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INTRODUCTION

ADVANCED DUNGEONS & DRAGONS is a world. Of course, this world
is not complete. It needs organizers and adventurers to order and
explore it. It needs you! A fantasy roleplaying game is an ex ercise in
imagination and personal creativity. The organizer of the campaign,

the Dungeon Master, must use the system to devise an individual and
unique world. Into this world of weird monsters, strange peoples,
multitudinous states, and fabulous treasures of precious items and
powerful magic stride fearless adventurers - you and your fellow
players. Inexperienced and of but small power at first, by dint of hard
fighting and clever deeds, these adventurers advance in ability to
become forces to be reckoned with - high priests or priestesses, lords,
magic -users and arch -magi, master thieves.

The abilites of each adventurer are fixed, but even such
characteristics as strength, intelligence and wisdom are mutable in a
fantasy world. By means of group co -opera tion and individual
achievement, an adventurer can become ever more powerful. Even
death loses much of its sting, for often the character can be
resurrected or reincarnated. And should that fail there is always the

option to begin again with a new characte r. Thus ADVANCED

DUNGEONS & DRAGONS is, as are most roleplaying games, open -

ended. There is no owinner o6, no fi
grows and changes as it matures.

THE GAME

Swords & sorcery best describes what this game is all about, for those
are the two key fantasy ingredients. ADVANCED DUNGEONS &
DRAGONS is a fantasy game of roleplaying which relies upon the
imagination of participants, for it is certainly make -believe, yet it is so
interesting, so challenging and so mind  -unleashing thatit comes near
reality. As a roleplayer, you become Falstaff the fighter. You know
how strong, intelligent, wise, healthy, dexterous and, relatively
speaking, how commanding a personality you have. Details as to
your appearance, your body proportions and your history can be
produced by you or the Dungeon Master. You act out the game as

this character, staying within your "god -given abilities”, and as
molded by your philosophical and moral ethics (called alignment).

You interact with your fellow roleplayers, not as Jim and Bob and
Mary who work at the office together, but as Falstaff the fighter,
Angore the cleric, and Filmar, the mistress of magic! The Dungeon
Master will act the parts of "everyone else", and will present to you a
variety of new characters to talk with, drink with, gamble with,
adventure with, and often fight with! Each of you will become an
artful thespian as time goes by - and you will acquire gold, magic
items, and great renown as you become Falstaff the Invincible!

This game lets all of y our fantasies come true. This is a world where
monsters, dragons, good and evil high priests, fierce demons, and
even the gods themselves may enter your character's life. Enjoy, for
this game is what dreams are made of!!

The game is ideally for three or m ore adult players: one player must
serve as the Dungeon Master, the shaper of the fantasy milieu, the
"world" in which all action will take place. The other participants
become adventurers by creating characters to explore the fantastic
world and face all  of its challenges - monsters, magic, and unnamed
menaces. As is typical for most of us in real life, each character
begins at the bottom of his chosen class (or profession). By
successfully meeting the challenges posed, they gain experience
and move upward s in power, just as actual playing experience really
increases playing skill. Imagination, intelligence, problem solving
ability, and memory are all continually exercised by participants in
the game.

As with most other roleplaying games, this one is not j ust a single
experience contest. It is an ongoing campaign, with each playing
session related to the next by results and participant characters who

go from episode to episode. As players build the experience level of
their characters and go forth seeking e  ver-greater challenges, they
must face stronger monsters and more difficult problems of other
sorts (and here the Dungeon Master must likewise increase his ability
and inventiveness). While initial adventuring often takes place in an
underworld dungeon set ting, play gradually expands to encompass
other such dungeons, town and city activities, wilderness
explorations, and journeys into other dimensions, planes, times,
worlds, and so forth.

Pl ayer ds

Players will add characters to their initial adventurer as the mi lieu
expands so that each might actually have several characters, each
involved in some separate and distinct adventure form, busily
engaged in the game at the same
allows participation by many players in games that are substant ially
different from game to game as dungeon, metropolitan, and
outdoor settings are rotated from playing to playing. And perhaps a

war between players will be going on one night, while on the next,
characters of these two contending players are helping ea ch other
to survive somewhere in a wilderness.

Each individual campaign has its own distinct properties and
ofl avor 6. A good Dungeon
game a surpassing challenge for his players. Treasure and
experience gained must bet  aken at great risk or by means of utmost
cleverness only. If the game is not challenging, if advancement is too
speedy, then it becomes staid and boring. Conversely, a game can

be too deadly and become just as boring, for who enjoys endlessly
developing ne w characters to march off into oblivion in a single
night of dungeon adventuring?!

Sometimes because of close interaction (or whatever other reason)

twd Pok #nbré DUnGeon RdsErs Wit Gind CrM P fhfles are
compatible to the extent that participants in t hese individual
campaigns can use the characters created in one to adventure in

the others. In such cases the Dungeon Masters have created a very
interesting owor |l do indeed, for
differences and subtle shifts which will p ose highly challenging
problems to these players. Ultimately, despite the fact that this is a
game system created by someone else, the game's viability rests
principally with the referee. The Dungeon Master must design and
map out the dungeon, town, city, and world maps.

He must populate the whole world, create its past history, and even
devise some rationale for what transpired (and will probably
happen). As players, you help immeasurably by participating, by
letting the referee know that you appreciate h is efforts, and by
playing well and in a sportsmanly fashion. Good play inspires better
creations to challenge that play.

Skilled players always make a point of knowing what they are doing,
i.e. they have an objective. They cooperate - particularly at low er
levels or at higher ones when they must face some particularly stiff
challenge & in order to gain their ends. Superior players will not fight
everything they meet, for they realize that wit is as good a weapon
as the sword or the spell. When weakened by wounds, or nearly out
of spells and vital equipment, a clever party will seek to leave the
dungeons in order to rearm themselves (He who runs away lives to
fight another day). When faced with a difficult situation, skilled
players will not attempt endles s variations on the same theme; when
they find the method of problem solving fails to work, they begin to
devise other possible solutions. Finally, good players will refrain from
pointless argument and needless harassment of the Dungeon Master
when such bo g the play of the game down into useless talking.
Mistakes are possible, but they are better righted through reason and
logic, usually at the finish of play for the day.

This game is unlike chess in that the rules are not cut and dried. In
many places th ey are guidelines and suggested methods only. This is

part of the attraction of ADVANCED DUNGEONS & DRAGONS, and it
is integral to the game. Rules not understood should have
appropriate questions directed to the publisher; disputes with the
Dungeon Master are another matter entirely. THE REFEREE IS THE
FINAL ARBITER OF ALL AFFAIRS OF HIS CAMPAIGN. Participants in a
campaign have no recourse to the publisher, but they do have
ultimate recourse - since the most effective protest is withdrawal from

the offendi ng campaign. Each campaign is a specially tailored

affair. While it is drawn by the referee upon the outlines of the three

books that comprise =~ ADVANCED DUNGEONS & DRAGONS, the
players add the color and details, so the campaign must ultimately
please all pa rticipants. It is their unique world. You, the reader, as a
member of the campaign community, do not belong if the game

seems wrong in any major aspect. Withdraw and begin your own
campaign by creating a milieu that suits you and the group that you

must fo rm to enjoy the creation.

One of the most important items you must have to play the game is
a character record. As information is developed for your character -
his abilities, race, class, alignment - it must be accurately recorded.
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All details of the capa bilities and possessions of the character must fits both the persona and class desired. Lastly the player fills in t he

be noted. Where equipment and weapons are carried must be details: examples include technical game -related aspects of the

listed. Spells known and spells memorized for an adventure have to character, such as combat bonuses, as
be kept track of. A running total of experience points must be persona and history. These steps are outlined below and detailed in

maintained. All of th ese subjects are discussed herein. Ask your DM their appropriate sections.

how records of your character should be kept, read the rules and
commentary, and record the data you develop according to the

rules (and your campaign referee's instructions) in a form suitable to
your DM.

IMAGINE A CHARACTER
Decide, in a general manner, the type of character desired. Is the
character a noble dwarf fighter, a haggard half -orc barbarian, or a

. L . o ) disdainful elf cavalier?
All in all, this is a game for enjoyment. We hope that it will provide

endless hours of entertainment and excitement, for that is the sole
purpose for its creation. So enjoy, and may the dice be good to you!

Literature, film, theater and comic books are rife with examples of
heroes and villains that players can  draw upon for inspiration for their
characters. Yet, as the creator of your own character, you can build

HOW TO USE THE DICE upon these examples to create complex villainous montages or even

In the ADVANCED DUNGEONS & D RAGONS rules, many different more profoundly heroic and noble characters. Stretch your
kinds of dice are used to give a variety of results. Though these dice imagination! Create the ch  aracter as you imagine him or her to be.
appear strange at first, they will quickly become a familiar part of the In the end, imagination is the only limit when creating a persona.

game. Dice used include 4 -sided, 6 -sided, 8 -sided, 10 -sided, 12 -sided

die and 20 -sided dice. ROLL ABILITY SCORES

. . o . . Each character has six ability scores, generated by rolling dice. The
When re_femng to dlc_e, an _abbrewatlon is ofte_n used. The first ability scores are: strength , intelligence , wisdom, dext erity,
number in the abbreviation is the number of dice to be rolled, constitution and charisma . Each ability score has an impact on the
followed by the letter o0dé (short for dih&an@dan sttty influghfeiask LeBdion. AfteP HIMP e -
for the type of dice used. For example 5d8 m  eans an 8 -sided die dice to generate these scores, you can choose how those scores are
thrown 5 times, generat  ing a total from 5 to 40. placed. Naturally, it is important to plac e the scores in a manner that
The d4 | ooks like a pyramid. T hsiwledb e s t  reflects ydurochactadten corcept) desired class andl desired 4ace.
die is to spin it and toss it straight up. It will land on one face (side)
with three faces showing. The bottom num  ber on each of the three
faces is the same; this number is the result of the throw.

CHOOSE A RACE

Select a race that best fits your imagined character concept. In

. . ADVANCED DUNGEONS & DRAGONS, one can choose the versatile
The other dice are rolled normally and the top face gives the result. human, a long -lived elf , a willful dwarf, a curious gnome, a quick _
The 0 on the d10 is read as 0106. Th@gefhkifing §@rbm Bk S 8if oapernttisug hif toR. Each race is
generate a percentage (a number from 1 to 100). To do so roll the _ unique and has its own special abilities, capacities, culture and
di0 twice: the first roll gives the 0tgdwfy AdddhLeimine®& rack Pridr toSnfairg B delediidh! !
gives the oonesdé number. For exampl e g pdRdial, enSufe that the Rde'sefeltét Yoef bt hdve Cufltalor © f

3 would be read as 53. A roll of 0 followed by another roll of 0 equals personality characteristics that conflict harshly with the persona of

100. Genergun g a number from 1 to 100 will be referred to as rolling the character you wish to create. Players also need keep in mind
percentage dice (or  d%). that their choice of race may influence their charac ter class options.
There are no two - or three -sided dice, but we can pretend there are.
We use a coin for ad2 - heads is 1, tails is 2. To make a d3, roll a d6,
and then divide the result byt  wo and round up.

CHOOSE A CLASS

A class is a basic concept upon which the character is modeled. This

is one of the more difficult aspects of character creation because
each class represents an archetype found in literature, film or within
roleplaying ga mes themselves. Each class should be very broadly
interpreted. It is possible to have wildly diverse characters that are
members of the same class. Classes should be considered examples
or technical extrapolations of archetypes that provide a broad
represe ntation for the type of character desired. This is necessary in
order to accommodate the needs of the player and the setting
where the characterds adventures occur.

Each of the 13 classes has unique abilities and areas of  expertise :
Clerics are avowed t o a deity and act as defenders of their faith.
Bards are loremasters who influence others with their words.

Druids owe allegiance to the elemental powers of the world.

Fighters are warriors with great prowess on the battlefield.

Barbarians are berserke rs who draw upon primal rage in combat.
Cavaliers are fearless, honorable warriors and peerless horsemen.
Rangersare woodsmen and hunters of their pe
Paladins are paragons of good charged with combating evil.

Magic -Users are practitioners of powerful arcane magics.
lllusionistsdistort the perceptions of others through arcane magic.
Monks are ascetic masters of unarmed combat, dedicated to the
perfection of mind and body.

Thieves are stealthy opportunists, who rely upon skill and guile.
Assassinsare experts at killing and eliminating targeted enemies.

CHARACTER CREATION

FLESHING OUT THE CHARACTER

With the exception of the Dungeon Master, each person playing The most important step in character generation comes last:

ADVANCED DUNGEONS & DRAGONS creates a character to use detailing the characterds persona. The
during the game. To create this character the player begins by of the char act grphysical pdescriptiom avbrid tview,

simply imagining the type of charact  er he or she desires to play, be it religious belief, background, goals and motivations & including the

a wandering barbarian, reclusive wizard, traveling dwarf, noble elf, a mor al oalignmenté best suited to the cl
dastgrdly_ villain or virtuous knight. T_he player b_egins by generating ~ After this the character determines their background skills, which
ability scores with dice rolls. Abilibéc HsCiteredtS arfli Cupblidgifig, dnd" eterifed thairC daRifigd S

physical and mental traits. Next the player chooses a class, or funds.
profession, for the character that best fits how the character is
imagined. In the same manner the player chooses a race which best

Using these funds, the player equips his character with
clothing, armor, weapons and other adventuring gear.
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ABILITY SCORES

Each and every character has six principal characteristics, the independent of the bonus knowledge skills gained for having an
character 's abilities. These abilities are strength, intelligence, wisdom, exceptional intelligence score.
dexterity, constitution and charisma. The range of these abilities is All characters, except barbarians, of average or better intelligence
between 3 and 18. Each ability score is determined by random can read and write each language that they speak. Characters
number generation, as detailed below. with a 6 -8 intelligence score may be literate in one language at most
while characters with lower intelligence scores are wholly illiterate.
Generating Ability Scores Barbarian characters may gain literacy in as many languages as
Roll four six-sided dice (4d6). Discard the lowest die and total the their intelligence allows over game time and at the Dungeon
remaining three. Repeat this five more times, and then assign the six Masterds discretion. Mul tteatl tlevd.ed bar

numbers to the character's abilities however you want. Bonus Spells: Magic -users and illusionists with high intelligence scores

Ability D ioti receive bonus spells. If their intelligence is a 13  -15, they receive an
ity Descriptions extra 1stlevel spell. If itis a 16 or 17, they receive an extra 2 |evel
STRENGTH spell and, if an 18, an extra 3 ™ level spell. The bonus spells can only

A char act e ihécereisthermeasge of his physical power and be acquired if the caster is of high enough level to cast them.

musculature. It effects the following: Maximum Spell Level:

Combat:  All characters and creatures apply their strength ability Magic -users and

modifier to their melee attack rolls and damage. Strength modifiers illusionists need to have
an adequate

to damage are also applied to thrown weapons and sling bullets .
Characters with a strength penalty to damage apply that penalty to

all bow attack damage and those with a strength bonus may apply

it to bow attack damage when using specially made bows (see the
description for bows int he Equipment section for more details). See
pages 41 & 42 for more information on weapons and weapon types.

intelligence score in
order to cast their
arcane spells . They
must have a minimum
intelligence of 9 in order

. . to cast spells. Their
Encumbrance: A characterds strength deter mi nrﬁa§imuﬂ1°s‘ﬁell%\‘/eqrik he

carry. The Encumbrance section details the effects of weight carried
uponachara ct er 8s movement and actions.

equal to one half of the

/ ;" i {
Vo of 4/ 4
! 0) es (4

spellcasting c
Related Tasks: All character smay make strength checks (see page 5 intelligence,  rounding ; i PES
and pages 48 -50 for more information on  common abilities ) to open fractions up. As such, a magic -user with a 9 -10 intelligence may cast
stuck doors, arm -wrestle, break free of restraints, move extremely up to 5t level spells while a magic -user with a 15 -16 intelligence may
heavy objects, attempt ju mps (with and without a running start), cast up to 8 ™ level spells. A magic -user or illusionist may cast lower
swim and so on. Madifiers for such checks are assigned by the DM. level spells in place of higher level spells that they are unable to cast.

Characters trying to swim may move at ¥ of their movement rate.
Characters suffer encumbrance penalties to all strength checks
made to swim (see Encumbrance for more details).

Related Tasks & Skills: All characters may make intelligence checks
(see page 5 and pages 48 -50 for more information on  common
abilities ) to estimate the rough value of objects, recall information,

Saving Throws: Paralysis and Constriction saving throws are based determine the distance between themselves and their opponents,
upon a characterds st rSAVING THRGNSsectien. S e estintate the number of soldiersinan  approaching army and so on.
for more. Besides allowing characters to make rough appraisals and estimates,

a charactero6s intelligence effects the
INTELLIGENCE . character begins play with (see Bonus Knowledge Skills above for
Intelligence (Int) represents a character's memory, reasoning and more). Skills that are based upon intelligence are described in the

learning ability, including areas outside those measured by the SKILLSsection.

1 These skills represent specialized training on the
written word. Its effects are:

characterds part and function much |

Bonus Knowledge Skills:  All characters begin play trained in their character adds their level bonus to skill checks if they have that
respective character classes, bringing to bear the abilities of that particul ar skill, or do not if unskilled.

class as they set out into  the wilds in search of adventure. They also Saving Throws: Arcane Magic and lllusion saving throws are based
beglq play with a number of skills that reflect thg |nte-rests, tralmng upon a characterds Int el ISAYNGNTHBOWSC or e
and life lessons of their youth and years of apprenticeship. These skills section for more.

are called background skills and are described in more detail i n the

SKILLSsection of the rules.  Characters with an intelligence of 8 or WISDOM

lower subtract their intelligence penalty from their initial number of Wisdom (Wis) describes a composite of the character's
background skills (but do not lose any bonus skills gained from their enlightenment, judgment, willpower, common sense and intuition. Its
chosen class) while those with exceptio nal intelligence scores effects are:

(above 12) gain a number of additional knowledge skills equal to

Bonus Spells: Clerics, bards, druids, paladins and rangers with high

their intelligence modifier. - ] wisdom scores receive bonus spells. If their wisdom is a 13 -15, they
Knowledge skills may be used to learn additional, starting languages, receive an extra 1 Stlevel spell. Ifitisa 16 or 17, they receive an extra

which are based upon the characterds Uhihdd &ilafulif af f8dan ExEE £ - leveFPdi.Nhe bonus spells
racial description lists what ~ knowledge (language)  skills may be can only be acquired if the caster is of high enough level to cast
chosen at the start of play. All characters are assumed to speak the them.

Common tongue and, if non  -human, their racial language. . . . i

Assassins who select knowledge (language) skills may learn Maximum Spell Level: Cle_ncs, bards, _drwds, paladins a_nd rangers

langua ges that are normally barred to other characters. They may need to h ave an adequate \_Nl_sdom score in ordgr to cast their divine

learn the following o0secret6 | anguagesSP§ls Theympst haveaminimyn wisdom of 9 in prdepto cast spglls.

available to characters of their race and class: cant, druidic, Their maximum spell level is equal to one half of ‘the spellcasting i
draconic, and other, campaign  -specific, secret tongues. The characterds wis dho m, roundi ngricwitha®ti ons
knowledge of these secret or esoteric tongues can prove useful in 10 intelligence may cast up to 5 ™ level spells while a cleric with a 15 -

affecting an effective disguise and an intelligent assassin is wise to 16 int_elligence may cast up to 8 th level spells. _Clerics, bard_s, druids,
learn them. paladins and rangers may cast lower level spells in place of higher

Druids who select knowledge (language)  skills may learn the level spells that they are u nable to cast.

following languages in additional to those no rmally available to a
member of their race or culture: elf, fey, giant, gnome and sylvan.

As described in their class descriptions, both druids and bards begin

play with a bonus knowledge (language) skill at 1st level,

Related Tasks & Skills: All characters may make perception (wisdom)
checks (see page 5 and pages 48 -50 for more information on
common abilities ) in order to notice when something is amiss (bandits
are lying in ready to ambush the party) or as sense motive checks to
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0readd6é6 others thr ouehceptiom echecks, if madai t i o n .CONSTITUTION

against anot her creatur e, ar e steathp o s e d A bharacterls adnstitatione(@an)uscoeedesicompasses his physique,
check (if they are attempting to hide or sneak up on the character). fitness, endurance, health, and physical resistance to hardship, injury,
Generally, a successful che ck indicates that the character has and disease. It affects the fol lowing:

detected some sort of noise or spotted something. Modifiers due to
intervening cover, solid barriers, distance, etc., as well as what details
are heard or spotted, are determined by the DM.

While only those with the find traps ability (thieves and assassins) may

Hit Points: Characters always apply their constitution modifier to the
hit points that they roll each level. Even with a constitution penalty a
character will never receive less than 1 hit point for gaining a level.

find complicated mechanical or magical traps with a perception Related Tasks: All characte rs may make constitution checks (see
check , all characters may attempt to find crude traps (such as page 5 and pages 48 -50 for more information on  common abilities )
concealed pit traps or rope snares) witha  perception  check. to exert themselves for extended periods of time or engage in feats
Characte'ros ttrf_ynngghtoamthaera_sscheck of fortitude, such as drinking contest
would make a wisdom check in order to sense their true motive. endurance, fight o f f illness or hold oneds brea
Wisdom checks also allow characters to handle trained mounts and constitution.
pack animals.

. = ) ) o Saving Throws: Disease, Energy Drain and Poison saving throws are
Saving Throws: Divine Magic, Confusion, Gaze Attacks, Petrification based upon a characterds conSAVINGUt i on
and Polymorph saving throws are all b A ROWsseliBnGdimolfeh € characteros
wisdom score. See the SAVING THROWSsection for more.

CHARISMA

DEXTERITY ) . ) . The charisma (Cha) scor e measures a character's persuasiveness,
Dexterity (Dex) encompasses several physical attributes including personal magnetism and ability to lead. It is not a reflection of
hand -eye coordination, agility, reaction speed, reflexes, and physical attractiveness, although attractiveness certainly plays a role.
balance. It affects the following: It is important to all characters, but especially to those who must deal
Combat:  All characters and creatures apply their dexterity ability yvith'nonplayer characters (NPCs), mercenary hirelings, retainers and
modifier to their initiative rolls, attack rolls ranged weapons and to intelligent monsters.
their armor class. They may also apply their dexterity modifier, in Related Tasks & Skills: All characters may make charisma checks
place oft heir strengt h‘ mo d ifier, to attac k(seé ﬁabe' SSandnﬁa&eE 48W 15 Bor Adre if¥dinSafiof ©n  common
weapons. See pages 41 & 42 for more information on weapons and abilities ) to influence others. The use of persuasion, intimidation and
weapon types. guile are all based upon a character d:¢
Related Tasks & Skills: All characters may make dexterity checks (see ability to haggle or command others. Skills that are based upon
page 5 and pages 48 -50 for more information on  common abilities ) charisma are described in the  SKILLSection.
to climb rough ledges or natural slopes, traverse difficult terrain Saving Throws: Death Attack, Charm and Fear sa  ving throws are
and/or maintain their balance on slippery or narrow surfaces. A based upon a characterds SAUNGTEROWSScoOr
failed climb check means that the character makes no progress. A section for more.
check that fails by 5 or more means tha  t the character slips and falls,
possibly taking damage i f they fall from a height of 1086 or mor e.
Nothing can be carried in the hands while climbing and a character Ability Modifiers
moving under conditions where a dexterity check is required may Ability scores, after changes made because of race, typically range
only move at % of the thei  r movement rate. from 1 to 19. The table below shows the ability modifiers for all abi lity

scores, ranging from 85 to +10. The modifier is the number you apply

to the die roll when your character tries to do something related to

that ability. You also use the modifie
die rolls. A positive modifier is called a bonus, and a negative

modifier is called a penalty.

The following table also shows bonus spells  gained per spell level,
which youdl I need to know about if yourt

Ability Modifiers

Ability Ability Bonus Spells by Spell Level
Score Modifier 1 2 3 4 5 6 7 8 9
Characters may also attempt dexterity checks to hide from others or 1 -5
move silently. These stealth checks are always opposed by the 2 -4
t ar g percéption check. 3 3
If the character is being observed, eved_lscdbudlzly, Lney canot ni ue. (|
observers are momentarily distracted, though, the character can
attempt to hide. While the observer averts its attention from the 6-8 -1
character, the character can attempt to get to a hiding place. This 9-12 +0
check, however, is at a  -10 penalty because the character hast o 13-15 +1 1
move quickly to the hiding place. A character cannot hide if there is 16-17 +2 1 1
nothing to hide behind or conceal oneself with. Deep shadows can
count as conceal ment at the Dungeon Masgd8 —___#_ 1 1 1
Characters attempting to move silently take a -5 penalty to th is 19 +4 2 1 1 1
check when moving from %2 of their movement rate up to full speed 20 +5 2 2 1 1 1
and a -20 penalty when running or charging. 21 +6 2 2 2 1 1 1
SklII_s that are based upon dexterity are described in the SKILLS 22 +7 3 2 2 2 1 1 1
section.
23 +8 3 3 2 2 2 1 1 1
Saving Throws: Breath Weapon and Trap saving throws are based 24 +9 3 3 3 2 2 2 1 1
upona characterds dext er $SAVING BHROWSsection Se e tr}g +10 4 3 3 3 2 5 2 1

for more.
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Ability Checks

Almost all non -combat actions which require a die roll to determine success or failure are resolved by an ability check. Every ability check has an
associated ability score. Whenever one of these checks i s maudisalwaysad@edtoihis r ol |
roll. When making saving throws , using skills using racial abilities and using class abilities the character also adds his level to the roll (this is called a

level bonus ). When using common abilities , those that are shared by all characters regardless of race or class, the character adds % of his level

bonus to the roll. See pages 48 -50 for more information on common abilities .

The Dungeon Master may apply a modifier to rolls that is based upon the difficulty of the task. A positive modifier, or bonus, i mproves the <ch
chance of success by adding to his die roll while a negative modifier , or penalty , decreases his chance of success. If the final result is equal to or

greater than 1 5 (the Challenge Base orCB) t hen the ability check is successful. Note that roll
indicates successon abi |l ity checks and attack rolls while rolling a onatural 16 al ways
A more thorough discussion of ability checks is located in the USING ABILITY SCORE CHECKS IN YOUR GAM&Nnd SAVING THROWSsections of the

rules. Rulesforwhenachar act er ds | evel may or may not be applied to an ability check are
It is important to note that ability checks need not be made for routine or easy tasks in most instances. The modifiers for such checks, however, are

listed as a point of reference. ~ The following is a guideline for assigning or gauging the modifiers to ability checks:

Challenge Modifier Example

notice something in plain sight
(a perception ¢ heck).

climb a knotted rope

routine +10

easy +5 (a climb check)
average +0 hear an ap_proachlng guard through a closed dungeon door
(a perception check)

touah 5 rig a wagon wheel to fall off

9 (a disable device or craft skill check)
Sl 10 swim in a tempest -tossed ocean

9ing (a strength check)
. ) open a complex lock of dwarven make

formidable 15 (a disable device check)
Tl 20 make a saving throw againsta 20 t level magic -u s e chérs person spell

(a charisma check)
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RACES

After a player has determined the abilities of his character, it is then
time to decide of what racial stock the character is to be. For
purposes of the game the racial stocks are limited to the following:
dwarf, elf, gnome, half -elf, halfling, half -orc and human.

The Dungeon Master may have restrictions as to which ra ces are
allowed in the campaign due to the circumstances of the milieu.

Two tables for easy reference are given below in order that you can
select the racial stock of your character based on abilities generated

and with an eye towards what class (g.v.) of adventurer the
character will be.

There are certain other disadvantages and advantages to
characters of various races; these are described in the RACIAL
DESCRIPTIONSection, on pages 7 -9.

R P
LAldy

Ability Adjustme nts & Limits, by Race

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

Ability Adjustments by Racial Type

Race Penalty or Bonus
dwarf constitution +1; charisma -1
elf dexterity +1; constitution -1

gnome strength -1; c onstitution +1
halfling strength -1; d exterity +1
half-orc strength +1; constitution +1; charisma -2

Initial Ability Score Limits by Racial Type

Race Abil ity Score Limits
dwarf constitution 19; charisma 17
elf dexterity 19; constitution 17

gnome strength 17; constitution 19
halfling strength 17; dexterity 19
half-orc strength 19; constitution 19; charisma 15

The maximum initial ability scores listed include ability adjustments by
race. Magic may alter ability scores above or below these values

Character Class Preference by Race
Racial Stock of Character

Class dwarf elf gnome h::; ) halfling flil(f:- human

CLERIC yes yes yes yes yes yes -

bard - yes yes - - -

druid - yes - yes yes - -

FIGHTER yes yes yes yes yes yes

barbarian - no no - no yes

cavalier no - no - no

paladin - - - - -

ranger - yes - yes -

mSAEFLC . no yes - yes no - -

illusionist no - yes - no - -

MONK no no no - no

THIEF yes yes yes yes yes yes -

assassin - - - yes - yes -
Notes Regarding Character Class Preference by Race: Character

class names are shown in capital letters if the class is primary class;
subclasses are shown in lower -case | etters .

Racial Stock of Characters shows the seven races of player
characters, and reading down each heading gives quick reference
as to what classes are typical for characters of each race.

A O0yesO6 indicates that a chaiwenclaser

A -® indicates that a character of
though such a choice would be atypical for a member of that race.

A onoé6 indicates that a character
particular <cl ass

race and class combination is exceedingly rare.

of

that

of
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Racial Descriptions

DWARVES

Dwarves are short, stocky fellows, easily identified by their size and
shape. They average 4 to 4Y feet tall but are so broad and compact

that they are, on average, almost as heavy as humans. They have
ruddy cheeks, dark eyes and dark hair that greys at an early age.
Dwarves generally live for 350 years.

Dwarves tend to be dour and taciturn. They are given to hard work

and care little for most  humor. They are strong and brave. They enjoy
beer, ale, mead, and even stronger drink. Their chief love, however,

is precious metal, particularly gold. They prize gems, of course,
especially diamonds and opaque gems (except pearls, which they

do not like) . Dwarves like the earth and dislike the sea. Not overly
fond of elves, they have a fierce hatred of orcs and goblins. Their
short, stocky builds make them ill -suited for riding horses or other large
mounts (although ponies present no difficulty), so they tend to be a
trifle dubious and wary of these creatures. They are ill -disposed
toward magic and have little talent for it, but revel in fighting,
warcraft and scientific arts such as engineering.

Though dwarves are suspicious and avaricious, their courage
tenacity more than compensate for these shortcomings.

Dwarves typically dwell in hilly or mountainous regions. They prefer life
in the comforting gloom and solidness that is found under ground.
They have several special abilities that relate to their under ground

and

life, and they are noted for being particularly resistant to magic and
poisons.

Ability Adjustments : Because of their sturdy builds, dwarves add 1 to
their initial constitution scores. Their dour and suspicious natures
cause them to subtrac  t 1 from their initial charisma scores.

Automatic Languages: Dwarves automatically speak the Common

and dwarven tongues.

Bonus Languages: Due to their dealings with these races, dwarven
characters may learn the following languages, as knowledge:
languag e skills, at the start of play: elven, giant, gnomish, goblin ,
halfling or orcish.

Dar k vi s iDwarvessc@ndsee in complete darkness to a distance
of 6006. Bright 1 ight, such as
the dwarven character spoilst  heir darkvision.

Defensive Expertise (Giants):  Years of battling giantkind has trained
dwarves how to use their height to their advantage against such
foes. They gain a +4 bonus to armor class when attacked by
giantkind (ogres, trolls and giants).
Determine Depth Under Ground
determine how far below ground they are.
Determine Direction Under Ground: Dwarves can automatically
determine which direction they are traveling in when under ground.

Enmity (Orcs & Goblins):  The age -old hatred that exists between
dwarves and both orcs and goblinoids affords them a +1 bonus to
attack rolls against orcs, half -orcs, goblins, hobgoblins and bugbears.
Metalcraft: Dwarves are expert smiths and gain a + 2 bonus to all skill
and ability checks related to crafting or appraising metal items.
Dwarves gaina +2 bonusto disable device checks.

that

Dwarves can automatically

Movement Rate: Dwar ves move at a rate of
to their short stature.

Permitted Classes: Dwarves may advance in all character classes
except for the cavalier, magic -user, illusionist and monk. Their

preferred classes are the cleric, fighter and thief
Resistance to Magic:  Dwarves are highly resistant to magic, gaining
a +3 bonus to all saves versus arcane magic.

fr
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Resistance to Poison: The dwarven race is extremely hardy and gains
a +3 bonus to all saves versus poison.

Size: Even though dwarves typically stand
considered Medium sized creatures due to their broad shoulders and

sturdy builds.

Stonecraft (WIS): Dwar vesd expertise at mi ning

allows them to spot unusual or unique stonework construction.
Dwarves gain a +2 bonus to all craft and perception checks when
dealing with stonework construction. When passing wi
secret door, dwar ves may automatically make a  perception check
to notice it.

t hin

ELVES

Elves tend to be somewhat shorter and slimmer than normal humans,
averaging just over 586 in height
pounds. Their features are finely chiseled and delicate, a nd they
speak in melodic tones. Although they appear fragile and weak, as

a race they are quick and strong. They tend to be pale -skinned and
dark -haired with green eyes. Elves often live to be over 1,200 years
old, although long before this time they feel compelled to depart the
realms of men and mortals. Where they go is uncertain, but it is an
undeniable urge of their race.

Elves are often considered frivolous and aloof. In fact, they are not,
although humans often find their personalities impossible to fathom.
They concern themselves with natural beauty, dancing and
frolicking, playing and singing, unless necessity dictates otherwise.
They are not fond of ships or mines, but enjoy growing things and
gazing at the open sky. Even though elves tend toward h aughtiness
and arrogance at times, they regard their friends and associates as
equals. They do not make friends easily, but a friend (or enemy) is
never forgotten. They prefer to distance themselves from humans,
have little love for dwarves, and hate the e vil denizens of the woods.
Their humor is clever, as are their songs and poetry. Elves are brave
but never foolhardy. They eat sparingly; they drink mead and wine,

but seldom to excess. While they find well  -wrought jewelry a pleasure
to behold, they are no t overly interested in money or gain. They find
magic and swordplay (or any refined combat art) fascinating. If they

have a weakness it lies in these interests. Although there are various
branches of the elven race, elven player characters are always
assumed to be of the most common type, high elves.

and v

Ability Adjustments : Elves are nimble and naturally graceful, adding
+1 to their initial dexterity score. At the same time elves are slight of
build and have 81 to their initial constitution score.
Automa tic Languages: Elves automatically speak the
elven tongues.
Bonus Languages:
may learn the following languages, as
the start of play: dwarven, gnomish, goblin,
Enhanced Senses: The keen senses of elves grant them a +
perception checks.

lommuan et otroc hG hooru |EdasndParraa,ley wiiinsthu me 3t000 gohfo u
Immune to Sleep & Charm: Elves are immune to sleep and charm

spells and effects.

MovementRate: El ves modv26)0@er( round

Permitted Classes: Elves may advance in all character classes

except for the barbarian and monk. Their preferred classes are the

cleric, bard, druid, fighter, ranger, magic -user and thief .

Size: Elves are Medium sized creatures.

Spot Hidden Doors (WIS): The enhanced senses of elves allow them

to spot secret and concealed doors more easily than others. When

Common and

Due to their interactions with these races, elves
knowledge: language  skills, at
halfling, orcish or sylvan .
2 bonus to

passing within 1086 of a secret door, e
perception checkto no tice it.

Stealth Bonus: The natural grace of their race gives elves the ability

to move about noiselessly and conceal themselves. Elves gain a + 2

bonusto all stealth checks.

Twilight Vision: Elves can see normally by moonlight and can see up

t 69 6Waphy ochlightound due

Weapon Training:  Elves begin play with a +1 bonus to attack rolls
made with one of the following weapons: longbow, composite
longbow, shortbow, composite shortbow, longsword or shortsword.
The elven character is proficient with thisw  eapon, regardless of class.
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GNOMES

Kin to dwarves, gnomes are noticeably smaller than their distant
cousins, averaging just over 308 i
maintain, are also less rotund than dwarves, weighing between 55

and 70 pounds. Their nos es, however, are significantly larger. Most
gnomes have dark tan or wood brown skin and white hair. Their eyes

are grey -blue to bright blue. A typical gnome lives for over 600 years.
Gnomes have lively and sly senses of humor, especially for practical
jokes. They have a great love of living things and finely wrought
items, partlcularly gems and jewelry. Gnomes love all sorts of
precious stones and are masters of
gem polishing and cutting.

Gnomes prefer to live in areas of
rolling, rocky hills, well wooded and
uninhabited by humans. Their
diminutive stature has made them
suspicious of the larger races
humans and elves - although they
are not hostile. They are sly and
furtive with those they do not know
or trust, and somewhat reserved
even under  the best  of
circumstances. Dwelling in mines
and burrows, they are sympathetic
to dwarves, but
aversion to surface dwellers foolish.

n

find

Ability Adjustments:  Gnomes, like dwarves, are exceptionally robust
and add +1 to their initial constitution sco re. Their small size limits their
strength and, as such, all gnomish characters subtract 1 from their
initial strength score.
Animal Empathy:
rudimentary level.
Automatic Languages:
gnomish.

Bonus Languages: Due to their interactions with these races, gnomes

may learn the following languages, as knowledge: language  skills, at
the start of play: elven, dwarven, giant, goblin, halfling or kobold.

Dar kvi si@nome$dcard :see in complete darkness to a distance

of 606. Bright 1light, such as that
the gnomish character spoils their darkvision.

Defensive Expertise (Giants):  Years of battling giantkind has trained
gnomes how to use thei r height to their advantage against such

foes. They gain a +4 bonus to armor class when attacked by
giantkind (ogres, trolls and giants)
Determine Depth Under Ground
determine how far below ground they are.
Determine Direction Under Ground: Gnomes can automatically
determine which direction they are traveling in when under ground.
Enhanced Senses: The keen senses of gnomes grant them a +
bonus to perception checks.

Enmity (Kobolds & Goblins):  The age -old hatred that exists b etween
gnomes and both kobolds and goblinoids affords them a +1 bonus to
attack rolls against kobolds, goblins, hobgoblins and bugbears.

Size: Gnomes are Small sized creatures.

Metalcraft:  Unlike dwarves, who focus on the production of fine
weapons and a rmor, gnomes are superior craftsmen of finely
wrought, often elaborate, pieces of jewelry. Like dwarves, they gain

a +2 bonus to all skill and ability checks related to crafting or
appraising metal items. They also gaina  +2 bonus to disable device
chec ks.
Movement Rate:
round.
Permitted Classes: Gnomes may advance in all character classes

except for the barbarian, cavalier and monk. Their preferred classes

are the cleric, fighter, illusionist and thief

Resistance to Magic: ~ Gnomes are highly resistant to arcane spells

and gain a + 3 bonus to all saves versus such magic.

Stonecraft (WIS): Gnomish, like dwarven, expertise at mining and

working stone allows them to spot unusual or unique stonework

constru ction. Gnomes gain a +2 bonus to all  craft and perception

checks when dealing with stonework construction. When passing

wi thin 106 of a s e enaye autonthtically makegax o me s
perception check to notice it.

May communicate with burrowing mammals at a

Gnomes automatically speak ~ Common and

Gnomes can automatically

2

Due to their small size gno

HALFELVES
Half-elves are usually much lik e their elven parent in appearance.

h e iThepyh are har@somanfells with ahe gobdhfeaturespof eaahddf their

races. They mingle freely with either race, being only slightly taller
than the average &elf (536 on
pounds. They typically | ive about 250 years. They do not have all the
abilities of the elf and do not have the natural aptitude of
humankind. Finally, in some of the less -civilized nations, half -elves are
viewed with suspicion and superstition.

In general, a half -elf has the curi osity, inventiveness and ambition of
his human ancestors , and the refined senses, love of nature and
artistic tastes of his elven ancestors. Half -elves do not form
communities among themselves; rather, they can be found living in

both elven and human comm unities. The reactions of humans and
elves to half -elves range from intrigued fascination to outright
bigotry.

Ability Adjustments :
initial abilities.

Ability Check Madifier: Half-elves, due to their huma n ancestry, are
allowed to choose three ability scores with which they gain a +
bonus to all ability checks (including saving throws, class ability
checks , common ability checks  and skill checks).
Automatic Languages:  Half-elves automatically speak

Half-elves have no bonuses or penalties to their
1

Commo n and

elven. . . 5

Bdh&s' Langusigls!: S BuB & Gheir interactions with these races, half
elves may learn the following languages, as knowledge: language
skills, at the start of play: dwarven, gnomish, goblin, halfling, orcish or

sylvan.

Enhanced Senses: Half-elves receive a + 2 bonus to perception
checks.

Movement Rate: The base movement rate of half -el ves i s
per round.

Permitted Classes: Half-elves may advance in all character classes
but prefer the following classes: cleric, bard, druid, fighter, rang er,

magic -user, thief and assassin.
Resistance to Sleep & Charm:
el ven parentds
versus sleep and charm spells.
i r ey Halt-elves pre Medigm sized gpturgs, within 306
Spot Hidden Doors (WIS): The enhanced senses of half -elves allow
them to spot secret and concealed doors more easily than others.

Half-elves have inherited some of their
r e si s3tbanoscteadl saeinydthrdwa v e

Wh e n passing within 106 o-Elvesamays ecr e
automatically make a  perception check to notice it.

Twilight Vision: Half-elves can see normally by moonlight and can

see up to 6006 away by torchlight.
HALFLINGS

Hal flings are a short, av egms to
36 in height, generalqu

people, weighing between 45 and

70 pounds. Their faces are round
and broad and often quite fl orid.
Their brown to sandy hair is
typically curly and the tops of their
feet are covered with coarse hair.
Their eyes are usually brown or

hazel. They prefer not to wear
shoes whenever possible. Their
typical life expectancy is (

approximately 150 years. J

Halflings are sturczily and mdustrlous #J
Megdnerdly Vet 4and pbaceful. P e

Overall they prefer the comforts of home to dangerous adventuring.

They enjoy good living, rough humor, and homespun stories. In fact,

they can be a trifle boring at times. Halflings are no t forward, but

they are observant and conversational if in friendly company.

Halflings see wealth only as a means of gaining creature comforts,

which they love. Though they are not overly brave or ambitious, they

are generally honest and hard working when there is need.

Halfling homes are well -furnished burrows, although most of their

work is done on the surface. Elves generally like them in a patronizing

sort of way. Dwarves cheerfully tolerate them, thinking halflings

somewhat soft and harmless. Gnomes,  although they drink more and

eat less, like halflings best, feeling them kindred spirits. Because

halflings are more open and outgoing than any of these other three,

of

average)
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they get along with other races far better.

There are three types of halflings: Hairfoots , Tallfellows, and Stouts.
Hairfoots are the most common type but, for player characters, any

of the three is acceptable.

Ability Adjustments : Halflings are light -footed and nimble, adding +1
to their initial dexterity score. Their small size limits the ir strength and,
as such, all halfling characters subtract 1 from their initial strength
score.

Automatic Languages: All
Common and halfling tongues.
Bonus Languages: Due to their interactions with these races, halflings
may learn the following languages, as knowledge: language  skills, at
the start of play: elven, dwarven, gnomish, goblin, or kobold.

Enhanced Senses: Halflings receive a + 2 bonus to perception
checks.
Movement Rate:
round.
Permitted Classes: Halflings may advance in all character classes
except for the barbarian, cavalier, magic -user, illusionist and monk.
Their preferred classes are the cleric, druid, fighter and thief

Resistance to Magic: Halfling s are highly resistant to arcane spells
and gain a + 3 bonus to all saves versus such magic.

Resistance to Poison: Halflings are also highly resistant to poison and
have a +3 on savings throws against all types of poison.

Size: Halflings are Small sized c reatures.

Stealth Bonus: Halflings, due to their small size, unobtrusive manner
and padded feet, are naturally inclined to mov ing silently and
hiding. They gaina + 2 bonus to all stealth checks.

Twilight Vision: Halflings can see normally by moonlight and can see
up to 6006 away by torchlight.

Weapon Training:  Halflings have a natural talent with slings and
thrown weapons. Rock pitching is a favorite sport of many a halfling
child. All halflings gain a +1 bonus to their attack rolls when using
thrown w eapons and slings.

HALFORCS

Half-orcs are boors. They are rude, crude, crass and generally
obnoxious. Because most are cowardly they tend to be bullies and
cruel to the weak, but they will quickly knuckle under to the stronger.
This does not mean that all half -orcs are horrid, only most of them. It
neither means that they are necessarily stupid nor incapable. They
will always seek to gain the upper hand and dominate those around
them so as to be able to exercise their natural tendencies; half

are greedy too. They can, of course, favor their human parent more
than their orcish one.

Orcs are fecund and create many crossbreeds, most of the offspring
of such being typically orcish. However, some one -tenth of orc -
human mongrels are sufficiently non  -orcish to pass for human. It is
assumed that player characters that are of the half -orc race are
within the superior 10%, though there is something disquieting about

their appearance that reveals the cruel nature of their orcish
heritage.

Half-orcs tend to b e slightly taller than humans, longer of limb and
with broader shoulders. Their facial features have an orcish caste to
them, with thin -slit eyes and nostrils, broad, jutting jaw lines and
slightly pointed ears being common. Their canine teeth are
somewha t larger than those of humans and their coloration tends to

be ruddier than usual for men of their lands.

Ability Adjustments : Half-orcs are powerfully built, with broad
shoulders and mighty thews. They add 1 to their initial strength and
constitution score but subtract 2 from their initial charisma score due

to their brutish, brusque nature.

Ability Check Maodifier: Half-orcs, due to their human ancestry, are
allowed to choose three ability score s with which they gain a + 1
bonus to all ability checks  (saving throws, class ability checks and skill
checks).

Automatic Languages: Al
Common and orcish.

Bonus Languages: Due to their interactions with these races, half -
orcs may learn the following languages, as knowledge: language
skills, at the start of play: elven, dwarven, goblin, kobold, or giant.

Dar k vi s iHalfirord8 6ad see in complete darkness to a distance

halflings automatically speak the

The base movement rate for halflings i s

-orcs

half -orcs automatically speak both

a6p per
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Permitted Classes: Half-orcs may advance in all character classes
but prefer the following classes: cleric, fighter, barbarian, thief and
assassin.

Size: Half-orcs are Medium sized creatures.

HUMANS

Human characters are neither given penalties nor bonuses, as they
are established as the norm upon which these subtractions or
additions for racial stock are based. Human characters are not
limited as to what class of character they can become and are
renowned for their adaptability and natural aptitude. As they are
the rule rather than the exception, the basic information given
always applies to humans, and racial changes are noted for
differences as applicable for ~ non-human or part -human stocks.
Humans are the most diverse of all the races, with skin and hair
varying in color from black to the lightest shades. Their men may or
may not wear beards and their eyes can be of various hues, tending
towards shades of blu e or brown.

Ability Adjustments : None

Adaptable : Humans, as the most adaptable of the player races,
gain a +1 bonus to all ability checks (saving throws, class ability
checks and skill checks).

Automatic Language:
Common tongue.
Bonus Languages:

All human characters automatically s  peak the

Due to their interactions with these races, humans

may learn the following languages, as knowledge: language  skills, at
the start of play: elven, dwarven, halfling, gnome or orcish.
Movement Rate: The base moveme nt r ate of humans

round.

Permitted Classes: Humans may advance in all character classes

and prefer no class over any other.
Size: Humans are Medium sized creatures.

Racial Preferences

In addition to the various attributes of the race

s of characters
already mentioned, there are also certain likes and dislikes which
must be considered in selecting a racial type for your character. The
dealings that a character has with various races will be affected by

racial preferences to some extent. Similarly, the acquisition of
hirelings by racial type might prove difficult for some characters if
they go outside a narrow field. Your Dungeon Master will certainly
take racial preferences into account during interaction between

your character and the v  arious races that he will encounter (see
Encounter Reactions on page 54). The following table will serve as a
guide in determining which races your character will like, be rather
indifferent to, or dislike.

Basic Acceptability of Racial Type

Race dwarf  elf gnome half- halfling half- . iman
elf orc
dwarf P A G N N1 H N
elf A P N G N A N
gnome G N P N G A N
half -elf N G N P N A G
halfling N1 N2 G N B N N
half -orc H A A A N P N
human N N N G N N P
1stout halflings and dwarves regard each other with go odwill (G).

2tallfellow halflings regard elves with goodwill (G).

Notes on the Racial Preferences Table:

P: P indicates that the race is generally preferred, and dealings
with the members of the race will be reflected accordingly.

G: G meansthat c onsiderable goodwill exists towards the race.

N: N shows that the race is thought of neutrally, although some
suspicion will be evidenced.

Ohfh If606.h Br i_lghrt] . dl ikvg_ht ! such as that f rﬁemAl%eaﬁsfhétﬁ]@racgiEgr(eletgd%theaﬁtiﬁa’thy.Wi thin 3053
the half -orc character spoils  their darkvision. . ; N H: H tokens a strong hatred for the race in question.
Movement Rate: The base movementrate ofhalf -or cs i126§0def(

round.
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CHARACTERCLASSES

In the Advanced Dungeons & Dragons

various milieus.
ocorebd

cl

asses

and

game, there are 13 character classes from which to choose.
(clerics, fighters, magic -users and thieves), which represent the basic archetypes for fantasy characters
Seven secondary classes (bards, druids, barbarians, cavaliers, paladins, rangers, illusionists and assassin

represent s petypei BRdch of thede lacks the eersdtilsty obtlie prenarg ¢tlassaupoa which they are

Four of these classes are primary classes

d the priests, warriors, wizards and rogues of

based but, in their respective element, can excel in ways that a primary class cannot. The final character class, the monk,
campaign settin  gs, which are usually modeled upon medieval European societies. As such they are an optional, 5

The following table will enable you to determine the major differences between character classes at a glance. Specific compar

in light of the detailed information given in the sections that discuss the individual classes in question.

Primary Classes & Subclasses:

Class

CLERIC

bard

druid

FIGHTER

barbarian

cavalier

paladin

ranger

MAGIC - USER

illusionist

MONK

THIEF

assassin

Alignment

any

any neutral

any neutral

any

non -lawful

any lawful

lawful good

any neutral
or good

any

any

any lawful

any

non -good

Class names shown in capital letters are primary classes; subclasses

Hit Die

Type
ds

ds

ds

d10

di2

d10

d10

d10

d4

d4

ds

dé

dé

CLASS DESCRIPTIONS

Each class is briefly described in the pages that follow. Followi

Hit, Cla

ss Abi

Ability Requirements :

Hit Die:

Bonus to Hit (BtH):

Alignment:

Abilities:

it

es

Ability
Requirements

wisdom 9

intelligence 9,
wisdom 9,
charisma 9

wisdom 9,
charisma 9

strength 9

strength 9,
constitution

strength 9,
dexterity 9,
constitution 9

strength 9,
wisdom 9,
charisma 9

strength 9,
wisdom 9,
constitution 9

intelligence 9

intelligence
dexterity 9

9,

strength 9,
wisdom 9,

dexterity 9

dexterity 9

intelligence 9,

dexterity 9

and the

Abilities

cleric spells, cleric training, turn undead

bard spells, bardic music, bardic training, decipher script, lore, percepti
i mmuni ty

hands,

to

s) are derived from these

is relatively rare in typical

th primary class.

are listed in lower -case letters .

natureds

char ms

&

a

druidic spells, druidic training, survival, resistance to elements, woodland stride, totem shape,

i mmunity
hibernate

to

naturedy

¢tmhammg urie@®mur enom,

combat prowess, multiple attacks, weapon specialization & combat dominance

barbarian training, berserker rag

resilience, survival, track & wilderness stealth

cavalier training, horsemanship, multiple attacks, status, valor, weapon specia

a

e, combat sense, fast movement, multiple attacks, perception,

lization

cure disease, detect evil, divine aura, immunity to disease, lay on hands, multiple attacks,
paladin training, smite evil, turn undead, divine mount & paladin spells

ani mal

empat hy,

favo

red

survival, track, wilderness stealth & ranger spells

magic -user spells & magic -user training

illusionist spells, illusionist training & resistance to illusions

acrobatics,

enemi

es,

climb, deflect missile, fast movement, mind over body, multiple

hunter ds

ai

perception, stealth, stunning attack, unarmed attack, unarmored defense, slow fall, ki strike,
purity of body, feign death, fast healing, evasion, still mind, tongues, immunity to poison,
quivering palm, speak with plants & timeless body

acrobatics, backstab, cant, climb, combat sense, disable device,

nimble, perception, sleight of hands, sneak attack, stealth, decipher script & evasion

acr obatics, backstab,

find traps, nimble, perception, poisons,

ng
number

each

description i
experience

of

climb, combat sense, death attack,
sleight of hands , sneak attack, stealth

s a
points

l evel

disable device,

dodge, find traps,

disguise, dodge,

progression
n eep thesfalowingin rairdl:v an c e

These are the minimum ability scores required by a given character class. A character must meet or exceed these

requirements in order to
The relative hardiness of your character is determined by his hit d

qualify for that

class.

ie type. A fighter, who rolls a d10 for hit points each

time he advances in level, will typically be more resilient that a thief who only rolls a d6. All characters begin play with
the maximum hit points possible for their hit die type, plus any bonuses

cl

asses

recei

v e a

modifier is still applied to their hit points.
This numberisa dd e d

framework or guidelines for
alignment, their outlook and the actions they are permitted to engage in are more narrowly defined.
A character whose alignment changes to one incompatible with thei

class without atoning for their actions and returning to a suitable alignment.

These are the special abilities of the

to

your

that

set

number

characterds

characterds

of

characteros
In choosing a character class, its alignment restrictions should be carefully considered.

r character class may not advance further in that

c hosiesn dcel sacsrsi.b e deaicrh det gtoh.

attacks,

infiltration,

isons must be done

on, persuasive, sleight of
t housan

t ho

m

chart

or penalties for constitution. After 9 t level all
hit points per level and
attack rol |, al ong with h
Alignment provides a
outl ook and actions. I f

n

t

S

h

t

to

no

at

e (

he



THE CLERIC

Upon the fields of battle, where good and evil struggle, stride holy
warriors dedicated to the service of a deity, their martial ability
enhanced by divine dispensation. They obey the will of the gods,

and influence others through fat h i n their deityds
the field of battle, and by bringing justice or retribution to their foes.

Clerics are warrior -priests. They are religious in nature and worship a
pantheon of deities, or are eternally bound to the service of one
deity. From this deity they receive divine powers and act as conduits

of the power of their deity.

A clericds divine connection to thei
This spiritual connection allows them to better understand the
motives and will of their deity and to more capably and earnestly

enact the deityds desire.

Deities can be of any ethos or morality, from good to evil and lawful

to chaotic. All of the deities have clerics and priests who serve and
worship them. The cleric is always of like mind a  nd nature as the deity
they worship and never falters in carrying out their duties lest they
face the most horrible of retribution and suffer the interminable
revenge of an angered power.

Clerics prefer to use those weapons that allow them a better chance

to subdue and convert enemies instead of killing them outright. In this
they gain converts and servants to serve them and their deity. On the
field of battle, where clerics spend much of their lives, they wear any
armor necessary and utilize whatever is n ecessary to see them
through the day and on to victory.

Clerics who generally act in ways
and purposes, and who grossly violate the code of conduct
expected by their deity, lose the use of all divine abilites and
capa cities for advancement, wandering alone and cursed until they
atone for their wrongs.

Cleric Hit Dice Bonus to Hit Experience
Level (d8) (BtH) Points

1 1 +0 0

2 2 +1 2,500

3 3 +2 5,000

4 4 +2 10,000
5 5 +3 20,000
6 6 +4 37,500
7 7 +4 75,000
8 8 +5 150,000
9 9 +6 250,000
10 +2 +6 500,000
11 +2 +7 750,000
12 +2 +8 1,000,000
13 +2 +8 1,250,000
14 +2 +9 1,500,000
15 +2 +10 1,750,000
16 +2 +10 2,000,000
17 +2 +11 2,250,000
18 +2 +12 2,500,000
19 +2 +12 2,750,000
20 +2 +13 3,000,000

oppo

Pl ayer ds

Ability Requirements : Wisdom 9

Hit Die: ds
Alignment: Any
Weapas: a ct i oCGlub, dagger, flail (any), hammer (any), mace

(any), morningstar, quarterstaff and sling
Any armor and shields
Cleric spells, cleric training, turn undead

Armor:
Abilities:

Cleric Spells: A cler ic casts divine spells. The spells available are listed
on the cleric spell list. A cleric is limited to a certain number of spells

of each spell level per day. The table below shows the number of
spells per day a character of the class may cast. Clerics p repare
spells each day through prayer to their deity or deities, followed by
contemplation and study. This process is covered in greater detail in

the Magic section, on page 60. Clerics gain bonus spells for high
wisdom scores (see the Ability Modifiers table on page 4 for details).

Cleric Spells Per Day
Spell Level
Level 2nd 3rd Ath 5th Bth 7th gth gth

1

© 00 ~NOO U~ WN

10
11
12
13
14
15
16
17
18
19
20
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Cleric Training:  Clerics are learned in matters of faith and in the
healing arts. As a result of their training, all clerics begin play with the
knowledge (religion) and profession (healer) skills in addition to their
background skills (see SKILLSor m ore details).

Turn Undead (Wisdom): A cleric has the ability to turn, or even
destroy, undead monsters. To turn undead , a cleric must declare the
attempt as an attack and then make a successful ability check. The

skdckopeéehal ty dest g qs cihdick 9 Fonendgedawith t y pe 6

differing hit dice, use a single die roll but apply the check penalty
separately for each creature . As such, a cleric may successfully turn

a lower hit die creature but not its more powerful ally. The character
must display a h oly symbol toward the undead, who must be able to
see the cleric, and utter a prayer, chant or other invocation of the
characterds deity. Turning undead
and takes one round. Turning undead has a maximum range of 60

feet.

The number of hit dice of undead turned equals 6 +the c | er i cd s
+ the cleric6s .Wndsad witnloweohit dide are turned

first. Undead are turned for 12 rounds (2 minutes). If you have at
least twice as many levels as the undead have hit dice, you destroy

any that you would normally turn (i.e. a 4t level cleric would destroy

2 hit die zombies) . Evil clerics may, instead of destroying undead,
control them. They may also counter the turn undead ability of a
good (or neutral) cleric if  their turn undead check is equal to or
greater than that of the opposing cleric. Evil clerics can also turn, but

not destroy or control , paladins.

This ability may be used 3 times per day at 1 st level. Clerics apply
their charisma modifier to the numbe r of times they may use this
ability each day. As such a cleric with an 8 charisma ( -1 modifier)
may only turnundead twice perday at1l stlevel while a cleric with an
18 charisma (+3 modifier) may turn undead 6 times per day at 1 st
level.

At 5™ level and every five levels thereafter the cleric gains another
use of the turn undead ability each day.

Handb o«
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THE BARD (Cleric)

Every age and people has a voice. That voice finds its measure in like boots or a hat to which they have attached great valu e and
story, expressed in legend, tale, song, poem, battle cry, or speech. through which they recall tales  or bygone days .

From wild barren steppes to the frozen lands at the tips of the world,

from taverns to town squares, and from city streets to imperial Bard Hit Dice Bonus to Hit Exper-lence
residences, there are those blessed with the ability to artfully weave Level (d8) (BtH) Points
story and legend and move the heart to great feats. In recounting 1 1 0 o
epic deeds of ages past, bards inspire listeners to greater deeds as if 2 2 1 2,500
by magical incantation. They captivate hearts, cause tears to flow, 3 3 i sl
and invigorate individuals and crowds. These storytellers are historians 4 4 +2 10,000
and lore masters with orator ical skills guided by the muses. Some are 5 5 +3 20,000
powers behind thrones, weaving a future through tales of the past. 6 6 4 37,500
Others are the backbone to a troop of soldiers, inspiring courage in 7 7 i 75,000
times of distress. But the most renowned are the warrior -poets, whose 8 8 +5 150,000
adventur es and escapades are legend. These ply their skills across 9 9 +6 250,000
the wide world and are known as bards. 10 +2 +6 500,000
11 +2 +7 750,000
Bards can lead by example 12 +2 +8 1,000,000
or deed, but they primarily 13 +2 +8 1,250,000
influence others with story, 14 +2 +9 1,500,000
art, or argument. Their skill of 15 +2 +10 1,750,000
recitation borders on the 16 +2 +10 2,000,000
magical, so m uch so that 17 +2 +11 2,250,000
they are often able to charm 18 +2 +12 2,500,000
listeners with their tales. They 19 +2 +12 2,750,000
are also learned in druidic 20 +2 +13 3,000,000

lore, having received

tutelage in those arts, and Ability Requirements : Intelligence 9, wi sdom 9, charisma 9

have access to spells that Hit Die: ds
reflect this training and the Alignment: Any neutral
esoteric  knowledge they Weapons: Any
have gained through the ir Armor: Light armor and smalls shields*
deep understanding of myth Abilities: Bard spells, bardic music, b ardic training,
and legend. decipher script, lore, perception, persuasive,
sl eight of hands, i mmunity

Bards possess artistic skills that
are needed to convince an
audience that what they see

is more than what is shown.
They gain access to the
various strata of society, both
low and high. They walk
among them, acq uiring
knowledge and  power.
Whether from noble or villain,
the bard pays heed to the
moods and tales of all,
realizing the import of even
the meanest of peoples.

a thousand faces

* Bards may not cast spells when using medium or heavy armor or
when employing shields larger than a small shield.

Bard Spells: Bard s cast divine spells much as a cleric or druid does.
The spells available are listed on the bard spell | ist. A bard is limited to
a certain number of spells of each spell level per day. The table
below shows the number of spells per day a character of the class
may cast. Bards prepare spells each day through prayer, song and
recitation dedicated to their dei ty or deities. This process is covered
in greater detail in the  Magic section, on page 60. Bards gain bonus
spells for high charisma scores (see the  Ability Modifiers table on
page 4 for details).

They are skalds, minstrels, troubadours, lore masters, poets, Bard Spells Per Day
chroniclers, schemers, sages, musicians and orators blending fact Spell Level
and fiction to great effect. Whether weaving tales or delivering Level 0 1% 2nd 3 4m 5 6"
odes, bards can affect changes in individuals and small groups, 1 2 1
inspiring them to great deeds in combat or humble behavior. They 2 2 2
give voice to history, an d weave tales establishing ethics and morals, 3 3 2
reinforcing the frameworks of societies. They possess a tremendous 4 3 2 1
knowledge of events great and small, of legends and the nature of 5 3 3 2
magics. Most bards teach much of what they know, but all bards 6 4 3 2
keep some know ledge to themselves, considering it a source of 7 4 3 2 1
power and prestige only to be dispensed with or used in the most 8 4 3 3 2
extraordinary of circumstances. 9 4 4 3 2
10 4 4 3 2 1
The bardds nature as that of a historl 17 4 4 3 3 2
bending and twisting of fact and a weavin g of fiction to tell their 12 4 4 4 3 2
tales well. They must be free of mind and spirit, with agile and active 12 4 4 4 B 2 1
imaginations. Bards are not bound by the more moribund and strict 14 4 4 4 3 3 2
interpretations of academics and others who depend on the 15 4 4 4 4 3 2
separation of fact and fiction. 16 4 4 4 4 3 2 1
Though bards are known to inspire others to greater deeds, their 17 4 4 4 4 3 3 2
lifestyle often leads them into conflict and combat where many 18 4 4 4 4 4 3 2
times they perform deeds of valor. In life they prefer not to be 19 4 4 4 4 4 3 2
20 4 4 4 4 4 3 3

encumbered by worldly goods. They rarely take up permanent
residence, always ready to move. Usually, their most prized Bardic Music: Once per day per bard level, a bard can use his songs

possessions are the |n_strum_ents they carry, scrolls with great tales writ or poetics to produce magical effects. Each of the three bardic
upon them, or items with which they have traveled many long years, music abilities detailed below require that the bard concent rate



Pl ayerd6s Handbo«

upon his musical performance or recitation as if casting a spell (see a piece of writin g. It takes 2d8 minutes to decipher each page of a

page 62) and that his words or music be heard (an area of silence script. The attempt may be made only once per writing.

negates all bardic music abilities). All bardic music abilities can be . . ) o )

used for a number of rounds equal to the ba rdos +3, pravided that A bard may use this ability to decipher arcane or divines scripts, as a

the bard can maintain his concentration. Bardic music abilities are: magllcty-user or druid would, if & successful check is made with a -10
penalty .

1. Countersong: A bard's singing and playing can negate the
song effects of harpies and sirines, and counter attacks which

relyuponsong or sounds. counfersdn@ rhastns effect ¢ > -
against spells that simply have verbal components. information about local notable people, a legendary item, a

Each round of the countersong the bard makes a  performance noteworthy place, or any other relevant bit of informa tion. Gaining
skill check. The bard and all cr eat utfedrformgtion may gntaisspeaking fo loga) iphabjianty and doing

this skill check result in place of their saving  throw against all research. The information might prove useful in diplomacy,
sonic and song -based magical effects. entertaining and otherwise influencing others.

If & creature within range of the ~ countersong is already under The ability also might impart insight into (and limited understan ding
the effect of a  sonic or song -based magical attack, it gains a of) l ocal or secret l anguages incl ud

new saving throw each round it hears the countersong . ranger signs. The check will not reveal the powers of a magic item,

Countersongs have no ef fect against effects pjihgdive dnthitPits histdry, hedd¥al function or activation.
saves.

Lore (Intelligence):  Bards are lore masters of myth and memory. With
a successful ability check, a bard gains or remembers some relevant

Bards have a chance to  identify the general p urpose and function of
any magical item by making a lore check with a -10 penalty. The
bard need not handle the item but must examine it closely. Even if
successful, the exact function of the item is not revealed, only its
general nature.

2. Fascinate: Bards have the ability to place a single creature into
a trance through their musical or oratory performance. To be
fascinated the creature must be able to see and hear the bard,
and the bard m ust also see the creature. The creature must be
able to pay attention to the bard. The distraction of a nearby

combat or other danger will prevent the ability from working. For most other lore checks, the Dungeon Master gauges the modifier
When attempting to  fascinate , the target makes a charisma based on whether the knowledge is:

saving throw to resist t he barddés spell song. | f t1hGomnwa and kngwn tyhat east a substantial minority of the
fails, the creature sits quietly and listens to the bard for the local population.

duration of the bardic music ability . While fascinated , the . .
- . - 2. Uncommon but available, known by only a few people in the
creature is distracted, suffering a -4 penalty to all saving throws area

and armor class. Ift he creatureds saving throw stcceeds the

bard cannot attempt to fascinate that creature again for 24 3. Obscure, known by few, and  hard to come by.
hours. Any threat that is obvious to the fascinated creature,
such as the casting of a spell, drawing a sword, or aiming of a
weapon, automatically breaks the effect.

As the bard rises in level the power of his fascinat e ability

4. Extremely obscure, known by very few scholars and sages,
possibly forgotten by most who once knew it or possibly known
only by those who dondt understand

increases as well, allowing the bard to furthe r influence knowledge.

fascinated creatures . At 6™ level, a bard may attemptto  charm Perception (Wisdom): A bard can hear noises that others might not
person (as the spell) on a fascinated creature. At 11 ™ level, a detect and are keen observers of their surroundings. Bards gain
bard may attempt to implant a suggestion (as the spell) into a perception as a class ability, rather than common ability , which
fascinated  creature. At 16 " level, a bard may attempt allows them to add their full level bonusto  perception checks.
antipathy/sympathy  (as the spell) on a fascinated creature. In

each case, the creature receives a saving throw to attempt to Persuasive: Bards are adept at manip ulating others through their
resig the spellsong. These ecialized uses of the fascinate ability words. At 1 st level, bards gain a +1 bonus to all charisma checks
do not count against the bafasdiate dai | wade forimfluence othera.s i g the Iaed rises in levels, the bonus
ability and do break the fascinate effect, even if they fail . imparted by this ability in creases: to +2 at 6t level, + 3 at 11 level, +4
As the bard gains experience  the number of creatures thatca n at 16t™ level and +5 at 20t level.

be effected by the fascinate ability, but not one of its
specialized uses , increases. The number of creatures  effected
increases by one at levels 4, 8, 12, 16 and 20 . A 4" |evel bard
can fascinate 2 creatures, a n 8" level bard can fascinate 3
creatur es, a 12t level bard can fascinate 4 creatures , and so

Sleight of Hands (Dexterity): All bards are trained in the arts of
legerdemain or sleight of hands. When making a dexterity check to
perform any o0sl eight of handso6 bards
bard can use this ability to remo ve the contents of a pocket or

pouch (or otherwise take something from a person) without being

on.
noticed, by making a  sleight of hands check (opposed by their
3. Inspire: This ability allows the bard to inspire courage all allies t ar g percédption check). Success may require the bard to cut the
wi t hi.nins@ré&ally gains a + 1 bonus to saving throws versus purse or pouch from the target.

fear and to their attack rolls.

As the bard rises in | evels, the bonus imparted by this ability
increases: to +2 at 6t level, +3 at 11t level, +4 at 16t level and
+5 at 20" level.

Thi s ability al so all ows t he bard t o
maneuvers. A successful sleight of hands check (opposed by their
t ar g percépsion check) indicates the bard has hidden or moved

an item in such a manner that observers are not aware of where the
Bardic Training: All bards begin play with bonus skills  (see SKILLSor item has been hidden. Typical maneuvers include hiding a coin,
more details about background and bonus skills) bas  ed upon their sliding a card up a sleeve, performing the peanut trick (table tricks),
bardic training. These bonus skills are knowledge (history) , and the like. A penalty to the check may be applied if there is an
knowledge (language) and performance (all types). observer present that is determined to note where an item is moved.
Bards, due to their years of studying the tales and histories of other I mmunity to Nat AtBteléval theChard beaosmes immune
lands, are quite adept at learning new languages. In ad dition to the to all charm spells cast by fey woodland creatures such as dryads,
bonus knowledge (language)  gained at level 1, the bard gains new nixies, nymphs, pixies and sprites.

knowledge (language)  skills at levels 6, 11 and 16. These languages
must relate to those that the bard has interacted with or to those that
the bard has studied.

A Thousand Faces: At 16" level the bard is able to alter his
appearance at will as per the ¢ hange self spell, except that the bard
may only change his appearance, and not that of his possessions.

Decipher Scri pt (Intelligence): Bards may attempt to decipher Furthermore, the use of this ability is not a magical effect, so it can
writing in an unfamiliar language, a message written in an only be detected through the use of true seeing or the like, and
incomplete or archaic font, or a message written in code. If the actually changes the facial features and body of the bard.

check succeeds, the character understands the general content of
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THE DRUIOCleric)

Beyond the confines of walls and city battlements, within the vast
expanse of the wilderness areas of the world are many folk who live
with contentment ou tside of civilization. Those who push aside
material culture to live in harmony with nature often draw upon its
forces for spiritual guidance and commune with its spirits. These are
the druids, and they offer guidance and wisdom about the order of

life and the world, the cycle of life and death and acceptance
thereof.

Many fear druids; for they call upon powerful elemental and nature
spirits and they can gather great hosts of nature to fight for their
causes.

Druids seek to protect the wilderness and its beasts from the
encroachments of civilization lest the order of the natural world be
upset. They find the myriad artificial creations of civilized peoples
abhorrent, for they believe that reliance upon the unnatural creates
peoples that are weak and depen dent upon a material culture.

They are fiercely individualistic, and are often found among
barbarian tribes. Druids live in harmony with nature, revering its power
and beauty. Although sometimes termed priests of nature, druids are
much more. They allow nature to determine the fate of its creatures,

Ability Requirements : Wisdom 9, charisma 9

Hit Die: d8

Alignment: Any neutral

Weapons: Club, dagger, dart, quarterstaff, scimitar, sling,
sickle and spear (any)

Armor: Leather or hide, and wooden shields

Abilities : Druid spells, druidic training, survival, resistance

to elements, woodland stride, totem shape,

i mmune to natureds char ms,
venom, a thousand faces, timeless body,
hibernate

Druid Spells: A druid casts divine spells. The spells availa ble are listed
on the druid spell list located in the Magic section. Each druid can
cast a limited number of spells from each spell level per day. The
table below shows the number of spells per day a druid may cast for
each spell level. Druids prepare and cast spells by praying for them.
This process is covered in greater detail in the Magic section, on
page 60. Druids gain bonus spells for high wisdom scores (see the
Ability Modifiers table on page 4 for details).

Druid Spells Per Day

for good or ill. Some druids revere nature and its elements alone, Spell Level
while some promote the beliefs of one or more nature deities and level O 1t 2nd 3d 40 50 gh 70 gh  gn
others bind their animistic faith to a strict code of personal conduct. 1 4 1
Al ar e devoted t o their i feds calIinoZanA Possess snecialized
wilderness lore, including knowledge of the animal and plant 3 4 2 1
kingdoms. 4 4 3 2

5 4 8 2 1
Their divine dispensations are gifts from the spirits of the wood, rock, 6 4 3 3 2
water and windstorms that rage across the plains, seas that thunder 7 4 4 3 2 1
against coasts, or the waving grass of the wild steppe: none knows a 8 4 4 3 3 2
motive. Druids must be able to relate to this balance and neutrality in 9 4 4 4 2 2 1
nature. 10 4 4 4 3 3 2
From this closeness to their surroundings a druid possesses specialized 11 S 4 4 4 3 2 1
knowledge of wi Iderness environments, particularly those in which 12 5 4 4 4 3 3 2
the druid lives or was trained. 13 5 4 4 4 4 3 2 1

14 5 4 4 4 4 3 3 2
A druid may use weapons crafted from n 15 5 4 4 4 4 4 3 2 1
as wood, leather, stone, and cold -forged metal. Traditionally forged 16 5 4 4 4 4 4 3 3 2
weapons are antithetical to druids. Some druids prefer to use a 17 5 5 4 4 4 4 4 3 2 1
weapon identical to the maj or weapon ygi elsdeds by the 4dr wi dds 3 3 2
worshipped deity. In war and combat druids often wield cold -forged 19 5 5 5 4 4 4 4 4 3 2
pure metal weapons fashioned of beaten iron or copper, but not of 20 5 5 5 4 4 4 4 4 3 3

beaten steel or bronze.

Likewise, a druid prefers armor crafted from items found in nature,
such as leather and wood. They view armors forged by advanced
metalsmithing techniques as tainted and impure. These impure items
make one dependent upon them and, in consequence, weak.
Should a dr uid cease to revere nature or ignore his code, the wrath
and fury of the spirits of the wild would descend upon them with a
vengeance.

Druid Hit Dice Bonus to Hit Experience
Level (d8) (BtH) Points

1 1 +0 0

2 2 +1 2,500

3 3 +2 5,000

4 4 +2 10,000
5 5) +3 20,000
6 6 +4 37,500
7 7 +4 75,000
8 8 +5 150,000
9 9 +6 250,000
10 +2 +6 500,000
11 +2 +7 750,000
12 +2 +8 1,000,000
13 +2 +8 1,250,000
14 +2 +9 1,500,000
15 +2 +10 1,750,000
16 +2 +10 2,000,000
17 +2 +11 2,250,000
18 +2 +12 2,500,000
19 +2 +12 2,750,000

20 +2 +13 3,000,000

Druidic Training: Druids are connected to the forces of nature. They
mystically coexist with their environment, gradually becoming a
larger part of it. This imparts a specialized knowledge of the wilds to
them. As a result, they begin play with knowledge (nature) as a
bonus skill. Druids using this skill are automatically s uccessful when in
their native environment and climate. In unfamiliar environments,

the druid must succeed at a knowledge ( nature ) check in order to
learn about their surroundings , just as other characters would

Like clerics, druids are skilled at ten ding to the wounds of others and
automatically gain the profession (healer) skill in addition to their
background skills. Finally, druids have a secret language used for
communicating with one another. They are forbidden from teaching

this language to any but their brethren. This language, druidic, is
gained as a bonus knowledge (language)  skill at 1stlevel (see SKILLS
for more details).

Survival (Wisdom): In wilderness environments, druids can provide
shelter for themselves and others, and can provide decent food and
water for several people, all without the need for an ability check.

The druid can forage and hunt for food and water. The druid must
spend 1d4 hours hunting and gathering to produce enough food

and water to feed 2d4 people for 1 day. If th e druid wishes to feed or
shelter a larger group of people, he must spend an additional 1d4
hours gathering food and succeed at a survival check. This
additional effort allows the druid to gather food and water for 2d4
more creatures. The druid can only h  unt and forage for food 12 hours
per day, limiting the number of people that can be fed.



In addition to the ability to provide food and shelter in the wilds, a
druid can automatically determine where true north lies in relation to
the character in normal  wilderness environments.

Resistance to Elements: At 2nd level druids gain a +2 bonus to saving
throws against all fire, water, earth, air, cold and lightning attacks.

Woodland Stride: At 3 level druids gain the ability to move through
natural thorn s, briars, overgrown areas, and similar terrain at normal
speed and without suffering damage or other impairment. When

doing so, druids leave no trail in the natural surroundings and cannot

be tracked. Thorns, briars, and overgrown areas that are enchante d
or magically manipulated to impede motion still affect druids.

Totem Shape: At 6™ level druids gain the spell -like ability to change
into a Small or Medium animal and back again once per day. This
ability operates like the spell  polymorph except that , each time the
druid assumes a totem form , he regains 2d8 hit points. At8 t and 10t
levels the druid gains an additional use of this ability each day.

At 12t |evel, the druid gains the ability to take the shape of a Large
animal when using the totem shape ability. At 12 " level and beyond
the druid regains 4d8 hit points whenever they assume a totem form.

I mmunity to Nat uAte@sleveC the drois becomes
immune to all charm spells cast by fey woodland creatures such as
dryads, nixies, n ymphs, pixies and sprites.

Pl ayerd6s Handbo«

I mmuni ty to NatAtti4e eeel dwidsgaimmmunity to all

natural poisons (ingested or insinuated animal or vegetable poisons,
including Oomonsterd poisons and venoms
poisons or poison gas) .

A Thousand Faces: At 16™ level the druid is able to alter his
appearance at will as per the ¢ hange self spell, except that the
druid may only change his appearance and not that of his
possessions. Furthermore, the use of this ability is not a magical
effect, so it can only be detected through the use of true seeing or
the like, and actually changes the facial features and body of the

druid.

Timeless Body: At 18™ level the druid is no longer affected by the
ravages of age and ignores all ability penalties that have been
accrued through aging. Ability bonuses gained through aging
remain and the characterds | ifespan i c
characterd8s maximum age is doubl ed)

Hibernate: By 20" level a druid has learned secrets that allow h im to

slow body functions to the point where the character appears dead

to casual observers. The character is unconscious during hibernation

and his aging is effectively halted while in this stasis. The druid
awakens at either a pr ewlr ibarnatedad a t i me
year 6) or when there is a specific che
wi || awaken when t he first snow fall
someone enters my resting chamber. 6)



