Siv of pantacles Kahald e | purge. st ql- apprariney, howwever, does reveal people and ohjects
| made invisible by dust of disugpesninee, Other factors, such as sound
Playing Card Tarat Card Creaturs and smell, aleo allow F,qasibk detecriomn.
Ace of spades Il The High Priestess  Lich Theamproved imasbilily bestowed by the dusc lasts for 2d10 min-
King af spades Three of staves Three human clerics aees (1d10410 40 sprinkled carelully upon an object),
(male) Casler Level: 7eh; Premoguisites: Craft Wondrous ltem, improved
Queen of spades Four of cups Medusa eenistbifily; Marke! Price: 3,500 gp; Weight: —
Jack of spades Knight of pentacles  Dwarven paladin [male) Dust of Dryness: This special dust has many vses. If it i=
Tan of spades Seven of swards Frost giant thrown into water, up to 4 cubic vard of the water is instantly
\Mire of spades Three of swords Troll rransformed o norhingness, and the dust beecomes & marble-
|Eight of spades Ace of swords Habgeblin sized peller, floating or resting where it was thrown If this pel-
| Tweo ol spacdes Five.af cups Gablin let is hurled down, it breaks and releases the same volume of
. warer. The dust affects only water (fresh, salt, alkaline), not other
Playing Card Tarot Card Creature ligquids,
e of clubs Y11l. Strength Iren golem If the dust 15 emploved against & water creature, the crearure
King of clubs Page of pentacles Three halfling rogues must make a Fortitude save (DL 18) ar be destroved, The dust deals
{male) sdé points of demape to the water creature even if its saving throw
Queen af clubs Ten of cups Pixies succeeds,

Jack of clubs

Ten of clubs Mine of staves Hill giant wiatier; Market Price; 850 gp; Weight: —. |
Nine of clubs King of swords Cigre st of lusion: This unrematkable powder resembles chall |
(Eight of clubs hee af slaves Oire dust or powdered graphite. Stare at i, however, and the dust.
| Two of clubs Five of cups Kabold | changes color and form. Put the dust of illusion on a creature, and.|
| that ceeatuce is allected as I by a change sef glamer, wich the indi-|
| Playing Card Tarot Card Creature vidual who sprinkles the dust envisioning the illusion desired. An |
| Jakes Twe af pentacles lusion of deck's awner | unwilling recipient s allowed a Reflex saving throw (DG 1) to
[okes T of staves Nusion of deck’s awner | escape the ellecr. The glamer lasts for 1de-6 hours.

Mine of pentacles

_Half-elven bard (female}

[mex revarsed)

Coaster Leuwel: 11thy Prevequisites: Craft Wondrous Tvem, conbmol |

Casler Level: 2nd; Prerequisites: Craft Wondrous Item, change self;

Marfel Prge: S00 g Weight:




Dusr of Tracelessness: This normal-seeming dustis actually o Thereafter, the wearer can wse the single lens wichout being,
magic powder thar can conceal the passage ol its possessor and his stunned so leng as she covers her other eve. Of course, she gan|
companions. Tossing a ]:qru.]'t of this dustinm the air cansesa cham- remave the :z!lu..lf' lens and see normally ac any time; or wear boths
ber of up 1o 1,000 sguane feet of foor space to become as dusty, lenses to end oravold the dizziness, d
dirry, and cobweb-laden as if it had been abandoned and disused . | Cester Level: Ard; Prevequisites: Craft Womdrous Ttem, clatraudel
for a decade. =T o demcefelairvoyonce; Market Price: 1,000 gp; Weight: —.

A pinch of dust :,p;kaed along a teail causes evidence of thel. | Eves of Perrificarion: These irems are made of special crysl
\passage of as many a8 a dozen men and horses to be obliterated for]  Land fit over the eyes of the wearer. They allow her 10 use a petrill:
\a mile back into the distance. The tesults of the dust are lnstanga- | cation gaze arcack (D 190, such as thae of 1 basilisk, for 10 rounds)

|pepus, so ne magical aura lingers afterwand from this use of the \per day (see the Monsler Monual for derails on the basilisk's gaze
| dusc. Tracking checks neross an ares alfected by this dust are made Latrack). Both lenses must be worn for the magic m be effective. |
lagainst a DC 20 higher than normal. Casler Level: 0thy Prevequisites: Craft Wondrous Uem, flesh fostane |

Caster Level: 3rd; Prevequisifes: Crall Wondrous Item, pass wethout Muathel Price: 98,000 gp: Weight: —.
trare; Market Price: 250 g Weighl: Fipurines of Wondrous Power: Bach of the several kinds af

Efreett Bottle: This item is cypically fashioned of brass or figurinesof wonidrous power appears to be a tiny stutueete ol an crek|
bronge, with a lead stopper haaring special seals, A thin siresm of ture an inch or 50 high (with one Lnrpliun‘l When the ligurine is |

(smoke is aften seen lssuing from it The bottle can be opened once | tossed down and the correct command word spoken; it hecomesa
cper dav, When epened, the efreeri imprisoned within issues from ) living crearure of normal size {excepr when noted ctherwise,
the battle instantly, There i a 10% chance {2 D110 resule on d%) ) Below). The ereature cheys and serves its owner. il
lr,hal the efteeti is insane and attacks immediately upon being | | _Ifa Jagururr of wendrous power is broken er desteoved in irs grar
released. There isalso a 10% chance (91 1007 char the efreeti of the uette form, it is forever ruined. All magic is lose, its power deparsed.
bottle grants three wishes, In pither case, the afreeri afrerward dis- If slain in animal form, the fgurine simply reverts w a staiete,
appears forever. The ather Bo% of the tme (11-90), the inhabitant that can be used again ata later time |
of the bottle lowally serves the characeer for up to 10 minutes per Bromze Griffor: When animated, the bvorze griffon aces in all|

ways like a normal griffon under the command of its possessorn.
The item can be used rwice per waek for wp 1o 6 hous per.
use. When 6 hours have passed or swhen the commani
word s spoken, the bronze griffon once again I::fcumeau+
ity stafuerts, 1

Castir Level: 11th: Prevequisites: Craft Wondrous lem,)
arimate nh;'r.r.h,‘ Market Price; 10,000 £ ".Tr’r.-gﬁ[: =

Ebany Fly: When animated, the cbony fyisthe siza ol
pony and has all the statisiics of a hippoprill (Hi Dige.
AL, currylng capacity, speed, and so on) but can male !
no attacks. The item can be used three dmes per
week for up 1o 12 hours per use. When 12 hours
have passed o when the command word is spoken,
the chony fiy again becomes i tiny statuerte

Caster Level: 11th; Prerequisites: Craft Wone
drous Liem, ardmate skiests; Marker P 10,000
g Weight: —.

Galden Lions: These come in pairs They

become nommal adult male lons (see the
Mumster Manwall, 10 slain in combae, the lons
cannot be browght back from staruerte form
for one [ull weel, Otherwise, they can be
used once per day for up o 1 hour, They enlirge

dav (or until the efreets deach), duir.;_., a5 she commands. {See the
Monster Mapual for efreet statistics.) Roll. each day the bortle 15
|opened for that day's effect,
| Caster Level: 14ch; Prevequisites: Craft
| Wondrous Ttem, surmmmon seorster VI3 Mgr-
ket Prace: 1 50,000 g5 Weight: 1 b
Everburning Torch: This rorch has a
(eonfinual flame cast upon ir,
Caster Level: 31d; Prevequisite: Contrrual ﬂ-mu.
Lo feat neaded; Marked Price: 50 Epi ‘-li.ﬁn!. 1 Ih,
Eversmoking Bottle; This metalnrm iz idensi-
cal in appearance to an gfteelt boltle, cxcept thar it
does noching but smoke, The smount of smoke is grear
if the stopper is pulled out, pouring from the bordle and
rorally obscuring vision across a spread of 50 feer in 1
round, If the botele is left unslu‘pprrrd: the smoke
spreads snother 10 [eer per round unril it has spread 100
feer. This area vemains smoke-filled uniil the sserimaking
bottle is sroppered, The borle must be resealed by a commuanid g
word, after which the smoke dissipates normally, _
Caster Level: 3nd; Prerequintes: Crafl Wondoous Ivem, pyratechnics;
Muorket Price: 5,200 gpi Weght: 1 b,
Eves of Charming: These twao cryseal lenses [it over the user’s

_eyes, The wearer is able ro charm peram {one arget per ol Ebapy iy and shrink upan speaking the command werd,
|merely by meeting 2 targets gage, Those Lailing a Will saving Caster Level: 11tk Prevequisites: Craft Wondrous
|throwr (DG 160 ave charmed as per the spell 11 the wearer has enly Item, animale ebiecls; Movket Price: 16,500 gpy ‘n‘f’:-ﬁm'
Lone ],e:us: the I_‘J{antheﬁa_ving throw 15 reduced o 10, Twory Coals: These come i thoees. ,l:.ll.]l Bl of this o |.|:I|.'IE,
Caster Level: 7thy Prerequosles; Craft Wondoous Irem, Heighren slightly different from the others, and each haz o differen funetion:
Spell, charm persmng Market Price: 56,000 gp; Weight: e
Eyes of Doom: These crystal lenses [t cver the user's eyes, * The ciogl of Troveling: This statuette provides a speedy and endur
enabling him to cast doom upon these around him (one target per ing mount equal 1o that ol a dralt horse in every way excepr,
round ) merely by meeting their gaee. Those failing a %Will saving appearance. The gost can travel for o maximum of one day sach,
thirow (DC 11 are doomed as per the spell, I0the wearer has only week—continuously ot in any combinadon of periods iotaling
one lens, the DC of the saving theow is reduced 1o 10, However, 24 hours. At this point, or when the command word iz utteeed.d
if the wearer has both lenses, he gains the additional power of 1t teturns o s staterte form for ner less than one day before it
_continual deathswatch vision and can ensct an gebife L0C 190 once canagain be uged, -
|per week. |® the Goal el Tl This staruette becomes an enormous cies
| Caster Level: 14chs Prreguisiles: Cralt Wondrous tem, donm, death- tietes, Jarper than a bull, with the statistics of a nmh:maze Lxcepll
Lewglehy evebibe; Market Price: 24,500 gp; Weightr —. . for the additen of a pair of wicked horos of exceptonal sl
| Ewes of the Eagle: These items are made of special crystal and | (damage 1da+4/1d8-4). I i is charping 1o aracls, it may only)
(fit over the eves of the wearer These lenses pranta -5 circumstancs | psn ies horns (bue add 46 points ol damage to each successiul
bonus o Spot checks, Wearing only one of the pair causes.al | _attack on that round). Tt can be called o lile just once pee
character 1o become dizzy and, in effect, stunned for 1 round. month for up to 12 howrs at a time,




* The Goatof Tevrer: When called upon with the proper command

word, this statuette becomes a desmierlike mount, with the sta-
tistics of a light warhorse [but hairer). However, its rider can
employ the goat’s horns as weapons (one horn as a 43 lanee, the
other as a +5 loagswond), When ridden in an aiacl against an|
opponent, the goal of error radiztes feur as the spell in a 30-foor)

rading (DC 16} [t can be used onee every two weeks for up 0.5

hours et use.

LAflter three uses, each of the fvory goats loses its magical abiliry
:i'ur::\rl: L,

Casler Level: 10th; Prevequisites: Crafr Wondreus Item, animate
_L-L'JL':E.I..' Mfoeet Price: 21,0040 £ We'fghi.'

Marble Elephont: This is the largest of the fgurines, the statuerre
being about the size of a human hand. Upon utterance of the com-

mand word, & morble elephant grows to the size and specifications of
Ja true elephant, The animal created [rom the statuette is fully obe-
(dient o the fgurines owner, serving as a beast of burden, a mount, |
Jar a combatanl, |

Dhetails of the elephant are found in the Monster Mamal, The seat- |
uetee can be used four dmes per month for up 1o 24 hours ata dme, |

Caster Level: 11th; Prrequasiles: Cralt Wondrous Trem, atimeate
ohjerts; Market Price; 17,000 gy Weight: —,

Obsidian Steed: An obsidian steed appesrs to be 2 small, nearly
shapeless lump of black stone, Only careful inspecrion reveals
that it vaguely resembles some form ef guadruped. On command.

the near-formless piece of absidian becomes 4 fantastic mount.
| Xreat it as 2 heavy warhorse with the following additional powers
{sahle once per round ar will: fly, plase shift, and etherealness. The
Lgteed allows itsell 1o be ridden, bue If the vider is of pood alipn-
|ment, the steed is 10% likely per use o carry him 1o the Lower
| Planes and then return to its statuette form. The statuette can be
(used once per week for one continuous period of up to 24 hours.
[Wote that when the obsidian steed becomes ethereal or plane
Lshifts, its pider and his gear follow suit. Thus, the user can travel to
orher planes via this means.

Caster Level: 15th; Prevequisiles: Craft Wondrous Tiem, animote
ohjects, [l plane shifl, etherealness; Morkel Price: 28,500 gps Weighls

Omyx [og: When commanded, this statuete chanpes ingoa crea- |
ture with the same properties as 8 war dog, except thar it is]
endowed with an Intelligence score of 8, can communicate in,
Common, and has exceptional alfactory and visual abilities. (Tr has
the scent ability and adds +4 to its Spot and Search checks) Tt has
darlorision (range 60 feet) and it can see invasible. An onyx dog ean b
used ance per week for up ta & houss, Tt obeys only its owner

Casler Level: 11th; Prerequisites: Craft Wondrous Itens, animate
edects; Muvfet Price: 15,500 gpy Weight:

Sepeniting. Owl A sevpenfing owl becomes sither a normal-sized
Lhorned owl or ¢ giane owl, sccording to the command word used.
The transformation can take p].al:v;: QRce per day, with a muximnm
(duradon of 8 continuous hours, However, after threa mransforma-

tions into giant owl form, the statuette loses all of its magical prop-
erties The owl commumicares with its owner by telepathic means,
informing her of all it sees and hears. {Remember the limitations of
irs Intellipgence.)

Caster Level: 11ch; Prerequasttes: Craft Wondrous Ttem, wirmiate
ubjn:cis; Markel Price: 9,100 KR Wﬂ]g_hl':

Silver Raven: This Agurine rurns nto a raven on command { but it
retalng Its silver consistency, which gives it a hardness of 10},

JAnother command sends it off into the air, bearing & message fust

Jike 2 creature affected by an animal messenger spell I not com-
|manded to carry a message, the raven cheys the commands of its
Lonwner, although it has no special powers or telepathic abilides. T

\can maintain its nenfigurine starus foranly 24 howns per week, but
the duration need not be continuous,

Caster Level: ath; Prereguisites: Craft Wondrous Teem, artitnal mes- |
seriger: Market Price: 3,800 gp; Weight: —.

Gauntlets of Ogre Power: These gauntlers are made of wough|
leather with iren studs running aceoss the bacl of the hands and |
fingers. They prant the wearer preat sirenpgrh, adding 2 <2 enhange- |
ment bonus 1o his Strength score, Both gauntlers must be worn for )

| the magic o be effective.

Caster Level: 6th; Prerequumies: Crafi Wondrous em, bulls strength;

| Market Price; 4,000 gp; Weighl: 2 Th.

Gauntlet of Rust: This single metal gauntlet looks rusted and
pirred bur is actually quite powerful. Onee per day, it can affect an

(ohject as with the nusling grasp spell, Tt also completely protects the |
lwearer and her gear from rust (mapieal or otherwise), mcluding |

the artack of 3 rust monster,

Caster Level: 7th; Prevegaosiles: Craft Wondrous Irem, rusting grasg
Marfet Price; 11,500 g Weight: 2 1k,

Gem_of Brightness: This crystal appears to be a long, m-ua.h
prism. Upon useerance of a command word, the crysral emirs

i bright lig]'ﬂ of one of three sores.

\* Ome command wond causes the gem (o shed a pale lght ina,

cone 10 feer Jong. This use of the gem does not expend any
charges,

= Another command word causes the gem of brightnes 1o send our|
avery bright ray 1 foot in diamerecand 50dear long, This strikes |
as @ ranged reuch attacks and any creature struck by this beam
is blinded for 1d4 rounds unless it succeeds ata Reflex spve (T
14, This use of the gem expends 1 charge,

* The thind command word causes the gem to. ﬂ;ma ina hlmdmg
Hash of lighr in a cone 30 feet long Although this glare lasis bue |
1 moment, all creatures within ies wrea must make a Rellex save |
(13¢: 14 or be klinded for 1d4 rounds and therealler sulfer 2
penalty of -1 o attack rolls, Spot checks, and Search checls due |
1o permanent eve damage, This use r:':q:nnnd.q 5 d‘urgcb.

Eye damage can be cured byoa remawe blindness or a heal spell. A
mewly created e of brightness has 50 charges, When allitscharges
are expended, the gem becomes nonmagical.

Caster Level: 6rh; Prereguisites: Craft Wondrous Jtem, du}'réghl.
blindness/deafress; Market Price: 15,200 gp; Weight: —.

Gem of Seeing: This fincly cut and polished stone is indistin-
guishable from an ordinary jewel in appearance, When gazed
through, the gem of seeing enables the nser mw see g5 though she were
affected by a true seeing spell.

Caster Lewel: 10ch; Mrerequusttes: Crafr Wondroos Ttem, e seemg;
Market Price: 75,000 gp; Weight: —.

Gloves of Arrow Snaring Once snugly worn, these ploves
seem to meld with the hands, becoming almost invisible, {They are
undetecrable unless the viewer Is within 5 feet of the wearer,) The
wearer can act as if he had the Deflect Arveows fear, axcepr thar he
catches the thrown weapons pnd projecriles instead of deflocting
them. Both gloves must be worn for the magee to be efective. At
least one hand must be free to ke advaniage of the magic

Caster Level: 3pd; Prevequisites: Craft Wendrons Irem, shield; Markel
Prace: 4,000 g Weight: —.

Gloves of Dexterity: These right-fitting, thin leather gloves
are very Hewible and allow for delicare manipolation. They add w
the wearer’s Dexterity score in the form of an enhancement
bonus of +2, +4, ot +6. Both gloves muse be warn [or the magic e
be effective.

Casler Level: sthy Prerequisites: Coaft Wondrons Irem, cats gmce,..
Murkel Price: 4,000 gp (+2}, 16,000 gp {+4), or 36,000 gp rf'fli..

Weight—

Glove of Storing: This device is 2 simple leather glove, On C{:m-

 mand, one item held in the hand wearing the glove disappears. The |
Jiem can Wejgh no more than 20 pn;;-un-;l.li and must be able o be |
| held in one hand. With o snap of the fingers wearing the glove, the
|item reappears. & glove can only store ane item at a tme The item

iz held in stasis and shrunlk down so small within the palm of the




glewe that it cannot be seen. Many owners ol gloves of saring fin d
them to be useful and dramatic ways to siore weapons, wands,
and—because the frem 15 stoced in stasis——even lir torches, If the
effect is suppressed or dispelled, the stored item appears instantly,

process vields only one.

| Mprkel Price: 2,200 gp; Weight;

Gloves of Swimming and Climbing: These apparently
|normal lipghtweight gloves grant a +10 competence bonus o
| Swim and Climb checks. Boch gloves must be worn for the
| magic to be effective.

Caster Level: 5th; Preveguanles: Craft Wondrous [tem, cat’s
EYICe; Market Price: 6,000 ER: W‘L‘u_,;ﬁl‘:

Goggles of Minute Seeing: The lenses of this item are
mude of special crysial. When placed over the eyes of the
WRILET, ;heﬂ,r gmahle her ro see much better than normal ar dis-

jrances. of 1 fooe or less, granting her a +5 bonus ro Search
lchecks to locate or identify learures such as tiny seams,
| murks, cracks, or imperfections, Borh lenses must be worn for
the magic o be effective.

Caster Level: 3rd; Prevequisites: Craft Wondrous Tvem, [k see-
ing Marke Prive: 1,000 gp Weight: —.

Goggles of Night: The lenses of this flem are made of dark
crystal. Even though the lenses are opagque, when placed over
the eves of the wearer they enable him io see normally and
\also grant him darkes i*:inn irange 60 foets Buth lenges must be

|worn for the magic to be effective.

Caster Level: 3rd; Prerequusles: Craft Woendrous I.Lem, durkisi-
Lsion: Market Price; 8,000 gp; Weghl: —.

Hand of Glory; This mummified human hand_hangs by =
lesther cord around a character’s neck (taking up space as a
{magic necldace would), 1 s magic ring is placed on.one.of the
Hingers of the hand, rhe wearer benefits from the dng as i
wearing it hersell and it does not count against her rwo-ring limir.
The hand can wear only one ring at a fime.

Even without a ring, the hand irself allows s wearer to use doy-
light and see invisibility each once per day.

Casler Lovel: 9ih; Prevequisites. Cr aft.

Price; 7,200 gpi Wiaghl: 2 b

Hand of the Mage: This
mummified elven hand hungs
by a polden chain around &
"? character’s neck {ui-;ing_ p
"% pace as o magic nechlace
wol_ﬂrlj. Tt allowes the wearer
i utilize the spell mage kand
at will.

Cester Level: 3xd; Freveguy-
sites; Craft Wondrous Trem, mage hand;
Markel Price: 1,000 gp; Weight: 2 Ih,
Harp of Charming: This insteu-
™) mentisa golden, intrcately carved
pl harp. When played, it enables
b the performer to cast one g
- geston (Wil negates DC 14)
for each 10 minures of
playing if he ¢an succeed
at i Perform check (DC

153, O die roll ofa naworal £,
4 rthe harpist has plaved so
poorly that he enrages all
those within carshol
Caster Levels Sth; Prevequesiles:

L=

; Hazd of glary

4

Altheugh it is handy to have two of these gloves the crearion |

Caster Level: 6th; Preveguisites: Crale Wondrous Ieem, strink demi

Wondrous ltem, dayhighl. delel ]
trodsibility, animate dead; Market |

Crafr Wondrous Ttem, suggeshon;,

Helmaf Mokl Prige; 7,500 gpi,
[ Whaght: 5 Lh,

I-I.n of Dixuda:. .

This apparently poe-|

- mal hat allows i
weearer 1o alier her
appedtance a5 with
a change self spell
Az part of the dis
guise, the hat can be
changed to a:ppfar]
as a_comb, ribbon,
headband, cap. coif,

hood, helmet, a.ud.,
S00TL
Caser Level 2nd; Pre-|
reguisbes: Craft Wons
drous Trem, chanp sl

Murfet Price: 2,000 g,

Wiight: —
Headband of In-

tellect: This device (5,

a_light cord with ol

stnall pem setso thut it

rests upen the forehead
of the wearer. The head-|
band adds ro the wearer’s Intek |
ligence score in the form l:rfu.u;.
enhancement bonus of + 2, +4, 01 6.

Coster. Level: Bthy Prerequisiles;. Crafi "H-Dmlrcluyll

Ttem, commdne or hgﬁd‘ lare; Market Pyice: 4,000 gp (o231

16,000 gp {+4), or 36,000 gp (+6) Weight: —, 4

Helm of Brilliance: This normal-looking helm takes irs moue

torm and manifests its POWETS when the user dons it and 5]1'-"-1]'“.

the command word. Made of brilliani silver and polished steel, 8

newly creared helm is set with ten diamonds, rwenty rubies, chirry

five opals, and forty opals, each of large size and enchanted, When
struck by bright light, the helm scintillates and sends forth reflec
five rays in all directions from its crownlike, gem-tipped spiles

The jewels’ [uncrions are as follows:

"War

Jewel Effect

Diarmond Prismatiz spray (DC 17
Fuby Wil af fire

Fire apal Firehall (1046}

Cipal Light

The helm may be nsed once per round, but each gem can pertorm it
spell-like power fust once, Unril all of its jewels are depleted, a help
of brilliunce also has the following magical properties when activased:

* It emanates ¢ bloish light when sndead ave within 30 feer. This
light causes pain and 1d6 peines of damage per round e all such
crearurss within that range.

* The wearer may command any weapon he wields to become a
Naming weapon (see page 186). This is in addition to whatever
abilities_the weapon may already have (umless the weapon.
already is 2 Haming weapon), The command takes 1 round 1o
rake effect,

* Fach round, the helm abserbs the first 30 poines of fi .me dﬂmu,g ,
the wearer would otherwise take, This protection. dees natl
stack with similar protection. from. other sources, such ﬂ.+
gndure elemenls. I

|{Omce all of irs jewels have lose their magic, the helm loses all its
Lpovwers and the pems e o worthless powder, Bemoving a jewel

destroys il



F____,_,_, " >'.>3§; : :

If a creature wearing the helm is damuged by mapic Gre (alter
the fire protection is taken into account; and fails an additional
Will saving throw { DC 15), the remaining gems on the helm over-
loud snd detonate,

Castar Level: 13tk Prevequdsites; Craft Wondrous Ttem, light. furehall, |
prismatic sprag wall of fve, flame blade, detect urdead, protection from ele- |

| menfs; Market Price: 157,000 gps Weight; 3 1, |
| Helm of Comprehending Languages and Reading Magic: |
[Appearing a5 a normal helmet, a helmet of comprehiending languages |
Land reading magic grants its wearer o 20% chance 1o understand any |
|SiTange tongue o WIIitng she gncounters and an 80% chance o)
.UILIiEISTﬂIld any magic writings. Note that unuerﬁTanding dees not
_necessarily imply spell use,

Caster Level: 4th: Prevequasifes: Craft Wondrous Ttem, comprehend
langunges, rend mngic; Market Price: 2,600 gp; Weghi=3 Th

Helm of Telepathy: The wearer can use detect thoughts at will.
_]'.'I]'I_'I:hﬂm{:-'l_'l:.. hﬁ can _.':il;_"l'ld. A TﬂlBPﬂThl(: mi‘.!i:::agt‘. o an}fum: 'r\'].'i".'lw
sarrface thoughts he is reading (allowing teo-way communicadon]. |
\Omce per day, the wearer of the helm can implant a suggestion (as the |
[5pell, Will negates, DO 14) along with his telepathic message.

Caster Level: 8th: Prerequisitess Craft Wondrous Trem, defect
thaughts, suggestion; Marieet Price: 31,000 gp; Weight: 3 Th

Helm of Teleportation: Any character wearing this device may
feleport thee dmes per day, exactly as if he had cast the spell of the
SATOE THATTRE.

Crsler Level: oth; Prevedinsiles: Craflt Wondrous Iterm,

[elepuit; Marked Price: 48,600 gp; Weight: 3 1b,
| Helm of Underwater Action: The wearer of
this helmer can see underwater. Doawing the
small lenses in_compartments on either side
{into position before the wearer's eyves activates
{the visual propertdes of the helm, allowing
{her 1o see five times farther than water and
light comditions would allow for normal
thuman vision, (Weeds, chstructions, and
the like block vision in the wsual man
et ) I the comminnd word is spoken, the
et of undevisster netion creares a globe of
airaround the wearers head and maintains
it until the command word is spoken again,
enihling her 1o breathe freely,

Caster Level: 7ih; Provojuisites: Craft
Wondrous Item, freedern of movement,
witer brgathing Market Price: 24,000 gp3
Weight: 3 b,

Heward’s Handy Haversack: A back-
pack of this sort appears to be well made,
pwell used,_and quite ordinary, Tt is con

jHEI'LH:I."L"I,I |.1:|— Em‘]‘_.-‘ 1.3]'|.rl.|:|il !‘:‘H.djtl:. d.n\l |J.'.I¢'."
{sttaps have brass hardwars and buckles, Ir has
{two side pouches, each of which appears large
1.':n|;1|.1g!1 tov hold about & quiart of material [
face, each is like a bag of holding and can actually
hold material equal to as much ag 2 cubic feet in
volume or 20 pounds in welghe, The large central
portion of the pack can containup ro 8 cobic feetar
Bl pounds of material. Bven when so filled, the
baclpack alwavs weighs only 5 pounds.

While such storage is useful enough, the pack has an even
_greater power in addition, When the wearer reaches inr it for a
(specific itern, that item i3 always on top. Thus, ne digging around
Ll fumbling is ever necessary te find whar a haversack conrains.

trieving any specific ivem from a haversack is a move-equivalent
getion. Heward's handy haversack and whatever it contains gaina +2
tresistance bonus o all saving throws.

Casfer Level: sth; Prerpguisites: Craft Wondrous Irem, Leomund's,
sertel chest Market Price: 2,000 gps Weight: 5 1, {

Horn of Blasting: This horn appears ro be a normal erumper. It
can be sounded as a normal horn, but if the command word 15 spe-|
ken and the insmumenr is then played, it has the following effeces, |
hoth af which happen at once:

1 * A 100-loot cone of sound issues forth from the hormn. All within
| this area must male a Forritude saving throw (DO 16), Thase
who succeed are stupned for 1 round and deafened for 2
rounids. Those filing the saving throw ralce 1d10 peints of dam-

L ape, are stunned for 2 rounds, and ave deafened for £ rounds,

* An ultrasonic wave 1 foot wide and 100 feer long issues from
the horn. The wave weakens such materials as meral. stone. and
wood. This elfect deals 1d10 points of damage o ebiecrs within
the ared, ipnoring their hardness,

I a hovn of blosting is used magically more than once in a given day,
Lthere s 2 10% cumulative chance with each extra pse that it
Lexplodes and deals sd10 poines of damage to the person sounding it

Caster Level: 7uhy Prevequisites: Craft Wondrous Tremn, shoub; Markel |
| Price: 12,000 gp; Weight: 1 b,
Horn of Fog: This small bugle allows its possessor toblow forth |

u thick cloud of heavy Log similar ro that of an obscuring mist spell |

The log spreads 10 feer each round that the user continues to blow |

the horn, ‘The device makes a deep, foghoralike noise, with the |
fote dropping abruptly 100 lower register at the end of each blasc
,  Caster Level: drd; Prepeqeasites: Cralt Wondrous Irem, obsouring,
W il Muthet Price; 2,000 gp; Weight: 1 1b, |
b Horn of Goodoess/Evil: This trumper adapts iself o i
b, owner, 5o it produces either & good or an evil effect depend-
O ing on the owner’s alignment. If the owner is neither,
pood nor evil, the horn hasno pOwer whatspever, If he |
is good, then blowing the horn hae the elfect of a,

inagic citcle ngairst evil 1 he is evil, then blowing the,
ke

gither ciase, this ward lasts for 10 rounds. The horn
can be blown once per day

Cosler Lewel: 7ehy Prevequisites: Cralt Wondrons
A Tien meagic circle agiinst goad or magic cirle agzinst
4 ol Mokl Price: 6,000 ap; Weignd: 1 Ih,
Horn of the Tritons: This device is a conch
! shell thae can be blown once per day (excepr by a
triten, whi can sound it three times per day) A
harn of the tritons can do any cne of the following
functions when blow:

* Calm rough waters in a one-mile radius, This
d]spﬁ']s il FLI':'I'IT!I'IL'ITI.I:d water (:]tm".“ntal i.l.-|1. .Eﬂ'_"b
ite Will saving throw (DC 161

® Attrace 5d4 Large shatks (a 0130 result on
d5), sde Medium-size sharks { 31-800, or idi0
sea lions (81=1000if the charscter is in a body
af water in which such creatres dwell The
creatures are [dendly and obey, to the best of
their abiliey, the one who sounded the horn.

® Panic and demoralize aquatic ceeamwes with Intellipence scores

of 1 or 2 within 500 leet as I they had been targered by a fear
gpell (DC 16). These whe do save mre shaken for 3da rounds,

Ay sounding of a o of the trdons can be heard by all tritons |
within a thiee-mile radius. :
Caster Level: Sehy Prevequinics: Cealt Wondeous Ttem, fear suniemen |
monsler , waler comival, creator must be g mriton o get constaction
atd from a triton; Markel Price: 15,100 gp: Weight: 2 1b,

Horn of Yalhalla: This magic instrument comes in four vari-
leties, Bach appeirs to be normal uatil someone speaks its com-
! mand word and hlows the horn. Then the horn summons a num-

herof human barbacians o lght {or the character who summoned




them. Fach horn cun be blown just onee every seven days. Rall d%
o see what type of horn is found. The horns type determines whar
barbarians are summoned snd what preveguisite is needed to usa
the horn, Anv chatacter who uses a fiom af ¥alhalla bar doesn't

have the prerequisite 15 attacked by the barbarians she herself |

summoned,

! Type of  Barbarians

di Harn Summoned Prerequisites

J21—20 Silver 2da+42, Ind level  Mane

141=75 Brass 2d441, 3rd |evel Spellcaster level Tat+

Fe-aqg Bronze 2d4, 4th leyel Proficiency with all martial
weapons or bardic music
zbility

Proficiency with all martial
weapons or bardic music

ability

31-100 Iran Tdd41, 5th level

{Summoned barbarians arve magic constructs, not actual people |
{though they seem to be), and they arrive with the stardng equip- |
ment for barbarians found in the Maper’s Handhaok ipage 26}, They |

_g].&d.l.'}r H.LLEIC[-L H.l'.l‘lr'l.'lnl'_' L‘l.'EL' F('l!'c'il:"ih'l‘.'l—ﬂrrhl." ]'IDI:'I'I. rﬂmmﬂnds d:l'e'm o
fighr untl they or their opponents are sloin or untl 1 hour has
Elﬂpst‘d \Vlli.c].l':"\r'l:f COII ﬁ.]’bt

Casfer Level: 13thy Preweguisides: Craft Wondrous Trem, summpn
tnotister VI Markot Price: 50,000 gp; Wieght: 2 [h,

Horseshoes of Speed: These iron shoes come in sets of four
Hike cedinary horseshoes. When affixed to a horses hooves, they
|double the gnimal's speed. All four shoes must be worn by the same
(animal for the magic to be effectve,

Caster Level: Sthy Pretequisifes: CrnfLWuhdrm,m Luetm, haste; Markel
| Price: 1,900 gp; Weight: 3 b, each

Horseshoes of a Zephyr: These four iron shoes are aflixed
.1:‘1‘;.': J:I.L‘lr]'.l:l.'d.] ].'l.Ul"‘_'ES]'lI'_'lL".‘i. I.]'lﬂ}' E”.’.-.IW a h{ﬂ."si' o Trﬂ‘.’ﬂl w]_[hl}{l[
actually touching the ground. The horse must sall run above
ialways around 4 inches above) a roughly hoclzontal surface,

This means that nonsolid or unsrable surfaces, such as water or
lava, can be cressed. and that movemenr is possible withone leay-
ing tracks on any sort of greund. The horse moves at normal |
speed. All four shoss must be worn by the same animal for the |

magic to be effective,

Caster Level: 3rd; Prevequisites: Craft Wondrous Tiem, levttate; Mar-

ket Price: 3,000 gp; Weight: 1 Ib, each,

Incense of Medirarion: This small recrangular block of sweet
smelling incense 15 visually indistinguishable from nonmagical
incense uneil He When it s buming. the special fragrance and

louMN STONES

pearly-hued smoke of this special incense are recognizable h}r;n:.'_-1
one making a Spelleralt check (DC 15),

When a divine spellcaster lghts a block of tncense of mfddaf.lun‘,
and then spends 8 hours praving and meditating nearby, the )

Jincense enables him 1o prepdre zll of his 5'[.»1:!”1 as r|1nugh aftecred
Jby the Maximize Spell metamagic feat, However, all the spells pre-
\pared in this way are at their normal level, not at three levels

higher (as with the regular metamagic fear),

Fach block of incense burns for 8 hours, and the effects remain
for 24 hours,

Caster Lewel: 7ehy Prevequontes: Craft Wondrous liem, anuu
Spell, bless; Muthet Price: 4,200 gp; Weght: 1 1b, each,

Ioun Stones: These stones always floar in the iz and must |:|E
within 3 feet of their ownet 1o be of any use. When a chameger |
first acquires a srone, she must hold it and then release it whers- |
upen it takes up a circling orbit 1d3 feet [rom hee head, There

1

Jfrer, a stone must be grasped or netted to separace it from e
lawner. The owner may volunterily selse and stow a stone (while,
|sleeping, for example
[the stone during that time. Toun stones have an AC of 24, 10 hit

U to keep it sale, but she loses the banefits of |

points, and a hardness of 5.

Begeneration trom the pearly whire Ioun stone works like o r|:r1g1
af vegencration. (It only cures damege taken while the chameter is |
using the sione ) The pale lavender and lavender and preen sones |
work like a vod of absorption, but absorbing o spell requires 2 readied
action, and these stones cannot be used to empower spells. Sored |
spells in the vibrant purple stone must be placed by o spelleadter|

{but can be used by anyone {see ving of spell stoving). B

Caster Level: 12th; Prevequisites: Crafr Wondrous Irem, creator )
niust be 12th level; Weight: —.

lron Bands of Bilareo: When initially discovered, EhI_S_'lg'H:F_*
potent item appeLrs o be a rusty iron spner-: Close gxami
reveals that there are handings on the 3-inch-dinmeter globe,

When the proper command word is spoleen and the spherleal |
iron dewvice is hurled ar an opponent, the bands expand and tightly
constrice the target creature on a successfil ranged touch atmek. A
sinple creature of Large size or smaller can ke captured this and
held immobile until the command word is spoken to hring the
bands into plobulsr form again. The erearure can break (and ruis)
the bands with a succassful Steengrh check (DC 30} or cscape them
with a successful Bscape Artist check (alse DC 300,

Casler Level: t0thy Prerequisites. Crafi. Wondrous Irem, Bighv'y
grasping band; Marke! Price: 26,000 gp: Weaght: 1 (b,

Iron Flask: I'hese special conrainers ave rypically inlsid with
tunes of silver and stoppered by o brass plug bearing o seal
engraved with sigils, glvphs, and special symbols. When the user

Color Shape Effect harket Price
Bl gray Any Merely orbits without further powers 5gp
Dusty rose Prism +1 deflection bonuws ko AC 4,000 g

Clear Spindle Sustains creature without food or water 5,000 gp

Pale Blue Rham boid +2 enhancement bonus to Strength 8,000 gp
Scarlet and blue Sphere +Z enhancement bonus to [ntelligence 3,000 gp
Incandescent blue Sphere 12 enhancernent banus to Wisdom 5.000 gp

Deep red Sphers 12 enhancement bonus to Dexterity 8,000 gp

Pink Rhigrn baic +2 enhancement banus to Constitution 8,000 gp l
Fink and green Sphere +2 enhancernent bonus to Charisma 8,000 gp |
Dark blue Rhembaid Alertriess (as the feat) 8,000 gp |
Wibrant purple Prism Stares six levels of spells 12,000 gp |
Iridescent Spindle Sustains crealure without air 15,000 gp |
Pale green Prizm +] competence bonus to attack ralls, saves, and checks 20,000 gp L
Pearly white Spindle Regenerate 1 point of damagethour 20,000 gp L
Fale lavender Ellipsoid Absarb spells up to 4th [eyel® 20,000 gp
Lavender and green Ellipsoid Absarh spells up to 8th level* 40,000 gp

wAfter absarbing 20 spell levels, the stane burns cul and turns to dull gray, forever useless.
=wAfter absarbing 50 spell levels, the stone burns sut and tumns dull gray, forever useless,




Mask of the Sleull: This fvory mask has been fashioned into the
likeness of o human skull. Once per day, after it has been worn for
at lease 1 hour, the mask can be lopsed 1o fly fron the wearer's face,
It travels up to 50 feet away [rom the wearer and attacks a targer
assigned to 1t The gonning skull mask malces a touch atrack

Caster, Level: 18th; Prerequisites: Craft Wondrous Teem, inipelion:
mmenif Marhet Price: 152,000 gp; Weeght: 50 1b, |

Mirror of Mental Prowess: This mirmor tesembles an nrd:ni.l:ﬂ
looking zlass 5 feettall by 2 feet wide. The possessor wha kncrw!l

ithe proper commands can cause it to perform as follows;

against the targer. [0t succeeds, the arpet must make a Fortitude . |
saving throw (DC 20 or be struck dead, as if affected by 2 finger of | {® Bead the thoughts of any cresture reflected therein, a2 long a8
Ldvath spell If the targer succeads at his saving throw, he neverthe- the owner is within 25 leet ol the misror, even if those thoughis
Hesa takes 3d6+13 poines of damage. Afer attacking (whether sue- | ate {n an unlnown languape.
.cessful ar not}, the mask flies back to its user. 2 Scrywith it ag if it were a crystel ball, able to view even uun-uﬂ:ﬂ:]
Caster Level: 13th; Prevequisifes Craft Wondrous Trem, hr*m,rmdmtll. planes if the viewer is sufficiently familiar with them, |
Larmate obperts, {Ty; Mavkel Price: 25,000 g Weight: 3 Lb, * Lse it as a partal ro visit other places The user firs series the |
Mattock of the Tituns: This dipging tool is 10 feet place normally and then steps through the miner o the
long, Any creature of at lege Fluge size can nse it 1o place picrored. An invisible portal remaing on the other |
loosen or tumble sarth or sarthen ramyparts & 10 _side where she arrives, and she can return through that |
foor cube every 10minutes;. [t also smashes rock portal, Once she rerurens, the ]JDI:ml closes, The pi:u:Lul.
i 10-foot cube perhoue) ised as a weapon, it closes on its own after 24 hours {trapping the vser if
|1a the eguivalent of a +3 Gargantuan marm- she’s still in the other place), and the user can alsa)
Jingstan, dealing 4de paines of base damage. close it with a command word, Creatures with,
Caster Level: 16th; Prerequintes; Craft Won Intelligence scotes of 12 or greater might netice the
drous leem, Craft Magic Arms and Admor pontal just as chey might notice a1 magical sensoe )
dig; Maret Price; 23,000 gp; Weighi: 120 1h from a scrying spell Any creature whio steps chrough

Maul of the Titans: This mallet iz 8 [eer
leomg. TF used as a weapon, it is the equiva-
lent of 4 +3 5|'.'.'c|L'.|1|L ind deals Lt‘lpf.e dam-
age against inanimate objects. However,
.the wielder must have a Strength score of
Lat lease 18 o wiekl it properly. Otherwise,
{she suffers 2 —4 attack penaley.

Caster Level: 15th: Prevrequisites: Cralr Wion-
idrous Irem, Craft Magic Arms and Armaor,
|Bighvs clenched fist; Market Price: 25,000 gp
| Weight: 160 b,

Medalliom of Thoughts: This sppeacs 1o be a
pormal pendane disk hung from a neck chain.

LI51'|;][11.-' 1'_115|1|'i{:-n{'.|,'[ from hrnn;r.:', COPPE O nin_'lr.i,:i
silver, the medallion allows the wearer 1o read
the thoughts of others. as with the spell detect
thoughts,

Casier Livel: sthy Prereguisites: Craft Wondrous
[temn, detect thaughts; Mavket Price: 12,000 gp; Weyghi: —. i

Mirror of Life Trapping: This crvstal device is usually about 4
feet square and framed in meral or wood. Itean be affixed to a sucface
and acoivated by giving o command word. The same conmand word
deactivates the mircor A tivvar of life frpping has from thirteen ta
eighteen nenspadal extradimensional compartments wichin it Any
creature coming within 30 feet of the device and locking ar its reflec-

|tion must make s Will save (DO 13) or be tapped within the mireor
tin ene of the cells. A creature not aware of the naoure of the device
Lalways sees dts rellection. The probabilivy of a creanure seeing its
{reflecden, and thus needing o male the saving theow, drops to S0
if the creature 1s aware thae the mivror traps lile and seeks ro avoid
looking at it (1eeal asa gaze anack; see page 771,

When a creature s trapped, it s raken bodily inte the mirror,
Stz 15 not o fuctorn, but consteucts and undead are not trapped, nor
are inanimate objects and other nonliving marter A vicrim's equip-
ment (including clothing and anyching being carried) remains
behind. If the mirror's owner knows the right coramand word, he
can call the rellection of any creature teapped within ro its surface

cand engage his powetless prisoner i conversation, Another com-
mand word {rees the rapped creature. Each pair of command
{wiords iz specilic 1o each prisoner,

1f the mirmmor's capacity is exceeded, one vicdm (determined run
tdomlyl is set free in ooder o accommodate the latest one. 1L the
mirror is broken, all victims currently rapped in it are freed and
usnally promprly attack the possessor of the device in revenge for
their imprisonment.

: &
i L e

Dzt of the skl

the portal sppears in froneof the mirror |
* (e per week the mirmor accurely ane|
swers one short question reganding a eres-
ture whose image is shown on irs surface. |
Caster Level: 18th; Prevequisites: Craft Wu.:undmus]
Item, detert thowghts, srryine, clumaudience/dairymmne, |
pate, commune; Ma weet Price; 175,000 £p: Wiight 40 I 1
Mirror of Opposition: This item resembles a normal)
mirror about 4 feet long and 3 feet wide, Tt can be affixed tog
a surface and acrivated by speaking a commanid word. The
same command word deacrivates the mirror. 1£2 creature sees
its reflection in the mirrors surface, an exact duplicate of thar creas
ture comes into being, This opposite immediately atncle the arlg
inal. The dup]i cate hasall the POSSEs5IonS and POWELs af itg Dr_lg—
inal (in r.]ul:ling magic), Upon the defear or destructon of either
the dup!i{.‘al:i: ot the UIj.HlI‘l.H.L the {lu,PJiL'un: and her items dl.scap-
pear completely The mitmor funcrions up to four times per day

Caster Level: 15ch: Preveguisites: Craft Wondrous Trem, dong; SMar
ket Price; 92,000 gp; Weaght: 45 15

Murlynd's Spoon: This unrematkable eating utensil i prpically
fashioned from homo If the spoon is placed in an empty cons
Tﬂ'i'l'll."'],'—"l bﬂ"l?rl H '."L[]'I orTa Ii'lﬂ}l FCIT l.""'!,ﬂ'l'l"].'lli"—‘l.-lf' $L.1.'FE"| flll‘ 'ﬁ"i[h
fl ﬂ'li,l:'x pa,ﬂ:}'grl]e] ."-.|thmg]1 TII'I'H TIJ"IWT'['E' E'I;I"; a ﬂﬂ"rﬂ'[ E[muﬂ]’m
rl"l"IT i.'rI WAL, WeT © ﬁ'l".'.”.'.ll"'l'l'd it 15 .l'l'lgll'l.h- TIf‘IJrI';I."III'Ig "I'I'I'd EI]I'IT"III'H
evervehing necessary to sustain any herbivorous, omnivorous, o
carnivorous crearure, i he spoon can produce sufficient gruel each
r"'| m fead upto four humans,

Caster Level: sth: i Prerequisites; Craft Wondrous lem, ¢ rrntr'+rlm| and
witer; Marfet Price: 5500 gpe Winght: —,

Necklace of Adaptation: This necklace 15 a heavy chain witha
plarinum medallion. The magic of the necklace wraps the wearer
in ashell of fresh air, "n'lk!r'g him immame to all gases and allowing
hiny to breathe, even underwater orin 2 vacuum,

Caster Level: 7th: Prevequusites: Craft Wondrous Ttem, water brealls L
ing; Market Price: 19,000 gp: W;Lgllf'

Necklace of Fireballs: This device appeats to he nnrhmghnu{
cheap medallion or piece of valuelass jewalry. 1f 2 characrer p

vit abour ber neclk, however, all can see the necklace a5 it reallv is—
a golden chain from which hang a number of golden spheres.
epheres are detachable by the wearee (and only by the wearer), wha

(can easily hurl them up o a 70-foor distance. When o sphene!

sardves at the end of its magecrory, it burses as.a magic feball (DE
{143, The number of spheres an each type of necklace, and their
respective Hit Dice of f.in:!\::h' damng{:, are a3 follovws:




Casler Lovel: Sth; Prerequisites: Craft Wondrous Irem, vemaue disease;

Markel Prize: 7,500 gp; Weight:

Periapt of Proof against Poison; This irem is a brilliant-cur
black gem on a delicate sibver chain, The wearer gains 1 4 luck sav-
ing theow bonus against any rype of poison,

Caster Level; Sth; Proregudsites: Craft Wondrous Ltem, meutvalize poi- .

| som: Market Price: 4,000 g Weight: —,

Periapt of Wisdom: Although it appears to be a normal pear] |
|om a Hght chain, a periapt of wesdom actually increases the possessors,
| Wisdom score in the form of an enhancement bonus of +2, 14, ot |

g {depending on the individual item),
| Caster Level: schy Prevegaiigites Craft Wondrous
Ueem, commmvne or legend lone; Market Price: 4,000 gp
(R0, 46,000 g (+47, or 36,000 gp (+6 ) Weight: —.

Periapt of Wound Closure: This stome is brighe |
red and dangles ona pold chain, The wearer does not %
|lose hit points when brought to negative hir poines,
\The periapt doubles the normal rare of healing or §

|allowes normal healing of weunds that would notdo so \
Loormally, Bleeding damape, such as tha from a werpon
af wauinding, Is negated, but the periape doesn't preven
active blood drain (such as that caused by a stirpe).

Caster Level: 10th; Prevequisites: Cratt Wondrous Lrem,
heal; Mavieet Price: 15,000 gp; Weight —,

Phvlactery of Eaithfulness: This item is a small box
containing holy scripruve affieed ro a leather cord, There is no
Lmundane way o determine what function this religions
{item performs until it isworm, The wearer of a phylactery
Laf faithfulness is aware of any action or item thar could
Lagverse vy affect hiz alignment and standing with his
,-;:lc:ify, 'inr_']un.iing rnagir.al effects. He sCguiTes this f:j
|information prict to pr_'rt_urming the action o
,bj,:uumi_njg gusaciated with such an item il he
|takes a moment to cantemplate the action,

Caster Level: 15t Preregaeinies: Craft Wondrous JI
Ttem F]Ll}i either delect evil, detect E{:-:ld-,, detect
cheos, o detect law; Market Price: 1000 gp; -
Weight: —. -

Pipes of Haunting: This magic item
appears to be a small set of pan pipes. When
Played by a person who has the Perlottn (pan pipes). /"F
skill, the pipes create an eerie, ﬁ]w.lfhinri:ing tune. A ll‘\—-‘:\ .
[Ibtl'.'nl'_'l' t]ll.tll‘;.S 111':‘ sDUrce U.I.— Iht‘ milsic ib Sujﬂf\-'\']:it'rt
within 30 feer of the musician. These hearing the nine
bust not aweare of the piper must make 8 Will saving throw [DC 13)
Those whe fail become shalsen for 10 minures,

Casfer Level: 4ths Prevequisites: Craft Wondrous Trem, scare; Market
Price: 6,500 gpi Weight: 3 1b,

Fipes of Pain: These appear ta be like any other standard ser of
| pipeawith nothing to reveal their true natare. When played by a per-
|son who has the Perform {pan pipes) skill.the pipes create awondrous

melody, All wichin 30 feet. including the piper, st make a %l save
(DG 14 or be enchanred by the sound. (This is a mind-affecting sonic
enchantment.) $o long as the pipes are plaved. none of the ceatures
so enchanted artack or attempr any action (a5 if they are dazed). 1f the
piper is enchanted, hewewer, he plays on for 1d10rounds,

s soon as the piping stops, all those affected are srricken by
intense pain at even the slightesr noise, Unless a character is ina
totally silent area. she takes 1d4 points of damage per round for 2d4

cronnds, During this time, damage from sonic attacks, such as soumnd

(hurst, is doubled. Thereafrer, the least noise causes an affected char-

{acter m wince, giving her a—2 penalty to arrack rolls, skill checks,

land saving throws (except when she s in0a totally silene ares). This

{hypersensitivity is a curse and therelore hard 1o remove (sae the
bistow curse spell),

Caster Level: gthy Prevequisites: Craft Wondrous Iterm, charr persan, |

satitiad burst: Market Price: 12,000 gp; Weight: 3 1k,

FPortable bole

Pipes of the Sewers: These wooden pipes appear ordinary, but |
it the possessor learns the proper tune, he can armract Ldex10 dire
rats (0180 result on 4% or 3dex10 normal rats {81-100) if either
or bath ave within 400 feet. For each s0-foor distance the rats have

(to travel, there is a 1-round delay The piper must continue playing
Luntil the rats appear, and when they do so, the piper must make a

Perform (pan pipes:check (DC 10} Success means that they obey
the piper' telepathic commands so long a5 he continues to play;
Failure indicates that they turn on the pipec I for any reason the |

plpet ceases plaving, the rats leave immediately, If they are called |

again within a day, the Perform check is against DC 15, ]
[f the rats are undet the control of another creature, add the HD
of the controller to the Perform checlk DC. Once control is
assumed, another check is required each round to main-
tain it if the other creature is actively secking to reassert its |
control
Cuaster Tevel: 2nd; Prevequisites: Craft Wondrous Item,
summon. natures ally 1, ammal frendship; Market Price:
1,150 gp; Weight: 3 1h, |
Fipes of Sounding: When played by a chat-
acter who has the Perform (pan pipes) skill,
these pipes create a variery of sounds. The fig-
ment_spunds are the equivalent of ghost
sound {caster level 21,

Caster Level: 2nd; Prerequisifes: Craft Won-
droms Ltem, ghest saung; Market Price: 1800
g Weight: 3 1b,

Portable Hole; A portable hole is a cir-|
cle of cloth spun from the webs of 2 phase |
ﬁpj:gm"infmwwr:n with strands of ether and
beams of sta r]iEhL When open g l:ully, il
po rrable hole ig 6 feet in diameter, but it can
be folded up to be as small as o pocker hand
kerchief. When spread upon any surface, it

causes an extradimensional space 10 feet
deep to come into being. This hole can be
picked up from inside or gut by simply caking
held of the edges of the cloth and falding it up.
Either way, the entrance disappears, but anything
inside the hole temains.
The enly air in the bele is that which enters when
FI.F the hole is npm‘u.':i It comitainsg nnnug}l air o §1.1'|:‘.l]1|1_.'
otie Medium-size creature or two Small creatures for
10 minures. [See Suffocation, page 88, The cloth does not
accumulate w{:ighf even if its hale 15 filled (with gn]d: fior
example). Bach portable hole opens onits own particnlar nondi-
mengional space, 14 bag of holding is placed writhin a partable hole,
a vift to the Asmral Plane is rorn incthat place. Both the bag and the
cloth are sucked into the void and forever lost, If a portable hole is
placed within a bag of holding, it opens.a gate o the Astral Plane. The
hole, the bag, and any creatures within a 10-foor radius are down
there, the portable hole sand beg of holding being desmoyed in the
process.

Caster Level; 12th; Prerquusites; Craft Wondrous Teem, plane shift
Market Price: 14,000 gp; Weight: —.

Ouaal's Feather Token: kach of these items is a small feather
thar has a power to suit a special need. The rypes of tokens aze.
described below, Each token is usable but once, !

Anchor, A token useful to moor o aoaft in water so as e render it |
immehile for up to one day. |

Berd: A token thar can be used to deliver a small written massage |
anerringly to & designated target as would a carrier pigeon. The,
token lasts az long az it takes io carry the messape. |

Fan: A& token that forms 2 huge Happing fan, cansing a breeze of

sufficient sirength o propel one ship (about 28 mph}. This wind is

ot cumalative with existing wind speed—il a severe wind is
already blowing, this wind cannor be added ro it ro create a



windstorm, The roken can, however, be used to lessen existing
winds, creating an area of relative calm or lighter winds (bur wave
size in a storm is not affected), The fan can be psed up to & hours.
It does not funetion on land.

Swan Baaf A token that forms a huge swanlike boat capable of |
moving on water at aspeed of 60 feer. It can corry eight
horses and gear or thirme-two Medium-size characters or
Lany equivalent combination The boat lasts for one day,

Tree: & token that causes a great cak to spring into
being (¢-foot-diameter nunk, al-toor height, 40-foot
top diameter), This is an instantanecus effect,

Whig: A token that forms intoa buge leacher wehip and
_wields itself against any opponent desived just like 2 dancing
weapon (see page 1867 The weapon has a =10 base attack
bonus, does 1da+1 points of base damage, has a +1
enhancement bonus ro aracks and damage, and a
(makesa free grapple attack (at a +15 attack bonus)
if it birs. The whip lasts no longer than 1 howr

Caster Level: 12the Prerequisites: Craft Wondrous
{Trem, major creation: Market Price: 50 gp (anchor),
300 gp (hird}, 200 gp (fan), 450 gp (swan boat),
100 gp {tree), or SO0 gp (whip) Weight —,

Cuiver of Ehlonna; This appears to be a typi-
cal arrow contalner capable of holding abeut 20
arrows. Bxamination shows that it has three dis-
tinet portions, each with an extradimensional
(space allowing it to store far more than would nor
|mally be possible. The frst aund smallest one can
|contain up to 60 objects of the same peneral size
and shape asan arvow. The second slightly longer
compartment helds uptals n]'ljer.rs of the same
peneral size and shape as 4 javelin, The thind
and longest portion of the case contains as
\many as six objects of the same general size
and shape a5 a bow (spears, staffs, erc.). Once
l'-':lt I TET ]'I.Eh El].ll:d it. b\h‘." can I:nmmanl.'] !
the gquiver each round o produce apy @
stored irems she wishes,

If awhite robe is donned by an evil chamcter, she immediacely gaing |
threa negative levels, The reverse is true with TEspect 103 hlack robe |
donned by a good characeer. An evil or good character who puts on |
a gray robe, or 2 neatral chatacter who dons either s white or hlack
|robe, pains owo negative levels, While negative levels never resultin
{lost levels, they remain as long as the garment is worn and cannor he
| overcome in amy way [including restorstion spells).
b | Caster Tevel: 14th: Prerequisites: Craft Wondrous ltem, mage
arpror, bless, spell resistapce, crearor must be same alignment as,
rabe; Market Price. 75,000 gp, Weight: L. i
Robe of Blending: When this robe is put on, the
wearer inmitively knows that the garment has very spe-
cial properties. & robe of lending enables its wearer to
appear to be part of his surroundings. This allows her |
reeadd a =15 circumstance bonus to her Hide check. |
Further, the wearer can adopt che appearance of
:mn:lﬂ'l €T cTeature as in the 'i'|'H‘.“ rr'uz'nge '.'e|_|,';||: l,'.'i|,1, -"l;]]
creaturas m:q1ra1'11n::r| wirh and f-rir:r'_r]i}' ta the |
wedrer see him nommally H
Caster Level: A0th: Pravequisites: Crafr Wondrous
Ltem, charge self; Market Price; 10,000 gp: Weight; 1.1b,
Robe of Byes: Thisvaluahle garment appears to be |
a normal tobe untl it s put on, Its wearer is able to
gee in all directions at the same moment due o
scoves of visible, magical eyelike patterns that adorn
the robe. She alse pains darksvision (ranpe 120 [ear).
The rebe of eyes sees all forms of invisible or ethereal |
thinps within 120 feer. |
The robe of eyes grants its wearer a =15 circumstance |
bonus e Search and Spor checles. She retaing her Dex- |
terity bonus o AC even when flar-footed and can't be
ﬂlﬂl{l:'il.\, I]J.l: WEATETD ';.'H.ﬂll. avert ].'il;'l' CEE fmm oL ':'[Elst ],Ilﬂ.'. ]
aves toa crearure with a gaze armck,
A light ar cantinual flame spell thrown divectly an a robe of
fyEs blinds it for 1d3 minutes. A .-fa}-'hgh! HPF!”. blinds it for
2d4 minutes.
Caster Level: 11ch; Prevequisites: Craft Wondrous Irem, e
seging; Murket Price: 20,000 gp; Weight: 1 1b,

Caster Level: 9thy Prevequisites: Cralt Won- i Bobe of Scintillating Colors: The wearer cin cause the
drous Item, Eeomundy secred chest; Market Price: 1,800 | garment o become a shifting pattern of incredible hnes,
gp; Weight: Rebeofeyes  color alter color cascading feom the upper part of the robe to

Bing Gates: These always come in pairs—two iron
rings, each about 14 Inches in diameter, The tings must be
within 100 miles of each other to function. Whatever is put
through one ring comes out the other, and up o 100 pounds of
material can be mansterred each day. {Objects only partially pushed
through da not count.) This useful device allows for instantanecus
_TTB'I.'ISFGT: '.'IFj.TETI"Iﬁ. mMEessages, an-.'] [ ﬁI[ﬂG]{.E. 'J'I. l!'.h.:l'l'ﬁl'.Tl."T oan
|reach through to grab things near the other dng, or even seab a
pweapon through if so desived, Alrernatively, a characrer could stick
{his head through ro look around. A spellcaster could even casr g
5pr_'11 lhh:«ug]‘t g gale, A Stmall character can make an Escupe
Arvist check (DC 13) to slip cheough. Creatures of Tiny, Diminu
tlve, or Fine size can pass through easily Each ting has a "entry
side" and an "exit side,” both marlked with appropriate symbols,

Caster Level: 17th; Prerequisites: Cralt Wondrous Irem, gate; Markel
Price: 40,000 g Weight: L, each,

Robe of the Archmagi: This normal-appearing garment can be
white (2 01—45 resule on d%, good alignment), gray (46-75, neither
good not evil slignment), or black (76100, evil alignment). Tts
weirer, il an ascane spelleaster, gains the following powets:

+5 armor botus to AC

Spell resistance 17

-1 resistance bonus to all saving throws,

* Ahiliry to overcome the spell resistance of others as if she had
the feat Spell Penetrarion, '

the hem in sparkling rainbows of dazsling lipht. The colars
daze those near the wearer, conceal the wearer, and illuminate the
surroundings. I ralces 4 full round after the wearer speaks the com-
mand word for the colors to start flowing on the robe.

The colors create the equivalent of 2 gaze attack with a 30-foor
Tange, | hose who lock atr the wearer are dazed for 1d4+1 rounds
(Wil negates DG 147 This i a mind-affecting pattern,

Every round of continuous seintiflation of the robe gives the
weater better concealment. Miss chances stare at 10% [one-quarter
comcealment) and increase another 10% each round untl they
tesch 50% (full concealinent),

The robe llwninares a 30-loo radius,

The eflect can last no lonpger than @ total of 10 rounds per day.

Caster Levwl: 15¢ch; Prevequisites; Craft Wondrous [rem, hypiosis,
color spray; Market Price: 27,000 gp; Weight: 1 1b,

Bobe of Stars: This garment is rypically black or dark blue and |
i‘mhL'l:li.dETﬁl.'] 'i\"lrh 'TITH]” W].'.I'itf or 'i'i]'r"L‘T 5tars. T]'I.I'_' TGJ]}E‘ hﬂﬁ_th]’ﬂ."l: |
magical powers.

* The robe enables its weicer to travel physically to the Astral |
Plane, along with all thar she is wearing or carrving. .

/* The obe pives its wearer a =1 luck bonus to all saving throws.

{* The robes wearer can nse up to six of the embroidered swars on
the chest portien of the robe as +3 shuriken. The robe granes irs
wearer proficiency wirh such weapons. Bach shuriken disap-
pears after it is used.




Coster Leved: 17t Prevequisites: Craft Wondrous Iiem, astrl projec-
tion ar plane difl, magic missile; Market Price: 58,000 gp; Weight: 1 b
Robe of Useful Items: Lhis appears to be un unremarkable
rihe, buts character wha dons ir nates that e s adosned with small
clith parches of various 5]_1,1]}&;5. l'._‘l1'|=1_|r the wearet of the rpbe can sex.|
these patches, recognize them for what items they become, and |
| detach them Ome patch can be detached each round. Detachinga.
| parch causes it to become an actual irem, as indicated below. A
| newly creared mobe of useful ilems always has two each of the Inflog- |
ingpatches:

L dagper

® bullseye lantern (filled and lit)

* mirror (o highly polished 2-foor-hy-4-foot steel mirror)

* pole {10-loot length)

* hemp rope {50-foot coil)

/= sack.
i addition the robe has 4d4 other ftems; ||

d% Result

01-08 Bag af 100 gold pleces

09-15 Coffer, silver [6 in. by Bin. by 1 ), 500 gp value
16-22 Dioar, iren (up ta 10 ft wide and 10 fl. high and karred

on gne side—must be placed upright, attaches and
hinges itself)

(£330 Gems, 10 {100 gp value sach)

(3144 Ladder, wooden {24 ft. long)

| 45-51 Mule [with saddle bags)

132-55 Pit, open (10 cubic ft.)

L6068 Patiom of cure serous wound

BA-T75 Fowboat (12 & long)

| 7683 Minor scroll of one randamly determined spall

| B4-80 War dlags, pair (treat as riding dogs)

= Window (2 fr. by 4 ft., upto 2 ft deep)

97-100 foll twice more

Muleiple items of the same kind are permissible, Once removed, |
{tems cannot be replaced, 4
Caster Level; 9th; Prereguisites: Craft Wondrouy leem, fabricole
Murleet Prive: 7,000 ap: Weight: 1 Th, |

Hope of Climbing: & si-looe-long vope of dlomting is oo thicker
than o slender wand, bur it is strong enough 10 support 3,000
pounds, Upon commund, the rope snakes forward, upwand, down-
ward, ot in any other ditection ar 10 feer per round, attaching itsell
sacurely. wherpver ils owner desires It can unfasten frsell and
rerurn in the same manner,

A wape of climbing can be commanded ta knot or unknot irsell
['This couses large knots o appear ac 1-foor mitervals aleng the
{rope. Knotting shortens the rope o a 50-foor length undl the
{enors are untied but lowers the DO of Climb checks while using
bir by 10. A ercuture must hold one end of the rope when lts magic

i5 invoked,

Caster Level: 3nd; Prerequasites Craft Wondrous Trem, ammmitle rope;
Market Price; 3,000 g Weight: 3 1b,

Rope of Entanglement: A rope of enfanglement looks just like
any ather hemp rope sbour 30 feer long. Upon command, the ope
lashes forward 20 feet or upward 10 feet roeniangle & victim, using
1 grapple artack with @ +15 attack bonus (including 44 for being
| Large and +6 for its Steength score of 22),

I'he rope cannot be broken by sheer s'rrc'ngr]'t Tt must be severed
{hy an edged weapon. The rope has an AC of 22,12 hit points, and 4

.Lhan].m:SS ol 10 Damage repairs itsell st a eire of 1 poine per S min-
{ures, bur if anope of endanglement is severed (all 12 hirpoins lost o
| damage;, icis destroyed.

Coster Lavel: 12ch: Preveguisites: Crafr Wondrous Teom, mlangl, |
artimate rope, animate objects; Mucket Prive: 21,000 gp; Weight: 51h. |

Scabbard of Keen Edges: This scabbard is fashicned Lrom,
cured leather and fine silver, [t can shrink ar enlurge 1o accommo- |
dite any knile, dagger, sword, or similar weapan up to and dnclod- |
ing agreasword. Upto three times per day on command, the seab- |

{burd casts keen adge on any blade placed within it.

Casler Level: 7thy Prerequisites: Craft Wondrowe Ttem, kean edge

Mfitrbet Price: 15000 gps Weght: 11

Scarab of Protection: This device ippears o be a silver medal-
tion in the shape of abeetle, T gives ofl o faint magical aupa. Ifiis,
held for | round, an inscription appears on its sucface ]t::ri-ng.r.h.r:.
| holder know that ic is a protecrive device.

The scarabs possessor grins spell resistance 15 The scarab fd.L.
alsn absarb up o twelve energy-draining attacks ur death effects
isuch as finger of death), (A arrack that would bestow oo negarive |
levels counts as o artacks.) However, upen absorbing rwelve.
such attacks, the scarab turns to powder and 15 destroyed,

Casler Level: 18l Premequisites: Crafy Wondrous Trem, bless, death
Ligend, negative engrgy pretection, and wishe or mvele; Market Price:
LBE,000 g Weight: —

Scarab, Golembane: This beetle: shaped pin enables ies wearer
o detect any golem within 60 feer, although he must concentrate
in order for the detection o rake place. Furthermere, the scarb)
enables its pussessor to combat a golem with weapons or unarmed
ateacks as I the pelem had no damage reduction. Each scarab bas
this ellect with regard o a different sort of golem..

Caster Level: 8thy Prevequisites: Crafe Wondrows Trem, delec mugic,
and heen edge or fuoly power; Mirket Price: 800 gp (flesh), 1,000 gp)

sielayd, 1,200 pp (duonel, Le00 gpiivon), LAoe gp(flesh and cay), o

2,500 gp [any polem]; Weight: —

Slippers of Spider Ghmhmg When worn, a paic of these 5].14:-
Pt‘r: I;'],.i','l]:lll:' moveament on \H'ml_.!l bL'll'Ld.L es Of EVen LIPSJ.I:[E' SO
along ceilings, leaving thewearer's hands Iree. Her speed is 15 feet |
Exrremely slippery surfaces—ieyw oiled, or greased surfaces—|
mmake these slippers useless,

Caster Level: 4th; Prevequinites: Craft Wondroous Drerm, spides climib,
Muarket Price: 2,000 gp; Weight: 1,2 1b

Soverrign Glue: This pale amber substance is thick and viscous.
Because of ios particular powers; itcan be contined only fn a flask
whise inside hus been coared with 1 ounce of il of shipperiess. und
eiiich fime any of the bonding agent is poured from the Fask, a new
application of the oil of slipperiness muwst be puc 1o the fask withio 1
round ro prevent the remaining plue fom adhering to the side of
the container A Mask of sovereipn glue, when found, holds anywhere
from 1 to 7 onnces of the stuf (1dE- 1, minimum 1}, with the ather
ounce of the flask's capacity taken up by the oll of dipperiness.

Umeounce of this adhesive covers 1 square foor of surface, bond.
ing virtnally any two substunces wpether in a permanent union,
The glue takes 1 round o ser, 1 the objecrs ave pulled apart befon
thar time has clepsed, that application of the ghie loses its sticki-
ness and is worthless, TF the glue is allowed to set, then artempting
tor separate the two bonded objects only results in the rending of |
one or the other, except when universal solvent is applied m the
bond. { Spreregm glue 15 dissolved by universal salvent)

Caster Level: 20th; Provegausiles Crafr Wondrous Irem, make wihiole;
Market Price: 2,400 gp (per ouneel; Woight: —.

Stone of Alarm: This stene cube, when given the commanid
ward, affizes itsell to any object. I that object is rouched thereafrer .
by anyone whe does not Grst speal that same command ward, thi|
stone emits & plercing sceeech for 1 hovr thar can be heard up toal
quarter-mmile away {assuming no inrervening barriers)

Caster Level: 3ncdi Prevequnsites: Craft "-‘{-’nndrmujtem alarm; Market}
Price: 1,000 g Waight: 2 b,
Stone of Controlling Earth Elementals: & stone of Ih.Ls

natuee s mypically an oddly shaped bit of roughly polished rock.
| I'he possessor of such a stone need burutter a few words of sum-
| moning, and a Huge garth elemental comes to the summoner if

earth, mud. or_clay #s available The summoning words require




1 full round 1o speak, and in all ways the stone funcrions as the
stimtmon monsicr Vil a']_:lc]]. (I sand or mugh,_unhcwn stone is the
summoning medium, the elemental that comes is Larpe instead,
and the stone funcrions as the summonmonster V1 spell 1 The area of
summoning for an earth elemental st be ar least 4 feer square |
and have a volume of 4 cubic yards. The elemental appears in 1d4.,
tounds. For detailed information abour elementals, see the Monster.
Uvanual, Only one elemental can be summoned ar a time, A pewr|
lelemental requines a new patch of earth or stone, which cannor be |
jaccessed untl after the frst elemeneal disappears (is dispelled, dis-|
| missed, or slain). ) !

Casler Level: 13th; Prerequusites: Craft Wondrous Lrem, surmot mion-

Jaiter VL summon eronster VT Market Prices 100,000 gps Weight: 5 Ib,

Stone of Good Luck (Luckstone): This stone is trpically
& bit of rough polished agate or some similar mineral. [ts
possessor paing a +1 luck honus on saving throws,
ability checks, and skill checks.

| Caster Level: Sths Premequisites: Craft Wondrous
Item, dunne [avor; Market Price: 10000 gp;
| Weight: —

Stone Horse: Each irem of this nature appears
o be a full-sized, roughly hewn smme of a horse,
carved [rotn some type of hard stone. A command
word brings the stead o life, enabling it 1o carry &
burden and even to attack as if it were a real horse of
the IPPTOPrIATE TYPE,

A stone horse cany carry 1,000 pounds tivelessly and
{never needs o rest or feed, Damape dealt 1o it can be
,I-rpail:l:v;l b}' first using a stone fn_ﬂﬁh speu. thus causing
(the stome hore o become 8 normal hovse thar can be
{healed normally. When fully healed, it auromatically
|reverTs to i3 stone form, While in its stone form, 1t can be
Hed gemstones, healing | poinr of damage for cach 50 gp
pworth of mineral it is given.

Ti.'l.f:l:" AR WO S0rts Ufﬁl:"ﬂl' rll:‘n'r:'ﬁ.'

Caurser; This stome horse has all the same statistics as a heavy
horse, as well as having 2 haedness of 10,

Destrier: This stone horse has all the same srarstics as o heavy
warhorse, as well as having a hardness of 10,

Caster Level: 14thy Prerequisites: Craft Wondeous Irem, flesh to
stone, animate objerts; Market Price: 10,000 Ep [coursetr] or 14800 Fp
(destrier); Weight: &.000 1k, [

Stone Salve: This srange cincment has pao uses. I an ounce of
it is applied ro the flesh of a perritied creature, it returne the cre
ture to flesh {as the spell stone to flesh), 1F an ounce of it is applied 1o
the flesh of 2 nonpetrified creature, it protecrs the creaiure as a
stoteskin spell

\ - Caster Level: 13¢ehy; Prevequusites: Craf Wondrous Urem, flesh fo stone,
Litprestein: Market Price: 4,000 gp pet ounce; Weight: —,

| Talisman of the Sphere: This small adamaniine loop and han-
{dle are useless to those unable 1o cast arcane spells. Characrers whe
canniot cast arcane spells take sde points of dumage merely from
picking up and_holding a talisman of this sort However, when
held by an arcane spellcaster swhe is concentrating on control of 2
sphere of annikilation (see page 2380 i talisman of the sphere doubles
the bonus for Intelligence and level for derermining control.

If the wielder of a talisman establishes conmol, he need check

for continual control enly every other round theveafter. If control
is not established, the sphere moves roward bim, Mote thar while
(many spells and effects ol cancellation have ne effect upon a sphere
Lafarmihilation, the talisman's power of control can be suppressed or
{canceled,

Caster Lewel L6th; Premguisites: Craft Wondrous Tterm, lelekinesis

| Market Price: 9000 gp; Wiright; 1 L,

Tome of Clear Thought: Thiz heavy book contains instruction |
onimproving memory and logic, but entwined within the wonds is |
a powerful magical effect, L anyone reads this book, which takesa .

Tomeal
Lt itmirding

totalof 48 houes over a minimum of six days, she gains an inherent|
bonus of from 11 0 5 (depending on the type of tome) to her|
Intelligence score. Once the book is read, the magic disappears |
from the pages and it becomes @ normal hoalk. |

Caster Level: 17th; J’r:requ:stta,;:_{.'r:n:r Wondrous Teem, wish or piir-

Lcle; Marbel Price: 27,500 gp (+1), 55000 gp (=2), 82,500 gp {+3)

110,000 pp (47, or 137,500 gp (+31; Cosl o Create; 1,250 gp - 5,100
HP (113, 2,300 pp+ 10,200 XP (+2), 3,750 gp + 15,300 XP (+3}, 5,004
Bp | 20,400 XF [~4), 016,250 pp + 25 500 XP (+5 5 Weight: 5 [h,

Tome of Leadership and Influgnce: This ponderous |
boak details suggesdons [or persuading and inspicing others, |
but entwined within the words is 8 pow-
erful magical effect. I anyone reads this
busrk, which makes a total of 48 hours |
over s rninimumm of six davs, he gainsan

inherent bonus of from +1 to +5
(depending on the type of tome) te his
Chadsma score. Onee the boolk 15
read, thie magic disappears from the;
pages ﬂ]'lll jthﬂl::l'.l'l'l'l C5anorm i"I] lmlr

Caster. Level: 17th: Prerequisites: |
Craft Wandrous Trem, wish or mir- |

iz Matkel Price: 27,500 pp {=1),)
S5000 gp {+2) BRI gn (=3,
110,000 gp {4kl 0e 137,500 5p (455
Caost to Creafe: 1,250 gp + 5100 XP
(1), 2,500 gp.0 10200 XP (431,
3,750 gp o+ 15,300 XP (435, sA00,
Fp+ 20400 XF (+4 5, or 6,250 2R+,
25,500 XP (45} Wieipht: & 1h,

Tome of Understanding: This |
thick book conrains tips for improving |
instinee and perception, but entwined |
within the woeds is a powerful magical |
elfect. Il anvone reads this book, which talies a
total of 48 hours ower o minimum of six days, she
gains an inherent bonus of from +1 ro +5 (depending
on the type of tome) to her Wisdam score, Onee the
book 15 read, the magic disappears from the pages and

it becomes a narmal book.

Caster Level: 17th; Prerequisites: Craft Wondrous Ltem, wish or mir-
acle; Market Price: 27,500 gp {+1), S5,000 gp (+2), 82,500 gp (+3),
110,000 gpl+4], or 137,500 gp (+3 ) Cosf fo Craate: 1,250 gp + 5,100
XNP (412,500 p — 10,200 XP (+2], 3,750 gp + 15,300 XF (+3), 5,000
gD+ 20400 KP (+4), or 6,250 gp + 25,500 XP (+5) Weight: 5 1b

Universal Solvent: This strange liquid appears o be some sorr
of minor oil cr potion and always comes in containess of 1 cunce,
ipon first examination, it seems to have the properties of oif of ship-
peviness, However, if it is appliad 1o any form of adhesive or sricky
material, the solution immediately dissolves the ather material. It
immediarely negates the ellect of sawreen glue, as well as any other
form of cement, glue, or adhesive. An ounce affects 1cubic faat,

fthe ]i.q,uill is t',;]rc:f-‘_ﬂl}r distilled 1o bl'ing itdown to ane-third of
:t::-_l.:-n'glnal volume, cach dose (1 /3 ounce, havi ng been a full ounca
before distillation) dissolves 1 gubic foor of crganic or inorganic
material, just as if a disniegrale spell had been emploved. 1o find cut
il & resisting tarpet iz alfected by this concentrated soludon, a |
touich artack roll is required, and the subject is entided 102 Foru-|
tude saving throw (DO 190, 4

Caster Level 20th; Prerequisites: Craft Wondrous Iverm, disintezafe: |

| Markel Price: 2,000 gp (per ounce); Weight —. |

Vest of Escape: idden within secret pockets.of this simple silk

(west ane Jockpicks that add a +4 competence bonus ro Open Lock |
|checks, If the lockpicks are separaced by more than 15 feet from the
est I.]'u.:}r' ]u:;:l,: t]'_u'.!'r E:Jmpt:fcm:u ]:l:mu:c, ]'u.u: the honus refurns
|when they are rewwrned o the pockets of the vese. Further, the vest

grints the wearer 3 +6 comperence bonus 1o Escape drtist checks.
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Miurket Price: 2,000 gp; Weight —
Vestment, Druid's: This light garment is worn over normal cloth-
ing orarmor. Most such vestments are green, embroidered with plant

or animal mortife. When worn by o droid with the wild shape abiliry, |

the character can use thae ability one additional dme each dav,

Caster Level: 10ch; Prevegquisifes; Craft Wondrous ltemn, palymarpl.
Lself or creator must be arleasta 10th-level druid; Marfeet Proce: 8,800,

L Weight; —.

Custer Lewel: dih; Preveguisites: Craft Wondrous [tem, fnock, groase;

Vestments of Faith: This holy gmment, worn over normal |

{clathing, grants a special protection (damage reduction 5/45) 1o
| the character wearing it
Caster Level: 20¢h: Prevequisttes: {_'rJFt Wondrous Itetn, stoneskin
Mirket Price: 76,000 gp; Weight: —.
Well of Many Worlds: This sccanpe, interdimensional device
looks just like a portable hole, Anyrhing placed within iris immedi-
Lately cast to another world—a parallel wodld, another planet. or a

|different plane, st the DM opton or by random determination, 1f}
[the well is moved, the random factor again comes into play. [t can |
{be picked up, folded, orrolled, just like a partable hole. Objects from |
'he “’l:}].]ld Thﬂ Wﬁ‘u T,I;ISJCL'ICE oan comes thTI'JLLE].'l 1.]'.|.L' UPL'r.Li.ﬂE" |l.lSI! a5 |

easily as from the intdating place. (Tt is 2 two-way portal ]
Caster Tevel: 17th; Prerequisites: Craft Wondrous Ttem, gole; Market
Price: 826K gy W’Elg}ﬂ: —_
Wind Fan: A wind fan appears 1o be nothing more than 2 wood
and papyrus or clath instrument with which o create 4 cooling
breeze, By urtering the command word, its possessor causes the fan

|10, generate air movement duplicating a guest of wind spell. The fan

\can be used once per day with no sk I s used more frequently,
|there 15 a 20% cumulative chance per usape that the device tears
Jinto useless, nonmaglcal tarters

Caster Level! sthy; Prevequisites: Craft Wondrous Lrem, gust of wind;
| Market Price: 5,500 gp; Weight: —

Wings of Flying: A pair of these wings mipht appear o be
nathing more than o plain cloak of old, black clath, or they could
be as elegant as a long cape of blue feathers. When the wearer
speaks the command word, the cloak turns inmw a pairc of pigantic

wings (hat or bird, 20-foot span) and empower her to fly as with a.

fly 51:\!:]]_

Caster Level: 5th; Prorequisites: Craft Wondrouws Teem, [y Morket |

Price: 5,500 gp; Weight: 2 I,

— INTEITIGENT ITEMS

Magicitems somedimes possess intellipence of their own, Magi-
cally imbued with sentience, these items think and feel the same

d% Mental Ability Scores Communication

01-24 Two at 2d6+5, one at 3dé semiempathy®

35-59 Two at 2d6+6, one at 3dé Empathy**

S0-79 Two at 2d6+7, one at 3dé Speecht

20491 Two at 2d6+8, one at 3d6 SpeechT

92-97 Two at 2d6+9, one at 3d6 Spesch
ag Two at 2d6410, ane at 3d6 Speech, telepathy i
o9 Two at 2d6+11, ane gt 3dé Speech, telepathy it
160 Twn at 2d6+12, ane at 3dé Speech, telepathyTT

#The possessor receives sarme signal {a throb or tingle, for example) whin the item’s ahbifity functians.

* ;

3

wiy chargcrers do and should be rreated as NPCs. They cin be|

many. things ro characters—valued ally. wily foe, or continuall
thorn in their side. Inrelligent items have extra abilities and)
sometimes extraordinary powers and special purposes, Onlyl

| permanent magic items {rather than those with one use or with
| charges) can be intelligent. (Lhis means that potions, scrolls, and
lwands, among other items, are never intelligent.] Melee

weapons have intelligence 15% of the tdme (g 0115 result an
d%), ranged weapons have Intelligence 5% of the time (a 0105

result on 4%} and items of other sorts ave inrelligent only 1% ot
ithe rime (a 01 result on d%}. Intelligent items can actually beJ

considered crearures since they have Intelligence, Wisdom, and|
Charisma scores. (See the entry on constructs in the Monster
Manmal.)

he tables below should be wsed to determine the properties uf
an intellipent item: the number of pewers, unusual propeceles,
alignment, and special purpose of the item (if any}. Of the three

,mcnr:ﬂ nbt]it}r SCOTES, TWD SCOTes are Favored 'Z_Iljé- + RO nLLme:T}.
land one is completely random (3de). Choose which scores pet
,assipned which number, or roll 1d4 and derermine randemly

according re the following rable:

1d4 High Score  Medium Score Low Score
1 Intelligence Charisrna fisdam.
2 Intelligence Wisdem -Chapsma
3 Wisdom intelligence Charisma i
4  Charisma Intelligence Wisdom |

4

The DM is encouraged to design unusual magic items along spe-|
cial themes and for specific campaign purposes, using the bles s,
guidelines and for inspiration, Just because a power is ralled does.
not mean it must be given out. If vou feel a combination is ton|
bizarre or too powerlul, simply chanpge or ignore it

The first step in determining the properties of a random m:rlll.—
g(.l‘lT item is to sterlnL its gf_ﬂll—ﬂl LJ.PJ.]:'IJ.I.LI.LEI. T]'.H.hl_ HCE .FL'H.,I.[I.IJ :
by rolling d% and consulting Table 8-31: Irem Inrelligence, Wis-
dom, Charisma, and Capacites,

INTELLIGENT ITEM ALIGNMENT

Any item with Tnrelligence has an alignment, Mate that intelli-
gent weapons already have alighments, either stated or by impli-
cation. (A foekiller mace made to kill chaotic outsiders would
hardly be chactic tself; i would be lasful.) If you're generating
i mandom intelligent weapon, that weapon's alipnment must fit
with any alignment-ariented special properties it has (such as

*hely?).

TABLE 8—31: ITEM INTELLIGENCE, WisDOM, CHARISMA, AND CAPABILITIES

Capabilities Market Price Madifier
Dre prirmary ability +10,000 gp
Twea prirmary abilities +15,000 gp
Twa primary abifities +17,500 gp
Three primary abilities +25,000 gp
Three primary.abilitiest +32,000 gp
Three primary ahilitiest +55,000 g
and ane extraordinary power

Three primary ahilitiest + 78,000 gp
and twa extracrdinary powers

Four primary abilities3+ +90,000 gp

and two extracrdinary powers

**The possessor feels urges and sometimes emaotions fram the item that encourage or discourage certain courses of action
TLike a character, an intelligent itam speaks Common plus one language per point of Intelligence banus.
T1The item can use either communication mode at will, with language use as any speaking item.

#The item can-alsa read any languages it can speak.
TEThe item can read all languages as well as reod mragrc.
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TasLe 8=32; ITEM ALIGNMENT If the same ability is rolled twice or more, the range, frequency, o
d% Alignment of Item effectiveness of the power is doubled, ripled, and 5o on, |
0105 Chastic good All abilities function anly when the item is held, drawn, crother- |
615 Chastic neutral® wise brandished and the possessor is concentraring on the desired |
160 Chaatic evil i Jresull, Activaring o power s s standard action, bur using a free feat is
21-25 Meutral evil* i {not, Feats may be wsed regandlecs of prerequisites, but the item still
26-30 Lawfiz] il | yminst be held and drawn, At the DM's discretion, an intelligent item
- i £ 1 Lawful gaod J might activire a powelr oo ils owi.
L3660 Lawful newutral* i !
. B1-80 Meutral good® | TaBLE 8=34: INTELLIGENT ITEM EXTRAORDINARY POWERS |
g1-100 Meistral ; Times |
“The itern can alse be used by any character wheose alignment corre- d3% Extracrd|nary Power Per Day
. spands to the nonneutral portion of the itern's alignment {in ather 01-058  Charm person (DC 11) on contact 3jiday
words, chaotic, evil, gaod, or lawful). Thus, zny chaotic character 06-10_  Clajrawdience felainopance 3 day |
[CG, CM. CE) can use an itern with chaotic nautral alighment. [100-ft. range. 1 minute per use) |
1115 Magic rmissile (200-f range, 3 missiles) _3jday
Any character whose alignment does not correspond o thar of the L16-20  Shield on wielder 3/day
item {excepr as noted by the asterisk on Table 8-32), gains one) [ 21-25  Detect thoughts (100-R. range, | minute per use}  3/day |
\negative level ilhe or she so much a= picks up the item. .-".|T|1nug]1r | 26-30  Lewitetion (wielder enly, 10 minute duration) 3/day
\this never resulrs in acrual leve] loss, the negative level remains as, L 31-35 lmisibility {wiclder oply. up to 30 minutes per use]  3/day
long as the item is in hand and cannot be overcome in any way 3640  Fly (30 minutes peruse) 2 day
tincluding restoration spells). This negstive level is cumularive 41-45  Lightring bolt 1/day |
with any other penalties the irem mipht already place on inappro- {846 points of damage, 200-f. rangs, DE 13}
priate wielders. Items with Egos (see below! of 20 10 30 bestoor 46-50 Summon monster (1 1/day
two negative levels. Items with Egos of 30 or higher bestow three 51-55  Telspeshy (100 fi, range) . 2{day
nepative levels, 56-60  Cot's groce [wielder only) 1 day
i 61-65  Bulls strengrh (wielder anly) ; 1fday |
LANGUAGES SPOKEN BY ITEM L B6-70. Haste {wiclder only, 10 rounds) 1 day_.
{Like a character, an intelligent item speaks Commen plus one lan- T1-73 Telekinesis (250 |b, maximum, | minute each use)  2/day |
lguage per point of Intellipence bonus. Choose appropriate lan 476 Heal licay |
|guages, taking into account the items origin and purposes For 77 Teleport, BOC |0, maximum Tiday |
Jnstance, an intellipent deow weapen would probably speak Elven, 78 Gilobe of imvulnerability 1/day. |
(und a holy weapon might speak Celestial, 74 Storeskin (wiglder only, 10 minutes per use) 2iday
X : a0 Feebleming by touch Ziday
IN-[ ELLIGENT ITEM ﬂBILITlES 81 True seeing AL will
Using the number of capabilities derermined above, find the itenys 82 Wall of force 1day
specific abiliries by rolling on the appropriate tahles helow. 83 Sumiron monster Vi 1/day
i B4 Finger of death (100 fL. range, DC17) | fday
TABLE 8~33: INTELLIGENT ITEM PRIMARY ABILITIES. | B5  Paswall At will
d% Primary Abillity : 5690  Roll twice again on this table —
0104 Iterm can Intuit Directian (10 ranks) | 91100 Roll again on this table, and then roll for a special  —
05-08 Item can Sense Motive (10 ranks) purpose on Table 8-35: Intelligent [tem Purpose
a2 Wielder has free use of Combat Reflexes
13-16 Wielder has free use of Blind-Fight I the same powet is tolled twice, the uses per duy are doubled, TF bue
17-20 Wielder has free use of Improved Initiative seeitiz or passwall is rolled twice, toll again) Powers chosen by the
21-14 Wielder has free use of Mobility possessor are then set and never again changing for that character.
25-28 Wielder has free use of Sunder Powers function only when the item is drawn and beld, and the
L 29-32 Wielder has free use of Expertise possessor is concenerating upon the desired effect, Activaring a
{ 33=-21 Detect [opposing alignment] at will power s a standard scetion. At the DMs discredon, an intelligent
{4042 Fird traps atwill item mighr acrivate o powear onits owin,
4347 Detect secrat. doors at will g
4854 Detect magic at will SPECIAL PURPOSE ITEMS
5557 Wielder has free use of uncanny dodge Items with special purposes are a challenge to run, However, they
[as a Sth-level barbarian) are worth the trouble, becanse they can deeply enrich o campaign.
58-60 Wielder has free use of evasidn
£1-65 Wielder can see imeisible at will Pu I'pse
66—70 Cure light weunds (1d8+5) on wiclder 1/day An item's purpose must suirthe tvpe and alignment of the itemand |
71=75 Feather fall on wieldsr 1/day should always be treared reasomably, A purpese of “defear/slay
76 Locate object in.a T20:ft. radius arcane spellcasters” doosn't mean that the sword forces the wielder |
17 Wielder does not nead to sleep to kill every wizard she sces. Nor does it mean thar the sword |
TR Wielder does not need to breathe believes iris possible 1o kill every wizand, sorcerer, and band in the |
[ ¥i Jurme Tor 20 minutes on wielder 1/day world. 1t does mean thar the item hates arcane spelleasters and |
4 20 Spider climb for 20 minutes on wisldar 1 /day cwants to being the local wizard's cabal to ruin, as well as end the |
| 81-90 Roll twice again on this table. crule of & sorceress-queen in a nearby land, Likewise, a purpose of |
| 91-100 Roll on Table 8-34: Intelligent Item Extracrdinary Vdefend elves” doesnt mean that il the wielder is an elf, he only
Powers instead | wants 1o help himself It means thar the item wants to be used in

furthering the cause of elves, stamping out their enemies and aid-




ing their leaders. A purpose of "delear/slay all isn' just a marrer of
selfpresecvation. It means that the item wonT rest (ot fer its
wielder rest) unil iv places itself above all others. A lofty—and
probubly uncealistic-—goal, 1o be sure,

TaBLE 8—35; INTELLIGENT ITEM PurPosE

L0120
L2130

L3140
4150
_61-10
L7180

L &]-90
L5

Purpose '
Defeat/siay diamatrically opposed alignment* |
Defeat/slay arcane spellcasters (including spellcasting monsters
znd those that use speltlike ahifities)
Defeatslay diving spellcasters (including divine entities
and servitars)
Defeat)slay nonspellcasrers
Dcfl:al_.nlsh-pl,- | par[i;'l_glar creature type (see Ionster Manual
for choices)
Defeat/slay a particular race or kind of creature
Defend a particular race o kind of ereature
Defeat/slay the servants of 2 specific daity |
Defend the servants and interests of a specific deity
Defeat/slay all [other than the item and the wielder) 1
96100 DM's or character's choics
*The purpose of the newlral (M) version ef this item is to preserve the
balance by defeating/slaving pewerful beings of the extreme align-
ments (LG, LE, €S, CE).

d%

51-55

SE—60

Special Purpose Power

| A special purpose power operates only when the item is in pursuir
| ol its special purpese, This is always up tothe pundew of the irem,

It should alw wys be easy and staightforsard to see how the ends
Ljustily the means. Thar is to say that if the players ressoning for
| i a parcicular action serves the item’s purpose is not completely
| halievable, the item won't allow it

T!'uBLE 836 INTELLIGENT ITEM SPECIAL PurroseE POWERS

d%
01-10
11=20
21-25
26-55
56-65
G675
Ta-80

£1-100

Special Purpose Power

Blindness* (OC 12} for 2d6 raunds

Confision® (DC 14) for 2d6 rounds

Fear® (DC 14) for 1d4 rounds

Hald monsters (DC 4] for 164 rounds I

Slay fiving® (DC 15) ]

Diisiritegrate™ (D 18) 4

True resurrection on wiclder, one time anly

12 luek Bonis teoall i..'ll.-'i'.'ugI thigws, +2 deflection AC bonus,

spell resistance 15

*This power affects the opponent of the item's wislder on a success

ful hit unless the oppenent makes & Will save at the listed DC

ITEM EGO

Ego 15 a measure of the total power and [ome Dl persn.‘luﬂllrv that an

LTI Possesses. L'Inl}r afterall aspects ol an ilem have been _genemred
\and recorded ean it Ego seore be determined. Epe is a factor with

.Specidl purpose
\Telepathic ability
|Read languages shility
| Read mogic ability
{Each

regard to the dominance of item over character, as detailed below,

TasLE 8-37: ]Tlr:ih'l E{iu

Attribute of Item Ego Points
Each +1 enhancement cf itam 1
Each +1 banus of special abilitics
Each primary ability=

Each extrzordinary power®

i1 of Intellizence bonus

Each +1 of Wisdam bonus

Each 41 of Charisma honus

=|f double ability, double Ega paints.

A
1
“
4
1
1
1
1
1
|

ITEMS AGAINST CHARACTERS Nl

Thus, a.+2 shorl suwerd (2 Ege points) with an Intelligence score o,
10, Wisdim seore of 13 {1 Ego point), and Charlsma score of 11,
plus the primary ability of finding traps L Ego point) has an Bgal
seore of 4. By contrast, imagine a + 1 flaming longswond (3 Ego points,|
11 for the +1 enhancement bonus and 2 for dhe 42 bonus value of
{flaming [see Table & 15 Weapon Special Abilities]) with an Intel
|ligence score of L6 (3 Ego points), Wisdom of 15 (2 Ego peints), tnd
Charisma of 19 {4 Ege points). Add the primary abilities of defect)
magic, Sunder, and Evasion (3 Ego poines), the extraordinary powe
Lers to heal (2 Ego points) and fly (2 Ego peints) and the special pJ.Lt |
pose power o disintegrare spellcasters (4 Ego points) Also J.nl,ll,ulcl
the fact thae the weapon is telepathic {1 Ego point} and reads lan:
guages (1 Epo point), atd the swoed has a toral Bgo score of 25,

-

When an items has an Ego of its own, it has a will of its camn. I,he
Arem is, of course, absolutely tue o its alipnment. 1 the chancter

Lwho possesses the item is not true to that alignment's goals or the !

\rem's special parpose, personality contlict—irem against charac,
LT results. ‘iimi]arlv any icem with an J:.Eu score of 20or hlﬂhr:r
zlwma considers |l-4.lrsupr:n.ur Lo SLuy charucter, and a pt'::;l.:ml'lty i
contlict results if rhe possessor does not always agree with the ilem. |

When a pesonality conflict occurs, the possessor must make ol
Wil saving theow (DO < fiems Egod, 1 the possessor succeeds, she |
iz dominani. Ifshe fails, the item is dominant, Dominance lusts for|

one diy or until a critical situation vecurs {such as a major batdle o
serious threat to either item or character, and gp op— DM discred

jdon), Should & item gain dominance, it resists the -;.'hiu;i.ﬁtc_'-.l
desires and demands concessions such as any ol the follawing: |
= Removal of asseciates or irems whose alisnment or petsm.ah.t:hl

is distasreful ro the irem, -

The character divesting herself of all ather magic items or irems,

of a certain type. ]

Obedience from the characrer so the item can direcr where

they zo for its own purposes,

Immediare I;Felcing out and !.|n'lx"i ng of creatures hareful o the

itemi.

Magical protections and devices 1o protect the jem fom

maolestation when it is not in use.

That the charscter carcy the item with her on all cccasions,

Thar the character relinguish the itern in favor of a more suitable

possessor due to alipnment differences or conduct

In exmreme citcumstances, fl.'l-:". iteim Can TesaTt £ EVen harﬁhur
I 5IEES

® Force I0s possessor into combat,
* Refuse to strike opponents.
* brrike arirs wislder or her associares,
* Force its possessor (o sumender to an opponent,
* Cpuseiself 1o drop from the character’s grasp.
Samuzally, such acticns are unlikely when harmony reigns between
the characrer's and irem's alignments or when their purposes and
personalities are well marched. Even so. an item might wish to)
have 2 lesser character possess it in order to easily command him,
ora higher-level possessor 5o as to better accomplish irs goals

Al magic irems with personalites destre o play an imporsant
role in wharever activiey is under way, particulacly combac Such)
jitems are rivals of each orher, even if rthey are of the Snmc'iﬁigﬂ:i
ment. Mo intelligent item wanis (o shace its wielder with others )
cAnintelligene flem is aware of the presence ol any other inrelligent |
Hiemowithin a0 leet, and most inrellipent irems tey their best ro mis-
lead or distract their host so that she ignoves or destrovs the vival
L0 econrse, alipnment might change this sort of behavion A holy
areraey, for example, would certainly nor allow destruction of any




other ]awfu] gnm] item and '.rnlght CTCOUCagE thi;ir_ dml.'uk-'ﬂr}l,r.w:n
at the risk of having ro face grim cdds ro do so.

[tems with personalities are never totally congrolled or stlenced
.b:f I'J.‘.ﬂ: i:h.u.ra-.'l-:rh "{’r'E'.l.L"' Pl,J.‘l,.‘il'.".‘ib ll'il:m_,_‘l:'l."[:n I:hl.*ug].'l. lhi."'j" md.'r' never
successfully control their possessor. They may be powetless 1o/
force their demands bur remain undauntad and continue to air)
ithejr wishes and demands. Bver a humble +1 weapon of unusual |
mature can be a vocal marmyn, denigeating its.own ahilities and ask- |
ting emly that the character give it the chance to shatter ET‘E-'JI
ﬂ_gﬂ]"l"-[ SNIE |"|"IT-:"fI. ETEIMY,

More: You should assume the personality of the item as you |
pwould with any NPC, Refer to Chapter 5: Campaigns, especially
lahble -5 {Jne Hundred Traits ( (page 15, for ideas on personaliny
quirks to make an intelligent irem’s persona more memerahle,

CURSED ITEMS

Jn the process of crafting a magic irem, so many delicare facrors |
(have tobe taken into account thar eccasionally things ave bound re)
zo awry, These small errors ave often veadily apparent and usually
show up immediately, Sometimes, howeaver, they are more subtla
and don't emerge until davs, months, or even vears later.

Other factors can make 2 magic item go wrong as well—things
ol the Lault of its creator in any way The [orces of chaos and gen-
eril entropy can cause magic o decay or become comrupeed. Time
corrodes all things—even magle. Long exposure to powerful mag-

lical forces, EATcways to ot her ;:lla nes, or even the praximicy of other
[maple [tems oF creatuires can alier o magle leep in odd ways.
| Finally. irems with unpredicrable or cursed effecrs can be cre-
tated by the devious intention of spelleasters who are malicious,
ichactic, or simply insane. These are the most dangerous cursed
Uperne af all.

Cursed items are magic items with sorme sorrof porentially neg-
\arive tmpact, Sometimes they're directly bad for the user, some-
fimes they'te fust inconyvenient, Occasionally they mix bad with
good, forcing characters to make difficult choiees, 1 you want to
include the chance for cursed items in your gaime, detertnine 1iea-
sure randomly as usual Whenever you roll for 4 magic item, how-
ever, mike i second secrer d% roll On a result of 0105, the irem |

penetated is cursed in some way To determine how the item is|

cursed, consult the whle below,

TapLE 8—38: Cursep ITEM CoMmonN CURSES
di Curse

0115 Drelusion
16-35 Cipposiie effect or targel
3645 Intermittent functiening

. A6—60 Requirerment

| B1-73 Drawback

L F6-90 Completely different effect

| 91100 Substitute specific cursed irem

COMMON CURSE DESCRIPTIONS
The mest comman curses that ltems can possess are described
lielosw, - e
Delusion: The user belisves the ivem is what irappears 1o be, ver
it acrually has no magical power other than to deceive. The user is
mentally fooled inro thinking the item is functioning troaking him
Anwisible, emitting lightning bolts, arwhatevert and cannet be con-
vinced otherwise without the help of a vemove curse,

Opposite Effect o Target: These cursed tlems mallunction, so
jthir either they do the opposite of what the creator Intended, or
Lthey taeget the user instead of someone else, For example, eves of
Leharming with the opposite elfect enmpge tacges tather than charm
ithem, A vod of curing Inflices wounds, Cyes of petrification tuwn the

wrearer (o stone, A magic arrew curves aronnd 1w sirike the archer, |
The interesting point to keep in mind here is that these irems aren't |

always bad to have, A wand of lightring bolt thar heals rather than |
harms can be used a5 & potent healing ftem

Cippesite-elieet ftems include weapons lh:tl: impose penalties |:|11

attack and damape rolls pather than bonuses. Just as a -:'l'l‘llill:.TE't.
[shouldn'e necessarily immediately know what the honus of a good
{magic item is, sha shouldn't immediately know ehat the weapon i3
(5o cursed. Once she knows, however, the item can be discarded
umless some sort of enchantment is placed upon it that compels
the wielder to keep and use it In such cases, s remove curse spell s |
LEETIET :1” needed to Ert rid of such an item.

'Lrltl:rmlrtcnt Funl;:nmnng The three varetiesof LnLg:rmlll.enl

functiening items all function perfectly a8 described—at leas
some of the time, The three vpes include unreliakle, -.11:pu;.' ndent,
and uncongrolled irems,

Unreliable; Bach time the item is activated, there is a 5% chance |

(2 01—03 result on d%) thar it does not funcron, At the DM option,
the failare chance can be altered 1o be anything from 1% 1o 10%,
{depending on the item and the o 1m]'|a1gn.

Dependent: The itemn enly functions in ceroain situations. Tu

determine what the situation is, either select an actvation condi
tion or o)l on the following table.

d¥%  Situation

0103 Temperalue below [reezing
0405  Temperature above freezing
06-10 _ During the day

11-15  During the night
116-20  In direct sunlight

21-25  Qut of direct sunlight
26-34  Underwater

35-37  Qut of water

38-4%  Underground

46 55 Abaveground |
S6-60  Within 10 feet of a random creature type

61-84  Within 10 feet of a randem race or kind of creature

65-72  Within 10 feet of an arcane spellcaster

7180 Within 10 feel af a divine spellcaster

81-85 In the hands of a r|-:1r|*=.|.1e-|i|_;.i*.-'.1.|.-er

B6-90  In the hands of a spelicasser

91-85  In the hands of a creature of 4 particular alignment

85 In the hands of a creature af particular gender

27-99  On nonholy davs or during particular astrelogical events

100 Mere than 100 miles from & particular site {haly, magical, etc.)y

Uncortralled; An uncontrolled item occasionally activates at ran-

dom times, Roll 4% every day. On a vesulr of 01-05 {or whatever
range the DM determines as approprace), the item activages st
some random point during thar day, Besulis range from the
hutmorous, such as when the weager ol a rivig of imsibil ity suddenly
L{j,sappears [1g|'|1 in the 111'ic|r|le Df b;]rgﬁin'ing in the market, to the
disastrous, such a5 when the wieldecs wand of reball discharpes in
the middle of her friends—er, former friends.

Bequirement: In i sense, o command word is a requirement.

Mevertheless, some itemss have much more stringent requirements
t be used. Ta keep the item functioning, one {or more) of the fol-
lowing conditions must be met;

Character must edt twice as mach as normal.
Character must sit::p_l\'.ril_‘c a8 much as hormal, i
Character must underpe 8 specilic guest (one time only, and |
then item [uncrions uclnmlh,.' thereafter)

Character must sacrifice (destrov) 100 gp worth of Hluahl::h.
per day.

Character must sacrifice {destrov) 2,000 gp worth of magu-
items each week.

Character must swear fealry to a particular noble or his family
Character must discard all other magic items,
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Completely Different Effect: The DM should choose a nega-

tive effect for the item, pechaps using the specilic cursed items (see
below) as examples. The item may seem to be the item that was
originally derermined, but ar some juncrore ir displays different
properties alropether

TABLE 3-39: SpeciFic CURSED ITEMS

| g% Item Market Price
L0105 Incenze of obsession 200 gp
DE-15 Ring of clumsingss 500 gp
16=20 Amuiet of inescopabie location 1.004 gp
L 21-25 Stone af weight 1,000 gp
| 26-30 Brocers of defenselessness 1200 gp
31-35 Cauntlets of fumbling 1,300 gp
3640 —2 sword, cursed 1,500 gp
4743 Armor of mges 1,600 gp
LA—45 Medallion of thought projection 1,800 gp
L 47-50 Spear, cursed backbitsr 2000 gp
k5155 Elask of cursas 2,700 gp
| 5657 Dust of smeezing and choking 2400 gp
58 Helm of opposite alignmerrt 4 000 gp
5354 Potign of poison 5,000 gp
&5 Broom of animaoted attock 5200 gp
&b—-67 Roba of powerlessness 5.500 gp
68 Vacugus grimoire 6,000 gp
59-70 Armor of arow attraction 9,00 gp
\11=12 Met af snaring 10,000 gp
| 73-75 Bag of devounng 5500 gp
| 7680 tdace of blood 16,000 gp
| §1-85 Robe of vermin 16,500 gp
| B5-88 Perapt af foul rotting 17,000 gp
| 8097 Sword, herserking 17,500 gp
| 331-58 Bogts of darcing 30,000 gp
57 Crystal hypnesis ball =
o8 MNeckloge of sbravigulation _E0,000 pp
ag Cloak af paisonousiess 62,000 gp
100 _Sparab of death 80000 gp

SPECIFIC CURSED ITEMS

The following items sre provided as examples of cursed items, They |
fre ghven creation prereduisites, should someane want to irention- |

ally creare them (although that does net need w be the orgin
of the item ifyou choose otherwise). Mote, however, two
exceptions: The crystal hypnoss ball and the bag of
devouring cannot be creaved by any known
means, The bag of devouning s 2 creatuee, and
the crystal hypriosis ball is the tool of pove-
cerful NPCs such as liches, Marker
(prices are listed to facilitace construec.
tion of the items, but players will gener-
Lally not be able o sell cursed irems.
All of the following are relatively common
cursed items. They may be used as is, or may
EETVE a5 gnnd {':I.:Im'p‘l.cﬂ ':f'l'ﬂ.l. o create }'uui‘ DAL,
Amulet of Inescapable Location: This
device is typically worn on a chedn or as a
brooch, It appears, to magical analysis, to pre
vent location, scrving (ervstal ball viewing
and the like), or detection or influence by
detect thowghts or telepathy. Actually, the smulet dou-
{hles the hku.hhmd and/or range of these locatlon imd
detection modes, Irem identfication atempts, including identify
Lanalyze dweomer detect magie, and so en, do pot reveal its eue narre,

Caster Level: 10th; Prereguisiles: Create Wondrous Irem, hestou: !

{citrse; Marfe! Price; 1,000 gp.

Armor of Arrow Attraction: Magical m‘al?sis indicates thar |
this armor 15 2 normal suit of +3 full plate. However, the armor is,

cursed. Tt works neemally in regard o melee atracks bur acrually
SETVES tn,attm-;:;m.ngml Wwedpons, The wearer has wice the l'|i.'ITI'J:I:l|-'r
chanee o be selected as a random targer of a ranged weapon, Ind
cases where aach individualin a group is the targer of o set number |
lof ratsged weapens (such as.in large-seale combate with multiple
| _larchers), the wearer has swice as many weapons fired ar him, Fur-
\thermore, the magical pratection of the armor does not apply for
ranged arracks. The true nature of the acmor dees not reveal itself,
| until the character is fired upon in earnest—simple experiments |
|,1:|an::ﬂ.x'1ng rcu_kl. fcu: n;,,,ﬁmpi.c:" do not sulfices,

Caster Level: tethy Prenequisitess Craft Magic Arms and Armor,)
hestmw purse; Markel Price: 9 000 gp.

Armor of Rage: This armeor is similar in appearance to armaor Df
command and functions as s suit of +1 full plate, However, when itis |
WOTIL, rhe, ATINOT Causes the character to su.i,fﬁx =4 ':_.JJ:IJ.ISIIL:]
penalty, All unfriendly charucters within 300 feet have 2 +1 marale

| bonus on attacks sgainst her. The effect is nor noticeable to the

L lwearer or those affected. (Tn other woreds, the wearer does not
. immedistely notce that donning the semor is the cause of her,

pmHeTn': nor do foes understand the reazon forthe depth of their
enmity.)

Caster Level: 16th; Prevequisites: Craft Mapic Arms and ﬂrrnﬂr.
b stow curse; Markel Prize; 1,600 B

Bag of Devouring: This bag ApPPCars Lo be an ordinaey S.ll.k
Uetcction for magieal properties makes it seem asif it were a bag of of
holiding The sack is, however, a lure used by d.n.t.'m:alemuminuul
creature—in fuct, one of {15 feeding orifices. 5

Any substance of animal or vegerable nature ug._a;;bp:;:[,_{p ‘swal-
Jn.w.-ing if thrust within the bag, The bag of devouring is BU"’G:-]JJ»EI}’I'U
ignote any inttial intrusion, bue any time thereafter that it senses |
living flesh within [such as if someone reaches into the bag to pull |
something out}, itis 60% likely to close around the olfending mem- |
her and attempt to draw the whole victim in. The hag has a/
Strength of 23 lor purposes of pulling someone in.

The bap radiares magic and can hold up to 30 cubic feet. LJ.LJII.H.['
ter. It acts as 2 bag of holding (bag 1), but each howr it has 2 5% cumu-
|ative chance of qwa]lnwmg the contents and then 5p|.mngrhe stuff
outin some nonspace or other plane, Crearures drawn within are
consumed in 1 ]'ﬂLEl'lLi_, ealehy a.nd mneia:&vﬂ.

Caster Level: 17ch; Prevequisites: In elfect, this is o miner artifact

and canmot be created; Mkl Price: 15,500 gp (but note that the bag
camnot be created, since it is 4 Creature).
Boots of Dancing; These boots initially function
as one of the other rypes of useful boors (DM
choice] and are indistinguishable from other
magic boots. But when the weareris in (or flec
ing from) melee combat, the boaks of dancing
impede movement, making him behave as if
Ot irvenshible dance had been cast upon him,
Onlv a vemowe curse enables the boots o be
removed once their true nature 15 revealed.

Ciasler Level: 18thy Prerequisites: Create Won-
drovs Tiem, Obfo's stresistible dance; Market Price:
30,000 gp.

Bracers of Defenselessness: These pppear to
be +5 bracers of srmor and acrually serve as such |
4 uptil the wearer is arracked in anger by an |
enemy with a Challenge Raring equal to or,
greater than her level, At that moment and |
TJ'l.E‘.'l.‘.‘ﬂFr{tT, the bracers inﬂiul iL ﬁ,,p-e;l;l.:tll.'}‘ r{}g.
______ AC. Once their curse is acrivared, bracers of |
defenselessness can be removed only by means of a|
rermove carse spell, |
Caster_Level: 16th; Prevequisifes, Creare Wondrous
Teetn, rioge armet, bestow curse; Market Price: 1,200 gp.
_Broom of Animated Artack: This is 1nv;lnung_uu.h
ﬁl:l].l_. in appeamance from a normal broom, except that detection

Opgor

| devonring
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|
spells reveal it to be magical. It iz idenrical 1o & boom ol fang by all Caster Lewl: 7th Brorequisites: Creare Wondrous krem, bestaugimig,
tests shorr of arrempted use. Tlsing it reveald that 4 broow of ani- Mareet Price: 2100 pp,
mted attack isa very nasty item. Cauntlets of Fumbling: These gauntlets may be of supplel
If 3 command CFly” “Co! "Giddy-up” or some - similar com: leather or heavy protective marerial suitable for use with armog)
mand) is spoken, the bropm does 8 loop-the-loop with its hopelul | {ring, scale, chain, and so.ond. In the former instnce, they appear
rider; dumping him op his head from 1d445 feet off the pround (oo Lo be gloves of Dexferity o the latrer case. they appear m be gountlefs
| falling dumage, since the [all is less than 10 feet), The broom then ) Lof ogre power. The gauntders perform according to every test us if
\attgrks the victim, swarring the face with the sooper or terig endand | they were gloves of Deslenty or gauntlets of ogre power until the wearer
| bearing him with the thandle end. finds herself under anack or in g life-and-death situation, At that,

The broam gers rwo artacks per round wirh each end (owo swaes | dime, the curse s activated, The wearer becomes fumble finpersd. )
(with the steaw and two with the handle, for a wrl of four attacks {with a 50% chance each round of dropping anything held in either)
L perround), It acracks with a + 5 honus on sach ateck. The srraw end hand. (1f items are held in both hands, roll only once. 1€ the d%.

causes blindness for 1 mund iFic hics. The handle cavses 1ds poinis result is 01-50, roll again: even = right hand. odd = left hand), The
of damage when it hits, The hroom has an AC ol 13, 18 hit peins, pauntlers also lower Dexterity by 2 poinms, Once the curse is act:)
and 2 hardness of 4, wvated, the gloves can be removed only by means of o remoue curse|

Caster Level: 10ch; I-T.,-P{“d'”.'sjrls; Creare Wondrous 1tem, fly; amimate spell, & wesh, or a mvacle,

Lobjects: Market Price: 5,200 ap. . Caster Level: 7tk Prevequisites: Create Wondrous Lrem, bestout cirg

Cloak of Pm:.u::luusn::hh. This cloak is usually made of a wool-| (farket Price: 1,300 gp.

[like material, although it can be made of leather, It radiares magic.|. | Helm of Opposite Alignment; This metal hat looks lilke a n"p-‘

i The cloak can be handled without harm, butr as soon as it s an:l:ua]]'_,' ) ical helmet. When pl:u. ed upon the head, however, 1ts curse lmme

'darned the wearer is smricken stone dead unless she succeeds ata | diarely takes effect (Will save negates INC 15), The alipnment of the
Forritude save (DC 285 A detect ponsor spell regiseers the poisen wearer iz radically altered—pood 1w evil, chaoric o lawlul, nenoal|
impregnated in the fabric. to some extreme commitment (LE, LG, CE, or OG0 n align-|

Omee donned, a cloak rJ.Ir:'.rstm1|.~usm'i.u can be removed -;.lnl}' with a ment as dj.lft?&rem a3 ].'!-OGF-'lHE from the former alig,nmeu:. Mttr-

remave curse spell—this destroys the mapical properties of the arion in alignment is mental as well a5 moral, and che mdividual
cloak. 1f o meutralize poisn spell is then used, it may be possible o changed by the magic rh-:}mughlv enjoys his new outloel
{revive the victim with o mese dead or resurreclion spell, but net Dby awish or a mirecle can restore former alignment, and r]m:,
| before, Jalfecred individual does not make any antempe o reguen to the foe |

Caster Level: | 5th; Prerequisifes; Create Wondrous Teem, poson, and mer alighment, (In fact, he views the prospect with horror wnd)

| Lipssited wish or miracle; Market Price: 62,000 Ep. avoids ivin any way possible) 1f a character of 0 class with an align-|

Crystal Hypnosis Ball: This cursed item js in distinguishable ment requirement is affected, an atorement spell 1s needed aswell|
| [hom a normal cepstal ball, Ir radiares magic, but noc evil, to appro- if the curse 15 to be oblitgrated. Note that this @s i ope-use igm)
|priate detection spells, In facr, it doesn’T funcrion as acrystal ball o once a fwlm of opposile alignment has functioned, it loses oll magical )
tall, However, anyone acempting to use the scrving device properiies !

becomes hypnotized, and o telepathic suggestion isimplanred in his Caster Level: 13th; Prevequisites: Creare Wondrous Liem, creator
mind (Will negares DC 197, must be 12th level; Marel Price: 4,000 gp; Weight: 3 1k

The user of the device helieves that the desived creature orscene Incense of Obsession: These blocks of incenge exactly tesom:

was viewed, but actually he came under the influence of a power-| ble trcense of meditation, I meditation and prayer are conducted
ful wizard, lich, or even some power or being from another plane. | while incense of absession is burning nearkw, its odor and smoke
The I8 should choose the controller o fir his or har campaign.) | cause the priest to become totally confident that her spell ahilingis
Each further use brings the crystal hyproas ball gaser deeper under | superior, due ro the magic incense, The priest is determined to use
the inflluence of the controller, either 152 servant ora tool. The 1M her spells at every oppertunity, even when not needed or when
decides whether to make this a pradual or sudden affain according useless, The priest remains obsessed with her abilities and spells
to the surroundings and circumstances peculiar to the finding of unti! all are cast or unel 24 houns have elapsed.

the crystal hyprosis ball and the character locadng it Note that Caster Level: éth; Prevequisiles: Create Wondrous Tiem, sonfusiomor
throughout this time, the vser remains unaware of his subjugation. beshiw curse; Marfet Price: 200 gp.

Caster Level: 17th; Prevequisites; In effect, this is n minor artifact Mace of Blood: This +3 henvy mace must be coated in blood
Land cannot be created by a plaver character Markel Price: — (can- every day, o [ts bonus fades away (until the mace is coated sgainl
Lot be creared). The character using this mace must make a Will save (DC 13) every

Dust of Sneezing and Cholking: his fine dust appears o be day it is within his possession or become chaotie evil

Leither dust of appearance or dust of dissppearanze, 1f cast into the air, Caster Level: Bth; Prevequinles; Craft Magic Arms and Armar, ere-
however, it causes those within a 20-foat spmnn‘ to fall inee fies of ator must ke at lease och level and chaotic evil; Madel Price
sneezing and conghing, Theose fiiling a Fortitude save (DC 15) take 16,000 gp.

2ds points of temporary Constiturion damage immediately. Tn Medsllion of Thought Projection: This device seems lken
addirion, those laj]_i_l,;j__-;_;]_ secand Fartitude save (DC 15) 1 minute meilellion of Theughts, even down to the range at which it functicns,
later are dealt 1de poins of temporary Constimution damage, Thoze except thar the thoughes overheand are muffled and distoried,
who succeed on either saving throw are nonecheless disabled by requiring & successful Will save (DC 15) to sort out. However, |
choking (mreat as snunped; for 3d4 rounds, while the user thinks she is picking up the thoughes of athers all}

Caster Level; 7l Prevequisites: Create Wondrous ltem, prisan; Mar- she is really hearing are fpments created by the medallion dwsell|
| et Prige; 2,400 gp. These Husory thoughts always seem plausible and thus can serd |

Flask of Curses: This item loks like an ordinary heaker, hortle, (ously mislead any who rely upon them What's worse, unknown to
| comrainer, decanter, flask, or jug. To has magical propereies, but de- her, the cused medallion actually broadeasts her thoughts lu_-:::rl_
{rection does nat reveal the natwre of the Jask of curses, I0may con- tures in the path of the beam, thus alecting them of her presence, |
{eain a liguid, or it may emit smoke, When the flask is frsr unstop- | Caster Level: 7th; Prerequisites: Creace Wondrous Trem, defest]

pered, all within 30 [eet must make a Will save (D 17) or ke | thaughts, ghost sosnd; Markel Prce: 1,800 gp.
cursed, sullering a -2 pelml[}' to artack rolls, saving throws, and | Necklace of Strangulation: A necklnce of strangulabion appears

shill checks unil a vermove curse spell is cast upon them, . to he a Tare and wondrous picce of valuable jewelry and, short of




the use of something as powerlul a2 a mivcle or 2 pash, can only be
identified as 1 cursed lrem when placed around a characier's neck,
The necklace immediately constricts, inflictdng 6 poings of stran-
gulation damage per round, [t cannol be removed by any means
short of o limited wish, wish, or mivacle and remains clasped around |
the vicrim's throat even after his death, Only when he bas decaved |

{1o a dry skeleton (ufter approximacely one month) does it loosen, |

ready [or another victim,
| Coster Level: 181h; Premequinfes: Create Wondrous Iten, slay Livitg; L
{Matket Price: 60,000 gp. ]
Met -ufSnnring:Thj_c nel ollers a 43 bomnus to atenck rolls bt can |
|only be used underwater, thug making ita limited item racher than
ehat most would really call a “curse” Underwarer, it can be com-
manded to shoot forth up o 30 feet o trap a creature,
Caster Level: Sth; Prevequisites; Craft Magic Arms and Armor, free-
dam of moevement; Market Pricoe: 10,000 gp.
| Periapt of Foul Rotting: This engraved gem sppearsto be of lir-
{tle walue. IC sny character keeps the periapt in her possession for |

{more than 24 houts, she contraces a rerrible rorting disease that can.,

{be removed enly by application of a remave perse spell followed by a
ewre disease and then a heal, movacle, lipmted wish, or wish spell. The |
rotting can alse be countered by crushing a peruept of health and
sprinkling its dust upon the afficted charscter. Otherwise, the
alllicted loses 1 point each of Dexterity, Constitution, and
Charisma per weels (as if permanently drained).

Casler Level: 10th; Prerquisites Creare Wondronz Ttem, conlagion;
Marizet Price: 17,000 gp,

| Potion of Poison: This porion has lost its once potent magpieal

{abilities and has become a potent poison. The imbiker must make

la Fortitude save (DC 16} or take 1d10 poines of temporary Consti-

|rution damage. A minuie later he must save gpain (DT 16) or cake
| 1d10 points of temporary Constitution damage,

Caster Levol: 12th; Prevequistles: Brew Potion, poisor; Market Price:
L3000 zp.

| Robe of Powerlessness: A robeof p T — appeurs to be a
robe of another sort, and derection discovers nothing mere than
the fact that it has a magicsl sura. As soon as 0 charcrer dona this
garment, she sulfers an immediate —10 effective penaloy to)
Strength and Intelligence scores, forgetting all spells and magic |
hlwiedbt‘ Th:' h‘.}|:u: Lcan b'l. TE m('l"v'l."li.l. I:':]‘i'il'!,r b[]T'iTI EII{'IEI' o TES[ore |
mind and body, the character must receive a remove curse spell fol-|
lowed by 2 heal.

Coaster Levelr 13th; Prevequisites; Create Wondrous Item, bestow
cuse, permanency; Markel Poce 5,500 gp.

Bobe of Vermin: The wearer notices nothing unusual when the
robe is donned, other than that it offers great magical defense (asa
cloak of protection <4}, However, as soon a8 he 1540 a situstion reqguir-

jing comcentration and action against hostile opponents, the erue

{natute of the girment is revealed: The wearer immediately sulfers
jamultitude of bites from the insects that magically infest the gar-
|ment. He must cease all other activiries in order to scrarch, shift the
robe, und generally show signs of the exreme discomfore caused
by the bites and movement of thess peses,

The wearer suffers a =5 inidative penalty and a =2 penalty on all
artack ralls, saves, and skill checks. 1 he tries to casta spell, he must
mile 8 Concentration check (DO 20 4+ 5pf:|] level) or lose the apel |

Caster Level: 13th; Prenquisiles: Create Wondrous Irem, summaon
swarm, creator must be at lease geh level; Markel Price: 16,500 gp.

Ring of Clumsiness: This ring operates exactly like a ving of
Jeather falling. However, italso makes the wearet clumsy, She sullersa
|4 pepeley 10 Dexteriey and has a 200 chance of spell failure for all

Jarcane spells that require a somatic component. {Mote; Thischance of
Lspell falure stacks with other tvpes of arcane spell failure chances.)

L Caster Level: 15ch; Prerequusites: Forge Ring, feather fall, bhestow curse;
Market Price: 500 gp.

Scarab of Death: Thiz small pin appears to be anv one of the |
varlgus benefictal amulets, brooches, or scarabs, However, if it s
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beld for mare than 1 round or placed within a solt container (bag, |
pack, erc.) within 1 foor of a warm, living body [or 1 minute, it
changes into 2 homible burrowing beetlelile crearure, The thing |
tears through any leather or cloth, burrowes into flesh, and reaches |

| the vicom’ heart in 1 round, CausIng death. A Reflex save (110 351
Lidlows the wearer to tear the scarab away before it burrows out of
\sight, but he still akes 3d6 points of damage. The beetle then
|zeruens o its searah form, Mote thae placing the scarshin a con-

ainer of hard wood, ceramic, bone, ivory, or metal prevents the |
Jmonster from coming o life and allows for long-tenm storage of |
|the itemn, |

Caster Level: 19th; Prevequisites; Create Wondrous [tem, 5|.|3}- |||-"T1£.|
Market Price: 50,000 gp.

Spear, Cursed Backbiter: Thisiza 42 -.Fn-n!spznr.hut each timae it
is uzed in melee against o [oe and the ateack roll 45 3 natiral 1,4t
damages its wielder instead ol her intended target, When the

Lcurse takes eflect, the spear cuels around te sirike its wielder in the
(back, amomatically siriking her for normal damaege. The curse,
Leven Llunctions when the spear is hurled, but in that case the dam- |
Lapge to the hurler is doubled.

Caster Lewel: 10th; Prevequisites: Cralt Magic Arms and Armor,
beston curse; Markel Price: 2,000 gp.

Stome of Weight (Loadstone) This stone appeics to bea lila.l.']u
Sj]:I.L"'L'Id.'.I].'!.' F‘U].lhl'!l',.'l.l. s, l: l'f_"'lll.lLEb Ehl." th{:ﬁﬁ-n[ﬁ 3]'.'!.. I:d_ 0 one-
half of nermal. Farchenmore, once picked up. the stone cunnot be
disposed of by any nonmagical means—if it is thrown away o1
smashed, it reappears somewhere on his peson. 1f a remove curse |

_b"Fll'_].] 15 Akt UpOT. & I[JI]ﬂ.StF'IIP Thf‘ item miay i'_lﬂ EIISC,aI-d_Ed_ nDt‘_L'L'I_ﬂ”V|

and no lonper haunts the individual

Castey Level: Sth; Prergguisiles: Create Wondoons I|:,1:1;|1.,:.fpu;;,;.'l.-jpt'r,l:u,li
Price: 1,000 gp, |

-2 Sword, Cursed: This longsword gives off a magical aura |
and performs well aguinst turgets in pracdve, but when used|
against an apponent in cambar, ir penalizes its wielder's atack |
rolls b'!r' -2 {"}nh‘ by caveful chsarvarion can this peﬂ_ﬂ[}‘ L
detected,

All damage dealt ie also reduced by 2 potnts, but never below a
minimum of 1 point of damage on any successiul hic, After one
weel In the character’s possession, the sword always forces her to
employ it rather than another weapon, The swords owner auto:
] mur_i-:allg.r draws and ﬁghb,-‘ with it even when she meant to draw or
l'td.\l}' =Ime Uﬂ'ﬁl’.‘f WCdpon, TT e g | ]:Il'_‘ g[]tEETI Tif] I;]'FFIT!I]}' h}r means l:l"'-
{imifed wwish, wiih, or mimcde,

Caster. Level: 15thy Prevequisites: Crall Magic Arms and Armor,
bestow curse, and limited wish or miracls; Mearkel Proe: 1,500 gp.

Sword, Berserking: This performs by every test, except that
of the heat of bartle, as a +2 greatsword. However, in acrual battle
its wielder goes berserk {gaining all kenefits and drawhacks of a
barbarian rage). He attacks the pearest creatune and continues to
fight until unconscious or dead or untl! no living thing remains
within 30 fper. Although many see this sword gz a curse, others
see it as a boon

Casher Level: gichs Prenequisites: Cralt Magic Arms and Armor, fee-
blegind; Market Price; 17,500 gp.

Vacuous Grimoire: A book of this sortis identical in appear-
ance loa normal one on some mildly interesting topic, although
a detect MAgic .-'\.]TE!” reveals it to have a 11xa_g_i.::|[ aurl, Any {'haru,l:-,
ter whn_ Qpens TI'.]{‘. WL'IT]{ :'I]'II:‘ T_Eﬂd.ﬁ F0 .'-'I'I'L]C.j'l a5 1 Sj_]'l,glE BJ_'!,?IIJJ,
therein must make two Will saving throws (D30 15 each) The |
Arst 15 to determinge if 1 poine m‘-‘]n:r]hgcm.. is p-:_::m;mfnt]}

pdeained, The second is 1o find our if 2 points of Wisdem ace per-|
manently deained. To destroy the beok, a characrer muse burn it
while casting temove curse. If the grimoire iz placed with other|
{books, its appearance instantly aliers to conform o the leok of
|these other works,
_Cister Level; 20th: Prevequisites: Create Wondrous ltem, feeble-
mited; Market Price: 6,000 gp.




ARTIFACTS

The misty past holds many secrets. Great wizards and powerful
clerics, not to mention the deities themselves, used spells and cre-
ated items that are beyond the ken of modern knowledge. These.
{tems survive as antifacts, but their means of coeation are long gone.
Artifacts ave very powerlul Rather than magic equipment, they |

Lare the sorts of legendary relics thar whale campaipns can be based |
laround, Each could be the center of a whele ser of adventures—a |
Jquestraecover it a fight against o oppenent wielding it, 1 mission |
Lt rause its destruction, and soan.

b= Eu Lﬂb].u h_'L‘! }H:I_"l'.l I.TI.L] ud"d FCI‘T '!rul.] (K4] ml'llj('l'l'r‘.] !l'l g{:nm’an‘. h'F‘I."-
L.jfi-:_ artifa-_'th:. sihce rh::a-;r Items -ihuu];.i nn]j.-' enter a mm]’mign
&.I{Tug]‘l dl:]'i.b(:r&l:l: I.'.]'l.nil:ﬂ o7 }rmET i'.lﬂ'lT.

MINOR ARTIFACTS

Minor artifacts are not necessarily unigue items, Instead, they are
ymagle leems that no longer can be made, at lesst by commoen mor-|
| tal means.

Minor Artifact Descriptions |
Described below is a selection of the most famous minor artifaces,

Book of Exalted Deeds: This haly hook is sacred to divine
gpellcasters of good alignment (LG, NG, CGL Study of the work
requires one weel, but upon completion the good spellcaster gains
a+1 inhetent bonws o Wisdom and EXperence points sufficient to
_plal_'r: him halfway into the nexe level of cxperignce. Divine :'-TFI."“-
|casters neither good nor evil (LN, K, O lose 2d 621,000
exprTicnoe points for peTUsing the work, Evil divine
spelleasters (LE, NE, CE) lose twice that smeunt. Fur

{thermore, they have 1o atone {see the afengmetit spelly
\in order to gain further experience. i

Monspellcasters who handle or vead the book are

(unaffected. Arcane spellcasters who read it have 1 point

of Intelligence permanencly drained and lose
1dax1,000 experience points unless they make 2
Wil save (D0 15), \

Except as indicated above, the writing in a book of ‘!,"
exalted deeds can't be distnguished from any other ’ﬂ
magic book, libram, tome, or so on woril perysed,
Cnce read, the book vanishes, never we be seen
again, novcan the same character ever benefit from
].'C'llllil'.l'q d Slmﬂﬂ.f Dome a EL"I'_'Ul'I.".l, FLmG.

Caster Level: 19ch; Weight: 3 1h,

Book of Infinite Spells: This work
bestows upon any character of any class the
ability to use the spells wirhin its pages. Howe-

L ever, upon first reading the work, any character
{not already able to use spells gains one negarive level
| for as long as the book is in her possession or while she
luses its power. The book of infinite spelis containg 1ds8+22
pages, The narure of each page is derermined by die roll:

d% Page Contents Bk of
01-30 Blank page ik cariemess
31-60 CHvire 5 pell
&1-100 Arcane spel|

If a spell is written on a_page. determing the spell by using the
(tables for determining major serell spells (the third column on
| Table 8—23: Scroll Spell Levels, along with Tahle 8—24; Arcane Spell
1Scrolls and Table 8-25: Tivine Spell Scrolls),

Once a page 15 turned, it can never be ﬂippml back—ngmg
[through a baak of infinite spells is a one-way teip, IL the book is |
closed, it always opens again to the page it was on before the |
bock was closad, When the last page is turned, the book |
vanishes,

i
-

-
=

Once per day the owner of the book can cast the spell 1o which)
the book is opened, If that spell happens to be one that is on the |
character’s.class spell list, she can cast it up to four times perdag, |
Lhe pages canmor be ripped our without destroving the book, SLm-_I

{ilarty, the spells cannot be cast as scroll spells, nor can they be
(eopied into a spellbook-—their magic is bound up permanently
| within the book ieself,

Th‘:' WL L?E. d-.l.i.' bm}li n;.‘.‘l,:s.]. noet hii'r'i." F].-.IC bl:.\l:li{ an ]_'I{'T pﬂ'fsl:ln I.B
order to use is power, The book can be stored in a place of safery)

while the owner is advenmring and sdll allow {= owner 1o
spells by means of its power, Hn]

Each time a spell is cast, there is a chance that the enegey con:
nected with its use causes the page to magically turn despite all
precautions, The cwner knows this and may even benefit from the |
turning i:lv_ga'ining ACCEss 00 a New .-:pe”.'[ he chance ol Page tirn:,
ing is as follows:

(Condition Chanee of Page Tuming
iSpellcaster employing spells usable by 10% l
L awn class andfor level
Spellcaster using spells foreign to own 2
class andar level {
MWanspellcaster using divine spell 25%
Manspellcaster using arcane spell 305

[reat each spell use asif a scroll were being emploved, for purpeses,
of determining casting time, spell failure, and so on.
Caster Level: 18th, Weight: 3 Ib, - B
Hook of Vile Darlness: This is a woek of ineTuble evil—]
meat and drink to divine spellcasters of thutalignment (LE|
ME, CEL To l—u[ly consume the contents rEquires an:.i
weelk of SLLLJ.}; e this has been a::c'clmphshad,jhg;
evil spellcaster guins a +1 inherent honus o Wis.
dom and enough experience poines 1o place
him halfwray into the next experience level
Divine spelleasters neither good nor
evil (LN, N, N} who read the book
either loge 2dex1,000 XP (a 01-50
result on d%) or become evil with-
benefit  from  the book

the boek of vile darkeess have o make &
Fortitude save (D 16) or die. 1f they do

(DC 18] ot become pormang ntlv inzane
"' In the latter event, even if the =ave issuc-
M) cessiul, the character loses 20,000 experi-
ence points, minus 1,000 for each point of
Wisdom he has (This calculation cannot
tegult in an XF gain.) |
Mhier chacacters of good alignment mle Sdi
points of damage from just handling the fome
Y If such a charscter looks inside, there is an
H 8¢ chance that an evil outsider artacks the
character that night. Nanevil nentral characoers |
take 5d4 poine of damage from handling the boek, and reading lis |
pages causes them to become evil (Fordoude negares BC 133 Such |
converss inmediately seek our an evil elerie to conficm their new
alipnmenr (with an glonement spell).
Coster Level: Loth; Weight; 3 1b,
Deck of Many Things: A deck of many things (hoth beng
and banefull is usvally found ina box or leather pouch. Esch deck
ccontaing a number of cards or plagues made of ivory or vellum, |
1 Eachis rngraw:d with g]:,'pha'. characters, and li'iE'ilE. As s00n a8 ohe
{of these cards is dtawn from the pack, its magic is bestowed upon
the persan who drew it for better or worse,

1
|
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The character with a deck of many (hings who wishes to deaw a
ciard must announce how many cards she will deaw belore
she bepins, Cards must be drawn within 1 heur of each

orher, and a characrer can never again deaw from rhis
deck any more cards than she has announced. 1f
the character dees notwillingly draw her allored
number {ar if she is somehow prevented from
{doing soj, the cards flip out of the deck on
ltheir own. Exception: I s jester is drawn, the

| possessor of the deck may elect 1o daw twe

|additional cards.

| Each time a card is taken from the deck, it
{s replaced (making it possible o draw the
sgme card twice) unless the draw is a jester
or foal, in which case the card is discarded
from the pack. A deck of many things con-
\taing 22 cards, To simulate the magic cards,
| you may want to use tarot cards, as indi-
{cated by the second column in the accom-
\pamying table. If mo taroe declk iz available,
substiture ordinary playing cards instead,
a4 indicated by the third column.

Balamce: As in “weighed in the balance
'-'H:IIJI| Eﬂund wanti I.'Ig.r Tl'l.l.:' l._.l.'lﬂ'l.'ﬂl'.T!"l' must
change 1o a radieally different aignment
If the charactar Fails to ace according to the

new alignment, she galns a negative level
| Comet: The character mustsingle-handedly
:df:f[:ar "I'lf: TEXT hﬂﬁﬁ Ef‘ MOTSTEr OF MONSTers

\encountered, or the benefitis lost 1 success-

{ful, the character moves to the m{r_{pnint of

{the next experience level.

_ Donjon: This signifies imprisonment—either
iby the smprsonment spell or by some powerful
being, at the DM option. All gear and spells are
sttipped from the viedm in any case, Whether these 8
items ave recoverable is, likewise, up tothe DM, Draw
no mote cards.
Euryale: The medusalike visage of this card brings a curse
that only the Fates cand or a deific being can remave. The —1

penalty to all savieg throws is otherwise permanent,

Deck oF Many THINGS

Plaque
Balance
Camet
Donjen
Euryale
[The Fates
Flames
Foal
Gem
Idlat
esler
ey
Knight
Maon
Rogue
Ruin
Eheull
Star
Sun
Talans
Thrans
Vizler
The Void

Tarot Card

1. Justice

Twe of swords
Four of swords
Ten of swords
Three of ¢ Ups

XN The Devil

0. The Fool

Seven of clips

|. The jJuggler

X1l The Hanged han
%, The Hierophant
Page of swords
¥V The Moon
Five of swords
XVI. The Tower
Kl Death

XWIl, The Star
KIX. The Sun
Queen of pentacles
Four of staves

X, The Hermit
Eight of swords

Playing Card

Two of spades

Two of diamonds
Ace of spaces
Queen of spades
Ace of hearts
Queen of clubs
Joker {with tradernark)
Twa of hearts

Ace of clubs

|oker (without trademark)
Queen af hearts
Jack of hearts
Queen of diamonds
Jack of spades

King of spades

Jack of clulbs

Jack of diamonds
King of diamonds
Twe of clibs

King of hearts.

Ace of diamends
King of clubs

| Dreck of
r.?uﬂ}- things

Fulps: This card enables the characrer to avoid even an instanta- |

neous peclarrence il so desived, for the fabric of reality is unray- |
eled and respun, Note thar it does not enahle some- |
thing 1o happen. It can only stop something |
ﬁnm_l}appcning OETOEVICTSE a2 PEET CCCITEDCE,
The reversal is only for the character who
drew the card; other party members may have
to endure the confrontation.

Flamnes: Hot anger, jealousy, and envy ace |
but a few of the possible metivational forces for |
the enmity. The enmity of the oursider can't be |
ended untll one of the parties has been slain,
Determine the ouesider randomly,and assume
that it attacks the character (or plagues her lile |
10 SOETE W :3}.-,1 within 1420 da'.-"&

Fool: The payment of XP and the redraw are
mandatory! This card is always discarded when
drawn, unlike all others except the jester. |

igmn: This card indicates wealth. The jewelry |
5 a“gnhl it with g,n:ms,i:adl prece worth 2,000

gp cach, the pems all of 1,000 gp value cach,

Idhal: This card causes the loss of 10401
points of Intelligence immediarely, The addi- |
nf‘nﬂldl'ﬁ\‘r HDF“';‘R&L_ —

Tester; This card is always discarded when |
drawn, unlike all others excepe the fool. The |
red raws are oprional,

Key: The magic weapon granted must bt,.

one usable by the chatacter; use the weapon |

tables beginning with Table 8-11: Weapon |
Type Determination unril a useful frem s
avearded. Tt suddenly appears out of nowhere |
in the character’s hand.

Eriight: The Oghter appears out of now: em
and secves lovally wniil death, He orshe is a

- mapic canstruct (not a real persan’ but appears to

- A be of the same race (or kind) and gender as the char-

acter. He or she is equipped with the smrdng Oghiter
package found in the Player's Handbook (page 370

Moon; This is sometimes represented by @ meonstone
gem with the appropriate number of wishes shown as

Effect
Change alignment instanthy. -
Defeat the next monster you meet to gain one level,
You are imprisoned (see above).
1 penalty to all saving throws henceforth.
#vald any situation you choose . . . once.
Enmity_between you and an autsider,
Lose 10,000 sxperience points and you must draw again.
Gain your chaice af twenty-five pieces of jewelry or fifty gems.
Lase Intelligence (permanent drain). Yow may draw again.
Gain 10,000 XF or twio more draws from the deck.
Gain a major mAagic weapon.
Gain the seryice of a 4th-level fighter,
You are granted 104 wishes,
One af your friends turms against vou
Imrnediately lose all wealth and real property,
Defear Death or be forever destroyed.
Iimmediately gain & +2 inherent banus to one ability,
Gain bepeficial medium wondrous itern znd 50,000 XP.
All magic itemms you possess dizappear parmanently.
ain 6 ranks in Diplemacy plus 2 small keep.
Enow the answer to your next dilemma.
Body functions, but saul s trapped elsewhera




rures within 90 feer for 1 round (Fortitude save DC 12
to resist), The hammers)
throwing range is _iﬂ!,l]l
feet, and its range incre-)
ment is 30 feet.

Caster Level: 20ch.
Philosopher's
Stone: This mre and |
magic  substance!
appears. o be an
8 ordinary,  soony)

_piece of blackish)

gleams therein, sometimes by # moon with its phase indicating the
number of wishes [full = four; gibbous = chree; half = pwos guar
ter = 1), These wishes are the same as those gra.ulﬂl L‘-}' the 9th-
level wivard spell and must be wsed dn 2 number of minuees
equal 1 the nember received.
Rogue: When this card is drawn, one of the chazacrers WNPC
friends {preferably a cobort) is rotally alienated and torever
|after hosrile, 1f the character has no cohorts, the enmity of some
|powerful personage (or community, or religious order; can be sub-|
stituted. The hatred is secret undl the time is Tipe for it to be
evealed with devastating elfect. |
_Buiti: As implied, when this card is drawn every bit of money
tincluding 2]l gems, jewelry, treasure, and art objects) is lost rock, [f the stone is
idisintepraeed) All land ewned is struck by blight and foe Spbere of broken cpen, a cavioe |
ever ruined, bulldings collapse into dust, ete. annibilation ':‘: . A A~ s revealed ac the sones)
Skull: A minor death appears. Trear this minor death az an W heart. This caviry is lined with
Junturnable spectne with a ghes! lich sorthe thal never misses : a magical gquicksilver thas
jand. deals 2d8 poinis ol damage, The characrer must lphe it} i enables any wizard foj
| alone—if others help, they get minor dearhs to fighr as well. 1f the fransmute base metals,
| characrer is slain, she is slain forever and cannot be revived, even fivon and lead) into sl
with & wish or & s ver and gold. A single|
Slar: The 2 points are added to any ability the character phulosapher’s  stone. can)
chooses. They cannot be divided smong two abilides. o from SO0 o 5,000
Sun: Boll for ¢ medivm wondious item [Table 529 Medium pounds af iron inm sil
Wondrous Items; watil o usetul irem is indivated. The XP granted wer, ar from 100 to 1000
gre Immedigtely available, pounds of lead o geld,
Tirlons: When this card {s drawn, every magic iiem owned o However,_the  magical]

o
[

_Fu!iail_‘.libl\'_'{l by the character is inhtanr_l}.r_sml irn:l,'ucabljr' gone .quirksﬂvar bec,[:.nms !u-l-l-'lﬁ-l.l.l'..;.
| disintegrated], ble once the stane is opened|
Throre: The character becomes a teue leader it pwpl:::s_lg:}'ts. The # und sublimates within 34)
|castle gained appears in any apen area she wishes (hur the decision @ d hours, sa all transmitation
where to place it must be made immediarely).. must take place within that periad, J
Vizier: This card empowers the chamacter drawing it with the Ihe quicksilver fonnd in the center of the stone may also be L
Jone-liine abi].it}' tor call Ltl:lun aleI.‘L']'na:‘ll'.J.l’H.] wiz'idn;:lm L :-.'u]'-r::,' any sih= ta snother use. If mixed with any cure '|'h'|-1'i1’!-l‘|. it creates a gpeciu].
gle problem or answer fully any guestion npon her potion of life thar acts as a frue resurection for any dead body it

is sprinkled wpon
Caster Level; 20th; Weight: 3 b
Sphere of Anmihilation: & sphene of srnihidatinm

is a globe of absolure blackness. a hall of nothing-
ness 7 leel inodipmerer. A sphere is actually a hele
in the continuity of the multiverse. Any marter
that comes in contacr with a sphere is insmandy
sucked into the woid, gone, and utrerly destroved,
Only the direct inrervention ol a deiry can restors
an annihilared character.

& sphere of annihilation is static, resting in some
spot a5 if it were a normal hele. It can be caused to
move, however, by mental effort, The brain wavesof

the individual concentrating on moving it bend spa
rial fabrics, cansing the haole to slide, The range of this
contral is 40 feer initially, then 40 feer +10 feet per|
Hammerol  character level once control is established, Conteol is
thenderbolts  based on the characrer’s Inrelligence and level of
experience. (The higher his level, the preater his men:
tal discipline.! The character adds his Intelligence bonus and char
acrer level and then applies the toral to 2 1420 roll, To conrol the |
sphere, the DC is 30, The sphere's speed is L0 feet per round +1 foor|
tor every point by which the control checl result excesds 30,

Anyarempt o contrel the sphere causes it to move, but if con-|
trel is not established, the sphere slides toward the characier)
\attempting. to.meve it It continues to move in the direction he)
wills it to (or woward the chameter, if the attempt failed) for 1ded
rounids or lor as long as the characeer is within 30 feer, whichever|
\is grearer, Control must be checked each round, |

It wo or more wizards vie for conceol of a sphere of anmibilatiom,
Py W [the rolls are opposed. If none are successful, the sphere slips
F toward the one who rolled lowest,

request. Whether the information gained
can be sy I.:I:ZCSFJ.:I.I.”}' acted PO 15 anather
guestion entrely:

The ¥oid: This black card spells
instant dizaster. The characters body
continues to funcdo, as though ina
coma, hut her T!ﬁ:.'i.'l'lf" is '|'|'.ﬂ'|':l'|'.l|,‘.:l,'1 ina
prison somewhere—in anobjerton s
tar plane crplaner, possibly in the pes-
gesgion of an outsider. A wishor a pur-
arle dees not bring the charscrer hack,
instead ;m::rc]:,.l rc"'.'::a]ing the p]ann of

_entrapment, Diraw ne more cands

Casler Level: 20eh; Weighl: —,

| Hammer of Thunderbolts: This
appears to be an oversized, extra-heavy
warhammer. A characrer smaller than Large finds it wo
unbalanced o wield properly in combat (-2 penalty o
attuck)l. However, a charicter of sufficient size finds
that the hammer funcrions with a_+3 enhancement
borus and deals double damage on any hit.

If the wiclder {of sny size] wears & helt of glant
streniglh and paanllels of ogre power and he knows that
the hammer 15 a hammer of thunderbels (not Just a +3
warkiammer), the weapon _can be used to full effect:
When swung or hurled, e gains 3 ol 45 enhance-

Jment bonus, deals double damage, allows all girdle and

Loauntlet bonnses o stack (only. when using this
Uweapon), and. smikes dead any giant upon whom it
scores 4 hit (Fortitude save [T 16 o survive)

When hurled, on o successful hit the hammer emirs
& great noise, like a clap of thunder, stunning all crea-




Should a gate spell be cast wpon aiphere of ennihilation, there is
a 50% chanee (n 01—50 resulr on d%) that the spell destroys ir, a
35% chance (51-85) that the spell does nothing, and 2 15%
chance {86-100) that a gap 18 torn in the spatial fabric, cata
pulting everything within & 180-foor mdius inte another
plane, It a rﬂd af cangellation [I:‘lelf" 2 sphere. Li:u.ew negate

gi-foot radivs tales 2dex10 points of da.nm{;e. Du]-.hl FRE
and Mordenkainen’s disjunction have no eflect on the sphere.

Sec also talisman of the spheve {page 227).

Caster Level: 20th; Weight: —.

Staft of the Magi: A long wooden srall, shod in iren
and inscribed with sipils and runes ol all types, this
petent artifact contalng many spell powers and other
functions, Some of its powvers drain charges, while
others don't. The lollowing powers de not deain

\charpes:

{*_detect magic
[* enlrm

* hald portal
" light

" mage armoy
" mage hand

The following powers drain 1 chatge per usape:
* digpel mage

1= fiveball (10de points of -;];unagl:, D130

|* ice storm

invisibility

fmock

lightnmg bolt (10dé points of damage, BC 13)
possinl]
pntiecheics
waall of fire
weh

T

These powers drain 2 charges per usage:
* morster siiatorng 1LX
* plane shafl ;
* |elebinens {400 pounds maximum weight)

* whirlwand

The sinff of the magr gives the wielder spell resty
tance 23, If this is willingly lowerned, however, the
splf can also be used 1o absorb arcane spell enerpy
directed at its wielder exactly like & vod of absarption
[page 196). The staff uses spell levels as charges, notas
sspell energy usable by a spellcaster, 1 che staff absorhs
Lapell lewels bevond ies charge lmicisol, irexplodesasif %
s rerributive strilee had been made (see below), Mote that
l]ll: 'r\'!.f.'].ﬁlL'l- hﬂb no ldﬂa\ ]'.I.U'r'n'_ many 5]:'\'_"].! ‘L"'r'l:].&i are Cdst at
her, for the staff does not communicate this knowledge a3
i ot of abserpliom does. Absorbing spells is nsky, but absorp
thon §s the only way this staff can be recharged.

Betributive Strile: A staff of the magi can be breken for a rer-
ributive sirike. Such an actmust be purposeful and declared
by the wielder, All charges in the statf are released in a 30-foor
spread., All within 10 feet of the broken staff take hit points of

jdamage equal to & times the number of charges in the staff,
|those berween 11 feer and 20 feet away take poines equal to &

{imes the number of chaeges, and those 21 feet to 30 [eet distant

itake 4 times the number of charges. Successful Reflex saving
{theaws (D 17 reduce damage by halll
The charactrer breaking the stafllhas a 50% chance {3 0150 result

on d%) of traveling 1o another plane of existence, bur il she does |
not 511 lJD}'. the pxp|ns1'w: release of .‘ipl.'!ll CNOTEY {lcﬁn‘n}rﬁ her |

Faliswran of pare goad

Umly specific items, incloding the stafl of the mag and the stafT|
af poweer (page 205}, ate capahle of 2 retributive seriloe.
Casler Level: 20th; Weght: 5 1, |
Talisman of Pure Good: & peod (LG, MG, CG) divine |
spellcaster whe possesses this item can cause a Haming
crack ro cpen at the feet of an evil {LE, NE, CE} divine
spellcaster who is up to 100 feet pway. The intended vie-
tim is swallowed up forever and sent hurtling to the cen-
ter of the earth. The wielder of the mlisman must be good., |
and if he is nor exceptionally purein thought and deed |
i DM’s discretion’), the evil chaticter gains a Reflex sav-|
ing threw {DC 19) to leap away from the cracls O

lor this item o funetion. { 1n the air ina high tewer, |
or.on i ship are all places of safety againse this|
otherwise potenr item,)

A talisman of puve good has 7 charges, 1 a newmal
(LN, B, O divine spelleaster touches one of these
stones, he rakes 6dé poinis.of damage. 1fan evil divine.
spellcaster touches one, be takes &da points of dam-
ape. All other charpcrers are unaffecred by the device,
Caster Tevel: 18th; Weight: —. |
Talisman of Ultmate Evil: An evil (IF, NE, CE)
divine spellcister who possesses rhis item can cause a flaming
crick to open at the fect of 2 good (LG, KG, CGL divine spellcaster
wh is up 10 100 feel awin The intended victim is swallowed up
forever and sent ]'Lu.rr.].ing tor the center of the earth. The wielder of|
the talisman must be evil, and il she is noeexceprionally foul and |
perverse in the sights of her evil deiry (DM discreten), the good |
character gains a Reflex saving threw {DC 19) 1o leap away from |
the crack. Obsiously, the tavget muse be standing on selid prewnd |
for this item to funcdon. (In the air, in a high wwer, or ona shipare |
all places of safery againsr this otherwize potent irem, |

A talisman of ultimate evil has 6 charges. 1f a neurral (LK, N, C N}
dw‘me *-T."n:-_'l l=a ster fonac -hes ane of these stones, she T;ﬂcrh Emdnh pmntt.
l'.l'F &amag:. I'Fﬁ g[)[:ll.'i d'l'u"l]'IL hPI’.“LGhELT t(JLlL!I'.I.Lh LG, kht lﬂ]ﬁ:k \I'.M'JE\
poins of damape. All other characters are unaffecred by the device,

Caster Level: 18th; Wiight:

Talistnan of Zagy: A talisman of this sortappears the same asa
store -cl_r .:u:]lrn”:'ng enrth dlementals. Tis POWEDS are quice different,
however, and dependent oo the Charisma of the individual hold-
ing the talisman, Whenever a characrer touches a talisman of Zagy
he muse make a Charisima check (D 150,

If he fails, the device acis as o stane of weight (see page 235}, Dis-
carding or destroving it results in 5d6 points of damape 10 the char-
acter and the disappearance of the ralisman.

If he succesads, the talisman remains with the character for 3ds
hl'.lu'l'!i_, or 'I.I'TI.'I.'I[ a 'H.I'IE'.I"'I i.‘i mad{: '\Fr'l!h it, "f'r']ll.\'.'ht"ﬂ'tf comes E.r:'l. ll L‘htn
disappears.

If he rells a marural 20, the character finds it impossible to be rid
of the talisman for as many months as he has poines of Chaclsma,
In addicion, the artilact prants him one wish for every & points o
the characters Charisma, It afse BEOWS War and throbs whenever
its possessor comes within 20 feet of a mechanical or magic rrap, (1f
the talistman is not held, its warning heat and pulses are of oo avail)

Begardless of which reaction results, the talisman disappears
when its time period expires, leaving behind a 10,000 gp diamond |
im itz sread.

Caster Level: 20th; Wiaght: 1 Th,

MAJOR ARTIFACTS

Major artifacts are unigue items—only one of each such item.
exdsty. Bach hae along histors, and the rales rold of rthem are fan- |
tastic. ., . and nsually franght with arror and misconcep-

£, - —ton, Major arrifacrs are secrerive things, their current
E whereabouts unknosm, waiting 1o be found and once

again unleashed upon the woeld,




saving threw to avoid this) ar the behest of a lowful|
good deity :
A character whao is evil or chaotic (LE, ME, CE, CN, |
CG) gains four negative levels if she attempts to use this)
artifact. Although these levels never results in setual level
loss, they remain as long as the shield is in hand and cannet

be overcome in any wayv (including resteration spells). The neg-
arive levels disappear when the shield is stowed or leaves the
WeATeT's possession, _
The Sword of Kas: The vampire Kas was the dreaded lieu-,
tenant of Vecna, He used this mighty blade. created by his mas- |
ter, 0 berray and artack the archlich, curring off his hand and eve
in i terrible battle before Vecna destroved him, Only his sword
survived, and it is said 1o lorever seel vengeance against Vecna, |
The Sword of Koeis o +& unholy keen worpal langaverd, 11 granis the |
wielder a +10 enhancement bonus to Swengeh, The swerd is intel-
ligent {Inr 15, Wis 13, Cha 16, Ego 34) and chaotie evil. Tt can be
Lused o cast the following spells, once per day each: eall lightming |
l1ode points of damage, DC 143, Blasphemy, and wnhallsw. Onee per
sweelt it can be used to sy living.

To create mapgic ltems, spellcasters use special feats. They
invest time, money, and their own personal enecay (o the
ferm of experience points) in an items creation. For decails
on creating the different types of magic lems, see the
1 HFP‘FL"'F]-i.H.H: h:l:l_'t'i{?l-l bl:l{'“r\-' as Wl‘:” a5 T]'l 2 1r|1:1:|rm ﬂnl]n &N
item creation fears in Chapter 5: Feats, page 77 in the
Playor's Elandbook,
Nore that all ftems have prerequisites in thele
{eagt at 20th level, TheShadastaff descriptions. These prerequisites must le met for the
| Summaen Mightshnde: Once per itemn to be created. Most of the time, they male the form of
imenth, the stalf can summen a night- spells that must be known by the item's creator (although
crawler nightshade that serves the wielder as if called by a summon access through another magic item or spelleasier is.
monster I spell cast ae 20th level. allowed],
Shadaw Forte Theee fimes per day the wielder While item creation costs are handled in detail else-
can become a living shadow, with all the where, note that normally the two primary factors are
movement powers granted by the gaseous the caster level of the creatorand the level of the spell
form spell. or spells pue inte the ftem. A creator can create an
Shadow Bolt: Three tmes per day the itern at a lower caster leve] than her own, but never lower
staff can project 4 ray ateack that deals than the minimum level needed to cast the needed spell,
10dé points of cold damage 1o asingle ar- For example, a 15th-levelwizacd could craft a waend
get, The shadow bolr has a range of 100 feer. of fireball ar 10th caster level, or even as low as 5th
The Shield of Praror; A hero of level (the minimum caseer level for fuehall, 3 3vd-
old, the paladin Prator bore this elic §* level spell), but no lower, 1€ she did this, the firchall
wionld in all wavs be treared as il the coster was af
the lower specified level {for damage, range, and so
oh}). Using metamagic feats, a caster can place spells
in itemns at a higher level than normal. For example,
a caster could heighten a spells level to increase its
effectiveness, or quicken a spell to allow it to he used
ag a free acton, placing i withio an item at the higher
metamagic level See Chapter 5 Fears, page 78 in the
Flayer’s Handbook for more on metamagic feats,
Base creation costs for items are always half of the base
price in gp and 1/25 of the base price in XP For most |
irerus, the marker price equals the base price. For exam- The |
ple, a_cloak of elegnking has 1 market price {and base  Sword
price) of 2000 gp. Making one costs 1,000 gp in raw g%
marerials plus 50 XP - ]
Spine items, however, cast o replicare spells with costly marerial |
compenents or with NP components. For these items, the market |
| price equals the base poce plus an exers price for the components,
| {(Each XF in the camponents adds 5 gp to the market price.) The
cost o create these items |s the base raw matedal cost and the
W hase X2 cost (both determined by the base price) plus the costs for

Black Drrgon Ol Ty,

Blue Drvagon Orb: husic.

Brass Diragon Owvb: feleporl,

Branze Dvazen Orly: scrying.

Copper Dragon Oy suggestion,

Gold Dmgon O Special. The owner of the gald Orh can call

upon any power possessed by one of the ather arbs—inclad-

| dng the demeate and breath weapon abilities but nor AC
saves ot breath wespon immunity—Dbut can only use an indi-
widual power once per day. Further she can demimate any

| other possessor of an O within one mile (DC 16). .

* Greet Chagon Ovd: spectmal force,

LI [Pragon Cwvh: waall .;_F f| T

* Silver Dragon Orb: cure orfbical wounds,

* While Dragen Orb: protection from elements (cold only).

. The Shadowstaff: The wizard Malhavoc crafred
|this artifact centuries ago, weaving together the
{wrizpy strands of shadow itself into a rwisted black
{stall. The Shadowstalf makes the vwielder slightly
shadowy and incerpereal, granting him a +4
banus to AC and Reflex saves {seackable with
any other banuses). However, in hright light
{such as that of the sun, ot nota orch ) o in
absolute darkness, the wielder suffers a —2
penalty to all attack rolls, saves; and checks.
The Shadmuslafi also has these powers:

L Summon Shadows: Three times per day the
|stff may summon 2d4 shadows, Immune 1o
\turning, they serve the wielder as if
{ealled by a summen monster W ET)E”

| Pyator 15 said to have d:i.li:ap]:-r::mtd
Ilwheu Prator fell in the Battle of the
{Three Hells, although it las report-
fadly surfaced ]:lr'u:t-l}r from time to
time since then, This +£ large shicld,
emblazoned with the symbol of the
sun, allows the wielder 1o cast spells
as if she were a 20th-level paladin
with 2 Wisdom score of 20, The spells
gain ed are cumularive with ALY, £XiST-
ing spells per day thar the character
might have, even if shels already a2 pal-
cadin. The Shield of Prelor also grants spell
{resiztance 15 to jis wislder, Furthermore,
it ahsorbs the first 10 points of dimage sach
und from fire, cald, acid, electricity, and
(somic artacks. (Each element has irs own limit
{of 10 points of damage per round.) In
return.for all this, once per year the The Shicld
shields owner must undertale o quest {no of Prator

o
g
i
i
s
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the componenis, For example,a  TABLE 8=40; CALCULATING MAGIC ITEM GOLD PIECE YALUES

ving of theee wishes has o market
price of 97950 gp, which
includes 75,000 gp for the extra
L5000 %P that the crearar must
expendd o forge the ting. The
ring’s base price is only 22,950 5p
{the market price minus the extea
jeost for the NP sxpenditure).
[ These [tems have a “Cost o Cre
tate” entry thar lists the toral cost
to creare the item. {You dont have
1o calculate crearion costs for
thesa items. It's done for yon. )
The crearor alse needs a fairly
grdet, cotmnfortable, and well-lie
place in which o work. Any
(placesuirable for preparing
jspells (see Chapter 10; Mapic in
Uthe Player's Iandbaok) is suirable
for making ftems. Creating an
iTem requires one day per 1000
gp in the item'’s base price, with
a minimum of at least one d:i‘l.r.
Potions are an excepton to this
rule; they always take just one
day to brew. The caster is
lasaumed o work for & hours
ieach day He cannot tush the
JProcess |:.~:.r wquing Jnngnr A
Chal'a.l.'tl::f can l:Jn.lfr' W[J'I.'k on one
{ieem at o Hme, He can do noth
ing else while working. Thiring
{rest periods, he can engage in
light activity such as talking or
walking but cannot fght, cast
spells, use magic items, conduct
I'EEIEST'._.I'!, (9] PP‘TF{‘"ITI'I :I!'I'!r" l":hf:f
physically or mentally demand

Effect

Ability enhancement bonus
Armor enhancement bonus
Bonus spell

Deflection bonus

Luck bonus

Matural arrmor bonus
Resistance baniis

Save honus {limited)

Skill bonus
Spell resistanca

Weapon enhancemeant bonus

Spell Effect

Single use, spell completion
Single use, use-activated

50 charges, spell trigger
Command word
Ise-activatad

Special

Charges per day

Mo space limitation®
Charged {50 charges)

Component

Armor, shield, or weapon

Spell has material component
cost

Spell has XP cast

Base Price

Bonus squared » 1,000 gp
Bonus squared x 1,000 gp
Spell level sguared » 1,000 gp
Bonus squared x 2.000 gp
Bonus squared x 2,500 gp
Bonus squared x 2,000 gp
Bonus sguared = 1,000 gp
Bonus squared = 250 gp

Bonus sguared = 20 gp

10,000 gp per point over SR 12;
SR 12 minimum

Bonusz squared = 2,000 gp

Base Price

Spell level x caster level = 25 gp
Spell level = caster level = 50 gp
Spell level = caster level = 750 gp
Spell level x caster level x 1,800 gp
Spell level x caster leval « 2,000 gp

Base Price Adjustment

Divide by {3 = charges per day)
Multiply entire cost by 2

1/2 unlimited use base price

Extra Cost

Add cost of masterwork iterm

Add directly inlo price af lkem
per charpes

Add 5 gp per 1 XP per charge*

Example

Glaves of Dextenty +2

+1 chainmail

Pearl af power

Ring of protection +3

Stafl of power

Amulet of natural ormar 41

Clean of resistance 45

Periapt of preef agaist |
pojson +4

Rimg of climbing |

tfantle of smell resistance |

+ 1 lengsword

Example |
Scroll of haste |
Potion of cues (ipht wounds
Wiand af fireboll

Cape af the mauntebank
Lontern of revealing

Example

Helm of telepartation

lown stone

Ring of the ram

Example !
+1 composits langhow

Wand of stonestin

Ring of three wisnes

Spell Level: & O-level spell is half the value of a 1st-level spell far determining price.
*See Limit on Mapgic Items Worn, page 176, Basically, an item that does not take up one of theze limited

spaces costs doble,

=¥If item is continueus or unlimited, not charged, determine cost as if it had 100 charges. If it has some
daily limit, determine cost as if'it had 50 charges.

ing task, The caster can take o short break from working (for naps |

and the like) 2s often as he Hkes, o long as be spends ar least 8
lioues out of everv 24 working on the item. He cannor take a day
off: Onee the process has started, he must see it throuph to the end
or admit defeat. If the caster is disturbed while malking the item, or
spends less than & hours working in any period of 24 hours, the
process iz ruined. All marerials nsed and XP spent ave wasted.

The secrets o creating artifacts are long lest,

natural enhancement bonus o amack and damage. Armor fash-
ioned from adamantite hes g paturs] enhancement bonus o AC
These bomuses do not stack with any other enhancement bonuses
Thus, an adamantine [<2) sword enchanted with a +5 enhancement
honus effectively has a +5 enhancement bonus, In an area where
magic dioes not function, it still retains ies natural +2 enhancement
bomus; Weapons and armor fashioned from adamantine ave rreated
as 'I'I'Iﬂﬁl:{:'l,"r‘.'flTk 'i.l:f:'lTl.ﬁ \’FIT]'I Tﬂgﬁ]'d in ﬁrﬂ'ﬂﬁﬂn ﬁmf‘ﬁ. |‘."|.|T rh-,‘ MAsSTET=
"Jr'l:'lTII'( I'.!'L'Iﬂll'i’.'!r' {ll:ll::f'c noca H-I:"\'.'.f fhf" Enhﬁ]’l cement ].'II'JI'I'L'IS I'ﬂ-'i.'ﬂ:'ﬁpflnﬁ or

MASTERWORK ITEMS

LAs detailed in Chaprer 71 BEquipment in the Playvers Handhook, mas-

the srmor check penalty of armor,
Adamantine has a havdness of 20 and 40 hit poin rinch af
am =.of 20.an points per inch @

lterwork items are exraordinarily well-made items. They are more thickness. ,
Expensive, e rl!n;‘:‘_.? henefirthe user wich irnpmw.d qua]irj;.'I'hu::‘_,' are Enhancament Market Prles
ner magical in any way, However, enly masterwork ftems may be [tem Bonus Madifier
enchanted to become magic armor and weapons, { [tems that are not Light armor +1 +2.000 gp
WERPOLS 0F 2rmos may of may not be masterwork items. ) Medium armer +2 5,000 gp

. Heawy armuor 3 +10,000 gp
SPECIAL MATERIALS Shield +1 £2.000 gp...
In addirion to magic items enchanted with spells, some substances Weapon damage 1d4 or 1d6 -1 +3,000.gp
have innate special properties. While anly three such materials are Weapon damage 1d8, 1410, or 1d12 -2 £9,000 @,

. presented here, other special materials may exist ina given campaign.

Adamantine: Found only in meteorites and the rarest of veins in

| magical areas, thisultrahard metal adds o the guality of s wespon o

Lsuit of armor based on how much of the material is used, Thus,

adamantine plice olfers o greater Increaze in protection (as well asa

higher cost} than adamantine chainmail, and an adamantine bat-
teaxe olfers a greater increase in offensive capabiliry than an |
adamantine dagger Weapons fashioned from adamantine have 2.

Mithral: Mithral is a very rare silvery, glistening metal i
lighter than iren but juse as hatd, When worked lke sreal, it
becomes o wonderful material [rom which to create armor and 15
‘occasionally nsed for other itemns o5 well, Most mithral armors ace
cone caregory lighter than normal for purpases of movement and
lother limitations (for exarple, whether a barbavian can use her fast

moverment abilicy while wearing the armor or nor). Heavy armors




are treated as medium, and medivm aomors ace treated as light, b
light armors are still treated as light. Spell failure chances foe
armors and shields made from mithral ane decreased by 10%, max
imum Dexeerity bonus is increased by 2, and armor checle penal-
ties are decreased by 3. Nonarmeoer or nonshield iterns made from |
mithral weizh half as much as the same item made from orher mer-|
lals. Mote that items naot primarily of metal are not rnuamrlgt'u]])
laffecred. (A longsword is affected. while a spear is not.)

| Weapons or armors fashioned from mithral ave meated as mas-|
terwork items with regard to creation times, but the masterwork
|1-]I.‘a[il1|’ does nor affect the enhancement bonus of wespons of the |
(armor check penalty of axmor

 Mirhral lias 2 hardness of 15 and 30 hit points perinch of thickness,

Item Market Price Maodifier

Light armar +1,000 gp

Medium armar +4,000 gp

JHeavy armor +9.000 pp i
| Shigld 1,000 gps 4
[Dther itermns $500 gp/ib. i

Darkowood: This rare magic wood is as hard as normal wood bus
very light. Any wooden or mostly wooden item (such as a bow, an
arrow, or & spear) made feom darkwooad is considered a masreeworl
'itETI'I E]'Id. “’I"igh‘- '.'I"I'Il\__'\.r hﬁllFﬁlS T!'I'I.H_.h a5 a J'Inrm:l| “".'.l’.'.ldl.":]'l item ﬂ:l'-
Hbat type. Items not notmally made of wood oc only partally of
|wopd (such g5 a battleaxe or a mace) gither cannot be made from
;s.lul:i-c.wmxl ot do net gain any spectal benefie from being made of
Ldarlmrood Armor check penalties for dadtwood shields are
n&du-:ed by 2. To determine the price ol dadewood items, use the
,_ﬂngum.i weight but add +10 gp per pound ro the price of a master-
{wrarle version of that item.

Dratkwoodl hag a hardness of 5 and 10 hit points pet inch of
{thickness,
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To create mag,u: armor, a character needs a heat source and some |
iren, wood, or leatherworking tooks, He also needs a supply of|
marterials, the most obvions baing the armor or the pieces of the|
{armar ta ha assembled. Armor to be enchanted must be master
{wrork armaor, and its cost is.added o the total enchantment cost o
| determine Gnal market value, Addidonal costs for the marerials are
Usubsumed in the cost for creating the magic armor—hall the mac-
]c-rt value pre: HLFII:L“L]. 1in. I;]:u;_ tables 1n this -;.h,dpn:t
Creating magie armor has a speclal presequisite: The Ll\e.lmrs
Leaster level must be at least three times the enhancement bonns of |
the armor Thus, o éthelevel creator can makea 12 brzastplafe, a oth-
lewrel creator can create the same breastplate and make it -3, and a
L 5th-level caster can make it +5. If an item has both an enhance- |
ment bonus and & special ability (such as cold resistance], the |
higher of the twe caster level reguirements must be met,
L Magic armnar or 8 magic shield must have ar least 2 <1 enhance-
yment bonus o have any of the abilities Hsted on Table 8-6: Armor |
| Special Abiliries and Table 8-7: Shield Special Abilides. A charaeter
{can't create, for example, simply shadow chainmial. In order to have
a special magical ability, the chainmail needs (e e have an
enhancement honus of at least +1,

If spells are involved in LhL._pI-L[t:‘LJLllbltt‘b for mah,m, the u.rmuu,
the crearor must have prepared the spells tocbe cast (or muse know |
TJ'I.I: HP‘C‘]L‘h i thﬂ e 1 l'.'lf d SOTCETED O bd.l:l]i .I?Ll.‘. J;l.l:ed ool p-J:IJ'n'il.i&
any material components or focuses rthe spells require, nor are any |
P costs inherent in dpn:l:i:qu.utlt' ::-p::ﬂ inc u.l,u:lllu thie Creation uf

ithe itesn. The act of working on the armor triggers the prepared |
spells, making them unavailable for casting during each day of the |
armor’s creation, (Lhar is, those spell slots ave umcndud from his|
currently prapared spalls, just as if thev had been cast)

Creating some armor may entail ather precequisites beyond 01
other than spelleasiing. See the individual descriprions.on pages|
181183 for details,

BEHIND THE CURTAIN: MAGIC ITEM GOLD PIECE VALUES

Many factors must be considared when determining the price of magic
items you invent. The easiest way ta come up with & price is to match
the new ftem ta an item priced in this chapter and use its price as a
guide. Otherwise, use the guidelines summarized an Table E—40:
Calculating Magic Item Gald Piece Values.

Multiple Similar Abilities: For items with muftiple similzr abilities that
don't take up a |imited space (see Limit on Magic tems Wam, page
| 76), use the following formula: Calculate the price based on the single
most costly ability, then add 75% of the value of the next most costly abil-
ity, plus one-hall the value of any ather abilities, [The many spell-like
powers of a staff of power are a good example of multple similar abili-
ties). However, abilities such as an attack or saving throw bonus and 2
spelllike function are nat similar, and their values are simply added
togather to detarmine the cost. For items that do take up a limited space
{stch &s a ring or a necklace), each additional pawer not anly has na dis-
count but instead has a 10% increase in price. A belt of Strength +4 and
Dextarity 4 is more valuable than a belt of Strergth waorn with gountiets
of Dextenty, since it takes up only ocne space on a character's body.

When multplying spell levels to determine walue, O-level spells
should be treated as a half-level,

Other factors can reduce the cost af an ikem:

« Item Requires Skill to Use. Some items require a specific skill (such
as Scry for the crystal balf or Perform for a musical instrument) to get
them ta function, This factor should reduce the cost zbout 10%:.
Requiring & skill barred to most classes {such as Scry] is even more
restrictive and might reduce the cost about 20%.

« Item Requires Specific Class or Allgnment to Function. Even mare
restrictive, such a requirement cuts the price by 30%.

Prices presented in the magic iterm descriptions in this book are the mar-
ket value, which is generally twice what it costs the creator ta make the
item. Since different classes get the same spells &t different levels, the
prices for them ta make the same itern might actually be different. Take
hald person. for example. A cleric casts it as a 2nd-level spell, sa a eler-
cal wond of told persor costs him 2 (Znd-level spell) = 3 [3rd-level cast-
ery x 750 gp, divided in helf, or 2,250 gp. However, & wizard casts holid
person as 2 3rd-level spell, so her wand costs her 3 (3rd-level spell] = 5
{Sth-level caster] x 750 gp, divided in half, ar 5,625 gp. A sorcerer alsa
casts hold persan as a 3rd-level spell, but he doosn't get the spell until Gth
level, so his wand costs 3 (3rd-level spell) = 6 (Bth-level caster) = 750 gp,
divided in half, or 6,750 gp. The wand is anly warth twe tirmes what the
most efficient caster can make it for, however, sa the market value of a
wang af hold person is 4,500 gp, no matter who makes it,

You'll netice. however, that not all the items presented here adhere
to these farmulas directly. The reasons for this are sevaral. First and
forernost, these few formulas aren't enough to truly gauge the exact
differences between, say, a ning of fire resistonce and boaots of speead—two
very different items. Each of the magic items presented here was eam-
ined and maodified based on its actual worth. The formulas only pro-
vide a starting point. Serolls, patians, and wands fellow the formulas
exactly. Staffs follow the farmulas closely, and other items reguire at
least some DM judgment calls. Use good sense when assigning prices,
along with the items here as examples.
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Crafting magic armor requires one. day foc
cach 1,000 pp value of the com
pleted irem,

Item Creation Feat
Bequired:  Crali
Magic Arms and

LATmoT,

COREATING
WEAPONS

Ll create a magic weap-
{on. @ character needs a heat
!!-iuun'.'-'.‘. :l.TlL: smEe 'il.'l:"'l'l.l “'flfld. or [Eﬂrl'ﬁﬁ'l‘-
|working wools. She also needs a supply of materdals,
\the most_obvious being the weapon or the pieces of the
wWedpon Li3 ll'.l‘." a_‘i:ﬂ‘.mh]i‘.:;. I._}nh" ] Tn:lstcm"qu WEGDOD LA hﬂ
enchanted te hecome a magic weapon, and its cost is.added to the
total enchantment cost to determine final market value, Additional |
costs for the marerials are subsumed in the cost for creadng the |
magic weapon—half the base price listed on Tahle 8—10: Weapons, |
according to the weapons total effectve bonus, I
Creating 1 magic weapon has o special prevequisine: The creator’s
caster level muse be ar least three times the enhancement bonus of
the weapon, Thus, a éth-level crearor can make a +2 longsword, a 9th-
level creator can create the same sword and malse it +3, and a 15th-
level caster can make it =5, If an item has both an enhancement
bonus and 4 special ability (such as ghost rouch), the higher of the
(Lo caster level requirements must be met,
LA magic weapon must have ar least a =1 enhancement bonus 1o
have any of the sbilities listed on Table 815 Weapon Special Ahil-
dties. A chamacrer can't create, for example, simply a keen mpier. A
keen rapier needs an enhancement bonus of at least +1
If spells are involved in the prevequisires for making the
weapon, the creator must have prepared the spells to be cast (or
miust know the spells, in the case of a sorcerer or bard) bur need not
provide any marerial componenes or focuses the speﬂs require, hor
are any XP costs inhevent in a prerequisite spall incureed in the cre-
ation of the item, The act of working on the weapon triggers the
prepared spells, making them unavailable for casting during each
day of the weapon's creation, { That is, those spell slots are expended
|Framm his currentdy prepared spells, just as if they had been cast.)
- Actbe time ol creadon, the creatar must decide if the seapon
\elows or not as a side-efleet of the magic imbued within it. This
\decision dees net affect the price or the ceeation tme, but ence the
{item is finished, the decision is binding,
Creating magic double-headed weapons is treated as crralmg_
o weapons when determining cost, time, XP, and special abili- |

Creating magic iems
PEqIrer HNEE dnd MEarEy
ax wereld s sk,

ties, For example, o dive fail could,
have a +1 flaming head and o 43
disraprtion leail
Creating  some |
WEPCLS Y. £
tail other preveg-
uisites beyond
ot other than
spelleasting,
See the indi-
vidual de-
scriptions
O _pages
186190}
for derails,
Craft-
ing 4 mag-
It Weapon
requires,
one day for
gach 1,000
gpvaluealthe,
complered
Weapn,
Item.  Creation
Featr Required: Craft
Magic Arms and Armoe |

CREATING POTIONS |

The crearor needs alevel worldog
.‘iLI.rFﬂL'i: ETIII ac ]['.ﬂFf a fl;"ﬁl' Containers d
in which to mix Haquids, as well as a source
of heat to boil the brew In addition, he needs.
ingredients. The costs for marerials and ingredi-
ents are subsumed in the cost for hﬂm"j_ng the
potion—25 gp per level of the spell times the

level of the caster. All ingredients and materials
used 1o brew a petion must be fresh and wnosed. The characrer
must pay the full cose for brewing each potion. (BEconomies of scale
do not apply)

The creator must have prepared the spell to be placed in the
potion (o must know the spell, in the case of a sorcerer or bard )
and muat provide any marerial components or focuses the spell
requires. I casting the spell would reduce the caster's XP roral,
he pays the XP cost upon beginning the brew in addition to the
MP cost for mal{iug the potion itzsell Material COMPONENTE are
consumed when he beging working, but focuses are not, (A
focus used in brewing a potion can be reused.) The act of brow-
ing triggers the prepared spell, making it unavailable for casting
until the character has rested and regained spells. (That is, char
spEH slot is expended (rom his currently prepared spells, just 25
il ir had been case.)

Brewing the potion requires one day.

Item Creation Feat Required: Brew Potion.

TasLe 8—41: PoTioN Base Prices (By BRewEeR's CLass)

Spell Level  Clr, Drd, Wiz Sor Brd Pal, Rgr*
] 25 gp 25 gp 25 gp =
1 = 50gp 50 gp 100 gp 100.gp |
F 300 gp 400 gp 400 gp 400.gp
3 750 gp 800 gp 1050 gp IS0 gp
*Caster level is half class level, 4

Prices assume that the pation was made at the minimum caster

Level.




TaBLE 8—43: SCROLL BASE PRICES (B SCRIBER'S CLASS)

TABLE B—42: Base CosT To BREW A Pptlmj_':-ﬁ? :

Brewer's CLass) Spell Level  Clr, Drd, Wiz Sor Brd  Pal, Rgr® |
Spell 0 12gp5sp T2gpisp 12gpSsp =
Level Clr, Drd, Wiz Sor Brd Pal, Rgr b 25 ap 25 gp 50 gp slgp |

{ 12gp5sp 12 gp 5 sp 12gp5ap — | 2 150 zp. 200 gp 200 gp 200 gp
+1 XP +] XP +1 KP Lo 3 iligp 450 gp 535 gp 175 gp
=1 25 ap i5gp 50 gp 50gp | 4 700 ap B0O ap 1,000 gp 700 gp
| +2 XP +2 XP A4 ¥P +AXP | 5 1125 gp 1,250 gp 1625 gp =
z 150 gp 200 gp 200 gp 200 gp | o 1650 gp 1,800 gp 2,400 gp —
+12 XP +16.XF +16 XP P16 %P | 7 2.275ap  2450gp £ '
4 175 gp 450 gp. 525 gp 5 gp ! & 3,000 gp 1,200 gp — — |
+30 XP +36 XP +42 XP +30 XP g 3825 gp 4,050 gp = ="

*Caster level is half class [evel.
Prices assume that the scroll was made at the minimum caster level, |

*Cd‘: er level is half class |evel,
Costs assume that the creator makes the pation at the minimum

CREATING SCROLLS

The character needs o supply of choive writing materials, the cost
of which is subsumed in the cost for seribing the scroll—12.5 gp
per level of the spell times the level of the caster. All writing imple-
ments and mareriuls used o scribe a scroll must be fresh and
unused. The character must pay the full cost for scribing each spell
scroll ne matter how many times she previously has serdbed the
_same spell.

The creator must huve prepared the spell o be scribed {or must

know the spell, in the case of 1 sorcerer or bard) and must provide
|any. material components of focuses the spn::u requites, If casting
the spell would reduce the caster's XP total, she pays the costupon
beginming the scroll in addition to the XP cost for making the
seroll imself Tikewise, material components are consumed when
she begins wiiting, but focuses ace not LA foous used in scribing 2
sceell can be reused.) The act of writing miggers the prepared spell,
making it unavailable for casting until the characeer has rested and
regained spells. (Thar is, that spell slot is expended from her cur
rently prepared spells, just asif it had been cast.)

Seribing a scroll requines one day per each 1,000 ppvalue of the
(completed scroll,
|__Item Creation Feat Required; Scribe Scroll,

caster level, .
TaeLeE 8—4: Base CosT 1O ScriBE A SCROLL [BY
CREATING RINGS SCRIBER'S CLASS)
(To create a magic ring, a character needs a heat source. He also, | Spell
{needs a supply of materials, the most obvious being a ringorthel | Lewvel i, Drd, Wiz Sor Brd  Pal, Rgr* |
| pieces of the ring to be assembled. The cost for the materials is sub- | 0 Bgp2sphcp Gppl2spScp GaplspScp —
sumed in the cost for creating the ring. Ring costs are difficult 1o +1 XP _&1 XB. 41 XP |
formularize. Refer to the sidebar on page 243 and use the ring 1 12gp 5 sp 12.gp 5 sp 25 gp 2hgp
prices in this chapter as a guideline. Creating a ring costs hall the +1 KPP ] &F +d KPP =L &SP |
markar value listed. Z iS5 gp 100 gp 100 g, 100 gp
If spells are involved in the prerequisites for making the tnp, +6 XP +8 XP _+A XP ~f XF
the creator must have prepared the spells to be cast (or must knew 3 187 gp 5 5p 2i5gp 2Rl gpisp 187 gplisp |
(the spells, in the case of 4 sorcerer or bard) but need not provide +15 XP +18 XP =Z1LKE +15 %P |
fany matersl components or focuses the spells require, nor are any q 150 gp 400 gp 00 Egp Il gpn 4
| P costs inherent in a prerequisite spell incwimed in the creation of +28 XP 132 %P 40 XP +2EXP
ithe item, The act of working on the ring rriggers the prepared 5 562 gp.Ssp F5gp  Rl2gphsp — |
|spells, making them unavailable for casting during cach day of the 145 XP a0 XP +65 XP {
Leing’s creation. {That is; those spell slots ate expended from his cur- & 426 gp 900 gp 1,200 gp — |
eently prepared spells, just as if they had been cast.) +66 %P +72 XP 196 XP {
Creating some rings may entail other prerequisites bevond or 7 1 03kgpSsp 1,235 gn = —
pther than spellcasting. See the individual deseriprions on pages 91 XP +98 XP
192195 for details. £ 1,500 gp 1,600 gp o s
Forging a clng requires one day lor each 1,000 gp value of the 120 %P +128 ¥P
completed ring, 5 1912gphsp 2, 025 gp — —
Item Creation Feat Required: Forpe Ring, =133 XF 4162 XP.

wCaster lavel is half class leyel.
Costs assume that the creatar makes the scrall at the minimum
castar |evel, =

CREATING RODS

"The character needs 4 supply of mmn:rld].:., the most obwious being
# rod or the pieces of the rod to be assembled. The cost for the mate-
rials iz subsumed in the cost for creating the rod. Rod coses are dif-
ficult to L|:|1'm1||;11'i:'?. Hefer mo the sidebar on page 243 and use the
rod prices in this chapter as a guideline, Creating a rod costs half
the market value listed.

1f spells are invalved in the prerequisites for making the rod, the |
creator must have propared the spells 1o be cast {or must know the
spells, in the case of & sorcerer o band) but need not provide amy
material components or focuses the spells require, nor are any XF
cogts inherent in a prereguisite :ipi:].l ineurred in the creatlon of the
itermn, The act of working on the tod triggees the prepared spells,
making them unavailable for casting during each day of the rod’ |
eteation. (That is, those spell slots are expended from his currently |
prepared spells, justasif they had been cast )

Crearing same mods may entail other preveguisites. b:ypnd pr
ather than spellcasting. See the individual descriptions on pages

125199 fot depails,
Crafting & rod reguites one day [or each 1,000 gp value of the

Leompleted rad.

Item Creation Feat Required: Craft Rod,




CREATING STAFFS

The characrer needs a supply of materials, the most obvicus being

a staff or the pleces of the stall 1o be assembled. The cost for the

materials is subsumed in the cost for creading the staff—375 gp per

lewel of the highest-level spell tmes the level of the caster, plus 75%

of the value of the et most costly ability (281,25 gpper level of the |
1spell times the level of the caster), plus ene-half of the value of wny |
{other abilities (187.5 gp per level of the spell dmes the level of the |
{caster). To get the final price, the results can be modified by the DM |
by up o 20% based on the number and types of spells placed |
(togetherin the same staff Stalls aze always fully charged (50 charges)
iwhen created.

If desired, a spell can be placed into the staff ar only half the nor-
mal cost, but then activating that particular spell costs 2 charges
from the staff. A single function can cost no more than 2 charges.
The caster level of all spells in a seaff muse be the same.
| ‘The creator must have prepared the spells to be stored (or muse
Jenow the spell, in the case of a sorcerer or bard ; and must provide |

jany mateddal components or focuses the spells require. Fifty of cach |
I neaded component are n:quir{:u'. (pne for each chai'gi::l. I casting the |
spellswould reduce the casters XP toral, he pays the cost(multiplied
by 50) upon beginning the stall in addition to the XP cost for mak-
ing the saff itself, Likewise, material components are consumed
when he begins working, but focuses are not, (A focus used increat-
ina stalf can be reused.) The act of working on the staff triggers the
propared spells, making them unavailable for casting during each
|day of the staffs creation. (That is, those spell slots are expended
| from his currently prepared spells, justas i they had been cast)

Creating a few staffs mayv entail other prerequisites bevond

{spelleasting. See the individual deseriprions on pages 204206 for
;IlI: tails.

Cralting a staff requires one day for each 1,000 gp value of the

completed seaff,

Item Creation Feat Rn:i.ll:.i.t&d: Cralt Staft,

CREATING WANDS

The characrer needs a small supply ol materials, the mest obvious |
being a baron or the pieces of the wand to be assembled, The cost|
for the materials is subsumed o the cost for creating the wand—|
175 gp per level of the spell times the level of the caster. Wands age al- |
ways fully charged (30 charpes) when creared |
The creator must have prepared the spell o be stored (or maust
lenow the spell, in the case of 8 sorceger or bard ) and must provide
any marerial components or focuses the spell requires. Fifty of each
needed component are vequired, ong for cach charge. If casting the
spell would reduce the caster’s XP tatal, shi puys the cost (multiplied
by 500 upon beginning the wand in addition to the 3P cost [or malk-
Jing the wand irself. Likewise, materal compenents are consumed
{when she begins working, bue focuses are not. (A [ocus used in cre-
(ating awand cin he reuzed,} The act of working on the wand tigpers
the prepared spell, making it unavailable for casting during each day
devated o the wands creation. { Uhar is, that spcﬂ sloe 15 uxpl:nd:il
from her l’till'l'ﬂ'll'.l}’ prﬁ'pupd h‘pl.".u{g,_jLLlit as if it had been Eitst.:l
Crafting a wand requires one day per each 1,000 gp value of the
completed wand.
Item Creation Feat Required: Craft Wand.

TaBLE 8—45: WaND Base Prices (By CRAFTER'S CLASS)

Spell Level  Clr, Drd, Wiz Sor Brd __Pal, Rgr*
(¥] 375 gp 375 gp i75 gp =
1 750 pp 750 gp 1.500gp 1500 gp
2 4,500gp  6000gp  6000gp. GO gp
3 1,250 gp 13500 pp  15730gp 11,250 gp
! 4 21,000 pp. 24000 gp  30000pgn 201.000gp |
*Caster |evel s half class level
- Prices assume that the wand was made at the minimum caster lavel. |

iy Eg‘@ e .-f%?‘mh

TasLE 8-46: BaSE CosT o CRAFT A WAND (BY 25
CrAFTER'S CLASS) —
Spell ——
Level Clr Drd, Wiz_ Sor Brd  Pal, Rgr® |
o 187 gp5sp 187 gplisp 187 gplsp =
115.%P +15 %P +15 XP
1 323 gp. 325 gp 1,250gp 1,250 gp
+30 XP +10 XP =60 XP +60 %P
Z 2,250 ap 3,000 gp 3,000 gp 3,000 gp L]
+180 XP +240 ¥P 4240 XP 4240 XF |
| 5,625 gp 6,750 go 1875.gp.. 3625 pp
+45(0 Xp 540 KP +BA0XE 450 XE
4 10,500 gp 12,000 gp 15000 gp 10,500 gp_ |
=840 XP +960 XP elL20QXE. +B40XP |
*Caster level is half class level 4
Costs assume that the creatar makes the wand at the minimum |
| caster leval.
CREATING WONDROUS ITEMS |

: To create a 'l’u'DﬂIZI.Tﬂ-L[ﬁ 'iII:]TL, a l'_'J'I.EITH.{.'I:tI Ua'il.]].l.}' ]'ll:l:ljh some soit ﬂt-

equipment or tools (o worlo on the igem, She also needs asupply of,
materials, the most abvicus ]:lti,h[.', the {rem itsell or the pieces ﬂf,
theitem to be assembled. The eost [or the materials is subsumed in |
the cost for creating the item, Wondrous item costs are dilficult mw
formularize. Refer to the sidebar on page 243 and use the item

prices in this chapter as a puideline. Creating an item costs half the
market value listed, T |

If spells are dnvelved in the prerequisites [or making Ihl:lldm+

 the creator must have prepared the spells to be cast (pr must knmw_t

the spells, in the cage of o sorcerer or bard) bur need not provide
any marerial components or focnses the spells require, nor are any.
HP costs inherent ina prerequisite spell incurred in the creatio

the item, The acr of w-:ﬂ'king om the item triggers the .Pﬂ:pmﬂd
spells, making them unevailable for casting during each day ol the |
items creation, (That is, those spell slors are expended from his e
rently prepared spells, just as if they had been cast.)

Creating some items may entail cther prerequisices beyond or
other than spellcasting, See the individual descriptions beginning
on page 207 for details.

Crafting o wondrous item requires one day for each 1,000 gp
value of the -;:umpli:t-.:d ,iL-:.-m.

Ttem Creation Feat Required: Craft Wondrous ltem.

INTELLIGENT ITEM CREATION

To create an iitelligent item the, creators caster level must be ot ledst
t5ch, Time and creation cost are hased on the normal item creation
riiles, with tha marker price values on Table 831 Trem Incelligence,
Wisdom, Charsma, and Capabilities (page 228) treated as additions
to both time, gold piece cost, and X cost, Determine the teemd Tntels
lipence, Wisdom, and Charisma mandamly, as outlined on page 228
{though noability score may be higher than the creator’s scare in that |
abilirg), The irems alignmenr is the same as its creator’s. Dererming
other feanures randomly following the pridelines in the relevnt sec-
rions of this chaprer

ADDING NEW ABILITIES

A creator can add new magical abilities 1o 0 magic ftem with ng.
restrictions. The cost to do this is the same as iF the item was not
magical, Thus a+1 [ongawerd can be made into 2 +2 vorpal lengasasl,

swith the cost of crearion being equal to thar of o +2 vamal swant !

(minus the cost of 1 =1 sword, i _1

If the item is ane that takes up s specific space on a chareter
{see Limit on Magic Ttems Worn, page 176}, any additdonal power |

tadded to that frem doubles the cost. For example, if a chamcter !

sdds the power to conler invisibility to her +2 ying of protection, the

{cost of adding this ability is the same as for creating a ving of inulsi-

hlity mudeiplied by 2,



A d - T = k Scroll, 2rd-level spell {caster level 5-20) Caster level = 75 go |
p pe n IX' u l C Scroll, 4th-level spell (caster level T—=10) Caster level = 100 g |
R f T 1 Scroll, Sth-level spell (caster level 2-20) Caster level x 125 gp |
e e re n Ce a e S Scroll, Gth-level spell [caster lewel 17-20) Caster level =150 pa |
| Seroll, Mh-level spell (caster level 13-17) Caster level % 175 gp
Macic ITEmMs AND SPECIAL ITEMS OF UP TO ! | Scroll, Bthlevel spell (caster level 15) Caster level = 200 pp
3,000 cp MARKET PRICE |
\Weapons Market Price Wands Market Price
| Masterwork weapan Cost of ordinary weapan plus 300 gp_| ‘Wand, O-level 5p|—.‘|| [caster level 1-8] Caster level = 375 gp |
| Masterwork double weapon Cost of ordinary weapan plus 600 pp CWand, Vst-level spell {caster leval 1-4) Caster level < 750 gp |
| +1 weapon Cost ol ardinary weapon plus 1,300 gp |
| =1 double weapon Cost of ardinary weapon plus 2.600 gp Minor Wendrous ltems Market Price
L Silvered arrow;, balt, or bulles | zp town store (dull groy) 25 gp
Mesterwark armow, balt, ar bullet Tep Qs feather oken (aachor) slgp .
Silvered dagger 10 gp Everburning tarch Hep |
Sleep amow 132 gp Dunal’s feather token (tree) 100.gp
| Mighty composite shortbow (<1 3tr bonus) 150 gp Ol of imelessness Li0 gp
Mighty composite langhaw {+1 5tr bonus) Il ep | | Chral’s featker toker: {for) 00 gp |
| Mighty compoaite shorthow (=2 Str bonus) 5 gp | | Dyst of tracelessness 250 gp |
\Screaming bolt 57 gp | Craeal’s fenther token (hird) 100 gp
Mighty compasite langbaw {+2 Str banus) igp | Dunl's fentter taken {swan hoat) 450 gp
Mighty composite langhow [+3 5tr bonus) 400 gp Diust of iWusion 500 gp |
Mighty compaosite langbow [+4 Str bonus) SO0 g Mecklace of prayer beods (kisssing) 500 g
Javelin of lightning 751 gp Cuaanl’s featfier token (wrip) 300 zp
Slaping oo 2,782 gp Scarah, golembane (flesh) B0 g
Bag of tricks {gray) ool zp
|Armor and Shields Market Price Dust of drpness 200 gp |
| Masterwark arrmor ar shield Costaf ardinary armor or shield | Ol of slippeniness 900 g |
| plus 150 gp Brecers of nrrror (1) 1,000 gp |
L +1 armor or shiald Cost of ordinary armor or shield plus 1,150 gp Cloak of resistancs [11) 1,000 gp_ |
| Darkwond shield 257 gp Eyes of the gagle 1000 gp |
Mithral largs shield 1,020 gp Coggles of mimites saeing. 1,000 g0 |
Wiithral shirt 1,100 go Hand af the mage 1,000 gp |
Adamantine shield 2170 gp Pearl of power | Tat-leve! spell) 1,000 gp
Spined shield 2670 pn Phylactery of faithfilness L0 gp
Scarab, golembane (tlay) 1,000 gp
Potians farket Price Stone of alarm 1,000 gp
Potian, O-level spell (caster level 1-20) Caster level = 25 pp | Pipes of the sewers 1,150 gp
Potion, 1st-level spell (caster level 1-2{) Caster lgvel = .50 gp. | Scorab, golepnbane fitang) 1,200 gp
Potian, Znd-level spell [caster level 3-20) Caster level = 100 gp | Broovch of stiglding 1.500 gp
Pation, 3rd-level spell [casger level 5-20) Caster level = 150 gp | Scamb, golembone {imn) 1,600 gn
Pation af hiding 150 gp Mecklace of firebails (Type 0) 1.650 gp
Pation af love 150 gp Pipes of sounding 1,800 gp
Pation of sneaking 150 gp Quiver of Eklerng 1.800 gp
Pation of swimming 150 gp Searab, golembane (flest ond clay) 1,800 gp
Patian of vision 150 gp Horseshogs of speed 1,300 gp
Potign of Charisma 300 gp Amulet of potural ammor (<7} 2,000 gp
PBatian of Intelligence 100 gp Bead of force 2,000 gp
| Botian of Wisdam I gp Baots of elvenkind 2,000 gp
Potign of glitmess 50 gp Cloer of elvenkind 2,000 gp
\Pation af tnith 500 gp Hat of disguize 2,000 gn
Patian of fire breath 9 gp Heward's handy haversack 2,000 gp
Pation af haroizm ald gp Hornaf fog 2,000 gp
Sitppers of spider chimbing 2,000 gp
Rings Market Price Universa! salvent 2,000 gp
Ring af climbing 2,000 gp Vst of escape 2,000 gp
Ring of jumping 2,000 gp Dust of oppearance 2100 ap |
fing of protection +1 2,000 ap Giave of staring 2,200 gp
Ring of warmth 2,100 gp Soversigr glus 2400 8p |
Ring aof feather falling 2,200 gp Bag of holding (Bag 1) 2500 gp |
| Ririg af switnming 2,300 zp \Boots of striding ard sponglhig 2,300 2p |
| Ririg of sustenance 2,500 gp Fools of the wintetlands 2,500 gp |
1 Camdle of trith 2500 gp |
|Serolls Market Prico | Searab, golermbang (ary goler] 2,500 go
| Scrall, D-leve! spell (caster level 1-20) Caster level % 12 gp S sp | Helm of comprehending languages and reading magic 2,600 gp
Scrall, 1st-level spell {caster level 120 Caster level = 25 gp | | Mecklace of fireballs (Type 1) 2,10 gp

Scrall. 2nd:level spell (caster level 3-20) Caster level x 50 gp | Bag of bricks (rust) 3,000 gp
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MAGIC ITEMS AND SPECIAL ITEMS OF UP TO.

3,000 cp MARKET PRICE [CONT.)
Chirre af apening
Horseshoes of o zephiyr

Cursed Itemns
| tncense of obsession
LAing of clurmsimess .
| Amiilet of inescapable location
\Stone af welght
| Bracers of deferielessriess
| Cantiets af fumbling
|=2 swaord, cursed

Armror of mge

Medallion of thought projection

ALPHABETICAL LISTING OF STANDARD WEAPONS

Weapon [Size]

Arrows (20]*

Aue, ore double [Large]

Ao, throwing [Small]
Battieaxe [Medium-size]

Bolts, crosshow (10)%

Balts, repeating crosshow (5]
| Bullets, sling (10}

[Chain, spiked*T [Largs]

Club [Medium-size]

| Crossbow hand® [Tiny]
Crosshow, heawy® [Medium-size|
Crossbow, light™ [Small]
Crossbow, repeating™ |Medium-size]
Dagger* [Tiny]

Dragger, punching [Tiny]

Drart [Small]

Falchion |Large]

Flail, dire* [Large]

Flail, heavy™ [Large|

Flail, light* [Medium-size]
Geuntlet [unarmed)

Gauntlet, spiked™ [Tiny]
Glaive*t [Large]

Greataxe [Largs)|

Creatclub [Large]

Greatswerd [Large]
Guisarme* T [Large]
 Halberd** [Large]

Halfzpear® [Medium-size]

Hammer, gname hoeked [Medium-size]

Hamrmer, light [Small]
Handaxe [Small]

Javalin [Medium-size]

Kama* [Small]

Karma, halfiing® [Tiny]

bk [Tiny]

Larce, heavy* | [Medium-size]
Larcce, light® [Srmall]
Longbow™ [Large]

Longbow, caomposite® [Large]
Langspear*{* [Large]
Langsword |Medium-size|
Mace, heavy |Medivm-size|
Mace, light [Small|
Morningstar [Medium-size]
Met* [Medium-size|
Munchaku* [Small]

e R s v
i £

3 5

.!'.clm HII
3,000 gp
Market Price
200 gpy
SO0 gpl
1.000 gpl
1.000 gpy
1,200 gl
1,300 gp
1,500 gp
1,600 g
1,800 gp
Category Cost
1ep
Funtic melee &0 gp
Martial meles fgp
hartial melee 10 gp
== 1gp
= 1gp
=3 '| 5p
Exntic meles 25 gp
Simple meles
Exatic ranged 100 gp
Simple ranged 50 pp
Simple ranged 35 gp
Exotic ranged 250 gp
Simple melee lgp
Simple melze 1gp
Simple ranged Ssp
Martial meles 75 pp
Exatic meles an gp
Martial melee 15 gp
Martial meles Rep
Simple meles igp
simple meles 5ep
Martial rmelee Lap
Martial rmeles 20 gp
Martial meles 5 ap
tartial meles 50 gp
Martial rrelee Qgp
Martial melee 10gp
Simple meles 1ap
Exatic meles 20 gp
Martial rmelee 1gp
Martial melee bap
Simple ranged 1gp
Exatic melee igp
Exatic meles ipp
Exotic meles 8 gp
Martial melee 10 gp
Wartial meles f gp
Martial ranged 75 ap
Martial ranged 700 gp
Martial melee 5gp
Martial melea 15 gp
Simple meles 12 gp
Simple melee 5 gp
Simple melee Bep
Exotic ranged Wgp
Exotic meles 2pp

0 gp.
0 gp.
00 gpy

Price
TEp
Zge

10 gp

20gp,
20gp

23 gpl

10 gp

s0gp

algp!

r. ’ . i B
FI B = h“'%r 'bt:. o B
Speur, cursed_dockbiter 2.0
Fleask af s 2.1
Dt of sngezing and athoking 2.4
Special Substances and Items harket
TJindertwig
\Sunrod
Acid (flask) -
Alchemizt's fire (Tlask)
samokestick
Hely wates (Aask)
Thunderstone
Antitauin [vial)
Tanglefaat hapg
Range
Damage Critical Increment  ‘Weight Type
- - - 3 |k,
1dE/1da %3 — 25 b, Slashing
1d6 i 10 fi, 4 b, Slashing
148 w3 = 71k Slashing
— _— = 1lb. -
— — — 1k —
— — — 5 |k,
2dd w3 — 15 1. Piercing
Tde il 14 1, 3|k Bludgeaning
Td4 19-20/%2  30f, 3 I, Piercing
1d10 19-20/%2 120 f 9 1b. Piercing
Id& 19-20/x2 80 f; (= Piercing
1d& 19-20/x32 20 R, 16 Ib. Piercing
Td4 19202 10 fi. 1 lb. Piercing
1d4 *3 — 2 Ib. Piercing
Id4 W 0 i 112 1b Piercing
2dd 18-20/%2 = 16 b, Slashing
1d8/1d8 ¥ - 20 Ik, Bludgeaning
1d10 15-20/=2 — 20 1b. Bludgeaning
1d8 % 51k Bludgeaning
* * - 2 |b. Bludgeoning
Toid o 2 b, Piercing
1d10 %3 — 15 Ib. Slashing
1d12 b | 20 |b. Slashing
1o 7 — 10 b Bludgeaning
206 192002 — 15 b Slashing
2d4 %3 - 151 Slashing
din 53 - 15 |h. Piercing and slashing
1dE %3 20 ft. 3 lb, Piercing
Tel& 1 d4 3l - 6|k, Bludgeaning and piercing
Teld 3 20 ft 2 b, Bludgeoning
1dé *3 5 Ib, Slashing
1d& 3 0 ft. 21b. Piefeing
1d6 ®i — 21k, Slashing
1d4 wi — 1 ik, Slashing
1d4 18-20 =2 — ilb. Slashing
148 wd 10 1b. Piercing
Td& x3 - 5 1k, Piercing
18 %3 100 ft 3 b, Piercing
Tel& w3 110 ft 3, Piercing
148 E — 0 b, Piencing
1d8 18242 — 4 b, Slashing
1dd wd — 12 1b. Bludgecning
1d6 wd f Ib. Bludgeoning
148 e 8 lb.  Bludgeoning and piercing
bl * 10 ft.* 10 k. #
1d6 =2 2 b Bludgeoning
e Aty A *?‘ﬁ W -
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ALPHABETICAL LISTING OF STANDARD WEAPONS (CONT.)

Weapaon [Size]
Munchaku, halfling® [Tiny]
Pick, heawvy* [Medium-size|
Pick, light= |[Small]
Quarterstaff= [Large]
Ranseur*} [Largs]
Rapler” [Medium-size]
5:||;| iSrh..i"]
Scimitar [Megdium-size]
Scythe [Large]

| Shortbow® [Medium-size]
Shartbow, composite® [Mediurm-size
Shartspear® [Large]
Shuriken= [Tiny]
Srangham?® [Srmall]
Siangham, halfling* [Tiny]
Sickle [Small|
Sling [Small]
Strike, unarrmed (Medium-size being)
Strike, unarmed (Small being)
Eward, bastard® [Medium-size]
Sword, short [Small]
Sword, twa-bladed= [Large|
Trident® [Medium:-size]

| Lirgrash, dwarven®" [Large]

| Weraxe, dwarven® [Medium-size]

| Marhammer [Medium-size]

| Whip* [Small]

Category
Exotic melee
Martial melee
Martial rmeles
Simple melee
Martial meles
Martial melee
Martial melee
Martial meles
Martial meles
Martial ranged
Martial ranged
Simple meles
Exctic ranged
Exctic melee
Exotic meles
Simple meles
Simple ranged
Simple melse
Simple melse
Exotic malee
Partial rmelse
Exotic melee
Martial melee
Exotic melee
Exotic meles
Martial melee
Exotic ranged

| *%pe the description of this weapon for special riles.

TReach weapon.

Cost
2gp
Eap
4 gp

10 gp

20 gp
1gp
15gp

18 gp

ibegp

TS5 gp
2gp
1gp
igp
1gp
Ggp

35 gp
10gp
100 gp
ligp
Sdgp
0 gp
12gp
1gp

iThe weapan deals subdual damage rather than normal damage

CREMADELIKE WEAPONS

——Damage ——  Range
Weapon Cost Direct Hit_Splash Increment Weight
hcid {flask) 1dé 1 pl 106, 1141k,
dlchemist's fire (flask) 20 gp 1d& 1 pt 10 f. 1141k
Holy water [flask) 2d4 | pt 108 11/4dk.,
Tanglefoct bag 5bgp _Entangles — 14 £, 4|k,
Thunderstane 30 gp Sonic attack — 20 ft. I b,

Damage Critieal
T4 %2
1de wd
1d4 wd

1d&} dé %2
Zd4 x4
1d6 182002
g w2
1dé 18202
2d4 wd
1d& =3
1da 3
1d& =3

1 wd
1da w2
Td4 ol
1d6 ¥
104 w2
1d3 %2
1d2§ x2
Td10 T9-20«2
1d6 19-20/=1

1dB8/1d8  19-20/x2
148 #32

1d8)1d6 3
1410 %3
1d8 3
1d2§ "

Range
InErement

15 fr.*

Weight
116,
& b,
4|h
4 |h.

15 |k
3 b,
b,
4 b

12 Ik,
2 b,
2 b,
5 b,

170 1k,
11k
1 k.
3 |h,
0lb

10 |b.
3 b,
0 k.
5 |b.
15 |o.
15 |b.
g |b.
2l

Type
Bludgeaning
Piercing
Piercing
Bludgeoning
Piercing
Piercing
Bludgeoning |

Piercing and slashing
Piercing
Piercing
Piercing
Piercing
Piercing
Piercing
Slashing

Bludgeoning
Bluggeoning
Bludgeoning

Slashing
Fiercing
Slashing
Piercing
Slashing and piercing |

Slashing

Slashing
Bludgeoning
Slashing

*f you use a ready action to sot this weapon againsta charge,
you deal double damape if you scare a hit against 2
charging character

SIEGE ENGINES

ALPHARETICAL LISTING OF STANDARD ARMOR FOR MEDIUM-51ZE CREATURES

Armaor [Category] Cost
Armor spikes L0 gp
Banded rmail [Heawy] 250 gp
(Breastplate [Medium] 200 gp
| Buckler 15 gp
| Chain shirt [Light] 100 gp
| Chainmail |Medium] 150 gp
|Full plate [Heawy] 1,500 gp
Cauntlat, lacked Bgp
Half-glate [Heawy| 600 gp
Hide armor [Medium] 15 gp
Leather armor |Light] 10 gp
Padded armor [Light] 3gp
Scale mall [Medium] 50 ap
Shield spiles +10 gp
Shield, large. steel 20 gzp
Shield, large, woaden fap
thield, small, steel 9gp
Shield. small, wooden Igp
Shield, tower 3 gp
Splint mianl [Heawy] 200 gp
Studded leather armor [Light] 25 gp

5 N

Armor Maximum
Bonus Dex Bonus

+& +1
+5 +3
i1

+4 +4
+5 2
+8 i1
+7 +0
3 14
V2 +&
=1 +5&
—i +3
=2

" —
+1

#1

i

+h _u
3 +5

R e el B

Item Cost
Catapult, heavy 200 gp 5d6
Catapult, light 550 gp ide
Ballista 500 zp 1dg
Ram 2000 zp 4df
Armar Arcane
Check Penalty Spell Failure

—B 5%

4 25%

=3 5%

-2 20%

5 0%

= 155

Special —

7 40%;

e 20%

o 103

o 5%

-a 25%

2 15%

-2 15%

=) 3%

-1 596

=10 S0

- 4%

=] | 36

Damage Critical Range Increment  Crew

— 200, i
['ll!:ICI rI rnirlirr'lur"ﬂ':;

— 1304t z
(100 ft. minimum)

*3 120 1
x3 — 14
— Spead —— !
(30 ft.) {20 ft) Weight

— +10 1h,!
20 ft. 15t 35 lb.
0 ft. 15 ft. 30 b,
= 5k
30 ft. 20 ft. 25 |b.
20 ft. 15 ft, 40 |b
20 ft. 15 ft. 50 [
— — 3 b,
20 ft. 154 50 |b.
20 ft. 15/ 25 h.
30 ft, 20 f. 15 b,
0 ft. 20, 10 b
20 fi. 15 ft. 30 |b.
— — =5 lb.
— — 15 Ib.
— 10 |k
— - 61k,
- 5.1b.
o 45 |b.
20 ft, 155 45 |b,
10 fi. 20 fi, 20 b
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AND SERYICES
Item
Alehemist's labg
Mle

GJ.”L'ITI
Mug
Artisan's outfit
Artisan's toalst
LArhsan's tools,
masterwork]

| Backpack {empty)
| Banguet [per person)

Barding

Cost
00 gp

2sp
4cp
1gp
3 EP
23gp

igp
10 ap

Medium-size creature =2

Large creature x4
Barrel {empty) Zgp
Basker [ernpty) 4s5p
Bedroll 1s5p
Bell | zp
Bit and .‘:lrie”l: igp
Blanket, winter Sap
Block and tackle Sep
Battle, wine, glass 2En
Bread, per loaf 2ep
Bucket (empty) 5EpR
Caltraps 1gp
Candle lep
Canvas [sg, vd.) l.sp
Cart 15 gp
Case, mag or.scroll 1 gp
Castle 500,000 go
Castle, huge 1,000,000 gp
Ci'lailll:"“:lft.] id BP
Chall, 1 piece lcp
Cheese, hunk of | sp
Chest [emply) lap
Chicken 2ep
Cinnamon i 2R
Cleric's vestmenta agp

| Climber's, kit B0ap
[ Cloves 15 g
LCeld weather outht Bap
t Copper isp
L Courtier's outfit Wep
Cow 10gp
Crawhbar 1pp
Disguise kit 50 up
Dog i5gp
Drog, riding 150 gp
Donkey or mule & gp
Entertainer's outft igp
Explorer's oulfil 10gp
Feed [per day) acp
| Flrewood (por day) lcp
| Fishhool 1.5p
| Fishing net, 25.sq. ft. 4 gp
| Flask lcp
Flint 8nd steel | gp
Flaur Zcp
Galley 30,000 gp
Ginger 2gp
Goat 1ep
Gald 50 ga
Grappling hook 1gp
Hammer Ssp
Healer's kit 50 gp

Weight

40

[k

&k,

1

4 b1
Ib.
Ib..

5
5

2 bt

k.

T |

_M+_
i

= o=

=

Hally and mistletoe -

Holy symbal, wooden 1 gp
Holy symbol, silver 25 gp
Herse
Herse, heavy 200 gp
Herse, light 75 gp
Pany 0 gp
Warhorse, heavy 400 gp
Warhorse, light 150 gp
Warpany 100 gp
Hourglass 23 gp
| House, grand 5000 gp
Houses, simple 1,200 gp
Ink (1 oz vial) & gp
Inkpen | sp
Inn stay (per dayli
Cocd Zgp
Camrman 5 sp
Por 25p
Iran 1sp
g, clay icp
L Keelboat 3000 gp
| Keep 150,000 gp
L Ladder, 10-foot Scp
| Lamp, cemmon | =p
| Lantern, bullseyve 12 ap
. Lantern, hooded Tgp
Linen (sg. yard) 4 zp
Lock
Very simple 2 gp
Average 40 g
Caod 80 gp
Amazing 150 gp
Lengship 10000 gp
| Magnifying glassg 100 g
| Manacles 15 zp
| Manacles, masterwork 50 gp
Mansion 100,00 op
Meals (per day):
Cood Sap
Commen isp
Paar 1 sp
Meat, chunk of isp
Mirror, small spesl 10gp
Mozt with bridge 50,000 gp
Monk's outfit igp
Mugitankard, clay Zep

Musical instrument, 5gp
common
Musical instrument, 100 gp
rmasterwork
Mable's outht 75 gp
Car 1lgp
Qil [1-pint flask) 1sp
Ox 13 gp
Paper {sheet) 4 5p
Parchrment {sheet) Zsp
Peasant’'s autfit 1sp
Pepoer 2gp
Fick, miner's Igp
Fig 3 gn
Pitcher, clay 2cm
Filon | sp
Pole, 10-foot 2sp
Fot, iron 5 sp
Pouch, bl 1en
Ram, pertable 18 gp

1 1b.

1lb.

1 1k

11k,
11k,

21b..

21b,

12 Ib.
172 Ib.

21bt
11b,
1ibt

3T

10 bt

1 Ib.

%
*
2 It
1 |h.
10 k.

5 b,
1/2 Ib.
Blh
10 1k
]ibi
20 |b.

o

Ratians, trail (per day)  5sp
Rope, hemp (50 fi) 1gp
Rope, sitk (50 ft.) 10 gp
Aowhbaoat 50 gp
Royal outfit 200 gp
| Sack (empty) 1sp
| Saddle
hlilitary 0 gp
Pack Sgp
Riding I0gp
Saddle, Exatic
Military 60 gp
Pack 15 gp
Riding il gp
Saddlebags &gp
. Saffron 15 ap
Sailing ship 10,000 gp
Salt 5 gp
Scale, merchant'sg Zgp
Schalar's cutil g ol
Sealing wax 1 gp
Sewing needle §3p
Sheep Zep
Siege tower 1.000 gp
Signal whistla Bsp
Signet ring} 5 gp
Silk (2 sq. yards) 20 gp
Silver 5 Ep
Sled 20 gp
Sladge 1 go
| Soap [per b 53p
| 5padt‘ or shavel 1gp
| Spell component Sgp
pouch
Spelibook, wizard's 15 gp
thlank)
Spyplass 1,000 gp
Stabling (per day) 5sp
Tea leaves &g
Temt 10 gp
Thieves’ toals 30 gp
| Thieves' toals, 100 gp
masiErwnrk
[obacco 5sp
Torch 1ep
Teswet 50,000 gp
Traveler's oulfil | gp
Yial, ink or poticn 1 gp
Wagon 35 pp
| Warship 25,000 gp
Water clacks 1,000 gp
Waterskin | gp
Wheat lcp
Whetstone Zcp
Wine
Comman (pitcher) Zsp
Fine [bottla) 10gp

*Mao weight worth noting.

1 b

&b,
1121k

**Ten of these items together weigh 1 pound |
TThese ilems weigh one-quarter this |
amaount when made for Small characters
Containers for Small characters also c1rr‘1

ene-quarter the narmeal amaint.

Thee description,
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FUNDAMENTAL AcTIONS IN COMBAT . Abtack of
_ Attack of Standard Actions Opportunity™
Attack Actions Move _Opportunity= Ready {triggers a partial action) Mo ]
Attack [meles) Yes Mo Dsmiss & spell Mo
Attack [ranged) Yes fes LAid another Mo
Attack (unarmed) Yes Maybe | Bl rush {charge) Mo
Charge speed X2 [speciaf) T Mo | Bull rush {attack) Mo
| _Full attack 5-ft. step Me Change form (shapeshifter) Mo
| Use touch spell en self Mo
. Magic Actlons L Escape a grapole Ma
Cast a spell |ssue command to animared rope Mo
! 1-actian spell Yes Yes Dwerrun [charge) Mo
Full-round spell 5-ft. step Yes Heal a dyirg friend Yes
Concentrate to maintain Yes Ma Light & torch with a tindertwig Yes
Activate magic item Yes iyl Ise a skill that takes 1 action Lizualky
Use special ahility Rebuke undead (use special ability) Ma
Use zpeall-like ability U sually*= Y | Turn undead [(use special ability) Ma
} Use supernatural ability Usuallyt= Ma | | Strike a weapon (attack) Yeg
Use pxtragrdinary ability1q Lisually*= M ! | Strike an object (attack) Maybett
I I | Tedal deferze Mo
Movement-Only Actions Voluntarily lower ane's awn spell resistance Ma
Double move speed =2 hdaybe Dirink a potion Yas
Rur speed x4 s Apply an ail e
*Regardless of the action, if you meove within or out of a threatened Activate 3 power of an intelligent itzm Me
area, you ustally provoke an attack of apportunity. This column
indicates whether the actian itself, not moving, provokes an attack Full-Round Actions
of opportunity Climb [sne-hall your speed) Ma
i ou can maove unless the action is defined as a full-round acticn, in | Use a skill that tzkes 1 round Uswially
| which case you normally get a 5-foot step. Coup da grace Yes ]
. iau can move up to twice your nasmal speed, but only before the Light = torch Yes |
L attack, not after, You must mave at |east 10 feel, and the entire Change farm (palymoroh szl g |
| move must bein a straight line. Edtinguish flames marually Ma
i Most Exlraordrhar}' abilities aren't aclicns, This 2pplies oo those Load a heavy crossbow Yeg
L that dre Load a repedting crosshaw Yes
Lack ar unleek weapon in locked gauntlet Yes
MiSCELLANEOUS ACTIONS Prepare to throw ol ¥es
Attack of Throw a two-handed weapon with ene hand Yes
Mo Action Opportunity™ | Lise touch spell on up to six friends Yes
Delay M 1 Refocus {no move) Mo
Escape from & net, ertangle spell, Yes
Free Actions Otiluke's freezmg sphere, Bl
Cast & quickened spell or feather jull spell M Administer a potion ar oil 1o an uncenscious creature Yas
Crase concentration an a spell M
Prepare spell components lo casta spell™* Mo Action Type Yaries
Change form [shapechange) Me Dizarm:t Yes
Drop an item Mo Grappledl es
Drop ta the floor Mo Trip &h appanents M
. Speak Mo Use featit Varies
| Make Spellcraft check on counters pell attem pt M
Liake Listen check to find invisible creature Mo *Regardless of the aclion, if vou moue within or out of & threatened
| area, you wsually provoke an attack of ppporiunity. This column
Mave-Equivalent Actions indigates whether the action itself {nol the moving) provokes an
Climb {one-quarter your speed) Ma attack of opporunity,
Draw a weapont Mo **Unless the campenent is 4n extiemely large or awkward item
Sheathe a weapan es [Cha's call).
Ready a shieldf Mo Tl you have a base attack bonus of +1 or higher, vou can combine
Laose a shield | Mo ane of these actions with a regular mave, Ifyau have the Teo-
Qpen a door Mo Weapon Fighting feat, you can draw two light or ore-handed
Pick up an item Yas weapans jnthe time it would normelly take vau to draw one, |
, Retrieve a sfored item Yes T1if the abject is being held, carried, or wern by a creature, yes, |f
| Mowve & heavy abject Yes nok. na. 4
{atand up frem prone Mo 1 These attack forms substitute for 8 melee attack, not an action. As)
L load & hand crossbow or a light crosshow Yes melee attacks, they can be used ance in an attack ar charge actian]
i Lontrol a frightenad maun Tes ene or mare times in a full attack action, or even as an attack of
, Mount a horse or dismount Ne oppordunity,

| &4 The description of a_feat defines jts effect
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ParTiAL ACTIONS Base Save anD Base AtTack BonusEs d
Attack of Aristocrat, |
Attack Partial Actions Move Cpportunity= Expert, Adept, 1
Attack {meles] 5-ft. step Ma Warrior, Fighter, Cleric, Druid, Commuongt,
Attack {ranged) 5-ft. step Yes | Base  Barbarian, Paladin, Rogue, Bard, Wizard, ot
Attack {unarmed) 5-ft. step haybe i . Class Sawve or Ranger Base or Monk Base Sorcersr Base
Partial charge Yos (spocial) | Ma i \Level Bonus Attack Benus Attack Bonus  Altack Bonus
L ] 1 a2 4l A 0
. Magic Partlal Actions | 2 t0i+3  +2 +1 | i
Cast aspellt =1, step Yes 3 +1+3  +3 +2 ¢ i
Activate magic item 5-ft. step Mayhbe 2 +1/+4  +4 +3 +2 }
Ise specizl abilityt 5-ft. step haybe 5 +1 /=4 45 +3 +2
Cancentrate to maintain.a spell 5-ft. step Ma i +2/+5  +6/+1 +4 +3
Dismiss a spel| 5-ft. step Ma 7 +2+5 +7j+2 +5 i3 i
g +2+6  +&/+3 +68/+1 o
Movement-Cmnly Partial Actions g +3)-6  +9/+4 +6/+1 +4
Single moye ‘fag Mo 10 +3/+7  +10/+5 +7 42 +5
Partial run na es | g 11 +3)=T 11461 +8/+3 +3
! ) | 1 12 +hi+8 120742 +9,+4 +61+]1
| Mizcellaneous Partial Actions™™ 5-ft. step Maybe ) 1 13 /=8 +13)+8/+3 19714 +G/+1
| 14 +4(+8 1449 44 +10/=5 1762
Special Partial Action 15 548 +15 041045 +11 =61 1742
Start full-round action Mo Maybe 16 +5/410 +16/+11/+6/+] +12{+71=2 t8/+3
wRegardiess of the actisn, if you move within or aut of 2 threatened 17 #5410 1712 )7 /+2 +12/£71=2 t8/+3
area, you usually provoke an attack of opportunity, This column 18 +6/+11 +18/=13)=8/+3 +13/+8/=-3 +9+4
indicates whether the action itself [not the moving) provokes an 19 +6/411 +19/=14/+5/+4 +14,/+8 =4 +9)+4
attack of opportunin. 20 +6/+12 +20/+15,<10/+5 +15/410045 10 =5 !
|__TYou must move in a straight line before attacking and must mave | _+
at least 10 feer, ExPERIENCE AMD LEVEL-DEPENDENT BENEFITS 4
| _Zlinless doing s0is & full-round actian, inwhich case yau could Class Cross-Class i
start a full-round action and then finish [t the next round with a Character Skill Max Skill Max Ability
cast a spell action. Spells that take langer than 1 full reund to cast Level XP_ Ranks Ranks Feats  Increases
i lake twice as long to casl 1 ¥ 4 2 | st — |
L **Those actions on Table 8—4: Miscellaneous Actions defined a= 2 1,000 5 2172 - -
standard or move-equivalent actions. Most allow a S-foot step, 3 3,000 fi 3 nd —
theugh actions that are varant charge actions follow the move 4 6,000 7 11/2 — 15t
for partial charge. g 10,000 ] 4 — —
6 15,040 9 41/2 ird —
7 21,000 10 3 —

ATTACK ROoLL MODIFIERS i ] 28,000 11 5142 - 2nd
Circumstance Melee Ranged | ] 36,000 12 B ith -
Attacker flanking defender® 2 -- 11 45 000 13 6142 — —
Mttacker an higher ground +1 +0 11 55,000 14 7 -
Attacker prone 4 ¥ 12 66,000 15 712 5th 3rd
Attacker invisible L2 i 13 8,000 16 ] i ==
Defender sitting or kneeling 2 z T4 91,000 17 E1/2 — -
Defender prone 14 4 15 105,000 18 q fith =

_Defender stunned, cowering, or off balance 427 +2t 16 120,000 18 91,2 — dth
| Defender elimbing (cannat use shisld) 12T r2t hirs 136,000 20 10 — =
| Defender surprised or flat-footed ik vl 18 153,000 21 10172 7th —
Defender running HOT rid 19 171,000 12 11 - —
Defender grappling (attacker not) +07 05T 20 150,000 23 11.1/2 — Sth
Defender pinned P 41
Defender has cover ——— See Cover Access To SPELLS [By CLAss LEVEL)
Defender concealed or invisible See Concealrment Spell Clr, Drd, Wiz Sor Brd Pal, Rgr  Adp
Crefender helpless See Helpless Defenders Level  Level Level Leval* Level* Leyval®
(such as paralyzed, sleeping, or bound) "] 1 | | — ]
*You Aank a defender when you have an ally or lhe oppasite side of 1 1 | 2 4 1
the defender threatering him, Rogues can sneak altack defenders 2 . it 4 4 8 . S
that they flank. 3 b [ 7 1 B
EMpsl ranged weapons can't be used while the attacker |5 prone, but 4 i 1 10 14 12 i
| yau can use a crossbow while prone. 5 9 10 13 16 =L
| 1The defender |oses any Dexterity bonus ta AC, LB 11 12 16 — L
L1 Roll randomly to see which grappling combatant yow strike. That ¥ 13 |2 — — - !
defender |oses any Dexterty bonus to AC, L8 15 I8 - — —
- 17 18 =i =

*Provided character has bonus spells.
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Si1ZE AND AC oF OBJECTS EXAMPLE OPPOSED CHECKS

AC Modifier

Size (Example) AC Modifier Size (Example). Opposing Skill |
Colossal (broad side A Medium-size (barrel +0 Task Skill (Key Ability]  (Key Ability)
ofa barn) Small [chatr) +1 Sneak up behind somecne Move Sllently {Dew) Listen [Wis)

Gigantic [narrow side 4 Tiny. (teme) +1 | Consomeone Bluff {Cha) Sense hMaotive (Wis)

of a barn) Diminutive {scrofl) +4 | Hide Trarn sameane Hide {Dex) Spot (Wis)

Huge [wagon) -2 Fine [potion in & vizl) +}l} L Tie & prisaner securely Use Rope (Dex) Escape Artist {Dex)
\Large (Big deot) = Win a harseiace Ride {Dex) Ride {Dex)

Pass as sameane else Disguise (Cha) Spot (Wis)
i L Steal a coin pauch Pick Pockets {Dex)  Spat (Wis)
SUBSTANCE HARDMNESS AND HIT POINTS | Create a false map Forgery (Int} Forgery (1nt)
|Substance Hardness Hit Peints
\Paper i 2/inch of thickness

Rope 2/inch of thickness ExampLE Door DCs

Class 1 1/inch of thickness D Door

lee ] 1/inch of thickness 10or lower A door just about anyone can bash cpen. =
ood § 10/inch af thickness 1111015 A door that a streng persan could bash with one ry
(Stone 2 15/inch af thickness | and an average persan might bash with one try.
(lron 10 30finch af thickness 113 Typical DC for a simple weoden door &
| Mithral 15 30/inch of thickness L6 Le 20 A door that almest anyone could bash, given time,
Adamantite 20 alfinch of thickness | 18 Typical DC fora good wooden door.

27 ta 25 A daar that enly a strong or verystrang person hasa
hope of bashing, and probably net on the ficst try,
CoMMON WEAPOMN AND SHIELD 23 Typical DC fora strongwaaden daar
HarbnESS AND HIT POINTSE 5 Typical DT for an iron-barred woaden door.

Weapon Example Hardness HP 26 or higher A door that only an exceptianally strong person has a
Tiny blade Dagger 10 1 hope of bashing.
|Small blade Shark swerd 10 2 128 lypical DC for an iron door, —
| Medium-size blade Longswaord 10 L] =5 Hold portal {increases OC by 3).
iLarpe blade Creatsword 10 14 +10% Arcane lock [increases DC by 10},
|Small metal-hafted weapan Light mace 10 14a *=Mol cumulative; if both apply, use the larger number,
Medium-size metal-hafted weapon Heavy mace (L} 5
Emall hafted weapon Handaxe 5 z
Medium-size hafted weapon Battleane 5 5 SkiLLs THAT CanN BE UsED UNTRAINED

Large hafted weapaon Creataxe 5 10 Skill Ability Skill Ability

Huge club Cgre's club L1 B4 Appraise Int Intimidate Cha

Buckler 10 5 Balance Dy Jurmp Str=

Small woaden shield — 5 14 Bluff Cha Listeh Wis

Large wooden shield 5 15 Climb k7 il Muve Silently Dex

Small steel shield 10 18, Concentration Con Perfarm Cha

Large steel shield — 14 20 Craft Tal s Ride Dex

Tower shield =— 5 0 Diplomacy Cha Scry Int

Disguise Cha Search It
Escape Artist Diex* Sense Motive Wis
OCs 7o BREAK OR BURST ITEMS Fargery Int Spat Wis

Strength Check to: DC Cather Information Cha Swirm Str

Break down simple doar 13 Bend iran bars 24 Heal Wis Lize Rope Drex
\Break down good door 18 Brezk down barred daar 25 Hide Dax* ‘Wilderness Lare Wi
‘Ereak down strong door 23 Burst chain bonds 26 “The PC's armaor check penalty, il any, also applies,

[Burst rope bonds 23 Rreak down iron door 28
LIGHT SOURCES
OpjecT HarDNESS AND HiT POINTS Object Light Durathon

Object Hardness  Hit Points Break DC Candle Afk 1 hr,

Rope {1 inch diam.) 0 2 23 Lamp,.comman 15 ft. 6 b, fpint

Simple wonden door -1 14 13 Lantern, bullseye 60-1. canes & k. fpint

Spear -1 z 14 Lantermn, hooded 30 fi: & hr./pint

Srrall chest 5 1 13 Sunrod o fi & hr.

Goed wooden door § 15 18 Terch 20 fi. 1hr. o i
| Treasure chest 5 15 23 I
(Strong waoden door 5 20 23 (Spell _____ - Lizht Duration |
P‘-.'! asonry wall (1 ft. thick] ] a0 35 Continual flame 201t Permanent. i
L Hewn stone (3£, thick) B 540 1] Dancing lights (tarches) 20 fi. feach) 1.min.
|Chain 10 5 26 - Daylight a0 fi, 30 mir.
| Manacles 14 0 25 | Light 20 ft. 14 min.

Masterwork manacles 140 10 28 *# cone 60 feet long and 20 feet wide at the far end.

[ron goor (2 in. thick) 10 8] 78
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ahility checks 91
ahility demaped feondition)
&3

ability drained {condition) 83

ability score eqivalencies 24
ability scotes generation 139
al:’rl_if:.r seore loss 72
ahility seores fur monsters 23
aciil dinpers 88
ad hoe HP wwards 167
adamantine 242
adept (NPC class) 37
adjudicating (general’ 9
adjudin:ating magie 94
advancing levels 41
adventure checledist 104
adventure structurs 49
adventures, episodic o
continuing 104
evient-based 98
gite-baged 97
advemuring party 142
actial movement 59
air, lack ol B8
alchemise 148
alignment, changing 144
ofintellipent ilems 228
allies (of PCs) 147
alritude sickness 88
animal companions 44
animal tendet‘gropm 148
animals and bessrs (s
MPCs) 147
antimagic 72
appearance ol maple ilems 174
apprentice laval 40
arcane archer 28
architect/engineer 148
area spells a8
itiztocTat {INPC class) 38
prmor hontis 177
armor, magic 173, 179182
creating 243
army, the 158
art (treasute) 171,172
artilacts (mapic flems)
236-241
Asian culture 161
Aslan weapons 161
assassin 29
arack rolls 64
arttudes, BWPC 149
automatic hits and misses 64
avalanches &5
wwards, experience 165
ad hoc 167
roleplayving 168
standard 165, 169
story 168, 169
barbarian, NPC 44
role in society 43
bard, NPC 50
role in society 43
harrister 148

blackguard 30
Blinded {conditon; 83
blindsight 73
blizzard effects &8
blowwn away (conditon) 83, 87
Boccob 154 :
bonuses from magit 176, 177
l:.'l'_HEI::ing 177
breath weapon 73
bugbear 57
buildings 151, 152,
campaign, beginning 142
establishing 141
mainmaining 143
caster level (ol magic
itemsl L 7R
cave-ins and collipses L1
Challenge Rating 100
mindifiring 168
for poneombat encounters
164
lor NPCs 167
lar traps 167
changing rhe ules 11, 146
changingalignment 144
chatacter power levels 145
chatacrer wealth 145
charactersabove Lt level,
Creating 42
cliaracters cunaf conrrol 1435
chardaceers, hig]‘k]:w‘.] 145, 157
towrlove] 145
r_harg-c:a (of magic ite fms] 178
oultiple 178

: charm and compulsion 73

checked {condition) 84, 87
clrcumstance borms 177
clan 158
class abilities, gaining 42
cluss roles in soclery 43
classes, creating 27

modifying 25

prestige 27
clerie, WNPC 51

roleln societw 43
clerk 144 |
elitmare/terrain ypes sy
clobbered {vardant) 66
cohorts 45, 147
colnage 155
coins (reeasure) 171
cold (special ability} 73
cold dangers 85
combat&0
combat actions 63
combat matrix 17
combats, interestihg 71
command word items 175
cominoner (NP class) 38
communirg suthorities 138
comminicy N PCs 139
Community mcial

d{:mngmphir.r. 140
comimuniey wealth and
population 137

competonce bonus 177
compulsion 73

£
il

B

i

compurers 14
condition suinmary 83
sanfused (condition) 54
conscripe, rrpical 158
cook 148
Corellon Larethian 159
cust o ceeate (for mapic
itéms) 1748
cowering (condition &4
crattsperson 148
creating chivacters above 151
lewe] £2
intelligent ieems 246
magic armor 343
magic potions 244
mapic rings 745
magic rods 245
magic scrolls 245
mayic staffs 246

tmagic warids 246 ar

AFC Weapons 244
new classes 27
neww defties 160
new Taces 24
new spells 95
NFCs 47
womndirous items 244
creature size and scale 67
critical hits &4, 65
crifical misses 65
critival success or fallure 92
cilnizal tendencies (by
race; 157
culmure, Asian 161
clrsed taple items 177,
431255
damnge 66
from falling objects A9
tomagic items 176
TIASAIVE s
o specific sreas 66
subdual &
::lamag: caps EDr:iP-r:].lE oL
damage reduction 73
Dark Mountains wilderness
encounters 136
darlevision 74
darkewrood 243
dazed {condition] 4
dazzled (condition) 84
dead {condirion} 84
deafened {condition | 84
death attacks 74
death and experience
poines 1649
defense eoll 64
deflection bonus 177
degrees of success 9l
deities, creating newr 160
demographics 158
denn {dwarfi 57
d{:.tq:ripti::—n 15, 70, 94
detect magic and magle
liems 175 i
detect spells 110 i
detecting invisible crearures
TH

devigrion diagrams 68

dice mllz17, 90
differing magic ie4

Difficalry Class examples 93

- Difficuley Classes {ﬂlﬁng

throws) 94
Ditficulry Classes. modifying
o
irect fire 65
isabled (condirion) 84
disease 74
divinations, handling 95
DM sereen 13
[0 best friend 20
dodge bonus 177
doot rypes 119
doors {in dungeons) 108
andl delect spells 110
doppelpanger 57
doses (of magicdtems 178
drow 57
drowning 85
druid, NPC 51
role in society 44
du:'rgar {dwart)s7
dungeon ge adventure setring
105, 106
dungeon dressing 112
dungeon ecology 116
d.'L'IIigl:En cncounter tﬂ.bil:h
122126
dungeon, sample 126
dunasons miscellansons
l'LEI;.ln:b al 110
random 118
types of 105
duststorm effects &8
dwatf 57, 157
dwirven defender 32
dying lcondition) 84
ecology (ol 4 dungeon) 116
ecology (of 2 world) 154
economics 155
Ego (of intelligent item} 230
Ehlanna1sg

elf 57,157

elite charactors 48
ercounter difficulty 102
vncounter distance 59
encounter Level 100
modifying 167
encounter location 102
encounter rewards 104
encounter role 121
encoumter, staring 60
treasure per 1649, 1F0
encounters, design of 100
nencambat, Challénge
Rating for 168
random 120
strengthening 124
wilderness 132
ending a session 18
enemies {of PCs) 146
energy driin 75
energy drained {condition) 84+
energy resistance B



| engineer 148
" enhancement bonug 177
enlarpement bonus 177
enangled (condition) 84
emterminer; performer 148
envitomment, the 55
“equipment list, expanded 150
Erythnul 154
etherealness 7o
evasion snd improved evasion
- [special ability; 76
evasien and pursuic 70
example of play 130
exhausred (condition) 84
expanded equipment list 150
experience awards [for
2 PCs| 165
experience for monsters 24
exporience, faster ar
v slawer 167
experience penalties 1649
t:'_pt.-rlcn-pu pnintl.' 169
arnd death 1e9
expert (MPC class; 34
extraordinary abilites 71
failures, crivical 92
fallen paladin 32
. falling damage 112
falling objects 89
fast hra]inf: 76
fatigued (condition) &4
fear (special ability) 76
fendalism 156
Ehsﬂmghn 159
fendish seTvant 31
fighter, NPC 52
* role in sociery 44
*' tspecial ibility) 77
fire, carching on &6
firimg into & crowd 65
fived hit points 42
tlash Hoods a8
flar-footed (eonditon’ 84
feshing oul NPCs 149
Hooes (in dungeons) 107
fopas
followers 46
{rends (o PCs) 147
frighrened {condition) 84
fumbles 65
fururistic weapons 164
paining class abilicies 42
game balance 10
game session checkhist 18
Garl Glittergold 159
gaseous form 77
gaze attacks 77
pems (reasure) 171, 172
penerating tpwns 137
groptaphy 154
gnoll 57
gnome 58,157
goals. mission 168
player 144
goblin 58, 157
gold piece limit iofa

commumnity; 137

grappled {condition &4
areen slime 117
g'n:n:ldn]ikn WeApDnS e
Gruumsh 159
glLLH&: and organisations 44
half-celestial 58
hell-deagon 55
halt-elf 54
halt-fiend 58
halfling 38, 157
half-ore 58
hail effecrs 57
handling magicitems 174
handling NPCs 146
haste bonus 177
hn:aling dispases 78
heat dangers 84
Helroneaus 160
held { condition 64
helpless (condition) 84
Hextor 160
high-level charucters 145, 157
hiding and spatting G
high alritude danger: 85
high rech 163
hirelings 148
prices {44
hit points, fxed 42
hobgoblin 58
hold (special ability) 79
huunag 58 "
hurricane etfects 87, 84
fee danpersag
idenrifying magie items 175
improved evision 7&
incapacitated {condition) ¥4
incorporeal (condition) 84
incorporeality 77
indirecr fire 66
inherent bonus 177
initiative each round &2
insight bomus 177
instant kill 64
intellizgent magic items 177,
2128231
against characters 230
creatipg 246
inferesting conbats 71
invasion 158
J.nvlebilLl}r 75
invisible (candition) 84
knighrs 158 :
knocked dowm (condirion
B4, &7
kobold s5&
Kord 160
laborer 148
lack of air-88
lickew 149
landslides &5
languages and intellipent
items 229
lava dangers 59
laws 157
Leadership skill 45
learning skills and feats 41
learning new spells 41

e
s

g
lepal fssues 157
Jesels, 't.LLi.‘.-':inL'h'!,g 41
limiton migic items wotn 176
limmer 148
line i;f sighr [5rd
lizandfolk 55
locks ton doors) 108 -
'|n::-g_ shoes 17
loremaster 34
low-level characrers 145
Towe-Highr vision 79
low tech 162
luck bonns 177
Iycanthropes 58
maagic 1 ah
bonuses from 176
differing 164
resrricrions on Led
magic armor 173, 1791482
creating 243
magic items 160
activating 175, 176
adding newr abilities 246
appeargnoe 174
caster level 178
r.|1:11'ges in 178
cost o Ccreate 178
creating 241-246
damaging 176
and detect magic 175
doses 178
gold plece values 242, 243
handling 174
idenrifving 175
Himit on items wom 176
ket price 178
names 178
new 175
prerequisites 178
mandom genemmtion 179
saving throws agaeinse 176
anil size 176
: staclr.l.ng bonuses 177
is reasure 174
using 475
weight 179

7" magic potions 173, 190-192

Creating 244

" migic finps 173, 1921935

Crearing 245

mapie rods 173, 195-199
creatlng 243

mapic sceolls 173, 195204
creating 245

migic shields 173, 179183
Creating 243

magic statfs 173204208
creating 246

magic raps 115
spells for 117

magicwands 174, 206-207
creating 246

magic weapohs 173, 183190
creating 244

magocricy 156

imaid 148

mancuverabilicy 69

mapping 16
market price (fo magic
Itemy) 178
masonferaltsperson 148
massive damage &6
mastarworl items 242
mechanical rraps 114 °
mercenary 148
mercenary horseman 148
mercerary leader 148 i
metagame thinking 13
mind Hayer 58 ]
minfature Hgures 13, 67
minotair 58 '
mission goals Les
mithral 242
modern era weapons 163
midifiers te checks 20
modifying Challenpe
Ratiaep 168
modilying classes 25
modifying Encountet
Level 167
medifving races 31
mold and Fungus (in
durigeons) 117
I.'!I'I{TI.'I.ETEJ'I}" 156
monevehangers 155
monlk, MPC 52
tole in society 42
monster statisties blocks 128,
129
monstess with treasulfe 169
maonsters, ability seoges [or 23
a5 army members 158
EXPETIETICE for 24
ug races 22 j
roleplaying 24
mug}lnr 102
wandering 118
Moradin 160
morale bonus 177
maotivation (of PCs] 29
mounted soldier, repical 158
movement 67, &3
aerial A9
in squaes 7
unconventional 64
multclass at Lst level 40
mulriple charges or uses
lof magic items; 178
mul rip]y:ing 6
mundang items {freasure |
171,172 i
natural armor banus 177 .'
nattseated (condition] 85 b
Merull 180
new classes, creatlng 27
new combatants 62
newr deities, creating 160
new magic items |78
niew players 144
nisw racay 22
Creating 24

f
new spells, creacing 95

learning 41
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noncombat encounters,
Challenge Rating for 168
normal {condition) 85
NP actions ¥4
NEC adjustments by race or
kind 57
WPC antitudes 149
NPC barbarlan 49
NEC bard 50
NPC classes 36
descriprions, reading 47
statistics 47
NPC cleric 51
NEC druid 51
NP Aghrer 52
MPC gear value 58
NFPCmonk 52
NPC paladin 53
MPC ranger 54
MPC ogoe 55
MNP sorcerer 56
NPCspelleasting 149
NPC wizard 56
NPCsin the commumnity 139
NPCswirh measure 171
NPCs, Challenge Ratings
for 167
NP5, fleshing our 149
NPCs handling 144
Obad-Hai 160
oifices and positions
{polirical) 158
oEre 56
Opre mage 8
Olidamimara 160
one hundred adventure
ideas 138
orc 58, 157
brganizations 44
original spells 42
paladin, fallen 32
NPC 33
rolein SoCiary 44
panicked fcendition) 85
pantheon and campaign
setring 159
paralysis and hold 7o
paralyzed {condition) 85
party level 165, 166
Pelor 160
penalties, experence 169
performer 148
pemrified (comditon) 85
pimned{condition) 85 °
pirsand chasms 113
player goals 144
plavers, new 144
poison 79
polirics 158
polymorph 79
parter 144 ¢
positions (political) 158
potions, magic 173, 190192
Creating 244
powér center (of o
community) 137
PowWer components %6

precipitation 87
prereguisites (for creating.
magic items) 178

prestipe clasges 27
profane bonus 177
prone fcondition’ 85
paiomics 79
pursuie 70
rafes creating 24
medifying 21
monstetsas 22
naw 22
racia] demogruphics fof a
commmunity) 140
rain ellecis 87
random encoters 120
tiables 122124
random generation of magic
irems 179 i
tahger; NPC 54
role in society 44
rays [special abilicy) R
ready action 63
TeCAppig 15
Tegenapation 81
religion 159
Renaizsance weapons 162
repulbilic 156
reseatching origingl spells 42
resigtance bonus 177
TEEISTATICE TO ERerpy Bl
rings, magic £73, 192195
Lreating 245
rodds, magic 173, 195-199:
crearing 243
rogue, WP 55
role in soc ety 44
roleplaying awards 168
roleplaying monsters 24
tolling dice 17 L
rm:ndlug [ractons &
tUnning 1 game session 12
sacred bonws 177
sage 148
Se. Cuthbere 160
sample dungeon 126
saves with different aBilivies
o4 I
saving throws 04
against magic items 176
scale and squares 67
scent (special abilivy) 1
seratch paper micks 17
scribe 149
acrolls, magic 173, 199204
creating 245
shadowdancer 354
shaken (condirion) 85
shivlds, magic 173, 179183
ships 150
siege engines 151, 152
simultanedty in combat &2
size and maglc items 176
kil and abilivy checks &9
skills with diflerene abilities
a1
skills and feats, learning 41

R b
sleet effecrs 47
smith 149
smoke dangers 89
soow effects 87
smewwstorm effects 88
socialeldsses 157
sociery, elass roles in 43
softer critical hivy g4
soldier, rypical 158
sorcerer, NPC 56
role in spciery 44
special ahilities 71
special materials 242
special purpose (of intelligent
item ) 229
spell completion items 175
spell effects, describing 44
spell resistance &1
spelldike shilitias 71

spell lists, vaclant 26 Gw

spell rell 94 !

spell rriggerirems 175

spelleasters (in an army} 158

spelleasting, NPC 149

spells for magic rraps 117

spells, creating new 95

researching 42

stable (condition) 85

stacking bontses 177

staffs, magic 173, 204—30s

creating 246

stapgered (condition) 85,

standard wwards (X 165, 160

Starting an encoutiter §0

starvation 86

statistics blocks 128 129

STaTTS 87

stoTy awards 168, 169

st:n:ngrhen ing encounters
13

strike team (inin atmy) 158

sminned (condition) &5

style of play 8

subdual damage a6

subraces 20

success, degroes of o1

suCccesses, critical 02

suffocation 88

summicning individual
monsters 26

supernatural shilities 74

stperstition 161

supply and demand 156

suTprise tound 61

svielneblin 58

synergy bonus 177

taking 10 o1

rasks, delineating o0

taxes and Hrhes 155

t¢aching the game 7

Teamisier 149

technelogy 162

technology level, sdvancing
162 i

teleportation 151 :

teTTaiTy [Ypes 154

I'.I'.I.L‘I:IEI‘.E.:E]." 156

thivst 86
thunderstorm affecws gr
tln‘.ﬂil:lg 58
titles, offices, and
pasitions {politcal) 158
tornado efrees 87, 88 ¥
rougher honsters 102
TOWns, generating 137
training 41
transporiation 150
teups, Challenge Ratings.
for 167
magic 115
mechanical 114
[reastre 169
building 170
magic items as 174
monsters with 169
MPCs with 171
other 171
perencounrer 169
types of 171
lfemorsense 83
ribe 1546
troglodyte 58
firn resistance 83
turfied (conditlon) 85
uneonscious (condition) 8RS
unconventiona] movement
&9
upkeep 1432
use activated items 176
valet/lackey 149
Vecha L&0
villains 147
walls {in dungeens) 106
and detect spells 110
wandering monsters 118
wands, magic 174, 206-207
creanng 246
war 158
warrion (NPC class) 39
Water -;langcn: S
wealth by level 145
weapon siee and damage 162
Weapons, Asian 161
fururistic 164
lowr-tech 162
magic 175, 183190
creating 244
modern era 163
Fenaissance 142
weather hazarde 87
weather, random §9 4
Wee Jas 160 3
welght (of magic irems) 179
wilderness encounrers 132
wind effects 87
windstorm effects 87, B8
witch {virdant NPC) 24
wizard, NPC 58
role in society 44
wondrous items 174, 207228
creating 246
Yomdalla 160



