Dungeon Master® Option:
High-Level Campaigns
by Skip Williams

Foreword
Utter the words “high-level character” to just about any group of AD&D® game fans and
you are certain to get a strong reaction. Veteran players often shake their heads in disgust,
but there are afew whose eyes gleam with fond memories. Referees often look pained or
confused. Everyone, it seems, has an opinion about high-level play.

If you are afan of high-level campaigns, thereisvery little | can say about this book.
Y ou have probably aready thumbed through the pages, lingering over the choicest bits.
Perhaps you' ve studied the rules and tables of legendary mongtersin Chapter 2 or
consdered the possibilities that the new character powers from Chapter 7 can bring to
your game. Enjoy!

If your opinion of high-levd play islukewarm or worse, you might be wondering
why | wrote thisbook at dl. I'll share a secret with you. Before | started this book, |
wasn't any too fond of high-leve play either. My mind began to change, however, as|
began planning the book and talking to people about what it should contain. Although
high-level play can be difficult, | learned that there have been plenty of successful
high-level campaigns over the years.

Along theway, | began thinking about an old character | once played: Ellis
Strongheart. Ellis began life as a 19-leve ranger full of spunk, and he wound up as athe
lord of ahuge cadtle. Ellishad aligt of powerful enemies aslong as your am and an
equdly long lig of dlies, induding atime-traveling dragon and a host of servants and
retainers. The campaign that gave birth to Ellisislong gone, but Ellisis now firmly
ensconced in my own campaign as an NPC. The playersin my game are strangdly
attracted to Ellis (lesser mortals cal him Lord Strongheart). Ellisis very much aviable
character, with along history and an enigmatic reputetion. To me, Ellisis proof that
high-leve play can be worthwhile, even if it does get rather wild.

This book’ s first chapter, The Seven Maxims, discusses what DMs have to do to
make sure their campaigns stand up to the rigors of high-leve play. All campaigns
require work, but high-level games require a specid touch, and it is the lack of that
knowledge that causes many high-level gamesto go adtray. If you have tried ahigh-leve
game and falled, the materid in the first two chapters should help you avoid critical
mistakes. The rest of the book providesideas for kegping a game—and its player
characters—fresh. There are rules and suggestions for building adventures and whole
new worlds, conducting magica duels, and making magica items. Two chapters are
worth specid note: Chapter 6, True Dweomers, and Chapter 7, High-Level Characters.
Both of these chapters introduce new powers into the game.

True dweomers are essentially 10th+level spells. | included them not just to satisfy
power gamers, but to alow high-level spellcasters to create world- shaking magic. When
the rules are used properly, the cagting of a single true dweomer can keep a group of PCs
busy for along time. Chapter 7 includes some hard-and-fast rules about what characters



can do. Init thereisarevised rule for automatic failure of saving throws—something thet
places alittle fear back into high-level character’slives—and ahost of new powers.

Don't be put off by these new ahilities; their purpose istwofold: Fird, they give players
something to look forward to. No longer do high-level characters smply accumulate

more hit points once they reach 9th or 10th level. Second, they put truly epic abilitiesinto
the hands of player characters. These new powers are not going to alow PCsto lay waste
to the countryside, but using one indisputably marks a character as alegendary figure.
That'swhat high-levd play isdl about.

ip Williams
April, 1995
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The Seven Maxims

High-level AD&D® campaigns pose some specid problems for the referee. Encounters
are more difficult to congtruct because the DM cannot smply throw mongters at
characters whose prowess are equa to those of Hercules, Merlin, and other heroes of
myth and legend. Keeping ahigh-level campaign on-track and exciting can be so difficult
that many players and DMs prefer to retire their high-level characters and Sart over at 1t
level rather than continue the campaign.

Retiring powerful characters and starting over is not an unreasonable course of action.
Indeed, Chapter Three of the Dungeon Master® Guide explainsthat retirement is
inevitable once characters exceed leve 20. If you are reading this, however, you've
decided to forge ahead and experience what truly powerful AD&D characters can do.

The book you hold in your hands contains rules and campaign suggestions for
characters of up to 30th level. For our purposes, any character of level 10 or moreis
high-leve.

It is possible to have a successful high-level campaign, but only if the participants are
willing to put forth extra effort to build a game that works. This chapter presents seven
basic principles that anyone who runs ahigh-level campaign should understand:

Don't depend on the dice.

Use adversariesinteligently and inventively.
Control magic.

Be aware of demographics.

Think on an epic scae.

Pan ahead.

Share respongbility with your players.

Following these principles does not guarantee a great game, but al successful
high-level AD& D campaigns use them to one degree or ancther. If you
keep these maxims firmly in mind, your campaign can continue to provide you and your
players with many hours of enjoyment even after the player characters have achieved
fantastic levels of power.

1. Don't Depend on the Dice Every AD&D campaign requires acertain leve of
tenson—a great adventure includes something gorious to gain and something equally
important to belogt. I1t'sagood ideato play alight adventure just for laughs from time to
time, but the game is & its best when the PCs find themsdl ves poised between grand
success and dismd failure.

Early in acampaign, just rolling the dice provides enough uncertainty to keep
everyone on the edge of ther seats. Fighters hack at their opponents, hoping their attacks
hit. Even againgt lowly goblins, a 1g-level fighter misses with amelee attack about half
the time (more than that if the character doesn’t enjoy combat bonuses from Strength and
wegpon pecidization). All players wince inwardly—sometimes visbly—when the DM
cdlsfor asaving throw; asmple poison has an excdlent chance to day or incapecitate a
1st-leve character. Likewise, when each player character has only a handful of hit points,
even theinitiative rall is crucid because a single blow from a sword often spdlls death for



anovice adventurer.

In each of the preceding examples, the chance of failure is Sgnificant for the PC, and
the consequences of not succeeding are grave. As the campaign matures and the PCs
become more powerful, however, playerslearn not to dread the dice so much. Fighters of
4th to 6th level can expect their attacks to hit more often than they miss, and even priests
and rogues can expect to hold their own in ashort fight. All characters at thislevel have
more staying power than 1st-level characters, and they can afford to take alittle abuse
when they face dangerous opponents. The DM 4till can make the players fear for thar
characters' lives, however, by confronting them with increasingly powerful enemies.

Increasing the foes strength isa good thing for low- to mid-level campaigns for two
reasons. Firg, it helps maintain the leve of tenson by making things more difficult for
the heroes. Mid-level characters can expect to hit goblins more often than they miss, but
they have a harder time dedling with wyverns. Second, it helps maintain the level of
reward. The tougher the foe, the more experience you can award. Thisisimportant for
maintaining a steady rate of advancement because a PC advancing from 1<t to Sth level
must earn an increasing amount of experience between each leve, as even acursory
glance a Figure 1 revedls. Figure 2 shows the increasing rewards for more powerful foes.

The cycle of escalating power begins to break down asthe PCs exceed leve 9. Firg,
the PCs THACO and saving throw numbers become so low that successis virtualy
assured, especidly when the effects of high ability scores and magical items are factored
in. Likewise, PC Armor Classes tend to become so good (again due to magicd items and
high ability scores) that many monsters can't damage the PCs in combat. Second, the
experience required to gain the next level no longer increases geometrically once the PCs
reach 9th level—there is aflat increase from level to levd ingtead. Figures 3 and 4 help
illugtrate the problem.

Combat, once the most dramatic activity in the game, can become adull routine of
hack, inflict damage, and hack again—especidly if the DM dlows the playersto think
their characters are invincible. Of course, you can restore the leve of tenson by
presenting the PCs with increasingly powerful foes. However, smply bringing the
antagonists to the PCs' leve of power isnot agood idea—it chegpens the heroes
accomplishments. Tenson in the game is a positive dement, but many players despair
when they redlize that their characters are dways in some kind of peril. Players often fed
their characters are pushing their luck with each new adventure and opt to retire their
favorite characters before they are killed. Stiffening the opposition aso brings the PCs
more experience, which accelerates level advancement, and in turn makesthe whole
problem even worse.

The key to maintaining tensgon in the game without inflating the level of power isto
creete Stuations where the players must rely on their own memories and reasoning skills.
Rather than confronting high-level player characters with huge numbers of powerful foes,
try smaller numbers of weaker foes who attack according to a plan. Also, not every
encounter has to be afight. Give your players problems that require them to think rather
than roll dice—complex politica struggles, mysteries, puzzles, and the like chdlenge the
playersdirectly. To keep the game centered on the characters, present the players with
Stuations that make them search for new ways to use their characters' ahilities. See
Chapter Two for more suggestions.

Do nat try to diminate dice rolling atogether, however. Everyone likesto trash



something once in awhile, and players expect to be able to do something with their
high-level characters newfound powers. The key isto not dlow the PCs to become so
dominant that every Stuation descendsinto a die-rolling extravaganza where the only fun
involved isin determining the number of casudties the party can create in one round.

2. Intelligent Adversaries You can chalenge your campaign's high-level player
characters without making every monsgter and villain in your world akilling mechine. Ina
wedl-run game, what you decide to do with your bad guysis far more important than their
raw power. Try to think beyond the smple al-out assault by amass of expendable foes.
High-leve characters have little to fear from such attacks, and their players generdly
expect more origindity and ingenuity from their DM. This section contains afew tips for
getting the most out of any adversary your PCs face.

Consider the
Opponent’s Intelligence

Make sure the opponent acts as smart asit should. Any foe worthy enough to challenge high-level PCs
didn’t get that way through foolish actions. This does not mean that only foes with genius-level intelligence
aresuitablein high-level play. Even opponents with low intelligence can learn from experience and are not
necessarily foolish. A man-eating tiger, for example, has an Intelligence rating of 2—4, but its experiencein
stalking people can make it a canny and unpredictable opponent for any group. An opponent doesn’t have
to be brilliant to challenge high-level characters: It hasto avoid obvious mistakes.

Many DMs tend to think of very wesk creatures, such as goblins and kobolds, as
prone to foolish and uninteligent behavior; thisis an error. Kobolds and some goblins
have average Intdligence, which make them as smart as atypicd human. Humans are
pretty inventive cregtures. They have survived an ice age and have produced and
maintained our incredibly complex and technical culture. Creatures with average
intelligence might blunder when making split-second decisions, but they learn from their
mistakes and prepare for the worst. For a more complete discussion of how intelligence
affects a creature’ s actions in combat, see Chapter 10 of the Player’s Option™ Combat &
Tactics book.

Review the Creature’ s Weaknesses

No matter how intelligent the cresture is, any opponent of high-level PCs should be
as prepared as possible to face the party. Unintelligent creatures undoubtedly have
another force that tells them what to do, and this behind-the- scenes antagonist makes sure
that any discernible wesknesses have been minimized. Againgt high-level PCs, few dlies
are expendable—the villain must make sure that each aly has a specific purpose.

AsDM, itisyour responsbility to make sure that the PCS enemy has adequately
prepared for any confrontation. Obvious weaknesses, such as arakshasa s susceptibility
to a blessed crossbow bolt, should should be shielded from the PCs. Perhaps the rakshasa
has read a scroll of protection from magic, or is protected by aminor globe of
invulnerability when the PCs attack. Some additiona examples follow:

Fireand acid are troll’ s worst enemies because they prevent the troll from regenerating
(seethetrall entry in the Monstrous Manual ™). A troll’ s regeneration ability dso hasa



delay; the creature regains no hit points until three rounds after it suffersits first wound.

Trolls that have each consumed a potion of fire resistance and covered themselves
with oil of acid resistance might prove quite a chalenge for PCs who are accustomed to
chopping up tralls and dousing them with flaming ail.

A cavern filled with pockets of explosve gases would make any fire-based spdll
hazardous for the PCs.

Player characters might hesitate to attack trolls with fire after a trgp douses them with
flammable ail.

A troll that spends afew rounds hurling missiles at a party before closing to melee
might just suffer an arrow hit that Sarts its regeneration before it begins suffering redly
heavy damage from the party’ swarriors.

Vampires suffer from diverse vulnerabilities that players know dl too wel: sunlight,
garlic, mirrors, holy symboals, turning by priests and paadins, and running water.

Living deep underground and keeping a few items enchanted with continual darkness
spdls effectively diminates the threet of sunlight.

Smart vampires keep charmed minions on hand to break mirrors, destroy garlic, and
snatch away holy symbols.

A wdl-placed wall of ice, Otiluke' s freezing sphere, or lower water spell makes
immersing avampire in running water difficult if not impossble

Remember that it is running water that harms vampires. Stagnant water doesn’t hurt
them at dl, and a clever vampire might use sanding water as a hiding place to ambush
overconfident PCs.

A vampire employing a disguise might not be recognized as an undead creature until
after it attacks, providing hefty surprise pendties to the PCs. A nondetection spdl would
prevent its discovery by detect undead or Smilar spells.

A vampire living in a particularly unhalowed place might be resistant to turning
atempts.

Giant dugs are wildly inaccurate when they firgt use their acidic spit in an encounter,
and they have aterrible Armor Class.

A giant dug might automaticdly hit with itsinitia acid attack if the party must
gpproach it through a narrow opening or congtricted passage.

The dug's poor Armor Classisirrdevant if the party cannot attack it. Perhgpsit lies
on the far Sde of a crevasse or behind a portcullis or other barrier.

In many cases, you dso have to find ways to explain why a creature enjoys the
advantages it has for the Stuation you have congtructed. Remember that the PCs might
want to incorporate some of your ideas into a defensive ad for their own keeps and
cadtles. Kegping the PCS' dignments in mind, your rulings—for or againg—should be
consstent.

Perhaps a member of the troll’ s group is a polymor phed or reincar nated wizard who
is making the best of abad Situation by brewing potions for her companions.

The explosve gases are anaturaly occurring event in that region. An achemist could



reproduce the explosive for the PCs, but it would be expensive.

Vampires have the intelligence and longevity to dream up al manner of specid
defenses and contingency plans. Did someone say contingency?

Perhaps the giant dug is another creature' s pet or guardian. The portcullis, which the
dug might eedily batter down, is coated with athick layer of salt that discourages the
monger from pushing againg it except in one place that is just large enough to
accommodate its head.

Review the Creature' s Strengths

Pay equd attention to the creature s strong points and find ways to maximize them.
Intelligently played mongters can wreek havoc on even the most well-prepared group of
high-level heroes. Start by identifying their strengths and then formulate plans to teke
advantage of them. For example:

Trolls boast regeneration, multiple attacks, and respectable Strength scores.

A group of trolls might attack in waves so that damaged individuas can retrest and
regenerate logt hit points while the fresh troops press the fight.

A troll attacks three times each round; a haste spdll increasesthisto Six.

A troll’s great strength dlowsit to employ avariety of indirect attacks, such asrolling
boulders onto opponents from atop a cliff.

Trolls armed with magica weapons, such as two-handed swords, could successfully
attack characters with low Armor Classes and do considerable damage in the process
(their damage bonus when using wegponsis +8).

Everybody knows that vampires drain life energy, but they have a vast repertoire of
powers including high mohility, various spell and weapon immunities, high Strength
scores, formidable charm ability, and can conced themsdves by posing as normad
humans or demihumans.

A vampireis at its best when it can atack alone, high-level PC. One-on-one
confrontations give the vampire a chance to use its charm gaze and attempt melee without
fear of an overwheming spdll assault or clerica turning attempt.

A vampire can only be hit by magica weapons, so protecting itself with spellslike
invulnerability to magical weapons or antimagic shell alow the vampire to wear down
high-level warriors without fear of the PCs' blades dicing through it.

In ahigh-level campaign, mohility isthe vampire' s greatest power. (Scarabs of
protection and spells such as negative plane protection and restoration make
leve-draining undead considerably less formidable than they are in campaigns where the
PCs have fewer resources.)

Gaseous form alows the vampire to move through barriers that are impassable to the
PCs. A few pinholesin awadl, floor, or ceiling that has been reinforced with metd bars
(to defeat passwall spells) dlows avampire to come and go as it pleases.

Timeisdso avampire sdly, especidly if it is degp underground where it doesn't
have to worry about natural sunlight. If forced to retreat, a vampire can spend sometime



regenerating, then return—at full hit points—to harry its enemies from a new angle.

The vampire might pose as a resdent from a nearby village who is here to day the
vampire. Players are not likely to recognize avampire for whet it isif the monger is
running round with awooden stake and mallet in hand.

Giant dugs have endless supplies of acidic pittle, immunity to blunt wegpons, and
boneless bodies that can fit through small openings.

Repeated acid attacks can wear down even the strongest characters, and the acid has a
chance (however smdl) to destroy magicd items and make high-level PCsalittle less
formidable.

Soneskin can protect the dug from weapon attacks for a brief time, giving it more
time to wear down the PCs. A spell engine could be setup nearby to absorb spells, or a
chain contingency could be in place on the dug to activate spelslikefire shield (cold
verson), lightning bolt, and other unexpected surprises.

A giant dug's ability to squeeze into smal places dlowsit to liein wait for the PCs
in a place that appears empty &t first glance.

Minimizing weaknesses and maximizing strengths dlows you to chdlenge the PCs
and maintain tengon without power inflation; foes become dightly harder to kill and a
little more chdlenging in afight.

There are other advantages aswell. Players with high-level characters often are
veteran players who are very familiar with most AD& D game mongters. Their
encyclopedic knowledge dlows them to strike immediately at a monster’ s week point,
eadly defeeting the creture. If you take pains to minimize monsters' weaknesses and
exploit their strengths, you encourage your playersto think cregtively by providing a new
chdlenge (thinking of away to exploit the shielded weskness or avoid the amplified
strength). Y ou aso restore some freshness to your campaign, because the players quickly
learn that dl mongters are not exactly alike. Since the players are no longer certain how
much danger they face, they learn to respect the offensive capabilities of any cresture
they meet, which encourages them to consder dternatives to fighting.

Handling Defesat

The easiest way to decide what a creature does in the face of impending defeat isto
check itsmorde rating and roll the dice to seeif it runs away. Don't handle every foe this
way. Player characters don’t have to check morae, and neither should important
nonplayer characters, mongters, or other foes. Rank-and-file troops, however, are part of
an encounter’ s setting and should follow the morae rules. Very few leaders are so
charismatic that all their followers march to their desths all of thetime. Likewise, the
PCs own dlies and henchmen might quit the field a times when the heroes find it
inconvenient for them to retreet.

In many campaigns, the DM follows the forgoing advice at leest in part; monsters and
villains usualy dug it out with the PCs until the bitter end. Fighting to the death isn’t
such abad idea, because most PCs can obliterate fleeing opponents before they have a
chanceto get away. If degth isinevitable, one might as well do as much damage to the

enemy as possible before dying.



Defeat need not dways mean degth or retreat, even in apitched battle. Redl battles,
for example, have much lower kill rates than fantasy battles. Picket’ sinfamous charge
during the Battle of Gettysburg killed 50% of the attackers; that means half the people
who participated in the attack survived. There are basicdly four options open to an
opponent who is staring defedt in the face:

Surrender: The creature Smply gives up—or appearsto give up.

Flee: A retreat from battle need not be a mindless rout. The opponent might choose to
withdraw and fight again under better circumstances. Inany case, leaving a battle and
aurviving the atempt is afine art (see below).

Reversal: If the opponent’ sfirg plan of action isn't leading to victory, it might try
another gpproach. Since defeet islooming ever-closer, thistactic is usudly the most
daring.

Fight: The creature amply continues the fight and hopes for the best.

Motivations

Exactly which option an opponent takes should depend on the creature’ s motivations,
knowledge of the enemy, and resources. Start by thinking about why the opponent is
attacking in thefirst place.

Coercion: Opponents who attack because a stronger creature has forced them into it
might very well fight to the death. For these creatures, fleeing the battle might be worse
than dying at the hands of the PCs. Crestures that have been forced to attack usually
don’t have the resources or crestivity to regain the upper hand through some bold action
when things begin to go bad—they stick with the origind strategy againg the PCs unless
told otherwise.

If the PCs have areputation for showing mercy, foes who are too fearful of their
meagters to run away might surrender ingteed. If the PCs have a reputation for killing
every opponent who crosses swords with them, however, no foeislikely to surrender
under any circumstances.

Magical Motivations: Opponents who attack because they have been magicaly charmed
or are under some other kind of externally imposed compulson to attack might literaly

be unable to preserve themsdves through flight or surrender. Likewise, their clouded

mentd date often prevents them from winning a victory through some ingpired action.

The Home Front: Opponents who are defending their homes or afortification usualy do
not quit the field altogether. Instead, they most often try to fal back so they can attack
again. If unable to retregt, the opponent might surrender in hopes of delaying the attacker
(prisoners can be such an encumbrance) or for the chance to break free and attack again
at an opportune moment.

L ooting: Opponents seeking loot or who attack during an unplanned encounter flee at the



firg hint of difficulty. Brigands and cutthroats who commiit crimes when the
opportunities present themsdves fdl into this category.

Pride: Opponents who have attacked out of sheer bravado, spite, or aggressiveness
usudly do not flee from a battle except as part of a cdculated plan of hit-and-run attacks.
When faced with utter defegt, this type of opponent tries something dramatic, such asa
retributive strike with a staff of power, rather than surrender or flee.

Leaving the Field

An effective retreat, like an effective attack, requires some advance planning and a
grasp of the current Situation. To flee an encounter successfully, a creature hasto
accomplish three things: outrun the PCs, survive or foil the PCs ranged attacks, and
elude any long-term pursuit the PCs might attempt.

Of course, what looks like flight can easily be a rush to higher ground or the
beginning of asaries of hit-and-run attacks againgt the party.

Running Away: Outrunning the PCs is best accomplished by moving faster than the
heroes. Failing that, the fleeing creature should go somewhere that the PCs cannot follow.
For example, ahorde of kobolds has no chance to outdistance a company of mounted
knights on aroad or in clear terrain, but they probably could get away if they fled down a
steep, wooded s ope where horses could not follow. It is aways best to have an escape
route in mind before a battle starts, and most intelligent combatants (except, perhaps,
PCs) do so.

The surest way to flee abattle is through spells such as teleport, dimension door,
word of recall, phase door, plane shift, and itemswith Smilar effects, such as cubic gates
and amulets of the planes. These spells and devices work quickly and whisk the usersfar
away, leaving no rea clues asto their whereabouts.

If the opponent istoo dow to get away and does' t have a magicad means to escape
quickly, the best bet isto misdirect or divert the PCs. There are many ways to creste
successful diversons. Powerful magicd illusons, such as aprogrammed illusion
triggered by acommand word, or invisibility tend to work the best. Reinforcements are
great for shifting an attacker’ s attention away from an dl-but defeated opponent. If
neither of these are available, an opponent can try something desperate, such as throwing
dust or red-hot embersin the PCS eyes. Spells such aswall of fog, fog cloud, mount, or
ropetrick areided for a persona escape.

If the PCs cannot be distracted, the next best thing is to do something that dows them
down. A few caltrops, araging brush fire, or some tripwires can discourage direct pursuit,
as can spells such as web or entangle.

Foiling Ranged Attacks: Opponents who have put some distance between themselves
and the PCs are il not entirely out of danger. Many characters can dedl out impressive
amounts of damage from consderable distances with missile fire or spells.

The best way to dedl with distance attacks is to get out of range as quickly as
possible. Sometimes the method of escape takes care of the problem—teleportation
outdistances just about anything ingtantaneoudy.

If the opponent cannot get out of range quickly, the next best thing to do is take cover



or hide. Even alittle bit of concedlment from a hedgerow or orchard can make missile
attacks harder to use. Smply hiding makes some highly useful spellsimpossble to use
because these attacks must be directed at something the caster can see (see PHB, Chapter
7). An opponent who shuffles his feet to create a cloud of dust or employs spells such as
wind wall or obscurement can live to fight another day. An antimagic shell makes a great
mobile shield againgt spdll attacks. The spell’ s big disadvantage is that it neutralizes the
cagter’ s own magic, but that’s usudly not a problem when the user is running away.
Magica items such as cubes of force are very useful for defeating ranged attacks.
Sometimesit is useful to delay flight for afew rounds and cripple the PCs' ahility to
use ranged attacks. A warp wood spell on awarrior’s bow or a caled shot that bresks a
ranged weapon can save alot of future trouble. Wizards and priests might have allittle
difficulty concentrating on spellsif their opponents have splashed them with acid or
flaming oil before they flee.

Foiling Long-Term Pursuit: Once afleeing opponent has broken away from an
encounter and gotten out of the PCS sight, the opponent isn't entirely safe. A determined
party can track an opponent back to hislair, striking again while the foeis wesk. If the
PCs succeed, they dso gain whatever treasures the opponent has stored in the lair.

The surest way to discourage long-term pursuit is to leave behind no trail; the PCs
can't follow if they don’t know where the opponent has gone. Teleportation magic is
excdlent for this purpose. Flight is the next best mode of escape, asit dlows for quick
travel over any kind of terrain and leaves behind no tracks. The pass without trace spell
can be useful for hiding atrail, but it aso alows resourceful PCs to track the fugitive
magicaly for ashort time (1d6 turns, see the spdl description in the PHB), which makes
it unsutable for opponents who wish to flee only a short distance.

Opponents who cannot avoid leaving atrail should try to leave avery faint trail.
Rocky areas make better escape routes than muddy ones. If the PCs are tracking the
fugitive by scent, the opponent can throw them off the trall by crossing ariver or leaving
behind something to cover the scent, such as pepper or another pungent spice.

Making the PCs think they have logt the trail can be an effective ploy. A polymorph
sdf or alter self gpell can dlow afugitive to take flight, which makes the trail appear to
end abruptly. If flying isimpractica (as might be the case if the PCs can fly),
polymorphing into a new form changes the tracks and might confuse trackers, especialy
if the change to a new form takes place in alocation where tracks are hard to find. For
example, aparty might have afairly easy time tracking afleeing ogre mage. They might
be very confused, however, when they follow the trail to abusy road and the only tracks
they find onthe other side were made by an €f. A delayed use of the pass without trace
spdl aso isuseful for this purpose. A party of trackers might not think to check the area
with adetect magic spel when the trail they’ ve been following for an hour suddenly
disappears.

A fleging opponent can confuse pursuers by changing his mode of travel. Keeping a
mount hidden near the battlefield dlows for an unanticipated burst of speed; it so helps
protect the mount from injury or death during the battle. A hidden cache of potions such
as speed, flying, polymor ph self, gaseous form, and oil of etherealness can accomplish the
same thing.

Terrain can be afugitive saly. The earlier suggestion about going where the PCs



can’ t works in the long term, too. Disappearing into a monster-infested svamp can dow
down even the best-equipped PCs. An armored paadin might have greet ded of difficulty
tracking afleaing assassin up the sde of amountain.

The Perils of Withdrawing: Opponents seeking to withdraw to a better position rather
than fleeing atogether face a set of problems different from creatures who wish to smply
escape.

The biggest problem is to avoid an overwheming attack while moving; if the PCs
vigoroudy press the attack, an orderly withdrawal becomes arout. Speed isalso
important—it doesn’t do any good for an opponent to fal back if the PCs get to where
the opponent is going fird.

The best way to ensure a safe withdrawal isto restrict the PCS movement. A large
force of opponents might withdraw in smaler groups, leaving behind a team to keep the
PCs engaged in melee while the remainder fal back and prepare to support the team’s
withdrawd. Many other things can hinder an attacker’ s ability to follow and harass
withdrawing opponents: the various wall spells; prepared traps such as covered pits;
gpells such as slow, entangle, repulsion, and solid fog; naturd terrain, such as hillsdes;
and fortifications, such as ditches and walls,

It never hurts to have support waiting when making awithdrawa. A hidden group of
archers or spellcasters can do alot to discourage PCs from following withdrawing troops
too closdly.

The preceding comments about dedling with the PCs' ranged attacks aso apply here.
A prearranged escape route or a plan designed to minimize the effects of the PCs spells
and missiles can make awithdrawa much easier to complete.

Hit-and-Run Tactics: Opponents who have decided to wear the PCs down through a
series of hit-and-run attacks advance and withdraw according to some kind of
prearranged plan (though they might concoct the plan at the spur of the moment).
Generdly, the opponent should hit the PCs hard and be gone before they effectively
react. Some useful idess include:

Hitting the PCs from concedlment is an excdlent way to cause maximum damagein
minimd time. Attacking from two or more directions a once can be especidly
devadating.

Missile weapons and other ranged attacks, such as spdlls, work best for this strategy
because they alow for a more speedy escape.

Concentrate attacks on the people who are athreat and leave the rest done.
Spellcasters and mounted characters are the prime targets because they can most readily
make counterattacks and interfere with the opponents’ withdrawal.

Surrender

Opponents choose surrender as alast resort. A creature that surrenders has made a
conscious decis on—however hagtily—that becoming a prisoner is preferable to risking
desth by continuing the fight or running away.



It'sdways hepful to have a bargaining chip. Opponents who have something the PCs
might think is valuable, such asinformation or treasure, have more maotivetion to
surrender than opponents who do not. Most opponents do not give up their bargaining
chips easily—they withhold them until they can be sure of reasonable treatment.

There is no reason why an opponent should be amodd prisoner. The creature might
do whatever it can to hinder the PCs and might try escape or attack if not properly
guarded.

Rever sal

Opponents for whom flight or surrender is unthinkable often try to change the
Situation when defeat looms over them. The opponent does not dways try to win the
battle with asingle act of desperation or luck. A subtle change in tactics or shiftin
position can lead to victory eventudly.

The surest and often the most dramatic way to turn the tide isto exploit an
opportunity unique to the current Stuation. Things that might put an enemy in peril can
provide opportunities. Are there bridge supports to cut? Is the encounter occurring in a
building full of flammable materids? Is there loose snow or rock overhead that might
cause an avalanche?

If the opponents can take advantage of the opportunity without sgnificant risk or
consequence, they should do so immediately. Very often, however, opponentsinitialy
opt for anorma fight or negotiation to avoid undue danger to themsdves.

If the ultimate goa of the battle isto take magicd items and other treasures from the
PCs, it's unlikely that the opponents take actions that might damage or make those items
inaccessible. Spells of destruction (fireball, meteor swarm, and cone of cold) are replaced
with spdls that neutrdize the PCs (slow, time stop, and chaos).

Many opponents hold back their most potent weapons, such as megica items or
gpells, and use them only when dl esefails. This might seem to contradict the prior
point, but it is usudly best to hold something back. An opponent who reved's the full
extent of his strength a the beginning of a confrontation puts himself a a disadvantage
because the PCs can plan and react accordingly. Also, some powerful weapons (such asa
staff of the magi’s retributive strike, a potion of storm giant strength, or the opponent’s
only Sth-level spell) can be used only once.

Knowledge can be a potent reserve weapon. Opponents who know the PCs well
might try to break off afight and negotiate. Perhaps the PCs can be bluffed by playing on
their fears. Perhaps they can be persuaded to redirect their aggression toward a common
foewho is (or gppears to be) more dangerous than the their current enemy.

Desperate opponents might attempt risky maneuvers, such as acadled shots aimed at
crippling or disarming the enemy’ s lead warrior, charging through the front rank to attack
gpellcagtersin therear, or just plain bluffing. These tactics tend to be dangerous for the
person who atempts them, but they have spectacular results when they work.

Minimizing Persona Risks
Tangling with PCs of any levd is hazardous to a cregiure' s hedlth. Player characters

tend to win fights, after dl, they are the heroes of the story.
Smart opponents recognize the danger that adventurers represent and take steps to



protect themsdves. Minimizing risksis different from dedling with defeat—it involves
limiting the consequences of defeat and reducing the chance to get hurt during avictory
or adraw.

This gpproach is not only reasonable from the opponent’ s point of view, it also means
the PCs have to work a bit before they can root out the campaign’ strue villans. Thisdso
keeps them from becoming overconfident snce they know thet the truly formidable
opponents gill await them. Making sure the campaign’s most powerful foes don't take
unnecessary risks has another benefit for the campaign. As the demographics section
explains, powerful cregtures are rare. The DM hasto be careful lest the PCskill off
everything that has a hope of chdlenging them.

The best way to minimize persond risk is not to go anywhere or do anything
dangerous. The opponent might use his powersto learn dl he can about the PCs and then
send henchmen or mercenaries to do the dirty work. The heroes can't day avillain they
have not met unless they, too, employ indirect attacks.

Opponents who take an active hand in attacks on the PCs have a better chance to
survive unhurt if they can manage to be somewhere other than where the PCs think they
are. Spells such as project image are great for this ploy. A magic jar spdl isriskier, but
apt to confuse PCs who expect to meet awizard and ingtead find awarrior or other
character. If an opponent leaves the magic jar in the hands of a servant who hides nearby,
his escapeis dmost assured if things go wrong—especidly if the servant is equipped
with teleportation magic. The opponent aso might pose as a bystander or rank-and-file
foot soldier, relaying commands to a subordinate telepathicdly. If the PCs triumph, they
might unwittingly make their rival a prisoner and never know thet they are harboring a
deadly enemy.

A safe and often effective strategy isto strike where the enemy is vulnerable, but not
on hand to defend. The opponent might raid a PC’ s castle when the party is out
adventuring. The opponent also might attack the PCs' friends, family, and business
associates. A clever opponent might plan his atacks so carefully that the PCsdon’t even
suspect that they are histrue targets.

Bad Guys Don’'t Fight Fair

Two of the things that make bad guystruly evil istheir desretowin at al costs and
their determination to make someone e se pay those costs. There is no trick too low, dirty,
or mean for atruly dishonorable villain.

Many times, the villain makes sure that there are innocent bystanders milling around
before a battle starts. Not only does this prevent the PCs from using their powerful area
of effect gpdls againg the villain's henchmen, it also confuses the PCs' ahility to
determine their true enemies. Of course, the villain careslittle for the innocentsin his
midgt; they only serve as ashield againgt the PCs. Meeting the heroesin an empty
dungeon chamber or in a deserted street for the equivadent of afantasy gunfight allows
the high-level party to bring al of their gunsto bear, spelling dmost certain defeet for the
villan.

Diversions
The opponent might create a diversion that forces the PCs to abandon the fight. For



example, if abatle istaking place in atown, the opponent might set afire. The PCs must
choose between pressing the attack or saving the town. They are likely to become very
unpopular if they choose the former. They might even be accused of setting the blaze.
Innocent Bystanders

Particularly villainous opponents have no compunctions againgt usng missile
weapons and area of effect pells against PCs when they are surrounded by innocent
bystanders. A panicking crowd might very well hinder the PCs by blocking vision,
disrupting spellcasting, and restricting movement.

Villains might even set up a passerby so the heroes—in the hegt of battle—mistake an
innocent person as part of the villain's band. Even low-levd illusons are quite effective
a mideading aparty in the midst of a battle, and it' s unlikely that the PCs take time to
verify each and every target of their attacks. Once the battle is over, the townspeople
might accuse the PCs of murder, since dl of the other bystanders saw the PCs attack
without provocation.

Sentimental Targets

The opponent might attack atarget that has sentimental value but little strategic or
tactical vaue, such as afamily home. The attack might not do agreat ded of harm, but it
can goad the PCs into making decisions based on emotion instead of careful thought. For
example, the PCs might expend a great dedl of time and resources guarding their family
homes while bandits stalk the countryside.

Contingency Plans

Intelligent opponents, and especidly mgor villains, don’t meet the PCsin afair fight.
Villains dways have escape routes and they use them when needed. Mogt villains do not
risk even the chance of meeting the heroes in combat unless they have an advantage the
PCs don’t know aboui.

3. Control Magic Magicin an AD&D campaign is asplendid thing. It opens new
possibilities for play and, more importantly, it provides a sense of wonderment for the
players. Riles of gold and gems might make players eyes sparkle, but magic is different
because it gives PCs the power to do wondrous things. Magic puts alittle bit of fantasy
into the players hands.

Too much magic, however, ruins play a any level. Excessve magic destroys game
balance by giving the heroes too much power too quickly; the PCs cease to be heroic
personas sruggling in a hogtile world and become high- powered exterminators who
magically fumigate castles and dungeons, cleaning out the monsters and treasure before
moving on to their next clean-up job.

Overabundant pluses also exacerbate the breakdown of game mechanicsa high
levels Look at figures 3 and 4 again. Every plus a character gains (whether from magic,
high ability scores, or specia abilities) shortens each bar by one unit. The shorter the bar,
the lessrisk of failure and the lower the leve of tension in any particular encounter. Less
tendon means that every game stuation is more commonplace and less satisfying to
complete.

When magic is common, it loses its ability to evoke a sense of wonder in the players.
If magicisfarly rare, even aminor item such as a potion can be amomentous find.



Players tend to gppreciate whatever their characters can get when magical items are hard
to find, and even the short-term boost a potion grants to a PC is sgnificant. In contrast,
even aholy sword isno big ded if every PC in the game aready hastwo or three magica
wegpons. The more magic the PCs have, the lesslikely they are to be impressed with any
gngleitem. In the latter example, the PCs are undoubtedly much more powerful than the
megic-starved characters in the former campaign, but magic in the former campaign
actudly has a grester impact on play.

Magicd armor has perhaps the greatest impact on play. Every paadin on the block
would loveto have hissuit of full plate +5 and ashield +5, but this presents some serious
problems for encounter design. Not only do you have to create an encounter that builds
on strengths and minimizes wesknesses, but now you must o provide opponents
capable of gtriking a—10 Armor Class. Once characters get below an Armor Class of 4,
agreat ded of the tengon disspates. The heroes are virtualy immune to most physica
attacks. Proficient use of rust monsters and other armor-egting beasties are highly
encouraged.

Bracers of defense and even mid-leve rings of protection create the same problems
asadguit of full plate +5. Bracers of defense AC 2 grant an effective Armor Class bonus
of +8 and should be more rare than even magica plate—bracers of defense AC 0 should
be viewed as gifts from the godd When introducing protective magica items, remember
that alittle bartering or loaning of magica itemswithin aparty can dlow asingle
character to attain an unbelievably low Armor Class. The characters who give up ther
magica itemsto protect a comrade make themselves alittle easer to be attacked, while
their friend is virtualy cloaked in protective magic.

It isimportant to remember that campaigns can have too little magic. Finding magica
treasure is an important award for PCs who have done well. Players become disheartened
and cynicd if their characters do not enjoy rewards commensurate with the risks they
take. Consequently, giving out few or no magica treasures is not an gppropriate way to
control magic in the campaign. Workable—and far—controls are discussed below.

Use Magicd Items

When intelligent opponents have magicd treasures, they should use them againg the
PCs. If faced with defeet, an intdlligent opponent who owns a charged magicd item
should expend charges fredly; if the PCs capture a charged item with lots of charges I eft,
the opponent probably wasn't using the item properly.

If the PCs seek favors, information, or services from NPCs—or even from their own
henchman—they should expect to offer magicd itemsin payment, especidly if the task
set before the NPC is particularly demanding. Note that even the most loya henchman is
going to become alittle surly if the PCs start carrying around (or storing) magica items
they never use.

Don't forget to roll those item saving throws when a PC fails a saving throw, and
remember that magical protections a character enjoys don’'t extend to his equipment once
asaving throw fails. For example, if ahigh-level character wearing aring of protection
+3 and acloak of protection + 3 fals asave vs. adisintegrate spell, the character’ s items
do not enjoy a +6 saving throw bonus. Each item savesindividualy.



Magic is Tempting

Remember that the bad guys want the PCs' magic as much as the PCs want theirs.
Villansare proneto demand magicd items for ransom when a PC or henchman is
captured, and hire thieves to pick the PCS pockets or burglarize their homes.

Remove Unwanted Magica Items

Cregte Stuations where the PCs have saving throw penalties so thet item saves
become more common. A few pesky leprechauns are grest for removing unwanted items
from acampaign, ether by steding them or polymorphing them into bizarre shapes (or
both). It's also possible to create Stuations where PCs might accidentdly lose items.

For example, characters who fall overboard during a storm at sea might have a hard
time holding onto dl their equipment, and the bottom of the ocean is not terribly easy to
search. Characters who annoy deities might suddenly find that their favorite items no
longer work properly. Be careful not to overdo it. Offhandedly zapping a character’s
favorite sword is churlish, but acloset full of long swords +1 isfar game.

Spell Memorization and Acquisition

Magicd items aren't the only source of magicd inflation in acampaign. High-leve
spellcasters can become unstoppable engines of destruction if the DM dlowsthem to
smply dump out their full complement of spells every adventure. Remember that
memorizing a spell requires agood night’s deep and 10 minutes of prayer or study per
level of the spell; a 20th-level wizard requires 18 hours of study time to memorize afull
complement of spells. By contrag, it only takes 37 minutes for the same wizard to cast

every spdl in memory.
Magic's Limitations

This point goes hand-in-hand with the previous one. The 5thtleve teleport spell
requires 50 minutes of memorization time, which makesit impractical for dmost any trip
that can be made in less than an hour by other means. Further, teleport isrisky; evenif
the cagter is very familiar with the destination there is a 2% chance per usefor at least a
minor accident (arriving too high) and a 1% chance for a potentialy fatal accident
(teleporting low).

It'simportant to remember that magic is unlike technology in that most spells do one
thing and one thing only. Magic missile, for example, harms cregtures but has absolutely
no effect on inanimate objects; knock can force open doors and locks, but it can’t bowl
crestures over or effect portals such as portcullises and drawbridges. Playerstend to have
modern minds and they often expect their character’ s magic to be as adaptable as
technology. Make sure that they don’t get away with doing that.

Magic Shops

Do not let magic become a commodity. Magica items should never be bought and



sold like milk and eggs. Allowing PCs of any leve to smply purchase magica items, or
even to purchase magicd supplies such as quills and inks for writing scralls, takes some
of the mystique away from magic and makes the whole world seem alittle more
commonplace.

It is not necessary to stubbornly forbid the buying and selling of magic; the key to
kesping magic fanciful isto make sure that any transaction is an adventure of a sort.

Magica supplies should never have clearly marked prices and be sold from negtly
arranged shelves—that’ s too such like a modern supermarket. Instead, things such as
spell components, quills, and exatic inks should be available only at speciaty shopsrun
by would-be wizards or retired adventures. Barter or intense haggling shoud be the
norm. Of course, the only guarantee as to what the PCs are actudly getting is based on
the proprietor’ s reputation. (Is that redlly a cockatrice quill or did it just come from a
large chicken?) A PC who needs a specific ingredient for a potion or scroll ink might
have to choose between severd smilar items; only a series of careful questions about
how each item was acquired revea s which one the PC should choose.

When it comes to purchasing magicd items, make the PCs buy “pig-in-a-poke.”
Characters generdly sdl only magica items they cannot use, so they redly have no idea
what they do. In most cases, mere cash is not sufficient. The seller wants a service of
some kind, or wishes to barter for another magical item the character can use.

Payer characters might occasiondly wish to sl an item for cash. A harried DM can
find gold piece vaues in the EncyclopediaMagica™ books, however, the vaues given
there are more useful as away to establish relative vaues between items. The market
vaue for something as powerful and useful asamagicd item is highly variable and hard
to calculate.

Finding the right buyer should be an adventure in itself. A magicd item for sde
draws thieves like flies, and those thieves could range anywhere from the neighborhood
fiend to the local tax collector. Perhaps a vampire drops by one evening and triesto
charm the item out of the PC’s hands. In most cases, the buyer iswary, because
determining an item’ strue powers is a difficult task, and the buyer can never be sure
exactly what heis getting.

Shopsthat sdll magical items are a bad idea for severd reasons. Firdt, the quest for
magica treasuresiswhat drives the game. It' strue that high-level characterstend to have
more magicd items than they redly need, but such characters often desire specific items
to assist with whatever task happens to be at hand.

For example, it isknown that Lord Mayor Charles Oliver O’ Kane of Ravens Bluff ™
(in the Forgotten Realms® campaign setting) is seeking a cube of force so he can ded
with atroublesome dragon. The DM could dlow the character to walk down to the local
magic shop, hand over a pile a coins and gems big enough to choke the dragon, and get
his cube of force, but aclever DM seizes upon the character’ s desire as an opportunity to
cregte an adventure. Severd different adventures could arise from the mayor’ s search:

A charlatan might gppear and offer the mayor afake cube of force; some well-placed
illusons might convince even the most skeptica buyer that the faseitem is genuine.
Even if the mayor detects the hoax, actudly catching and punishing the charlatan could
prove to be difficult.



The character might locate a damaged cube of force. The cube might be completely
inoperative, but repairable under some specid condition that the owner might be able to
bring about. Alternatively, the cube might be partidly functiond; perhaps it works at less
than full power or randomly deectivates itself. The new owner might learn the cube' s
quirks through trial and error.

Someone might have a cube of force he can live without. The owner, however,
refuses to sdll the cube for mere cash and wants another powerful magical item in trade.
Perhaps the cube' s owner knows where the other item can be found, but believes getting
it would be too risky. The cube owner, however, would gladly reved the other item’s
location in return for a promise to trade the item for the cube.

The dragon might learn about the mayor’ s search for a cube of force and decide to
pay the mayor avisgt. Perhgps the dragon would be willing to negotiate, or perhaps the
dragon opens hostilities before the mayor is ready.

Another powerful character, perhaps a political riva, offersto loan the mayor a cube
of force, for afavor to be named later. If the mayor accepts, repaying the favor might
prove especidly difficult or embarrassing. Refusing the loan might prove equaly difficult
or embarrassing, especidly if the dragon damages the city and therivd letsit be known
that the mayor refused an offer that might have defeated the dragon.

4. Be Aware of Demographics High-level characters don't just spring into existence
overnight. It takes an exceptiond person just to survive the rigors of an adventuring life,
and characters who make it to the top should be both rare and famous.

Just how rare are high-level characters? Let’s assume, for purposes of this example,
that the minimum requirement for an adventurer is having an ability score of 15 or better
in aprime requisite in one of the four character classes (Strength, Dexterity, Intelligence,
and Wisdom), a Constitution score of at least 9, and no other score lower than an 8.
About one person in 10 meets these requirements if ability scores are rolled using the
standard method of rolling 3d6 once for each ability score. (If your campaign uses an
dternate method for rolling ability scores, what you' re redly doing is making sure your
PCsfdl into the top 10%, non-adventurers are still assumed to use the standard method).
Now, let's assume that out of every group of adventures only haf actualy make it to the
next level (the remainder ether die, retire, or just haven't yet accumulated enough
experience to advance). This last assumption is an oversmplification, of course, but a
little arithmetic produces some indructive results:

Thereisonly one 10th level character in agenerd population of 5,000. The actua
numbers are summarized in Table 1.

An 18th levdl character of any dassistruly aone-in-a-million individud.

Only .2% of the population (1 in 500) qudifiesto be a pdadin. Other subclasses with
gtrict ability score requirements (such as bards, rangers, and druids) are equaly rare.



Keegp these numbers in mind when creating NPCs for your campaign. Y our world not
only becomes more believable if it isn't overrun with super characters, but your players
have a greater sense of accomplishment when they redize just what they have achieved.
Be sure to kegp important NPCs dive when possible—it can take a generation to replace
ahigh-leve character.

5. Think on an Epic Scale It seasy to think of low-level characters as people who
have dangerous jobs. Depending on your campaign style, low-level player characters
might frequently be called upon to do heroic things, and well-played characters often
have goas more complex than merdly daying monsters and accumulating treasure, such
as socid recognition, romance, political power, and the like. No matter how
well-developed alow-leve character is, the character’s chief god essentidly remains
making aliving and surviving to enjoy the fruits of hislabor.

High-level PCs, as the proceeding section on demographics shows, are the foremost
heroes of their age. They are the people who bards sing about and who poets write about.
Stories of their adventures are told and retold for generations after the PCs are gone.
Whether they like it or not, the PCs are larger than life. They have larger-than-life
friends, larger-than-life foes, and larger-than-life problems. Practica details such as
where the character’ s next meal is coming from or how the hero is going to get armor or
weapons repaired become petty when compared to the real issues of the character’ s life.

Table 1:

Demographics

General Character ~ Approx. No.
Population  Level in 1,000,000
10 11st 133,120

20 12nd 66,560

40 1 3rd 33,280

80 1 4th 16,640

160 1 5th 8,320

320 1 6th 4,160

640 17th 2,080

1,380 1 8th 1,040

2,560 19th 512

5,120 1 10th 256

10,240 1 11th 128

20,480 1 12th 64

40,960 1 13th 32

81,920 1 14th 16

163,840 1 15th
326,680 1 16th
655,360 117th
1,310,720 1 18th
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Heroes Are Not Anonymous

Other mortals pay attention to what heroes say and do. Weaker characters seek out
their advice, but usudly try to stay out of their way. Some low-leve characters might
idolize them or seek to emulate them. More powerful characters watch what the PCs do
to anticipate perils and opportunities, some of these characters might become jedlous and
resentful of a PC’s successes. Deities aso begin watching the heroes; they seek to help
and encourage characters who promote their interests and to hinder characters who might

oppose them.

Heroes Deserve Heroic Tasks

High-level PCs have progressed beyond the find-the-mongter-take- the-treasure mode,
and the DM must find herculean tasks for them. For example, agroup of PCs might find
themsdlves charged with rescuing a prince or princess early in their careers. At higher
leves, the PCs might find that the fate of an entire kingdom rests in their hands—that
kingdom may very wdl be their own. Later, the PCs might find themsdlves saving the
entire world, and in the meantime they probably function as agents of the gods
themsdlves.

Far-reaching Impact

Even asmple expedition to day a mongter can send tremors through the world. For
example, consder the aftereffects when the PCs search out a venerable red dragon’slair,
day the beast, and return with heaps of treasure.

Firg, the dragon is a fearsome creature, probably the most powerful monster within
severd hundred miles of itslar. The dragon’s death most likely produces alocd power
vacuum. Many types of evil creatures, from ambitious giants to upstart younger dragons,
could become embroiled in a struggle to occupy the dragon’s former position in the
power structure (not to mention fighting over possession of the abandoned lair). Perhaps
one or more fairly powerful groups of lesser cregtures become free to expand now that
the dragon is no longer around to keep them in check. Anything from a community of
mountain dwarves to a horde of trolls might take over the area after afew years.

Second, the PCs can st dl kinds of thingsin motion just by enjoying the spoils of
victory. A treasure as large as adragon’ s hoard is bound to attract attention, perhaps even
before the PCs begin spending it. If they carry it off by norma means, thieves and
brigands are bound to take notice. Once the PCs begin to spend their money, thelocd
economy might boom from the influx of cash—especidly if the PCs spend it on things
like cadtles, land, or businesses. The loca economy might suffer ruinous inflation.
Eventudly, thieves and other adventurers learn about dl the neat gems and magica items
the PCs have recovered, and they may plot to steal some of it for themselves. If the
characters ditribute magic to their henchmen, their enemies suddenly have a problem—
the comptition just got alot tougher. If the PCs don’t share their pails, they’re going to
have unhagppy henchmen.

All of the foregoing assumes that the DM hasn't put any specid effort into the



dragon’slair. Some of the items from the lair might be significant to the campaign. For
example, what do the people in the neighboring kingdom do if they learn that alegendary
sword lost in antiquity shows up in aPC's hands. The character might be in for awild
ride; the holder of the sword might inherit anything from a clam to athrone to an ancient
blood feud. Now consider what might happen if adeity or dragon ruler starts wondering
who it was that dew the mighty dragon? Remember aso that dragons have offspring and
long memories.

6. Plan Ahead Any successful AD& D campaign requires agreat dedl of preparatory
work on the DM’ s part. If you intend to play a high-level game, however, you dso must
prepare your campaign for PCswho have the power to radicaly ater it, and you have to
be sure your campaign can provide a continuing chalenge.

The best time to prepare for high-leve play is during low-level play, when the PCs
arejust learning about the world and you have had time to see how things are working. If
you wait too long, lots of details about your world become fixed in the players minds,
and you won't have the flexibility you need to make changes. If you start too soon, you
may burn yoursdlf out before you ever run an adventure (al work and no play makesthe
DM dull), and you run the risk of over-planning and trying to force the campaign’ s action
in directions the players don’t want to go. In other words, get your campaign going at
low-leve, see what you're players are going to do with it, and then gart laying the
groundwork for high-leve play.

Create Villains Who Learn

Create villains that can grow with the PCs. A growing villain is a character who has
personal ambitions and achieves them over the course of play, just asthe PCsdo. The
villain aso becomes more powerful and accumulates his own hoard of magicd items,
asociates, and followers. This approach reminds the players that their characters are not
the only people who are making a difference in the world. It heightens the sense of
urgency the players fed when the PCs confront athrest or opportunity because they
know there are NPCs who are just as determined and powerful working toward results
that the heroeswon'’t like.

Backgrounds are important for NPC villains. The heroes have the advantage of
constant molding and shaping by their own actions as wdll as the plot twigts that the DM
throws at them. The villain needs the same benefits in order to be truly chalenging to the
PCs. Some examples are included below, but the list is by no means exhaugtive.

Sour ce of Power: What isit that alowsthe NPC to be villainous? Does the villain
merely depend on spdlls and character skills, or does he dso command an army, run a
government, or control a business?

Objectives: What vile thing does the villain want to accomplish? The emphasis here is
on the word vile. The NPC’ s objective should be objectionable to the heroes a the very
leadt, if not outright detrimentd. The villain might wish to destroy or endave the nation
where the PCslive, wipe out an entire race, or even destroy the world.



Motives: Why does the villain wish to do vile things? He might Smply be highly
aggressive, have a compulsive need for power, or athirs for revenge.

Personality: What isthe villain like in person? Decide what the NPC looks like, how the
character acts, where the character lives, and so on. Great villains are never flat
characters; if your villain is Smply a collection of g&tigtics, the playerslook at the
evildoer as just another mongter rather than someone they love to hate.

History: How did the villain come to be? Decide where he was born, what sgnificant
things he has accomplished in the past, whét failures the villain has suffered, and so on.
Great NPCs are shaped by their past.

Allies: What other NPCs does the villain use or abuse? Decide if the heroes nemesis has
henchmen or servantsto carry out plans and decide who those servants are. Perhaps the
villain serves an even more powerful master.

Consequences

Consder the consequences that can arise from your low-level adventures. Remember
that adventurers don't live in avacuum, and your world is abigger place than thesmal
areathe PCs happen to bein at any given time. When the PCs finish an adventure, you
gill have work to do.

Start by thinking about what could happen when the PCs leave the adventure Site.
Ask yoursdlf who's il hanging around to pick up any goodies the PCs might have left
behind. More than one villain got his start by collecting the remnants of hisdain magter’'s
treasure hoard. Consider what that survivor might do. Does he flee or retreat and fortify?
Would he seek protection from a more powerful creature?

Now think about how much time might pass before creatures that were not directly
involved in the adventure discover what the PCs did. If the heroes are given to boasting
about their accomplishments, it won't take long for word to spread. If witnesses escape,
or the adventure Ste recelves regular visitors, word of the deed spreads quickly. It might
be a very long time before anyone notes the disappearance of asmall, independent band
of goblins, but aroya messenger’s demise is going to be noticed very quickly.

Consder who might care about what the PCs did. Is anyone helped? If so, how can
they take advantage of the opportunity? Is anyone hurt? If o, how can they minimize or
repair the damage? Take the preceding example of the dain red dragon. Perhaps the
dragon has a charmed servant lurking in avillage nearby. The servant is responsible for
informing the dragon how much wedth the villagers have hidden and keeping track of
the village s maidens and would-be dragon dayers. As one of the dragon’s confidants,
the servant is hated and feared, but the charm keeps the servant from thinking too hard
about how unpopular he has become. When the dragon no longer visitsthe village to
collect itsannud toll of maidens, the servant isforced to flee.

The servant might make his way to the dragon’s abandoned lair. If heisthefirg to
reach the lair, he might collect afew Ieft over coins and an overlooked magical item or
two and go off to Sart an adventuring career. If something else got to the lair firdt, the
servant might be captured by the lair' s new resident. The servant could be killed, which



ends the gory line, or he might betray the village in an attempt to reestablish himsdlf as
someone to be feared. You don't have to have dl of thisin place before the adventure
darts, just be prepared to use every adventure as a springboard for new idess.

Not al consequences have to be bad. For example, the PCs might acquire a follower
or henchman when a freed prisoner decides to follow them home. Nor do all
consequences have to fdl directly onto the PCs. For example, if the party infiltrates a
building by usng stone shape spells to force an entry, many stone buildingsin the area
might hadtily be reinforced with metal bars, and the PCs might not be affected until they,
too, wish to build something.

In many cases, however, smple adventures might have multiple layers that the PCs
ped away one-by-one. In the classc adventure Againg the Giants, the party begins by
dedling with a single group of marauding hill giants but discovers cluesthat lead to a
conspiracy that ultimately was hatched deep in the bowels of the earth. Ultimately, a
resolute party followsthetral into the Abyssitsdf.

Smple, ssemingly harmlessincidents that the PCs dismiss with alaugh might have
far-reaching implications. Bosamp, the villain in the TSR® nove Captains Outrageous,
began as afarly harmless young wizard who suffered from an unfortunate love affair and
ultimately threetened to destroy the world.

Fame and Infamy

Keep track of PC fame and infamy. It's fun to watch players faces when they hear
exaggerated accounts of their characters early exploits. Imagine the role-playing
possibilities when they encounter a blowhard who clams to have known them way back
when—imagine the possibilities when they encounter a blowhard who actualy did know
them way back when!

Fame and infamy should have an effect on how PCs are recelved later on in their
careers. For example, characters who break their word too often find it difficult to get
land grants or honorifics such as knighthoods later in their careers.

Balancing Act

Remember that it is easier to build a balanced campaign than to fix one that’ s out of control. A
campaign that is in control has a reasonabl e balance between the hazards the PCs face and the rewards they
gain. A controlled campaign also has areasonable survival rate among characters who are played well.

To build abalanced game, start by reading Chapter Eight in the DMG. Decide how
quickly you want your player characters to advance, and set up your campaign’'s
experience point awards accordingly.

Y ou dso need to keegp an eye on the treasure and magic you give out. Y ou should
decide in advance how much magic you want the PCsto have, then carefully placeiit,
making sure that the PCs have to take appropriate risks to get it. Killing an orc to get a
long sword +5, holy avenger istoo much reward for too little risk. If the PCs seem to be
finding too much magic, make it harder to find by removing some undiscovered magicd
treasures or making sure that unattended magica items are well-hidden and defended by
traps, curses, or gpdls. Remember to regularly take excess magic out of circulation.

How much magic is enough? That' s up to you to decide. If you' ve decided that magic
isgoing to be fairly rare, a PC should expect to find about one permanent or rechargeable



magica item for every two or three levels of experience, plus one or two additiond
consumable items for every two levels of experience. This meansthat if you're following
the DMG’ s suggestion of three to Six adventures between character levels, aparty of six
characters should find only about one item every adventure (after Sx to twelve
adventures, dl 9x characters have at least one magicd item). Note that a character might
own consderably fewer magical items because they are used up or destroyed during play.

7. Share Responsibility A high-level campaign’s vast scope is enough to overwhelm
anybody who tries to handle the task of keeping it running without help. Fortunately,
high-level campaigns usudly come equipped with a cadre of talented and resourceful
advisors who can help—the players. In many cases, players are willing to help the DM
handle some of the basic background work, such as detailing unexplored aress,
developing histories and myths, and taking charge of NPC actions that don’t directly
involve their characters. At the very leadt, the players can help you focus your cregtive
energies so that you don't waste time and effort on things that don’t advance the
campaign.

Garner Interest

Find out what the players are interested in doing. It doesn’t do the campaign any good
if you spend three weekends laying out territories for the PCsto develop if the players are
interested in going artifact hunting.

Unanimity among playersisarare thing, so be prepared to run adventures that
encompass severd different player interests at once. For example, if your group includes
athief interested in artifact hunting, a paladin interested in establishing adominion, a
priest seeking to diminate or diminish an opposing religion, and awizard interested in
spell research, there are severa story lines you might introduce into the campaign. One
might go like this

The paadin and the priest decide to search the countryside. The pdadin hopesto
survey potentia Sitesfor a castle while the priest questions peasants and travelers about
the riva church’'s recent activities.

Meanwhile, the thief consults a sage, who complains that someone has broken into
his library and stolen severd pages from one of the books. The sage relates severa vague
legends about alogt artifact, but gives few details. The wizard has been busy, too,
consulting with fellow wizards about a new spell. Unfortunately, the loca expert on such
magic has vanished, gpparently kidnapped.

While the thief and the wizard investigate the twin crimes, the priest and the pdadin
break up a group of brigands and take two of them prisoner. Among their treesureisa
traveling spellbook.

When the priest and the paladin return to town, they show the captured spellbook to
the wizard, who immediately recognizes the book as belonging to the missng wizard.
Quedtioning reved's that the brigands work for an evil priest who sought the wizard's
advice about a strange Sgil recently discovered in an ancient ruin. The thief recognizes
the sigil as award used to sed away an ancient artifact.

The PCs stage a rescue attempt, freeing the wizard and routing the priest’ s servants.
The paadin redizes that the Ste is entirely suited to his needs. The evil priest, however,



has fled with the artifact. The party hires ateam of mercenaries and laborersto clear the
ruins for new congtruction while they pursue the villain.

Later, the villain might strike back by ransacking the congtruction site, attacking the
NPC wizard, or both. If one of the players develops an interest in politics, diplomacy, or
warfare, the evil priest might turn up in aneighboring kingdom's court, perhaps openly
functioning as an evil priest or perhgpsin disguise.

Gods

Encourage the playersto develop long-term godsfor their characters. High-leve
characters need more motivation than the smple pursuit of wealth and experience. If a
character has some intangible goa, such as political power, socid status, or enduring
fame, the campaign can offer more rewards for clever play. In some cases, the PCs might
end an adventure weaker and poorer than they started, and the players fill fed a sense of
accomplishment if they make some progress toward a persona goal.

Not every god isredized in acampaign, epecidly in the case of far-reaching
requests. Characters desiring to control vast stretches of the world under adigtinct rule
probably spend their entire lives trying to accomplish it. Campaigns should be built
around character goals and ambitions, but it should never be ruled by overzedlous or
sdfish dedires

Allies and Enemies

Keep track of who the PCs friends and enemies are. Pay atention to the way player
charactersinteract with important nonplayer charactersin your world. Rivaries, favors,
and even romances can be agreat source of information.

Remember too that friends sometimes cdl in favors as well as grant them to the PCs.
Heroes who congtantly called upon favors earlier in their careers may spend many years
repaying those acts of kindness.

Personality

Have each player put together a persondity profile for dl of their characters. This
goes beyond ability scores, equipment, and statistics listed on the character record sheet.

Get as much detailed information about the hero as possible. The process helpsthe
player concentrate on aspects of the character that might otherwise be overlooked, and
the player can probably role-play the champion more convincingly and consstently
afterward. Y our increased knowledge of the character dlows you not only to tailor
adventures for the hero but it gives you a clearer picture of how an NPC might perceive
that champion, which improves your role-playing aswel. A good profile should contain
the information described below. Y ou can make up aform for your playersto fill out, or
you can ask the player a series of questions and record the answers yoursdlf. It doesn’t
matter how you collect the information, aslong asyou get it in aform you can use.

Occupation: Mogt people define themselves by what they do. A player who listsa
character’s occupation as semi-retired adventurer has amenta image different from a



player who sees the same character as a country squire. Occupation aso helps determine
what the character does when not adventuring. A semi-retired adventurer probably spends
alot of time swapping tales about old adventures and listening for rumors. A country
squire probably spends a reasonable amount of time managing property and pursuing
outdoor activities, such asriding or hunting.

Personality: Thisrefersto the character’s genera behavior, temperament, wit, sense
of humor, and other non-physicd traits. Ask the player to sum up the character in afew
paragraphs. Thisinformation should give you a clearer picture of what the player is
trying to do with the character.

General Appearance: Thisiswhat the character looks like. The player should note
the character’ s hair, eye, and skin color, favorite clothing, height, weight, favorite
equipment, and so on. The list should start with what a person might see when glancing at
the character and finish with what might be seen if a person sudies the character for
awhile

Distinguishing Features or Habits: These are persond oddities and quirks that
might not be immediatdy visble A fighter's buck teeth or funny cowlick won't be
noticed while the warrior is wearing a hedmet. This category includes things such as
birthmarks, scars, tattoos, and the like. It dso includes favorite expressons, nervous
habits, speech patterns, and anything else that make the character unique.

Tastes and Preferences: Note the character’ s hobbies and other leisure pursuits,
favorite foods, favorite color, collections, pets, and the like. Also note things the
character doesn't like; activities the character finds particularly distasteful or boring,
foods the character refusesto edt, least favorite animals, etc.

Residence: Thisiswherethe character lives. At the minimum, note the place's
location, Size, and Sate of repair. It is best, however, to have the player make up a
detailed floor plan and description of the character’ s home. Also make afew notes about
the surrounding area’ s geography and politics.

Idedlly, this should be a miniature dungeon complete with room by room
descriptions, specific spell effects, guard strengths, wards in place, etc. AsDM, you'll
need to look this over very carefully. Not only do O-level servants probably work here,
but it has to be a livable space as wdll. If the villain comesto vist, the PC might be
thankful for the emergency exit ingtdled during the condtruction.

History: Thisincludes the character’ s race, when and where the character was born,
and where the character was raised and educated. Note the role that parents or other
relatives played in the character’ s early life. If the character is an orphan, find out who
filled the parenta role. Make aligt of the hero'sliving relations, children, and spouse (if
any).

Friendsand Allies: Note an influentid acquaintance the character might have. List
the PC’ s close friends and long-time associates. Include dl of the hero's important
employees and henchmen (unless they belong on the enemieslist). Make specia note of
anybody the character meets or interacts with on aregular basis.

Enemies: Ligt the character’s enemies. Start with persona enemies of the character.
Note the reasons for the animosity. List anyone with interests or desiresthat are contrary
to those of the character, and note the source of the contention.

Short-Term Goals: Consder what the character hopes to accomplish in the near
future. Find out what problems or opportunities currently loom the largest in the



character’s mind (this requires frequent updating).

Long-Term Goals: Consder the character’ s plans and ambitions for the distant
future. Find out what the character does if his gods are achieved. Find out what the
character doesif the goa's cannot be achieved.

Chapter 2
Adventures

No matter how you construct your campaign, adventures remain the heart of the action;
adventures are the way player characters interact with and shape the world. The player
characters might build mighty empires, take the first steps toward divine ascension, and
widld legendary artifacts, but if they don't have adventures that stimulate and entertain
the campaign is doomed.

This chapter assumes that you are aready familiar with the basics of adventure
design. Asareminder, agood adventure:

Begins with a hook—something that piques a player’ s curiosity,

Unfolds like anove or short story, plunging the characters into an ongoing web of
activities,

Tests the kills of both player and character,
Contains plenty of excitement, especidly at the beginning and the end, and
Changes the world, perhaps only in asmall way, but awaysin a discernible way.

This chapter congders some difficulties you are likely to encounter when designing
adventures for high-leve characters (and the veteran players who run them).

Common Mistakes In the surge of excitement—or panic—that precedes agaming
on, itiseasy for aDM to overlook important elements or to try shortcuts that
ultimately cause problems that detract from the adventure. With alittle care, you can
avoid these errors and make al of your adventures memorable.

Don't Tdl-Show.

Get into the habit of creating brief descriptions for most of the scenesin your
adventure. Include sensory details such as colors, smells, textures, sounds, and the like.
The sensory information helps make your world more believable and tangible to your
players. Once you become skilled in describing your world in sensory terms, it is easier
to dip subtle clues about the adventure to your players.

The same rule gppliesto spells. Instead of telling the player what he seeswith his
detect magic spdl, explain the varying hues and colors associated with the magic heis
viewing. Detect undead could produce nauses, and that immense globe of fire hurtling



toward the party could be either afireball or a delayed blast fireball.

Adding sensory details aso makes it much easier to control the mood of the
adventure. Not only do players fed the sense of urgency building, they are able to smell
the ozone from the last chain lightning spell that tore into them.

Don’'t Over Plan-Prepare.

Thorough preparations are amust for successful adventures at any leve of play.
High-level characters, however, usualy have the resources to set their own agendas, and
you should avoid spending too much time and effort on adventures and encounters the
players might choose to ignore.

Effective preparations start with an adventure plot (see the Plots section on page 35).
Once you have decided on aplot, gather up dl statistics, maps, and other materias
needed for your encounters. Make some notes about what each encounter areaiin the
adventureislike. Stick to the basics for now; note what the areas |ook, smell, fed, and
sound like, and who or what isin them. Design any random events or rumors the player
characters might encounter. If you' re generating events or rumors from atable, roll the
dice ahead of time and record the results.

Y our preparations should be aimed at making sure you have what you need in terms
of hard data—monster gatistics, NPC persondlities, treasure lists, and so on—inaform
that you can locate and use quickly. Y ou should not be trying to choreograph every
moment in the game; instead, you should be trying to have everything you need reedily at
hand so that the action doesn't stdl while you decide what happens next.

Don't Force the Action

Consder contingencies that can preserve your plot. Treat your adventure as astory
with an unwritten ending, and be willing to let your players writeit. If you have
over-planned, you must fight the desire to lead your players around by the nose.

This does't mean that hightlevel characters are the deciding force on your campaign
world for every event, but they probably have the power to shape events around them. A
high-level nemesis can ad in pushing the PCsin the direction you want them to go, but
it’ s doubtful the villain is so ingenious thet he never getsfoiled. After dl, if the heroes of
the land cannot successfully oppose the villain, who can?

A common judtification for forcing the action is designing plots that turn on single
events, such asthe actions of asingle villain: “But if the Count doesn't get away, he
won't be around to st fire to the bridge in the find encounter.”

High-level player characters have away of upsetting wel-laid plans, so build plots
that can stand up to PC tinkering. If something doesn’t go the way you planned, have a
backup plan. In most cases, the player characters should find it eesier to complete the
adventure if they cause a bresk in the plot, but not ways.

For example, suppose a particular NPC is supposed to escape the PCs’ clutches and
then travd to adigtant city where the villain is highly respected. When the player
characters arrive a the city, they are framed for acrime and earn the local ruler’ s wrath.

The plans begin to unravel when the player characters capture the villain with arope
of entanglement, an item the DM forgot the party had. Rather than concocting some



feeble reason why the villain escapes, athoughtful DM puts a backup plan into effect.

When the player characters interrogate their prisoner, the villain lies—of course—
about what is redlly going. The player characters easly discover the lie, but they aso
uncover the villain'stravel plans. The heroes might trave to the city, hoping to discover
what the blackguard was up to. The villain's agents might frame the player characters
anyway, but the heroes, having sfted afew essentid facts from the villain'slies, are
dightly better off than they otherwise would have been.

The DM might put asmilar backup plan into play if the player characters day the
villain. Perhgps the villain's agents convince thar ruler that the heroes are bandits, spies,
or ns. When the PCs arrive, they become embroiled in adiplomatic crigs.

Encounters

Don't use just one type of encounter, offer avariety of chalenges. In this case, type
refers to the main kind of action the encounter offers: combat, trick/trap, negotiation, and
s0 on. The actua mix of encounter types varies from campaign to campaign. The bulk of
your encounters should be the kind your players like best, but amix keeps them on their
toes and keeps boredom from setting in.

Combat vs. Credtivity

Don't encourage combat, encourage credtivity. Fighting isn’t the best solution to
every problem, even for characters as wise as Merlin and as strong as Hercules. Also, as
Chapter One points out, most combet rolls are moot for high-leve characters, so fights
can be pretty unsatisfying.

Give the player characters some problems they just can’'t solve through combat. A
raging forest fire, for example, won't succumb to sword strokes and death spells, nor isit
intimideted by a powerful hero in its path.

Even combat encounters can require alittle brain power on the player characters
part. For example, an insane fire dementa might have sarted the forest fire in the
previous example, but the PCs might be unable to locate or attack it until after they
guench the blaze.

Don't Inflate-Enhance

Chapter One points out the detrimenta effects power inflation has on a campaign.
Resigt the temptation to create bizarre new creatures with mind-boggling power, to
introduce legions of high-leve villains, or to place high-level player charactersin direct
conflict with deities.

Enhancement means finding ways to challenge PCs without overpowering them.
Chapter On€e s discusson of maximizing strengths and minimizing weaknesses describes
one type of enhancement.

Giftsvs. Rewards

A gift is anything the PCs haven't truly earned. For example, if the PCs blunder into a



narrow cavern and defeat adragon that can't fly or maneuver to use its breath weapon,
that’'s a gift—even if the dragon’ s treasure lies esewhere. Not dl dragons are geniuses,
but they are dl sufficiently cunning to avoid obvious degth trgps. Any baitle with aredly
big dragon should be an epic conflict, with the dragon making full use of its mobility and
specid abilities.

Gifts commonly comein the form of powerful magica items. Anitem such asa
vorpal blade, staff of power, or robe of the archmagi isareward only if the player
charactersfind it after along and epic quest. If you drop one of these items into your
campaign as part of arandomly generated treasure, you are probably giving the playersa
gift.

Creating Multiple Threats

A threat is anything that can damage the player characters or keep them from
reaching their gods. It iswhat provides tension, and hence excitement, in an adventure, If
there is only one source of threat, such as a single villain, the adventure coasts to a halt if
the heroes overcome the threat. Even if the PCs merdly hold their own, the adventure
usudly lacks variety. A sngle source of threst usudly generates only one type of
chdlenge.

Adventures with multiple threats tend to be more flexible and resstant to player
character successes. They dso offer more variety. For example, consider an adventure
where the player characters are pursuing a kidnapper. If the kidnapper isthe only element
actively opposing the heroes, the adventure becomes a mere chase with the villain trying
varioustricks to dow the player characters or to throw them off the scent. No matter what
the villain' s resources, there is alimit to the number of tricks and ploys the kidnagpper can
throw into the PCS way. The heroes might end the adventure prematurely through the
use of items such as crystal balls in conjunction with spells such asteleport without
error.

Suppose, however, that ariva party dso is pursuing the villain and hoping to best the
player charactersto the prize. Let’s o place the adventure in adark jungle filled with
deadly creatures, including a tanar’ ri who remained here after an unsuccessful
summoning by along-dead wizard. Now, the heroes have numerous problems to desl
with Smultaneoudy.

They 4ill must track and overtake the villain, but they dso must ded with their
rivas atemptsto foil their efforts. The party must ded with tropica hesat that makes
heavy armor impractical, dampness that is baneful to spellbooks and scrolls, svarms of
biting insects, and the tanar’ri and his minions. Even if the player characters catch and
defegt the villain, they ill must get out of the jungle with their rescued kidnap victim.
After they escape, the party must be on the aert for reprisals from their rivals.

Don't Kill—Scare

Grinding down ahigh-leve character is difficult, and the task is often monotonous for the
DM and frugtrating for the player. It is much better to look for ways to undermine player
confidence and to keep them from feding cocky.

The best way to take players down a notch isto get persond by attacking specific



player character strengths. The lowly 2nd-level priest spdll silence 15’ radiusisagreat
way to remind high-level spdllcasters that they don’t run the world. Antimagic shells,
scrolls of protection from magic, and the occasiona magic dead zone are more potent
ways to keep spellcagtersin line. Inasmilar vein, thieves can find magic mouth spells
very annoying and fighters often have difficulty acting heroic when their wespons and
armor have been subjected to heat metal spells and rust monster attacks.

Payers can be their own worgt enemies when it comesto inflicting menta anguish on
themsalves. The ample ploy of presenting a party with afoe they cannot detect often has
players assuming the worst. For example, afew bow specialists who have used dust of
disappearance on themsdalves and consumed potions of speed can send ahail of missles
at a party, leading the players to assume they are surrounded and outnumbered when, in
fact, they’ re amply the targets of harassment.

Trying to design letha adventures can be harmful to the campaign in other ways. As
Chapter One pointed out, increasingly letha adventures tend to make players want to
retire their characters before their luck runs out. Also, remember that outrageoudy
powerful magica items used againgt the PCs in one adventure are going to be used on the
monsters who oppose them all too soon.

Character Knowledge

Don't waste time with minor details or arguments about character knowledge—find
an efficient way to ded with them. Smart players expect their characters to have some
basi ¢ knowledge about the places they frequent. They also expect their characters to have
some ahility to lay their hands on information about places they vist.

It isagood ideato prepare reference materias about your world and aways keep
them on hand. Include things such as geography, climate, palitical divisons, and smilar
information that is common knowledge. Likewise, prepare alist of rumors and other
easly obtainable information about the current adventure, and passit around at the
beginning of the game. Doing so not only savestime, it dso heps make playersfed that
their characters are part of aliving world.

Of course, hightlevel characters are specidigtsin their areas of expertise. If the
adventure is going to be an in-depth investigation of anew twist on an old spell, the
archmage of the party probably knows al about the spdll. It's perfectly understandable
that the wizard doesn’t know about the spell’ s new use, but common knowledge should
be readily avalable.

Don't Ignore the Rules

Rules should be used cregtively. It isimportant to remember that the AD&D game
rules (or whatever verson of the rules you happen to be using in your campaign) help
define redity for PCs, just asthe laws of physics help define redlity for red folks.

Players, especidly experienced gamers, use their knowledge of the rulesto help them
interpret what is going on around them and to help them decide how their characters react
when it'stime to take action. If the DM interprets the rules inconsstently, or gpplies one
st of rulesto the player characters and another set to the monsters and NPCs, players
often have no firm bagis for making decisions about their characters. Uninformed



decisons aren't terribly meaningful. The players ingbility to make meaningful decisons
ultimately robs them of control over their characters, and frugtration quickly setsin.

The rules themselves can provide a cregtive springboard for designing adventures and
describing NPCs. For example, suppose the PCs are searching a vast dungeon complex to
locate alich. The group discovers ablock of prison cells and frees the inmates, which
include a sharp-eyed woman who seems to have fairly good knowledge of the complex.
The woman offers to guide the party as far into the complex as she can take them. The
woman, in fact, isthe lich, usng a polymorph self spel.

Assuming that the PCs don’t immediately detect the masguerading lich with atrue
seeing spdll, the “woman” might display afew quirks that clever PCs can detect. From a
rules standpoint, polymor ph self lasts only two turns per caster level, 60 turns (10 hours)
if thelichis 30th levd. So, if the lich has spent severd daysin the cdlls, her neighbors
might have noticed her renewing the spell from timeto time. A particularly sharp-eared
neighbor might note that the woman isin the habit of mumbling to hersdf oncein awhile.

If the party dlows the woman to accompany them, she must find an excuse to be by
hersdlf & least once every 10 hours or her ruseisreveded. If you're aready in the habit
of requiring moving characters to take regular rest periods, this shouldn’'t be hard to
arrange, but it should provide the PCs an opportunity to notice the spellcasting. If rest
periods aren’t part of your norma game routine, you need to find some other way to
regularly separate the polymorphed lich from the party. Perhaps she just moves on ahead
while the PCs talk among themsdlves, or periodicaly makes an excuse for leaving the
party. Such ruses can meke for lively role-playing.

A polymorph self spdll dso does nothing to eiminate the aura of magical power and
cold that surrounds the lich (as the DM, you can rule otherwise, but remember to use your
rule consgtently for the remainder of the campaign). High-level characters are unaffected
by the magical aura and might not even natice it, but the polymorphed lich must be
careful to stay out of lesser creatures sght lest they flee in fear. In addition, thelich’s
chilling touch continues to function as well, and the creature would have to avoid
touching and paralyzing anyone. Thick gloves might do the trick. Of course, sharp
players might wonder what a prisoner is doing with a set of gloves, but that is exactly
what they should be doing.

Proactive—Not Reactive

Foes capable of chdlenging high-level adventurers are not Stay- at-home types who sit
in their bedchambers waiting for groups of PCsto come aong and attack them. They
make plans and actively try to implement them. Particularly dert foes might notice PCs
encroaching on their territory and take steps to discourage or defeat them before they can
inflict too much damage.

Even foes who have no immediate plans for sweeping conquests should have a
persona agendato follow.

Responsive—Not Passive

When PCs arrive on the scene of an adventure, they represent amgjor disruptionin
the norma course of activity. Foes should respond to this disruption in a manner



conggtent with their intelligence and leve of organization. Plans and activities dready
St in motion should be dropped or dtered to meet the Stuation.

Theworst example of this kind of mistake is the keyed dungeon complex or castle
where the player characters can move from room to room, defeating the occupants one by
one. Such adventures are smple to run, but they lack the depth needed to challenge
high-level characters and keep players entertained. Make sure the locals react to what the
heroes do.

Start by deciding what goes on while the PCs are not present. Note the mgjor NPC's
dally actions and the generd activities of the lesser characters (guards, servants, visitors).
This adlows you to establish aroutine for the area and can help determine a proper
reaction. An attack during atypica midafternoon, when the guards are very dert but
most of the locals are scattered about the countryside, is going to create areaction quite
different from that of an attack made during the week’ s mgjor religious observance.

All Failures are Not Catastrophic

The occasiond adventure to save the world from immediate, irrevocable, and utter
destruction isfine, but not every stuation high-level PCsfind themsavesin should be an
dl-or-nothing proposition. After dl, what hgppens to your campaign world—the one you
put dl that work into—if they fail?

The PCs have earned alittle resiliency; if they fail in atask but manage to survive the
attempt, dlow the world to change for the worse, just alittle, and then alow the party
another chance to set things right. For example, if the player characters cannot stop an
assassination atempt againgt an important NPC, such asaking or high priet, there
should be agenerd cry of dismay among the people loya to the dainindividud. A dead
king might aso cause a vauable military dliance to bresk down, and the passing of the
high priest could bring about a deity’ s wrath.

Usefailure to create additiona opportunities for adventure as the PCs scramble to
limit the damage.

Plots A smplelist of encounters, foes, sundry perils, and treasuresis just a catalog of
obstacles the player characters must face. Thisis seldom enough for a successtul
high-level adventure. Players need to fed asense of purpose and revedled destiny as their
high-level characters struggle againgt the opposition.

A plot provides a unifying theme or story to the adventure; it deds with the
adventure’ swho, what, when, where, why, and how. The plot sets an adventure' s tone
and form and helps provide the epic scope that separates a smple “monster and treasure
hunt” into a heroic venture.

To congtruct asuperior plot, think about the events that lead up to the adventure's
firgt incident or encounter and then create a description of the Sate of affairs when the
player characters get involved. Thiskind of groundwork alows you to create an
adventure that seems believable to the players and gives them a sense thet there is more
to be discovered if they just dig alittle deeper. The best adventure plots seem smple at
firgt, but often prove to be very complex. A good plot aso givesthe players a clear idea
of what thelr characters might stand to gain if they succeed and what they might lose if

they fail.



In high-levdl campaigns, it isimportant that your plot relate the adventure to the rest
of the campaign in some way. Not every adventure must relate directly to the campaign’s
maor theme, but every adventure should logicdly arise from some eement in the
campaign’s structure.

A high-leve adventure s plot should aso be based on player goas or include subplots
that incorporate those goals. See Chapter One for an example of a plot that accomplishes
this.

Something in the plot must grab the player characters attention and get them
interested in the action; thisis called the adventure hook. When dedling with high-leve
characters, the most effective hooksinvolve the player characters persond goas or
quirks. For example, a character interested in romance might become embroiled inan
adventure after learning of a potentid NPC mate or companion who has difficulties.
Perhaps the NPC has been kidnapped (a bit overused, perhaps, but a classic), faces
financid ruin, or requires a champion to perform some errand. Likewise, a character with
an interest in music might be willing to go to extreme lengths to learn anew song or
acquire arare instrumen.

A good plot is not rigid. Adventures for high-level characters require flexible plots
that keep the story going and alow PCs to move on and resolve the main conflict even if
they do something unexpected. An excellent way to keep a plot flexible is to concentrate
on what the players decide to do, not what their characters can accomplish.

Even smple adventures can benefit from flexible, decison-oriented plots. For
example, let’s suppose the player characters become involved in a dispute between two
NPCs over amagica item.

The adventure might begin when one of the antagonists (the one who currently owns the
item) settles down in the PCS' area without their knowledge. Perhaps one of the PCsis
thearea’sruler.

The firgt incident occurs when the villain sends araiding party to Sed theitem. The
other NPC goes into hiding, leaving the PCs to dedl with the raiders.

After dedling with the raiders, the player characters track them back to their lair and
ultimately confront the villain, who ether iskilled or forced to flee.

The adventure has reasonable potentid. The party is faced with avariety of
difficulties, incdluding dedling with the raiders quickly and with minima damage to the
countryside. They also must deduce where the raiders are coming from, and they face a
difficult fight againgt an entrenched foe. The plot, however, fallsto consider actions that
thoughtful players might chooseto take. A flexible plot that offers the players more
choices might go something like this

The player characters are going about their normal business one day when a newcomer
arrivesin the area and stops to pay his respects. Heis very pleased to meet such famous
heroes, and he presents each character with asmall, but fairly valuable, gift. Perhaps the
stranger shares an esoteric hobby with one of the player characters. In generd, the
newcomer proves to be a very agreeable person.



The newcomer discovers ateam of spies or burglars snooping around his home. A
spectacular battle ensues, creating damage that the player characters must clean up.

The newcomer confesses that he has something the villain wants. The player characters
now have severa choices to make. They can drive the newcomer away, take the disputed
item, offer protection from future attacks, tell the newcomer to dedl with the problem
himsdf, or confront the villain.

The adventure continues in one form or another no matter what the player characters do.
If the item stays in the PCs' area (because they took it away or alowed the newcomer to
gtay), the raids continue and begin to grow in strength. If the characters seized the item
(or offered to guard it), they become the subject of the villain's attention.

If the PCs told the newcomer to scoot, they're ill in for trouble. Perhgps the
newcomer pretends to leave—~but goes into hiding instead—or escapes to another plane,
leaving behind areplica of the item to didtract the villain. In ether case theraids
continue.

Oneway or ancther, the PCs must locate the villain'slair and confront him. If they
don’'t wish to fight, they can surrender the item—and perhaps the newcomer—to the
villain. This approach isn't very heroic, but it's an option.

If the newcomer has fled, the PCs might convince the villain to leave them aone, but
the villain might demand a humiliating service or payment in return for the favor.

If the PCs favor a more active approach, they can attack, killing or driving away the
villain. In ether case, they acquire some new enemies but dso gain some treasure,
enhance their reputation as heroes, and maybe gain avauable dly or henchmenin the
form of the grateful newcomer.

Types of Encounters Once you' ve created aworkable plot for an adventure, you need
encounters to flesh it out. Encounters set the stage for the player characters and give them
achance to function as heroes.

Asthis chapter’ sfird section points out, a well-designed adventure offers severa
different types of encounters. Twelve different types of encounters are described below.
The categories are not definitive, and there often is considerable overlap between them.
Their purpose is not to force your encounters into inflexible molds, but to help you
consder the many options open to you when planning them.

Combat: The encounter is intended to deplete the party’ s resources, particularly hit
points and spells, through some form of attack. Combats can be pretty dull for high-levd
characters unless the opposition follows alogicd tacticd plan that dlows them to
challenge the party and creste the illusion of danger. See the Planning Combats section
for sometips.

Deception: The encounter is not what it gppears to be. A common form of deception is
one type of encounter masguerading as another. For example, the player characters are
traveling dong a road and meet an old peddler who evades their questions and triesto sl



them her goods. The encounter appears to be an interaction until bad guys spring out of
the woods and attack. Surprise!

An encounter that includes a disguised or delayed danger falsinto this category. The
peddler from the previous example might lie to the PCs, complicating future matters if
the PCsfal for the ruse. The peddier might be avillain or mongter. Perhaps the impostor
isbiding her time until she can attack the party, or perhaps she smply wants to get close
to the party so she can learn something about them.

Another form of deception isthe misdirection or red herring; the player characters
discover an gpparent clue that leads to a false conclusion or throws them off the scent.
For example, in Poe' s classic story, The Murders at Rue Morgue, a witness reports that
the crimind spoke German. In fact, the crimina, being an ape, didn’'t spesk a dl. The
hero of the story eventually detected the red herring by noting that every witness thought
the crimina was speaking a different language, but playersin a heroic fantasy game
might be completdly fooled.

Deceptions don't often work unless the DM uses a variety of encounters. For
example, if acampaign doesn’t use many interaction encounters, the sample deceptions
described here are probably not going to work because the player characters tend to be
suspicious. Parties accustomed to fighting everything they meet would probably attack
the peddler at the outset and expose the deception or make it irrelevant.

Deceptions aso tend to fail when they are overused. Players who are constantly on
the lookout for deceptions not only detect them more readily, but their distrust makes it
harder to pick up legitimate clues and hints during the game. Frudtration setsin quickly if
the players conclude that every NPC isaliar and every clueisared herring.

Delay: The encounter retards the party’ s progress and consumes their time without
offering any red dangers or rewards. Anything that can grab the party’ s attention and
hold it for atime can make an effective delay, even an empty room in acastle or dungeon
complex. Ddays might seem like a generd waste of time and a source of player
frugtration at first glance, and that is just what they are when they’ re overused. However,
they can be very effective if used sparingly and thoughtfully.

Deays are very useful for controlling magic in the campaign; they eat up gametime
and exhaust the durations of nonpermanent magicd effects the party might be using. To
keep players from becoming bored, it is best to introduce delays that consume lots of
gametime, but very little red time. For example, searching a10' x 10" section of wall for
a secret door requires afull turn (10 minutes) of game time; most other searches and
close ingpections proceed a Smilar rates. However, it only takes afew seconds of
playing time to resolve the search.

Ddays dso are ussful for kegping players on their toes. If everything the party
encountersis vauable, dangerous, or sgnificant to the plot, the players don't have to give
much thought to their actions—going over everything they find with afine-toothed comb
isthe prudent thing to do. If, however, mogt intriguing things the party finds turn out to
be nothing specid, the players quickly learn to use some judgment about how they use
their gametime.

Deays dso serve to vary an adventure' s pace. A few innocuous bresksin the action
give players and their characterstimeto relax a bit. These pauses aso tend to encourage
role-playing by giving players opportunities to explore aspects of thelr charactersthat are



not directly linked to success or survival. Even the most ardent minera collector, for
example, isn't going to be terribly interested in the surrounding rocks if an army of 1,000
orcsis descending on his location.

Dilemma: The encounter forces the player characters to choose between two or more
dternatives, both equdly attractive or equaly undesirable.

A dilemmacan redly get players hearts pounding when they have to make a decison
quickly and with minima forethought. It is best if the potentid rewards and
consequences are immediately apparent—such aslife or death for the PCsor an
important NPC. For example, the player characters find themsalves on a demiplane where
their spdlls and magica itemswork erraticaly and sometimes misfire dangeroudy. While
exploring, they are caught in asmdl room with asphere of annihilation in pursuit. Do the
PCstry to control the sphere (not always a safe task), exit through amagica porta to an
unknown destination, or teleport out of danger (and risk amigfire)?

A mord dilemma can help shape the players views of the campaign world and force
them to examine their characters deegpest convictions and emotions. For example,
consder what might happen if the party finds an orphaned drow child in the wilderness.
As DM, you know if the child is born to be evil or if dignment is something that hasto
be nurtured over time; perhaps the child is naturdly inclined to become chaotic evil but
can learn to follow another dignment. What does the party do with the child? Abandon
it? Adopt it? Kill it? The choice could spark alively debate among characters of different
dignments

Note that high-level player characters might frequently be caled upon to make
determinations that fal within the gray areas of their experience. Right or wrong, the
PCs decisgons could profoundly shape commoners attitudes toward the world. Other
powerful mortals and even the gods themsalves aso note the heroes' decisons and judge
the PCs accordingly.

Event: The player characters witness something noteworthy occurring. Anything thet
happens more or less on its own, without direct involvement from the PCs or obvious
involvement from the adventure s villain, can be considered an event: storms,
celebrations, vast natura disasters, brawls between minor NPCs, etc. The PCs might be
swept up in the event in spite of themselves, or they might be observers who can choose
to stand aoof; however, it is best to avoid events where the player characters are forced
to be passive observers.

Events are useful tools for advancing an adventure s plot. The DM can use them to
provide clues and warnings to the PCs. For example, if the party has sumbled into an
areawhere magic no longer works properly, asmple event such as an avadanche or
blizzard might prompt them to employ aspell or magicd item which fals, which in turn
givesthem fair warning that they must depend on their wits for the rest of the adventure.

Events are dso useful for providing alittle terror or excitement during an otherwise
dull gtretch in an adventure. For example, a party of high-leve characters flying over a
desart might believe they have an uneventful trip ahead of them until akiller sasndstorm
forces them to take shelter.

A swift gream of events can disguise asingle crucid incident or interaction, leaving
the PCs mired in a Stuation before they know it. For example, the party is attending afair



when they witness abrawl. Cooler heads prevail and a singing contest, with the PCs as
contestants or judges, gets started. The music prompts afew onlookersto begin dancing,
and saverd comely locals offer to shake aleg with the PCs. Afterward, one of the locas
ginsatal tae. Some time during the string of events, perhaps during the brawl or the
dance, a pickpocket steals a crucial item from the party. The search for the culprit ison
when the PCsfindly notice the loss.

Guardian: The encounter features a creature or trap that must be dedt with before the
party can proceed. Cerberus, the multi-headed dog that guards the underworld in Greek
mythology, isthe quintessentid guardian. Sometimes bypassing or ignoring aguardian is
the best way to ded withiit.

To be effective againg high-levd player characters, guardians must have defenses
powerful enough to withstand at least afew rounds of a mgor offensive and enough
firepower to make players think twice about attacking in the first place. The ability to
detect invisble or disguised intrudersis very useful for guardians.

Interaction: This encounter turns on the ability of the party to have some sort of dialog
with an NPC. The player characters might need to conduct a negotiation, ask directions,
or otherwise establish communication. An interaction crestes a good role-playing
opportunity for the DM—who gets to play the NPC and might have an excellent chance
to redly ham it up—and tests players communication skills.

Interactions are an excdlent way to impart information that a party needs to continue
with an adventure or solve a mystery. However, there is no reason why getting the
necessary information hasto be easy. At the very least, the player’ s should have to be
shrewd enough to ask the right questions. More difficult interactions might require the
player charactersto bribe, intimidate, or trick the NPC.

Interactions often go awry if the player characters are inclined to be distrustful or to
attack everything they meet. Thisis not necessarily abad thing if the DM wants to bresk
aggressive PCs of their bloodthirsty habits. The local wise woman, for example, might be
a disagreeable old wizardess who has a sweet tooth and who knows that some nearby
ruins are infested with olive dime cregtures.

A gift of honey or some ripe fruit is enough to get the lady’ s information. Parties who
fail to win her over must face the dime creatures unawares. Parties who kill her discover
the old woman' s 60-year-old journds, which mistakenly report that the dime creatures
are norma zombies. Characters who wade into combat with the dime creatures expecting
to encounter normal zombies are in for shock no matter how powerful they are.

Obstacle: Thisencounter features abarrier of some sort that the party must bypass or
cross before they can proceed. Common obstacles include natural barriers such as
chasms, mountains, rivers of molten lava, and the like. Passive wards and protective
gpells, such aswalls of force can be considered obstacles.

Obstacles are not usudly effective when high-level characters are involved, because
they usualy have access to enough spells and abilities to ded with them quickly.
Obstacles, however, serve to use up a party’ s resources and are very effective when
combined with a combat encounter. A mile-degp chasm might not pose much of athreat
to aparty of 15th-leve charactersdl by itsdlf, but it could prove quite ahasdeif the far



side were occupied by atribe of stone giants hiding behind cover while they hurl rocks at
the PCs. A pair of beholders lurking in the chasm effectively negate magicd meansto
cross the crevasse, though the first character who makes the attempt is likely to discover
this the hard way.

Puzzle: Thisisanoncombat encounter that tests the players mentd skillsin some
fashion. Mogt puzzles involve logic, memory, or cregtivity. The riddle game included in
JR.R. Tolkien's nove, The Hobbit, represents one kind of puzzle encounter.

Puzzles are an excellent way to make players rely on themselves rather than on their
characters abilities. The best puzzlesfit your game's atmosphere; word plays on pop
music lyrics or Disney movietitles aren’'t a good approach to puzzle making unless you
are playing the adventure for laughs.

Y ou can add some tension to a puzzle encounter by combining it with atrap—the
characters suffer damage or amagica effect if they give an incorrect response—or
guardian—which attacks if the correct answer is not provided.

Skirmish: A short combat encounter (20—30 minutes of play time) is designed to
consume time and inflict minor damage. Skirmishes are best used to break up dull
stretches and to keep players on their toes.

Intelligent foes employ skirmishes to soften up the party and get a clearer picture of
their abilities before committing themsdves to a mgjor combeat encounter.

Surprise: Thisistypicaly acombat encounter that tests the party’ s ability to react
quickly to an unanticipated Stuation. Surprises usudly are difficult to avoid because the
player characters don’t know where or when they are going to occur.

Surprises should be used very sparingly; player frudtration setsin quickly if the
heroes are congtantly getting ambushed. When planning a surprise encounter, consder a
few things the player characters might do to uncover the surprise before they blunder into
it. For example, if an ogre mage and its band of mercenary trolls await the PCs around a
bend in aforest road, an dert party might spot the group’ s gargoyle scouts hiding in the
trees and signaling to their comrades.

Trap: Thisisanoncombat encounter that employs a magica or mechanica device (or
both) designed inflict damage or impede the party in some fashion.

When designing any trgp, congder how the device is triggered, how potentid victims
might detect the trap before triggering it, and what parties can do to deaectivate it. You
should aso consider what happens when an atempt to deactivate the trap falls.

When designing traps for high-level player characters, it is best to avoid devices that
inflict large amounts of damage. Damage often can be ignored—an 18th-leve fighter
with 120 hit points often does’t have to worry about suffering 20 or 30 points of damage
from atrap. In any case, damageis usudly easly heded if thereisapriest or pdadinin
the party. Also, keep in mind that hit point totals can vary widely within an adventuring
party. A trap that can inflict enough damage to make a high-leve fighter or cleric take
notice can be deedly if the party thief or mage sumblesinto it.

Instead of dedling out damage in large doses, concentrate on specid effects that
hinder victims in some fashion. For example, a collapsng darcase that dumps the PCs



into individua, sealed chambers might cause great congternation and should force  least
some characters to think hard before they can get free. A magical trap that turns the
victiminto asmdl eephant might resst the party’ s attempts to dispel the effect for quite
some time. Meanwhile, the character suffers from afear of rodents and must eat and
drink prodigioudy. Clever players might discover that the dephant’ s trunk is useful for
wielding tools or wegpons, but not for spellcading.

Linking Adventures The best way to establish an epic flavor to your campaign isto
create adventures that are related, one flowing from another.

Linked adventures give the impression of unseen forces at work a work in the
campaign. They aso give player characters chances to help determine their own fates as
their accomplishments—or lack thereof—carry forward from one adventure to the next.

All that is required to link adventures together is an overdl theme or extended plot
that runsthrough al the adventures. A careful ook at any set of adventures usudly
revedls severd such themes or plots. Likewise, there are severd different methods you
can use to turn separate adventures into a series.

Chained Adventures: The easiest way to create a continuing series of adventuresisto
find ways to connect two or more of them. Chained adventures don’t require continuing
plots, just some kind of superficid relaionship that can lead the player characters from
one adventure to another. Usudly, it is not important how or where the player characters
enter the chain, as one adventure' s outcome rarely impacts on another.

The links can be clues that point the group in the right direction, such as maps
showing another adventure' s location or statements from NPCs who have information to
impart. A link between two adventures can be purely incidenta. Perhaps the Site of one
adventure just happens to be close by or the group stumbles upon an adventure while
traveling on another errand. Here's an example of how three otherwise unrel ated
adventures might be linked in achain:

A fabled magicd sword (perhaps a holy sword) liesin an extra-dimensond labyrinth
filled with deadly traps, puzzles, and ever-vigilant guardians. The labyrinth can be
entered only at certain times, and then only by heroes who know the secrets of the portal.
If the PCsfind their way in, they bettle their way into the heart of the labyrinth using
sted and reasoning to claim the sword.

The home of a semi-retired wizard has recently been burglarized. The thieves made a
colossal mess, smashing and looting everything. Severd vauable magica items have
obvioudy been stolen, but the placeisin such disarray that the wizard isn't exactly sure
what has been taken and what islogt in the current mess. If the PCsinvestigate, they
discover that ariva wizard employed a gang of dopplegangersto infiltrate the house and
drip it. The rival took the magicd items and the dopplegangers got the money and
jewds.

Two noble families are conducting afeud in aremote mountain valey. Commoners who
let themsdlves get involved often disgppear, and even those who lie low often suffer due
to the incessant raids the families conduct againgt each other. The Stuation flaresinto a



full-scale war when the PCs arrive in the valey, as each family concludes that the party
has arrived to help the other side.

Each adventure can be superficialy linked to the other two asfollows:

The entrance to the labyrinth is not far from the town where the burglary took place. If
the player characters enter town, they hear plenty of rumors and speculation about the
crime. Even if they don't enter the town, groups of would- be detectives harass the party
because they are suspicious strangers.

The sword is an intelligent weapon and expresses adesire to day an evil creature
living nearby. The creature is a vampire masquerading as the head of one of thewarring
families

One of the items stolen from the wizard’ s home is a map of the area surrounding the
town; the thieves took it because it radiated magic. When examined with a true seeing
spell, the location of the labyrinth’s entrance is revealed aong with clues to opening the
portal.

Among the papers scattered around the wizard' s library are two sets of letters, one
from each of the warring families. Both groups wish to purchase the magical map.

Members of one of the warring families tell the PCs about alegendary magica weapon
whose appearance in town is reputed to sgnd the downfal of the opposng family.
A search of ether family’s headquarters reveals severd copies of |etters drafted to the
wizard. Both families dso have received letters reporting the map’ s theft.

An adventure chain has the advantage of alowing players consderable freedom of
action. They can ignore the hooks that link the adventures together or follow them up as
auits their fancy. The freedom goes along way toward making the players fed as though
they are the masters of their characters fates. Because the adventure' s plots are not
intertwined in any serious fashion, the DM need not take steps to force the group back
into the gory line,

Ripplesin a Pond: Every adventure changes the world in some fashion, even if the only
change is atemporary reduction in the orc population. Sometimes, however, even a
ample adventure can have far-reaching effects. Chapter One explored this concept in
some detail.

This method uses the consequences that arise logicdly from one adventure as a
springboard for further adventures. Often, the linked adventures occur in a specified
order, but it is possible to creste a set of adventures that can be played in any order. The
latter task can be difficult, and it usudly requiresthe DM to make dterationsin the plot
to account for what the party aready has accomplished. The three adventures from the
previous example might be linked in the following ripple sequence:

The player characters discover a clue to the sword’ s whereabouts. With help from an
NPC wizard, they enter the |abyrinth and recover the sword.



As part of the price for his help, the PCs have agreed to dlow the wizard a chance to
examine the blade. On the way to his home, however, they are ambushed and nearly lose
the weapon. When they arrive at the wizard' s home, they discover it has been
burglarized.

The burglars are a group of dopplegangers hired by the vampire whose downfdl the
sword's regppearance is supposed to herald. False clues implicate the family opposing the
vampire, and the PCs must determine the truth before the villains can be defeated.

A more complex ripple sequence might begin with any of the three adventures. For
example, if the PCsrecover the sword firgt, they draw quite abit of atention to
themsalves. The wizard approaches them and offers to pay handsomely for a chance to
examine the weapon.

Meanwhile, the two families are anxious to get their hands on the sword. One family
would like to buy it or to convince the PCs to attack their rival with it. The other family
wants to make sure the blade is not used againgt them under any circumstances. They
might try to buy it, stedl it, or exile the PCs to adistant world or another plane.

The wizard isimpdatient to examine the sword, but he waits until the party isfinished
with their other business. Neverthdess, the vampire sfamily isanxiousto learn dl it can
about the sword and helps arrange the burglary at the wizard’ s home. If the PCs vigit the
wizard firdt, both families harass the wizard and the PCs while they try to unravel the

mystery of the burglary.

Interlocking Adventures: It is possible for one or more adventures to take place entirely
within the context of another, larger adventure. It dso is possble for asingle adventure to
leave enough loose ends laying around that one or more subsequent adventures are
required before they are dl tied up. The three adventures from the previous examples
might be interlocked as follows:

The player characters become embroiled in the feud, perhaps as mediators. In the
process of defending themselves, they discover the legend of the sword.

The party seeks out the wizard to get more information about the weapon. Before they
can learn anything, however, they must solve the mystery of the burglary. The crime
might be related to the overdl plot, or it might be incidentd.

The party ventures into the labyrinth to recover sword. If they are successful, they can
return and settle the feud.

Multi-layered Adventures: Inthistype of series, the adventures are arranged like the
layers of an onion. When the player characters complete one adventure, they ped back a
layer and reved another, deeper layer. The party gets closer and closer to resolving a
find, ultimate conflict as they continue to ped away layers. Usudly, the find conflict's
true nature is not obvious at the beginning, and the player characters might sumble
across severd hints and clues before they redize where their adventures are leading. The
three adventures from the previous examples could be arranged in layers as follows:



The player characters learn about a series of daring raids and burglariesin which the
criminals wreak havoc. Perhaps a home of one of the heroes is raided.

A particularly methodica wizard who isaburglary victim notes that a set of maps
and commentary about a legendary sword are among the items taken from his home. If
the PCsfollow up the lead, they discover that the gang of dopplegangers responsible for
the crimes have been turning over information about the sword to their mysterious
employer. The PCs dso encounter an NPC who aso is seeking the sword, but is not
implicated in the burglaries.

With the NPC'’s help, the heroes locate the [abyrinth where the sword is hidden. After
enduring the puzzles and traps that guard the sword, and severd hit-and-run raids by
mysterious attackers, the PCs recover the blade. There are severd atemptsto stedl the
wegpon, maybe even one from the PCs' erswhile aly.

Information gathered from captured foes—and from the sword itsslf—indicates that an
ancient vampire fears the sword, which has remained hidden for centuries. The PCs ad
the vampire become locked in a deadly struggle that continues until the party destroysthe
vampire or gives up the blade.

Revisited Adventures: Some adventure Stes offer potentia for continuing play even
after the player characters have resolved the origind conflict. Two or three adventures
from the previous examples might offer Stesthat can be used over and over again. The
city where the wizard lives and its crimind underworld—uwith its den of dopplegangers—
could generate many other adventures, especidly if aplayer character rogue decidesto
operate the locdl thieves' guild. Likewise, the valey—uwith its Smmering feud—could
spawn additiona adventures as the feud flares up from time to time. Perhaps the defeated
family’s vampire leeder has hidden afew sarvitor vampiresin the opposing family.

Planning Combats Nothing takesthe joy out of a rousing adventure more quickly
than an important combat in which the bad guys go down with awhimper rather than a
snal. All of the careful thought and brilliant ingpiration used in cregting an interesting
plot islost when the characters mow down the opposition without even raising a swest.
Like creating agood plot, there are proper waysto plan for a confrontation with
high-level heroes.

Chapter One included suggestions for getting the most out of afoe by consdering the
cregture sintdligence, maximizing its strengths, and minimizing its wesknesses. This
section looks at some additiona eements that you should consider when planning and
conducting a bettle.

How much combat planning you ought to do depends on two factors: the opposition’s
intelligence and how important the encounter isto your plat.

Pan less when dedling with unintelligent creatures. These cregtures tend to resct
rather than to plan ahead. Quickly run through the five points outlined, noting obvious
things, such asthe terrain, the foe' s generd Stuation (hungry, fearful, etc.), and its mgor
combet abilities.

Always carefully plan encounters with mgor foes, even fairly supid ones—your plan



can take the foe' s lack of intelligence into account. Pay attention to each point and
carefully look ahead to make sure your villains don't make silly mistakes, for example, a
vampire sarting amelee combat over arushing river or giants crawling on their hands
and knees through corridors less than 10 feet high. Asthis chapter’ s first section pointed
out, it is best to avoid giving your players giftsin the form of combet victories they
haven't earned.

Likewise, if you're hoping for a specid result from a combat, prepare accordingly.
For example, if you intend to reved information to the player characters via a prisoner,
you should plan the battle so that it islikely that the player characters take prisoners.
Perhaps a creature misinterprets its orders and is forced to surrender when it finds itself
surrounded by the heroes.

A combat plan should consider the following eements: attack power, mobility,
organization, information, and terrain.

Attack Power: The purpose of combat isto kill or incapacitate the opponent before he
can escape or do the same thing to you. An effective combat plan finds away to use
whatever forms of attack are available in the most efficient manner.

It usudly is best to concentrate whatever attacks are available againg as few enemies
as possible. Wounding an opponent has little effect in the AD& D game, because
creatures generdly function just as well when reduced to afraction of their origina hit
points as they do when completely hedlthy. It is better to reduce the opponent’s numbers
quickly and in turn reduce the opponent’s ability to counterattack. Note, however, that
being under attack tends to interfere with spell casting. Neutraizing spellcasters by
disrupting their Spdlsis agreat way to limit counterattacks, even if the spellcasters are
only wounded. Also, don't overlook nonlethal attack forms, such asmagica charms,
wrestling, entanglement, disarming, and the like. These modes of attack often limit
counterattacks more effectively than raw damage. The party’s lead fighter might be a
terror, but the character becomes considerably less terrifying when deprived of awesgpon.

Mobility: The ability to move fredly is an asset that is often under gppreciated. Creatures
that are free to move or make ranged attacks can concentrate their offensive power where
they wish, provided they are more mobile than the enemy. Freedom of movement also
dlows for some tacticd flexibility, especidly when dealing with the unexpected or

fleeing from a bad stuation.

Superior mobility can bring dl manner of advantages. Simply running around a
dower opponent’ s front line and attacking a weak spot can have tremendous impact.

A foe does not necessarily have to be faster than the player characters to have
superior mobility. If the heroes are attacked from two or three directions a once, the
party isfaced with staying put or risking leaving someone behind if they move. Spells
such asthe various walls, slow, entangle, and transmute rock to mud can hinder or even
stop a party dead in its tracks. Spells such as darkness, stinking cloud, and fog cloud can
disrupt and confuse a party a least temporarily.

Creatures do not willingly give up naturd mohility advantages unlessthey are
exceedingly stupid or have been cleverly tricked. A tribe of lizard men, for example, is
probably not going to emerge from ariver or swamp to attack player characterson a
paved road. Likewise, adragon is not going to makeit'slair in acavern too smal to



dlow it tofly.

Mobility is not dways afunction of an opponent’s movement rate. As noted above,
the ability to fire misslesis agreat enhancement to mobility. Superior numbers also
enhance mobility, especialy when asmdl group—such as a party of adventurers—faces
asgngle creature. The group isinherently more mobile than their lone opponent because
the task of concentrating their attacks is dready done for them (there is only one enemy
to fight), and any single form of attack does not immobilize the whole group.

A lone creature facing an adventuring company is a a severe disadvantage unless it
can stay out of the party’ sreach, isolate individua characters, or deliver atacks that
affect dl the characters a once. A monster engaged in melee with the party’ s lead fighter
has very few movement options. The fighter's movement is restricted, too, but the rest of
the characters are under no such limitations.

Organization: If acombat involves multiple foes, decide who isin charge and how the
group works together. Even disorganized groups usudly contain one individua that the
rest of the group looks up to. Remember that you don’t have to have legions of Eingteins
to fight well, just one clever or experienced |eader.

Groups without strong leaders tend to have difficulty working together, though they
dill can be effective in combat if the individuds are fairly bright and spirited.
Coordinated actions usually give better results than individud actions. For example, pairs
of creatures or small subgroups can watch each other’ s backs and divide up tasks such as
guarding againg flanking maneuvers and keeping the pressure on the foe s commanders,
gpdllcagters, and missle users.

Information: Thisdement of combat planning is the one DMs most frequently ignore or
misuse. Opponents should fight based on what they know and what they can discover
about the heroes numbers, abilities, and plans.

Obvioudy, it isingppropriate for the DM to ignore what an opponent knows. It is
equally inappropriate, however, to assume that every opponent knows as much about the
player characters as the DM does. Note that attack is not a natural reaction to the
unknown. An opponent who does not have any clear knowledge of the enemy is gpt to
retreat or negotiate.

Start by considering what the opponent can reasonably know about the party. If the
opponent has never fought the player characters before and didn’t notice them
gpproaching, then he knows amost nothing about the party. The opponent might guess
each PC’s class by observing the characters and their equipment. A vampire, for example,
might have agreat atack plan, and if he is observant he might note any elves or haf
elvesin the party and avoid directing his charm at those characters. He probably does not
know which characters have received negative plane protection spells from the party
cleric.

On the other hand, bad guys remember player character drills. Any opponent who has
fought groups of adventurers has a basic idea about how parties generdly act. An
opponent who has seen the player characters fight—or who has survived a previous
encounter with the heroes—is bound to have avery clear idea about how a party
functions.

In any case, plansfor acombat are not complete until you consder how thefoeis



gathering information. Everyone except the supremedy stupid—or supremely confident—
keeps an eye out for trouble. The information-gathering effort need not be elaorate; foes
who have no particular reason to expect afight might smply observe things asthey go
about their business. More careful groups might employ scouts or divination spells.
Anyone can pick up quite abit of information just by questioning the locas. Note that the
locals can include animas and plants if theright spdls are available.

Don't overlook the possibility that afoe s efforts to gather information might revesl
something about the foe to the player characters. If avampire assumes bat form to
observe a party, the player characters should have a chance to notice the bat, especidly if
it remains near the party for any gppreciable amount of time. Likewise, crystal balls
create magica sensorsthat creatures can detect.

Remember that information is only as good as the opponent’ s ability to assessit. A
giant bird of prey might be able observe a party for along time as it soars over an open
plain, but its anima intelligence does't dlow it to andyze what it seesvery well. On the
other hand, a high-level wizard or druid in bird form might deduce a greet ded from a
long look at a party.

It's dso worth remembering that most careful groups aso take pains to concedl
information about themsdves, after dl, the PCs are going to be gathering information,
too. For example, there s no reason why aband of villains hasto look like an evil horde.
They might choose to pose as merchants or pilgrims, which makes it harder for player
charactersto trace their movements by questioning creatures about who they have seen
recently. Spdlls such asinvisibility and change self can be quite effective in kegping
player characters guessing about exactly what they’re up againg.

Terrain: Mogt foestry to make some use of the locdl terrain, even if dl they doishide
behind trees. However, the lay of the land determines whet is possible during a combat
and what's not. A forest choked with thick undergrowth offers lots of cover and
concedment, which generally makesit a good place for ambushes. A forest’s trees and
undergrowth aso tends to restrict movement—especialy mounted movement—and
misslefire. Likewise, agroup of 10 archers can't line up shoulder-to-shoulder and
deliver adevadtating valley if the battle is taking place in afive-foot-wide dungeon
corridor.

Terrain is usudly beyond the control of the participants, except that magic can ater
terrain or appear to dter it. A move earth spell, for example, can alow a commander to
create just about any battlefield layout desired. A hallucinatory terrain spell can prompt
opponents to do foolish things, such as maneuvering to avoid amarsh that redly isn't
there or coming to a hat behind a pile of illusory boulders that appear to offer good
cover.

Even without magic, creatures who are prepared for a battle can choose where to
fight. The best possible defensive terrain offers the defenders cover while forcing the
attacker to agpproach in the open, preferably to spend along time exposed to attack before
they can attack themsalves. Castles are built the way they are to exploit this concept: The
cleared area around the castle offersittle or no cover. The castle’'s moat and walls keep
the attackers outside where there is no cover, and the walls provide cover for the
defenders.

Smart foes stay dert for opportunities that the terrain creates. The old trick of hiding



atop a cliff and rolling boulders down upon hapless travelers below is a good example of
thistype of tactic. Player actions often create less-obvious opportunities, however. For
example, characters who decide to climb to a canyon’s rim—to avoid having rocks
dropped on them later—just might find themsdves atacked while they literaly hang on
for deer life.

World Hopping A visit to aforeign land, long or short, is seldom routine. Dealing
with sirange customs, unfamiliar laws, and unusud foods can give even hardened
traveersfits. Now imagine what it might be like to vist a place where the very
underpinnings of redity are different from home. That's what world hopping is like.

Staging adventures on unfamiliar worldsis agreat way to keep ahigh-level campaign
fresh and chdlenging. Players become very atentive once they find they can take nothing
for granted, and even fairly weak creatures can challenge the party when the PCs spdlls
and magica items begin to act in unanticipated ways. This section presents some quick
guiddinesfor creating aternate worlds for your adventures. This section is by no means
complete—the possihilities are limited only by your imagination.

Types of Worlds

For purposes of this discusson, aworld is any place in the multiverse with its own
form of redity separate from the rest of the multiverse. A world can beaslargeasa
universe or as amd| as a sngle room. Worldsin the current AD& D game fdl into one of
three different types:

Plane: A planeisan infinitely large space. A plane has no clear form or dimensions,
though there are border areas where it meets other planes. As explained in Chapter 15 of
the Dungeon Master Guide, there are three types of planes and two planes that defy
categorization.

Inner Planes are places filled with the fundamenta components of the multiverse.
There are 18 inner planes. They are subdivided into elementa (basic matter),
para-elementa (compound forms of meatter), energy (postive and negative), and
guasi-elementd (where planes of matter and energy mest). If there are any undiscovered
inner planes, they likely exist between known planes.

Outer Planes are places where the powers (deities) reside. A certain philosophy holds
sway on each outer plane, and that philosophy influences everything on the plane,
including redlity itsdf. There are 17 known outer planes, each corresponding to amgjor
divisoninthe AD&D dignment system. Sixteen of these planes form a grest ring, with
the plane of Concordant Opposition—the neutrdity plane known as the Outlands—in the
middle. New outer planes would probably form between two existing planes on the great
ring or as additiond “layers’ on an existing plane.

The Prime Material Plane is where the base campaign and many smilar worlds are
located. There is awidespread misconception that there are multiple Prime Materia
Panes, sometimes referred to as Parallel Primes or Alternate Primes. In fact, thereisonly
one Prime Materid Plane. Within that plane, there are an infinite number of discrete
worlds, each contained within a crystal sphere. A crysta sphere can contain asingle
planetary body, awhole solar system, or anything in between.



The Astral and Ethereal Planes act as highways between the other planes.

The Etheredl Plane connects the Prime Materid with the Inner Planes. It resembles an
infinite ocean whose “shores’ lap againg other planes. Curioudy enough, etheregl
travelers dways find themsel ves moving toward the Inner Planes or their home world in
the Prime Materid. There is no known method of using the Ethered Plane to travel from
one Prime Materiad World to another.

The Adrd Planeisan infinite, silvery void that connects the Prime Materid Planeto
the Outer Planes. Adird travel between Prime Materid Worldsis possible.

Both the Agtrd and the Ethereal contain bits of solid matter in their depths. On the
Adrd, these form idands smilar to asteroids floating in deep space where crestures
make their homes. The Ethered dso containsidands, but they are caled Demiplanes (see
below) that exist asworldsin their own right.

For more information on the known planes, see the Planescape™ boxed set.

A Pocket Dimension isadiscrete world attached to another world. These are usuadly
very smdl, and most of their properties mirror those of the parent world. A Pocket
Dimengon can be created atificidly.

A Demiplaneisadiscrete world floating in the depths of the Etheredl Plane. Like Pocket
Dimensions, Demiplanes can be created artificidly. Conditions on Demiplanesvary
widdy, and it is believed that large and well-popul ated Demiplanes can become
full-fledged planes. The exact process for accomplishing thisfeat is not known to any
mortd.

Properties of Worlds

Each world has four different agpects that combine to define its own unique redlity.
These are chronology, magic, technology, and environment. Each aspect is rated on a
scae ranging from 2 to 20. Ratings can be generated randomly by rolling 2d10. The
lower the rating, the weaker the aspect is;, ratings from 10-12 reflect conditions on typicd
AD&D campaign worlds. Though arating of 10 is weeker than arating of 12 the
differences between the two are imperceptible to player characters. Ratings higher than
20 and lower than 2 are possible, but dl known planes fal within these extremes.

A world srating is usudly fixed, but the ratings on some worlds shift dowly over
time. These shifts are so gradud that the residents don't redlize they are occurring. An
abrupt shift—even for the better—brings cataclysmic change to aworld.

Chronological Aspect

Time flows & the same rate throughout the known multiverse. This section, however,
dedswith newly discovered worlds. Table 2 shows the rate of loca time flow compared
to that of the base campaign world. In worlds with ratings of 9 or lesstime flows more
quickly than in the base campaign, dlowing travelers to meke extended visits and return
home to find that dmaost no time has passed at dl. In worlds with ratings of 13 or more
time flows more dowly than in the base campaign, and travelers might return home to
find their world greetly changed after even a short vist.



Chronological Notes

Characters are governed by the loca time no matter where they are or what world
they call home. For example, characters who visit a C2 world and stay a year return home
to find that less than a minute has gone by, but they are till ayear older. Characters who
vigt aC18 world and stay two weeks return to find that 20 years have passed, even
though they have aged only two weeks. Likewise, the durations of magicd effects are
governed by loca time, aspell that lasts 10 rounds on a C11 world aso lasts 10 rounds
onaC20 or aC2 world.

There is no smple way to judge the locd time flon—it ways seemsto be normd.
Timeis pervasive; even theinteriors of closed extra-dimensional spaces (such as portable
holes, bags of holding, and rope trick spells) experience locd time. The shift from one
time flow to ancther isimperceptible by itsdf, but clues are sometimes obvious—such as
when a character seps through aportal at noon and steps out into amoonlit night.

Magical Aspect

A world'smagicd rating determines many of its characteristics, including how much
sway scientific laws have over redlity. The higher the rating, the less relevant the laws of
science are. Magic becomes more readily availlable as the magica rating rises, increasing
the likelihood that fantastic creatures exist on the world. Psionics are aso more common
and work better on high-magic worlds. Table 3 shows relative levels of magica power; a
rating of 2 indicates no magica power, araing of 10-12 indicates the level of power ina
typical AD&D campaign. The most magica of the known planes (the Abyss, the
Outlands) have ratings of 17. No known plane has arating of 18 or higher.

Table2:
Chronological Ratings

World Local Base Campaign
Rating Time Time

2 1Week =1 Second

3 1Week =15 Seconds
4 1Week =1Minute

5 1Week =10 Minutes
6 1Week =30Minutes
7 1Week =1Hour

8 1Week =6Hours

9 1Week =1Day

1012 1Week =1Week
13 1Week =1Month
14 1Week =3Months
15 1Week =6 Months
16 1Week =1Year
17 1Week =5Yeas



18 1Week =10Years
19 1Week =30Years
20 1Week =100Yeas

Table 3:
Magical Ratings

Rating Magical Effects

2 No spdll, spdll-like ability, magica item, artifact, or psonic power functions, and
travel into or out of the areais possible only through a pre-existing gate. Land creatures
are not more than 10 feet tdl, and there are no flying creatures. Demihuman and fantastic
crestures do not exist.

3 Potions, wands, rings, and miscelaneous magic is ineffective, and from 6-9
schools of magic are modified in some way. Spell casting times and PSP requirements
are quintupled, and 4th-10th level spells can't be cast. Land creatures are not more than
10 feet tall, and flight is limited to creatures less than six inchestdl. There are no
demihumans or fantastic creatures.

4 Potions, wands, and rings are ineffective and from 4-9 schools of magic are
modified in some fashion. Spdll cagting times and PSP requirements quintupled; 5th-10th
level spellsimpossible; land creatures are not more than 10 feet tal; flight islimited to
crestures less than 1-foot-tal. There are no demihumans or fantastic creatures.

5 Potions and wands ineffective; 3-9 schools of magic modified. Spdll casting
times and PSP requirements are quintupled, and 6th-10th level spells can’'t be cast—
native spdlcasters are dmost unknown. Land crestures are not more than 10 feet tal, and
flight islimited to Sze T creatures (two feet tal or less). There are no demihumans or
fantastic creatures.

6 Potions are ineffective and from 3-9 schools of magic are modified. Spell
casting times and PSP requirements quadrupled, and 7th-10th level spells can’'t be cast.
Native spellcasters are very rare and have supra-genius Inteligence. There are no land
creatures more than 15 feet tall, no bipeda crestures more than 10 feet tal, and flight is
limited to Sze S or smdler crestures.

7 Mogt spells, magica items, and psionics function normally, but 2—7 schools of
meagic are modified. Spell cagting times and PSP requiremernts are tripled, and 8th-10th
level spdlls cannot be cast. With long and difficult training, afew creatures of at least
genius Intelligence can learn to cast gpells. There are no land creatures more than 20 feet
tall, no bipeda creatures more than 15 feet tal, and flight islimited to Sze M or smdler
Creatures.

8 Most spdls, magicd items, and psonics function normdly, but 2-5 schools of
magic are modified. Spell casting times and PSP requirements are doubled, and Sth-10th
level spellscan’t be cast. With training, afew crestures of at least exceptiona
Intelligence can learn to cast pdlls. There are no land crestures more than 25 feet tdl, no
bipeda creatures more than 20 feet tdl, and flight islimited to Sze L or smdler
crestures.

9 Most spdls, magica items, and psionics function normaly, and only 1-4 schools
of magic are modified. True Dweomers (10th-level spells) are not available, but creatures
with at least average intelligence can learn to cast spellsif properly trained. There are no



land creatures more than 30 feet tall, no bipeda creatures more than 25 feet tal, and
flight islimited to Sze H or smdler cregtures.

10-12 Spells, magica items, and psionics function normally, and most crestures of at
least average Intelligence can learn to cast pdls with adequate training. There are no
practica limits on the Sze of land or of flying creatures, and demihumans and fantagtic
creatures are fairly common.

13 Spdls magicd items, and psionics function normally, and mgjor races have
minor Sodl-like abilities or psonic wild tdents. Some individud spdls are modified.

14  Mog spdls, magicd items, and psionics function normaly, and magor races have
minor and mgor spell-like abilities or multiple psonic powers. Some eementa spells
and from 14 schools of magic are modified.

15 Mog spdls magicd items, and psionics function normally, and mgor races have
minor, mgor, and extraordinary spell-like abilities or full psonic powers. Some
eementa spdls are modified. From 2-5 schools of magic are dso modified with possibly
catastrophic effects.

16  Sameasabove, except that from 2—7 schools of magic are modified with
possibly catastrophic effects.

17  Sameasabove, except that from 3-9 schools of magic are modified with
possibly catastrophic effects.

18  Sameasabove, except that most beings of at least average Intelligence have
minor spellcadting abilities.

19  Sameasabove, except that beings of average Intelligence have minor
spdlcadting abilities, and those with at least high intelligence have mgor spdllcasting
abilities. Wizard characters do not need to study spellbooks.

20  Sameasabove, except that beings of average intelligence have maor
spellcasting abilities, and those with at least high Intelligence have extraordinary
spellcasting abilities. Wizard characters do not need to study spellbooks, and no
spdllcaster needs to memorize spells.

Magical Aspect Notes

Characters usng magic or psionics are often at greet risk until they learn the rules
governing magic localy. Strongly magica worlds can be more dangerous than worlds
where magic is wesk.

Spell Casting: Any spdllcagter can attempt spells on worlds rated M3 or higher, but he is
limited to what is possible locdly or what is possible on their home worlds, whichever is
less. For example, characters from M10-12 worlds must study their spellbooks even on
M20 worlds, where the natives have no such regtrictions. Characters from an M19 world
vigting aM10-12 world cannot regain spells unless they return to their home world or
acquire spellbooks. No character can cast a 9th-level spdl on aworld rated M8 or lower.

Low magic worldsimpose amultiplier (x2 to x5) on cagting times. Mot cagting times
are given as Imple numbersthat are added to the caster’ sinitiative roll (see Player’s
Handbook, Appendix 2). If the adjusted casting timeis 10 or more, the spell requires one



or more full roundsto cast. A cagting time of 10 means the spell is completed at the end
of the round when it isbegun. A cagting time of 20 means the spell is completed & the
end of the second round after it has begun, and so on. If the adjusted casting timeis not
an even multiple of 10, subtract the nearest multiple of 10 from the adjusted cagting time.
The spell requires that many full rounds of casting, and is completed on the next
succeeding round with an initiative modifier equd to the remainder. For example, a
fireball spdl (which hasanormd casting time of 3) has an adjusted casting time of 12 on
an M6 world. The spdl requires one full round and is completed during the second round
with an initiative modifier of 2.

Worlds rated M8 and lower redtrict the levels of spdls available. When aspdll level
becomes impossible, no spell of that level can be cast. Magica items and stored spells are
an exception (see below).

Spells are modified on some worlds. Modifications can apply to individud spells, entire
schools of pells, or classes of dementa spells. Possible modifications include:

Enhanced: The spdl or school functions as though the caster were one leve higher than
he actudly is. Spells are never enhanced on worlds rated M9 or lower.

Diminished: The spdll or school functions as though the caster were one level lower than
he actudly is.

Nullified: The spdl or school does not function at al. Thisisafairly common
modification on worlds rated M9 or lower. It israre on Prime Materia Worlds rated M10
or higher, but it often occurs on even highly magica outer planes, demiplanes, and

pocket dimensions.

Altered: The spdl or school of spdlls functions differently on this world. Changes can be
superficia, minor, or catastrophic.

Superficid dterations usudly change a spdl’ s form, but not the way it works. For
example, fireballs might create scading steam or intense light on some planes.

Minor dterations are more spectacular and potentially dangerous but do not change the
way the spdll works. For example, a clairaudience spell might cause the caster’ s ears to
grow very large and senditive, causing the caster to suffer a saving throw pendty vs.
sound- based attacks (harpy songs, shout spells, etc.) until the spell ends.

Catastrophic alterations cause the spdll to go completely awry, and their effects are
totally unpredictable. Conjured or summoned creatures might go berserk, a meteor swarm
might center itself on the caster, or adeath spell might target other player characters or
their henchmen.

In many cases, native spellcasters are not subject to the aterations because their
magic is naturaly compatible or because they take specid precautions. Player characters
might learn to use the latter.



It is possible for the same dterationto affect severd types of spellsin the same way.
For example, on Limbo, an outer plane of pure chaos, a spdlcaster must pass an
Intelligence check or any spell attempted is negated, a catastrophic alteration that affects
al types of dls.

Any change to aspdll or school of spells should reflect some locd characterigtic. For
example, an unseen servant spdl cast on an M13 world thet also has a high technological
rating might suffer aminor ateration and creete a visible creature with a mass of
robot-like arms (in keegping with the world' s technologicd nature).

Priests depend on their deties for their spells and suffer some extra difficulties when
leaving their home worlds. Any priest spell is subject to whatever loca modifications
apply to the spell’ s schooal. In addition, a priest’ s ability to cast spells depends on his
position in the multiverse rdlétive to his deity.

Priest gpells work best when the cagter is on the plane where his deity resides because
the deity has undisputed influence over priest magic on his own plane. Delties that keep
multiple resdences make things alot easer for their priests. When priests go traveling
through the multiverse, however, they enter relms where the interests of severd deities
might conflict. One of four things happen to a priest’ s spells when the character entersa
new world:

On an open world, the priest loses cagter levels according to the distance to the deity’s
home plane (see page 49). All the Outer Planes are open.

On aclosed world, the priest can use any spell he has memorized but cannot regain
gpdlls higher than 2nd level. Many Prime Materid Worlds, Pocket Dimensions, and
Demiplanes are closed.

On arestricted world, the priest loses dl spells. Restricted worlds are very rare.

On an unrestricted world, dl priests function at full power. The Adtrd, Ethered, and
al known Inner planes are unrestricted, as are many Prime Materid worlds and
Demiplanes.

By generd divine agreement, priests on open worlds lose one level of spell cagting
ability for every plane they are removed from their deity’ s home plane. For example, a
10th-leved priest one plane from his deity’ s plane can cast spells only as a Sth-leve priest,
athough he dill functions as a 10th-level character in every other way.

Figuring the distance between a priest and his deity can be alittle tricky, because
priest spdlls use different rules for counting depending on the priest’ s location. A priest
whose deity resides on an Inner Plane is four planes removed when he visits an Outer
Plane (Inner Plane to Ethered to Prime to Adira to Outer Plane). Priests on the Outer
Planes, however, must trace the path to their deity aong the great ring (see below), but
only planes between the priest and deity’ s home plane count.

For example, if a priest whose deity resdes on Mount Cdestiavisits The Abyss, the
character loses seven levels of spellcagting ability. This effect has nothing to do with the
properties of the planes themsealves, it arises from amutua agreement that preventsthe
entire multiverse from erupting into an interplanar war.

There are numerous divine agreements of amore limited nature that govern specific
locations on the planes. The Prime Materia Plane is subject to many such agreements.
Each Prime Materia world is the focus of one or more deities, these deities are dlowed
to treat the world asif it were home (at least insofar as granting spdllsis concerned). This



gives any priest who worships these deities full powers on that world, though outsders
might find the world closed or restricted.

Demiplanes dso are notorious for operating under their own rules, though most of
them are either closed or unrestricted.

A priest’s granted abilities generdly function a full power by generd divine
agreement, but local conditions prevail, especidly for spdl-like granted ahbilities. Cdling
down aflame strike just doesn’'t work on the Plane of Elementd Water.

Note that divine agreement can circumvent aworld’'s magicd rating. If adety wants
to grant priests afull range of spells, then that’s what happens, even if magicd items,
psionics, and wizards spells are weak. Such worlds are extremely rare, but possible.

Intelligent creatures native to high-magic worlds have natural spellcasting abilities as

spellcagters of theindicated leve:

Minor Spellcasting: 1st—3rd

Major Spellcasting: 4th-7th

Extraordinary Spellcasting: 8th-11th

Naturd spdlcasting abilities are retained if the creature vidts worlds with lower
magicd ratings, but casting times are ill extended and high-leve spdlls il become
unavailable as shown on Table 3. Natural spellcasting abilities are in addition to any
abilities the creature has due to class and level and can be freely combined with other
cdass ahilities. For example, afighter from an M20 world could cast naturd spellsevenin
metal armor; awizard from the same world is till restricted from wearing armor but
might enjoy extrawizard Spdls or have the ability to cast priest spells.

On worlds rated M19 or higher, wizards don't require spellbooks. After agood night's
deep, spdlcagters can meditate and acquire any spdl of alevel normaly avalableto
them, just as priests do.

On worlds rated M20, wizards and priests do not require sudy time at dl. If they get a
good night’s deep, they can cal their spells to mind as needed, though they are il
limited to the number of spells they can employ each day. Casting time and required
components for spells remain unchanged. For example, an 11th-leve wizard from an
M20 world could cdl alightning bolt to mind if he wished, but not if he had dready cast
four 3rd-level spellsthat day. The wizard would also need to have the proper material
components on hand.

Psionics: Psonicigs generdly suffer less than spellcasters when traveling between
worlds. Psionics depend on the character’ s persona energies, which the character carries
with him wherever he goes. On high-magic worlds (M 13 or greater), psionics are
unaffected, though some worlds—such as the Demiplane of Ravenloft—have quirks that
affect even psionics. On low-magic worlds (M9 or less), psonics work normaly, but PSP
costs increase because more personal energy is required to manifest a particular effect.
Increased PSP requirements gpply to both initiating and maintaining powers. If a
psionicist does not have enough PSPs to pay the local cost for a power, he cannot use that
power. Loca conditions only increase the PSP cost, never the damage dice, duration,
range or any other factor associated with a PSP expenditure. In other words, increased
psionic cost is never an advantage for the character using the power.



A mgor race dominates the world in the same fashion that humans and demihumans
dominate standard campaign worlds. The tanar'ri of the Abyss and the githyanki of the
Adra Plane are mgjor racesin their home worlds. Members of mgjor races native to
high-magic worlds aways have one or more spell-like ahilities, as follows:

Minor abilities: Similar to 19—2nd level spdlls, each of these abilitiesis usable 1-3
times aday. They function on worlds rated M7 or higher.

Major abilities: Smilar to 3rd-5th level spdls, each ability is usable 1-3 times aday.
The cregture aso has 4-6 minor abilities each usable once aturn or once an hour. The
abilities function on worlds rated M8 or higher.

Extraordinary abilities. Smilar to 6-7th level spells, each is usable once aday. The
creature also has 6—10 minor ahilities usable at will and 46 mgor abilities usable once a
turn or once an hour. The abilities function on worlds rated M9 or higher.

Spdll-like abilities are subject to whatever magica modifications prevail locdly,
except that natives aways ignore any detrimenta effects their home world might have on
their abilities.

Magical Items: Because they are portable containers for magical power, enchanted items
can often function in low-magic worlds where the spell effects they duplicate cannot be
cast. Otherwise, magical items are subject to the same limitations and modifications as
spdlls. For example, a staff of the magi can produce awall of fire effect, even on M3
worlds where 4th-level spdlls are impossible. However, the staff cannot produce awall of
fire on aworld where evocation spdlls are nullified or on aworld where fire spels don't
work.

If aschool of spdlsis modified on aworld, dl magica itemsthat duplicate or
gmulate effects from that school are affected aswell. For example, if
conjuration/summoning spells are catastrophicaly atered on aworld, items such as
Bucknard’s everfull purse and abag of tricks can be dangerous to use.

Magical wegpons, armor, and protective devices, such asrings of protection and bracers
of defense, are attuned to the world where they were made. They |ose one plus per plane
removed from home, but remember that dl Prime Materid worlds are on the same plane.
The Adrd and Ethereal planes are one plane removed from the Prime Materid. The
Inner and Outer Planes are two planes removed from the Prime Materid. Demiplanes are
part of the Ethered Plane and Pocket Dimensions are part of the plane to which they are
attached. The maximum distance between planesisfour (Inner Plane to Ethered to Prime
Material to Adra to Outer Plane). For example, a cloak of protection +3 made on a
Prime Materid world functions normally everywhere on the Prime Materid Plane. The
cloak’ sbonusfdlsto +2 in the Adrd or Etheredl planes, and falsto +1 on any Outer or
Inner plane. Unlike priest spells, magica items aways trace the shortest possible path to
their home planes.

Magicd items that become inert because of the local magicd rating or because of the
distance between planes cannot produce any magica effects but till function as normd
items—an inert suit of magica armor is il armor. The items continue to have a magica
aurathat can be discerned with a detect magic or smilar spdl, and they function
normally again once brought to aworld where conditions are more favorable.



Creatures: A world'smagica factor determines what kinds of fantastic crestures can be
found within it, as noted on Table 3. The local magica factor can make aworld untenable
for some vigtors.

Humans, norma animals, and other non-fantastic creatures are not directly affected by
the locd magicd raing.

Other crestures are dependent on their home world's magical nature and can suffer from
deprivation when vigting low-magic worlds.

Demihumans, such as elves, gnomes, dwarves, orcs, ogres, and similar humanoid
cregtures, must save vs. desth magic immediately when entering worlds rated M5 or less,
failure results in death. Even if the saving throw succeeds, the cresture |oses one hit point
per hit die—but each hit die till gives the creature a minimum of one point—and suffers
a—1 pendty on dl attacks, saving throws, and ability score checks. These penaties
increase an additiond point for every magica rating below 5, to a maximum pendty of —
4 on an M2 world.

Fantastic creatures, such as centaurs, dragons, chimeras, pixies, tanar’ri and others,
have amilar pendties beginning at M6 and increasing to amaximum of -5 on M2
worlds.

Technological Aspect

A world stechnologica rating determines its generd level of cultura development,
scholarship, and practica application of knowledge and invention. The lower aworld's
technologica rating, the less obvious the trappings of civilization are. A rating of 2
indicates no technology at dl. A rating of 10-12 indicates a medieva technology
common to most AD& D campaigns. Ratings of 13 or higher indicate worlds that are
progressively more urban, ingtitutional, and mechanized. It is entirdly possible for a
world to have both ahigh magica rating and a high technologicd rating. On such worlds,
meagical devices replace machines,

Table 4:
Technologica Ratings

Rating Elementsof Civilization

2 Tools are unknown; fire has not been harnessed.
3 Simple stone tools and wegpons, campfires.
4 Complex stone tools, some soft metd tools and weapons (copper);

domesticated animas, Smple agriculture; ovens, pottery.

5 Soft metal tools and weapons (copper and bronze); arithmetic; complex
agriculture and irrigation; hieroglyphic writing; boats, dities, sundids and
water clocks; coins.

6 Hard metd tools and wegpons (iron); smal ships; dphabetic writing; small



land vehicles, ample locks, sSege machines.

7 Water mills; furnaces, cast iron; large oared ships,; advanced mathematics and
philosophy.

8 Civil engineering; roads; blown glass, wagons, medicine.

9 Compass, windmills, univergties; surgery.

10-12 Sted tools and weapons, cod mining; trade and craft guilds; small, dow
saling ships, feudd governments; extengve trade.

13 Cannons, ocean-going salling ships, mechanica clocks, nationd governments.

14 Firearms, printing; intercontinental trade.

15 Steam engines; blast furnaces, mechanica cdculating machines.

16 Internal combustion engines; light aircraft; steamships; railroads; labor
unions.
17 Nuclear power; civil and military aircraft; electronic computers.

18 Fusion power; commercia spacecraft; laser wegpons, genetic engineering;
intercontinental governments.

19 Sentient robots and computers; solar power; portable nuclear power.

20 Faster-thantlight space travel; matter transmission; matter replication;
interplanetary governments.

Technological Notes

Sampleitems gppear on the table when they become affordable or are in common
use. Some items may be present, but very rare, on worlds with technologica ratings too
low to support their widespread use. For example, some brilliant thinker might be busy
inventing algebraon aT5 world, but she might be the only one who understandsiit.
Likewise, items on the table are not necessarily household items. For example, not
everyoneon aT17 world owns ajet airliner, but they are common enough to bein
generd use.

Technological devices cannot be carried fredy between worlds. Devices from
low-technology worlds function normaly when carried to worlds with higher technology
ratings. Devices carried from high-technology worlds to low-technology worlds do not
operateif they have moving parts, eectronic circuitry, or depend on chemica reections.
Even smple devices suffer somewhat. For example, aflashlight (T16) carriedtoaT8
world becomesinert. A stainless steel hand ax (also T16) carried to a T8 world ill
functions as an ax, but it losesits extra hardness and resistance to rust. A club (T2)
remains aclub no matter whereitis.

Sufficiently advanced technology, however, works just like magic. If anitem’s
technologicd rating exceeds the local technology rating it still worksif it also exceeds the
locd magical rating by &t leedt five. For example, steam engines require aloca
technology rating of T15 or higher or amagica rating of M 10 or lower. A steam engine
would not work on aworld with amagica rating of M11 or more and atechnologica
rating of T14 or less.

Ecological Aspect

A world's ecologicd rating determines how benign or hostile the overdl environment
isaswell asthe smilarities of landscape, flora, and fauna as compared to the base



campaign. A rating of 2 indicates acompletely hogtile environment while an E20 world
represents a paradise. A rating of 10-12 indicates a generdly earth-like environment that
may contain hazardous extremes, such as deserts, ocean depths, low air pressure at high
dtitude, etc.

Ecological Notes

Worlds rated E6 or lessinflict one of more of the effects (DM’ s choice) from the
table below upon vigtors from the base campaign. The type of effect should reflect the
nature of the environment. For example, one world's acidic atmosphere might inflict
damage and another world's polluted air might reduce Condtitution.

Condition Severe Hostile Deadly
Condtitution

Loss 1d6/Day 1d6/Hour 1d6/Round
Damage 2d4/Day 2d4/Hour 2d4/Round
Poison Save* 1/Day 1/Hour 1/Round

* The saving throw must be attempted at the end of each exposure period; failure results
in immediate desth.

Sever e Conditions: The environment poses a danger if exposure laststoo long. The
intengity is sSmilar to adesert or polar ice cap. Mundane precautions—drinking extra
water, wearing a heavy coai—can negate or reduce the damage.

Hostile Conditions: The environment poses an immediate thregt to norma humans. The
intengty issmilar to immersion in arctic water or exposure to volcanic gases. Mundane
precautions might reduce the effects to severe or be entirdly ineffective. Minor protective
magic, such asan endure cold/heat spell, ring of fire resistance, or ring of warmith,
negates the effects.

Deadly Conditions: The environment can kill norma humans within minutes. Intengty
issmilar to the surface of the moon or the interior of avolcano. Mundane precautions are
ineffective, and some magica items or spells might prove too week to provide effective
protection. The deadly effects listed on the table are the minimums, and they can be much
gregter if conditions are particularly intense. For example, the flames on the Plane of
Elemental Fire require unprotected creatures to save vs. breath wegpon or die
immediatdy. A successful save il inflicts 5d10 points of damage each round.

Worlds rated E18 or higher seem like paradises to visitors from worlds rated E12 or
less. At the DM’ s option, certain actions can be perilous on such worlds. For example,
characters who go to degp on such worlds may dumber until attacked or awakened.
Smédling aflower might produce a sate of euphoriasmilar to aconfusion spdl, dthough
random actions tend to be non-violent; if the dice roll indicates an atack the affected
character sngs and dances, perhaps urging other nearby creaturesto joinin.

Natives of worlds rated E16 or higher generaly cannot tolerate conditions on less
benign worlds. They suffer the effects from severe conditions on worlds rated five less
than their home worlds, hogtile pendties on worlds rated six less, and deadly penaties on



worlds rated seven or more less.

Tableb:
Ecologica Ratings

Rating Ecological Elements

2 The ecology iswildly different from the base campaign in dmogt every way;
the environment is deadly (poisonous, airless, acidic, etc.). Living cregtures, if
they exist at dl, are barely recognizable as such.

3 The ecology is different from the base campaign in most ways; the environment
ishostile (very cold, waterless, flooded with x-rays, etc.). Living creatures have

completdy dien forms.

4 The ecology is Smilar to the base campaign. The environment isfairly livable,
but some vita element is absent or incompatible. The PCs cannot survive over
the long term without alarge stock of supplies from their home world or
magica aid (can't eat the food, water makes PCs drunk, etc.). Overdl
conditions may be hogtile, such as boiling daytime temperatures, subzero
nighttime temperatures, acid rain, etc. One or more intelligent races resemble
some nonhumanoid or monstrous species (insects, serpents, fungi, c.).

5 The ecology is Smilar to the base campaign. The environment islivable, but
some vital eement is absent or incompatible. The PCs cannot survive over the
long term without alarge stock of supplies from their home world or magica
ad (can't eat the food, water makes PCs drunk, etc.). Overal conditions may be
severe, such asaglobd desert, ice age, endless rain, etc. One or more intelligent
races resemble some nonhumanoid or monstrous species (insects, felines, fungi,
etc.).

6 The ecology is Smilar to the base campaign. The environment is livable, but
some important ement is absent or incompatible. The PCs may find the
conditions inconvenient, but their long-term surviva is not in jeopardy (little or
no metal, thin atmosphere, sunless sky, etc.). Overd| conditions may be severe,
such asaglobal desert, ice age, endlessrain, etc. One or more intelligent races
resembles some nonhumanoid or monstrous species (insects, felines, dragons,
efc.).

7 Ecology is amilar to the base campaign. Some familiar races and species are
present, though they have dightly different gppearances and abilities. Races and
gpecies entirely unknown in the base campaign are present. At least one
intelligent race resembles some nonhumanoid species (lizards, felines, avians,
efc.).

8 Ecology isvery smilar to the base campaign, and the environment is generdly
benign. Many familiar races and species are present, though they have dightly
different gppearances and abilities. Races and species entirdy unknown in the
base campaign are present.

9 Ecology isvery smilar to the base campaign. Most familiar races and species
are present, though some may have dightly different gppearances or abilities.

10-12 Ecology, environment, and inhabitants are dmost identical to the base
campaign.



13 Ecology and environment isadmogt identica to the base campaign. All mgor
races and species are present, but the world is ruled by eves, gnomes, dragons,
or other race that is not dominant in the base campaign.

14 Ecology and environment isadmost identica to the base campaign. All mgor
races and species are present, but not dl races have the same levd of
Intelligence and culture as they do in the base campaign (humans with only
animd intdligence, talking horses, ogre artidts, etc.).

15 Ecology and environment are dmogt identicd to the base campaign. All mgor
races and species from the base campaign are present, but some genera
characteridtic is vadtly different worldwide (everything is giant-sized, colors are
reversed, world isflat, etc.).

16 Ecology is very smilar to the base campaign, and the environment isgenerdly
favorable (completely tropical, rains according to a predictable schedule, most
plants edible, etc.). Most races and species from the base campaign are present,
but loca species tend to be exatic, such asflightless giant parrots, feathered
snakes with iridescent plumage, or birds who sing highly musical songs

17 The ecology is Smilar to the base campaign, and the environment is favorable
(tropica with temperate nights, never rains, dl plants edible, etc.). At least one
intelligent race resembles some nonhumanoid species, such as eves that 1ook
like fdines.

18 The ecology is dightly smilar to the base campaign, and the environment is
favorable (drinking the loca water provides nourishment, deegping is not
necessary, equipment grows on trees, etc.). One or more intelligent races
resemble some nonhumanoid or monstrous species (insects, serpents, fungi,
etc.).

19 The ecology is different from the base campaign in most ways, and the
environment is very favorable (constant temperature, breathing supplies
nourishment, sunlight heals wounds, etc.). Living creatures have completely
dien forms.

20 The ecology iswildly different from the base campaign in dmost every way,
and the environment is completely favorable (eating, deeping, and drinking
unnecessary). Living creatures exis, but are barely recognizable (pure energy,
rocklike, microscopic).

Quirks

In addition to the four aspects—chronologica, magicd, technologicd, and
environmenta—some worlds have additiona properties that help make them unique and
unpredictable. These properties—quirks—are not easily categorized. Quirks can be part
of aworld's essentid makeup, completely serendipitous, or temporarily imposed from
outsde. In the latter two cases, the player characters might be able to change them. The
local rules governing priest spells described on page 49 can be considered essential
quirks. A few known quirks are listed below:

The world isinfused with some overwheming force or energy that twists everything,



including magic and psionic ahilities. For example, the Demiplane of Ravenloft isinfused
with evil. No spdll, granted &bility, or psionic power can distinguish the dignment of any
creature or object on Ravenloft, and many magical effects and psionic powers are
corrupted.

Other worlds might be infused with good, light, magic, dectricity, or anything else
that can be detected or manipulated under the AD& D game rules.

If thisquirk exists on a Prime Materid world, it's probably atemporary effect that
can be removed if the source is destroyed. Otherwise, it cannot be dtered or removed
except by destroying the entire world.

A particular type of materid is difficult or impossible to magicaly conjure or duplicate
on the world. For example meta is very rare on Athas, the world of the Dark Sun™
setting. Metd cannot be permanently created on Athas, and the normally permanent wall
of iron spell quickly falsto pieces.

Spellsthat have been named after their creators (such as Melf’s minute meteors) are
unknown and unavailable unless brought in from outside or researched from scratch.

Leaders of the world's dominant race are able to detect and immediately retdiate
againgt magica or psonic attacks directed against members of the race. Thisquirk is
possible only on worlds rated M 14 or higher. Retdiation can take whatever form the DM
feelsis gppropriate: a smple spell turning effect, one large venomous insect attacks the
offender for every point of damage inflicted on the target, arandom spell is directed at
the offender, etc.

Magical items brought into the world are not affected by the distance to their home
planes but are subject to other loca effects. Such worlds usudly are unrestricted (see
page 49) and have amagicd rating of 13 or higher.

The world traps vistors. Exit is possible only through pre-existing getes. This quirk is
possible only in Demiplanes and Pocket Dimensions.

Theworld and some or al of its resdents are analogs to beings in the base campaign. If
the two world' sratings are generdly similar, andogous beings from the two worlds are
virtua twins, having gppearances, occupations, skills, and dignments smilar to their
twins . The more the two world' s aspects diverge, the more dissmilar the andogs are.

Worlds that contain player character analogs present al sorts of difficulties and
opportunities for the PCs:

Same Book, Different Cover: Andogs have completdly different appearances, but
identical mannerisms and smilar higtories. How long does it take the group to redize that
the arrogant lizard man they are dedling with is just another version of a PC wizard?

Don’t Judge a Book by its Cover: Andogslook and act pretty much like their
counterparts, but they have different dispositions and skills. Perhaps the player character
andogs on thisworld are notorious villains or perhgpsthe PCs' chief riva isagreat and
revered hero here.

Dga Vu: Theworld might contain anal ogs whose counterparts have died in the base



campaign, both foes and alies. Also, the current situation on thisworld might mirror an
adventure the PCs have dready completed, but the villains have made different plans this
time.

The world pardles the base campaign and is actudly averson of the base campaign’s
past or future.

Some mundane item from the base campaign is the focus for power on thisworld. For
example, powdered dragon horn explodes like gunpowder, gold jewery grants a

spdll-like power, etc.

The world isisolated from other dimensions. Extradimensiona spaces, such as those
created by portable holes, rope trick spdls, and bags of holding, cannot be opened.

Monsters An AD&D campaign is not complete without hordes of monsters to battle.
No other foeis as useful for giving player characters violent and implacable foes whose
savage and often dien natures make their complete and utter defeat a necessity.
Monstrous foes are good for keeping characters guessing about exactly what they’re up
againgt, and monsters come pre-equipped with arrays of natural wegponry that the PCs
cannot carry off with them after a battle.

High-level characters can easily defeat most standard mongters, because the monsters
usudly have been designed with weaker characters in mind. The Planning Combats
section in this chapter and the notes on getting the most out of afoe in Chapter 1 can help
make sure PCs treat monsters with respect, but even the cleverest planning can come to
nothing if the characters can obliterate every enemy as soon as blows and spells are
exchanged in an encounter.

A high-level campaign shouldn’t be so overrun with super mongters that low-leve
characters and commoners have no chance to survive, but sometimesit is hepful to give
the mongters a party mesets alittle bit of an edge. Perhaps you have introduced an
unexplored continent or plane where life is hard and everything is allittle tougher than
usud. Or perhaps you smply need bigger, nastier verson of a stlandard mongter to lead a
band of lesser crestures.

There might dso be times when you wish to introduce a monger that is alittle weaker
than atypica specimen. Just how nasty are the baby bulettesin that nest (and how much
of afight can they put up before mom arrives)? The sections below offer afew methods
for doing so without going to the drawing board and inventing a host of brand new
Creatures.

Altering Monsters the Easy Way

Some mongters, like some people, are just alittle bigger, stronger, or smarter than
most. Other creatures might be smaller, weaker, or dumber. Y ou can create these
creatures fairly quickly by applying amodifier to a cresture’ s basic datistics, asfollows:

M odifiers: To make amongter weaker, apply a—1, -2, or =3 to its key satistics (see
below). To make amonster stronger, apply a+1, +2, or +3. Once you start dtering a



mongter, use the same modifier throughout the process.

Hit Points: Wesker mongters subtract the modifier from each hit die, but the cresture
aways receives at least one hit point from each hit die. Stronger creatures add the bonus
to each hit die.

THACO: Wesker creatures add the modifier to their THACO numbers—not attack
rolls—while stronger creatures subtract the modifier from their THACO.

Saving Throws: Weaker creatures add the modifier to their base saving throws, but no
saving throw can be increased above 20. Stronger creatures subtract the modifier from
their saving throw numbers, but no saving throw can be reduced below 3.

Damage Dice: Wesker mongters subtract the modifier from each damage die, but the
cregture inflicts at least one point of damage with each die. Stronger creatures add the
bonus to each damage die.

Armor Class: Weaker creatures add the modifier to their Armor Class vaues. Stronger
creatures subtract the modifier from their Armor Class vaues.

XP Value: Weaker creatures subtract the modifier from their adjusted hit dice (see
Dungeon Master Guide, Chapter 8). No creature can have avaue lower than 1-1.
Stronger creatures add the modifier to their adjusted hit dice.

Other Characteristics: A creatureé s movement rate, Intelligence, dignment, morde, and
other statistics remain unchanged under this system, A modifier of +3 can increase the
cregture’ s Sze to the next higher class. For example, alarge creature might become a
huge creature, but that’s optiona. Likewise, amodifier of —3 can reduce a creature’ ssize
class one step.

An Example

A group of scrags (freshwater trolls) have taken up resdencein ariver near an
important ford. The bulk of the colony has norma gatistics, but the DM decides that the
chief/shaman and her two mates have extraordinary statistics and aso decides to throw in
an immature scrag. The chief isvery powerful (+3), her two mates alittle less so (+2),
and the youth isjust a baby (-3).

The modified datidtics (with the origind in parentheses) look like this:

Scrag Chief: ACO0 (3); MV 3, Sw 12; HD 5+20 (5+5, +3 per hit die); hp 51; THACO 12
(15); #AT 3; Dmg* 1d4+4/1d4+4/3d4+9 (+3 per die); SZ L (the DM decidesthat sheis
about 12 feet tdl); ML Elite (14); Int Low (7); AL CE; XP 2,000 (base 650).
Chief’'sMates: AC 1; MV 3, Sw 12; HD 5+15; hp 35 each; THACO 13; #AT 3; Dmg*
104+3/10d4+3/ 3d4+6; SZ L; ML Elite (14); Int Low (7); AL CE; XP 1,400 each.

Baby: AC6; MV 3, Sw 12; HD 5-10; hp 13; THACO 18; #AT 3; Dmg* 1d4-2/1d4-2/3;
SZ M (the DM decides the baby is about 4 feet tall); ML Elite (14); Int Low (7); AL CE;
XP 175.



* The scrag racia modifier to claw damage is added after the adjustmentsto the dice. In
the case of the baby, the +1 bonus offsets part of the —3 pendty to the creature’ s claw
attacks, but the —3 modifier to each die of bite damage reduces each die to its minimum
vaueof 1.

Even with their enhanced gaidtics, the chief and her mateswouldn't last long ina
direct fight with high-level characters, but it helpsto explain why characters of lesser
dature haven't dedlt with the scrag colony. Furthermore, the DM plans to make use of the
scrags superior mobility in the water when the PCs encounter them, and the extra
damage the trio of more powerful scrags can inflict should prove to be an unpleasant
surprise.

Table6:

Monster Strength Scores

Score T S M L H G
3 2 4 6 13 15 18
4 3 5 7 14 17 18/01
5 4 6 8 15 18 18/51
6 5 7 9 16 18/01  18/76
7 6 8 10 17 18/51  18/91
8 7 9 11 18 18/76  18/00
9-12 8 10 12 18/01 18/91 19
13 10 11 13 18/51 18/00 20
14 11 12 14 18/76 19 21
15 12 13 15 18/91 20 22
16 13 14 16 18/00 21 23
17 14 15 17 19 22 24
18 15 16 18 20 23 25

Abbreviations: T=Tiny (2 or less); S= Smdl (2-4'); M= Man-szed (4-7'); L= Large
(7-12); H= Huge (12-25); G= Gargantuan (25'+)

Table7:

Monster Dexterity Scores

Score T S M L H G
3 13 11 9 7 5 3
4 14 12 10 8 6 4
5 15 13 11 9 7 5
6 16 14 12 10 8 6
7 7 15 13 11 9 7
8 18 16 14 12 10 8
912 19 17 15 13 11 9
13 20 18 16 14 12 10
14 21 19 17 15 13 11



15 22 20 18 16 14 12
16 23 21 19 17 15 13
17 24 22 20 18 16 14
18 25 23 21 19 17 15

Table8:

Monster Constitution Scores

Score T S M L H G
3 3 5 7 9 11 13
4 4 6 8 10 12 14
5 5 7 9 11 13 15
6 6 8 100 12 14 16
7 7 9 11 13 15 17
8 8 10 12 14 16 18
912 9 11 13 15 17 19

13 10 12 14 16 18 20
14 11 13 15 17 19 21
15 12 14 16 18 20 22
16 13 15 17 19 21 23
17 14 16 18 20 22 24
18 15 17 19 21 23 25

Table9:

Monster Intelligence Scores

Roll A S L Av V H E G Sy Go
3 1 1 3 6 7 9 10 13 15 17
4 1 1 3 7 7 10 11 14 16 18
5 1 1 4 7 8 1 13 15 17 19
6 1 1 4 8 8 1 183 16 17 19
7 1 2 5 8 9 2 14 16 18 20
8 1 2 5 9 9 12 14 17 18 20
912 1 3 6 9 1 13 15 17 19 21
13 1 3 6 0 11 13 15 18 19 21
14 2 4 7 0 12 14 16 19 20 22
15 2 4 7 1 12 15 17 20 21 22
16 3 5 8 1 13 16 18 21 22 23
17 3 5 8 2 14 17 19 22 23 24
18 4 6 9 13 15 19 20 23 24 25

Abbreviations. A= Animd Intdligence; S= Semi Inteligent; Av= Average Intdligence;
V= Vay Intdligent; H= Highly Intdligent; E= Exceptiondly Inteligent; G= Genius
Intelligence; Sg= Supra-genius Inteligence; Go= Godlike Intdligence

Table 10:



Monster Wisdom Scores

Score A S L Av V H E G Sy Go
3 1 2 3 6 8 10 12 14 16 18
4 1 2 3 6 8 10 12 14 16 18
5 1 2 4 7 9 11 13 15 17 19
6 2 3 4 7 9 11 13 15 17 19
7 2 3 5 8 10 12 14 16 18 20
8 2 3 5 8 10 12 14 16 18 20
9-12 3 4 6 9 11 13 15 17 19 21
13 3 4 6 9 11 13 15 17 19 21
14 3 4 7 10 12 14 16 18 20 22
15 4 5 7 10 12 14 16 18 20 22
16 4 5 8 11 13 15 17 19 21 23
17 4 5 8 11 13 16 18 20 22 24
18 5 6 9 12 14 17 19 21 23 25
Table 11:

Monster Charisma Scores

Score A S L Av V H E G Sy Go
3 1 1 3 6 8 11 13 15 17 19
4 1 1 3 6 8 11 13 15 17 19
5 1 1 4 7 9 12 14 16 18 20
6 1 1 4 7 9 12 14 16 18 20
7 1 2 5 8 10 13 15 17 19 21
8 1 2 5 8 10 13 15 17 19 21
912 1 3 6 9 11 14 16 18 20 22
13 1 3 6 9 11 14 16 18 20 22
14 1 4 7 10 12 15 17 19 21 23
15 2 4 7 10 12 15 17 19 21 23
16 2 5 8 11 13 16 18 20 22 24
17 3 5 8 11 13 16 18 20 22 24
18 3 6 9 12 14 17 19 21 23 25

Ability Scores for Monsters

Another way to modify sandard mongtersisto assgn ability scoresto them. This
method is more time consuming than gpplying a smple modifier to meke the monster
bigger or stronger, but it allows for grester variety. Generating ability scores for a
monster o makesiit possible for the creature to undertake actions during an encounter
that might require an ability check, and it makes opposed checks between monsters and
characters possible. (How likdly isthat fighter to win atug-o-war with a giant toad?)

The system presented here isintended for use with nonhumanoid crestures
(humanoids are best treated as characters, see The Compl ete Book of Humanoids for
extensve examples), but it can be used with any creature in apinch. Start by noting the
Size and Intdligence ratings from the creature’ s description. These two ratings determine



the range of ability scores the creature can have (see Tables 6-11).

To generate an ability score, roll 3d6 on the appropriate table and read the result from
the gpplicable column. For example, arust monster is a man-sized cregture with animd
Intelligence. To generate a Strength score for arust mongter, roll 3d6 on Table 5 and read
the result from the M column; aroll of 10 yields a Strength score of 12. To generate the
rust monster’s Intelligence score, roll 3d6 on Table 8 and read the result from the A
column; aroll of 18 yieds an Intelligence score of 4—an Einstein among rust mongers.
The creature gains dl the bonuses and pendties associated with its actud ability score as
listed in the Player’ s Handbook. The notes below contain additiona informeation.

When you have finished generating the creature’ s ability scores, it might be necessary
to recad culate its X P vaue according to the rules in the Dungeon Master Guide, Chapter
8. For example, a creature with high Congtitution score probably has greater than average
hit points and should have a higher XP vaue than its less robust cousins.

Strength: Except as noted, dl modifiers apply to creaturesin the same way they do for
characters. Crestures gain the warrior combat bonuses for high scores.

Damage Adjustment: The bonus or pendty appliesto the creature' s natural attacks. If
the creature rolls multiple dice to determine damage, the bonus or pendty gppliesto the
total, not to each die.

Weight Allowance: Add 35 poundsto a creature’ sweight dlowanceif it islarge, 70
poundsif it is huge, and 105 poundsif it is gargantuan. If published ruleslist acarrying
capecity for acreature, use elther the listed capacity or the modified weight alowance
from the creature’ s Strength score, whichever is higher.

Open Doors: Sze L and larger creatures can use this ability to batter down or smash
holes in ample wooden walls.

Bend Barg/Lift Gates. A cregture that can bring its full bulk to bear on an object gains
the following bonuses by size category: Sor M, O; L, +5%; H, +10%; and G, +20%.
Exceptiondly sturdy objects built to handle heavy loads or restrain large creatures negate
the bonus. For example, a griffon would get the bonus when straining againgt anorma
rope but not when pulling against a rope made to anchor aship.

Dexterity: All modifiers apply to creaturesin the same way they apply to characters,
except that a creature’ s Reaction Adjustment aso increases its movement rate. For
example, a griffon with a Dexterity score of 16 has amovement rate of 13, FH 31.

Congtitution: All modifiers gpply to cresturesin the same way they do for characters.
Mongters gain hit point bonuses for high scores asawarrior.

Intelligence: Creatures that are normally unable to spesk do not gain that ability smply
by virtue of a high Intelligence score. Any creature with a score  least three points
higher than the norma value for its race can understand one or more languages. For
example, ahorse with an Intdligence score of 4 might know the common tongue and be
able to give limited responses in the form of hoof taps, whinnies, and shakes of its head.
Other than this limitation, Inteligence functions for creatures in the same way it does for
characters.



Wisdom: All modifiers apply to creatures in the same way they do for characters.

Charisma: Reaction and loyaty adjustments apply only to creatures who are able to
communicate with each other in meaningful ways. Otherwise, Charisma functions for
creatures in the same way it does for characters.

Table 12:
Legendary Monsters

Rank AC Mod. HD Mod.
Lesser Scion 4 +5/1.5
Scion -6 +10/2
Elder -8 +15/2.5
Great Elder -10 +20/3
Paragon -12 +25/3.5

The Armor Class M odifier is subtracted from the creature s base armor class. This
modifier isin addition to any Dexterity bonus.

TheHit Die M odifier is added to the mongter’ s hit dice. The creature gains dl the
benefits of the increased hit dice, including reduced THACO, better saving throws, and
more hit points. If the mongter is normdly given afixed hit point totd, add five hit points
per additiond hit die.

The number after the dash is for mongters that have hit points divided between
different areas of their bodies, such as hydras and beholders. Mutiply each ared s hit
points by the number. For example, an eder hydra' s heads would have 20 hit points each
(8 [hp for each head] x 2.5 [elder multiplier] = 20).

Legendary Monsters

Judt like high+level heroes, some mongters have progressed in power to the point
where they are the most fearsome of their kind. Legendary mongters are not just large or
strong specimens, but instead they are a superior strain of their race. The rulesthat follow
are designed for non-humanoid monsters and can aso be combined with the Ability
Scoresfor Monsters section.

A legendary monster has the same movement rate, number of attacks, damage per
attack, morae rating, and specid abilities asits norma counterpart. The creature has
increased Hit Dice, an improved Armor Class, and some additiona powers that the DM
assigns. Table 12 detailstypica Hit Dice and Armor Class variances. When cregting a
legendary monster, don't forget to recalculate the cresture’ s experience point value.

Rank issmply aconvenient way to categorize and assign powers to legendary
mongsters. Tables 12-22 use the following terms to identify the various types of legendary
mongers.

Lesser Scion: The creature is dightly more powerful than norma members of its race.



It comes from an exceptiond bloodline, but the line has become diluted over the
generations. There can be anywhere from several hundred to severa thousand lesser
scions of agiven race on aworld, depending on the races overall population. Lesser
scions have two or three powers from Tables 13-22. When generating ability scores for
lesser scions, roll 3d4+4.

Scion: The mongter is superior to normal members of itsrace. There are only afew
hundred to perhaps a thousand scions of a given race on aworld. Scions have three or
four powers from Tables 13-22. When generating ability scoresfor scions, roll 2d6+6.

Elder: The cresture is consderably more powerful than norma members of its race.
It comes from an exceptiond bloodline, bardly diluted by time. There are not more than a
few hundred Elders of any race on aworld. Elders have three to five powers fromTables
13-22. When generating ability scores for Elders, roll 1d10+8.

Great Elder: The creature is vasly more powerful than norma members of itsrace. It
comes from an exceptional and undiluted bloodline or is an outstanding member of an
elder bloodline. There are not more than severad dozen greet elders of agivenraceon a
world. Great elders have four to Sx powers from Tables 13-22. When generating ability
scores for elders, roll 1d10+8.

Paragon: The creature represents the pinnacle of its race' s srength and vitdity. Itis
an extraordinary member of an eder bloodline, or perhaps the progenitor of its entire
race. There are not more than and a handful of paragons of a givenrace on aworld, and a
paragon often is a unique creature. Paragons have five to seven powers from Tables 13—
22. When generating ability scores for paragons, roll 1d8+10.

Powers

A few extraHit Dice and an Armor Class bonus are not enough to make alegend.
This section contains suggestions for the extraordinary powers that legendary creatures
possess, fed free to create more.

Not al powers are the same. Just like adragon’sfear radiusis based on its age, the
potency of alegendary monster’ s power is based upon its overal rank. For example, the
lethdity of an elder’ s breath weapon is noticeably different than that of alesser scion.

Table 13:

Breath Weapons

Rank Damage’ Save Mod.?
Lesser Scion 26-35 -2

Scion 3645 -3

Elder 46-55 -4

Great Elder 56-65 -5

Paragon 66-75 —6

1 The numbers indicate the average damage inflicted. Any number of dice or
combination of dice and amodifier that produces an average that fals within the listed
range is acceptable. For example, a scion might have a breeth weapon that inflicts 10d8



points of damage (average 45) or 10d6+10 points of damage. See below for average
results from commonly used dice.

2 Saving Throw Modifier: Thisisused only for bresth weapons that do not inflict
damage. For example, agorgon’s petrifying breath.

Averages

Die Type Average Result

1d4 25

1d6 35

1d8 4.5

1d10 55

1d12 6.5

1d20 10.5

Breath Weapon Sizes

Rank Cloud Cone Line
Lesser Scion 30 40 60’
Scion 40 55 80
Elder 50 70 100

Great Elder 60 85' 120
Paragon 70 100" 140

Cloud: Theeffect is 50" wide, 40 tal, and 3070 long.

Cone: The€ffectis5' in diameter at the creature’ s mouth, 30 in diameter &t its gpex, and
40-100' long.

Line: Theeffect is5' wide, 5 tdl, and from 60-140' long.

Breath Weapon

The cresture has a breath attack it can use three to five times each day. Typicaly, the
cresture must wait one or two rounds between bresths. The creature can move normaly
during around when it breathes, but it cannot make melee attacks, cast aspell, or usea
spdl-like power.

The breath wegpon can take any form the DM desires: a cloud of scading steam,
cone of searing flame, gout of acid, petrifying mist, and so on. A quick look through the
Monstrous Manua and the various Monstrous Compendiums™ should provide plenty of
idess. Basic datistics for breath wegpons are provided below.

If the creature dready has a breath wegpon, use the vaues for the next higher rank
ingtead. If the creature is a paragon, its breath wegpon uses the paragon dimensions from
Table 13 and the breath weapon inflicts an average of 4.5 points of damage per hit die of
the creature. For example, a paragon dragon turtle has 39 hit dice and has a breath
wegpon that inflicts an average of 175 points of damage. For al damage-causing bregth
weapons, a successful saving throw versus breath wegpon reduces damage by half.



Table 14:

Disease

Rank Onset! Fatality?
Lesser Scion  1d4 Weeks  2d4 Months
Scion 1d4 Days 2d6 Weeks
Elder 1d4 Hours  2d6 Days
Great Elder  1d4 Turns 2d4 Hours
Paragon 1d4 Rounds  1d4 Turns

! Thisisthe amount of time that passes before the first symptoms appear. Until then, the
victim fedsfine. If avictim has been infected multiple times during an encounter, roll an
onsat time for each infection and use the shortest one. Multiple infections of the same
disease have no other effect.

2 Thisisthe amount of time before the victim finally succumbs to the dissase. The victim
has no chance to recover on his own and dies if not cured.

Cause Disease

Even a scratch from alegendary mongter can infect a character with afatal malady.
Each time a mongter with this power makes a successful physica attack, secretly roll
1d100. If the result is equd to or less than the damage inflicted during the attack, the
opponent contracts adisease. If the creature strikes an opponent multiple timesin asingle
round, check for disease only once and use the total damage inflicted for the check. For
example, if a creature strikes an opponent twice for 17 points of damage with the firgt hit
and 21 points of damage with the second blow, the opponent contracts a disease on arall
of 38 or less.

Disease Effects

In addition to just feding rotten—and facing desth if not cured—the victim adso
suffers oneto four of the following effects. Other effects are possible.

Ability Score Reduction: Oneor al of the character’ s ability scores are reduced by
oneto five points.

Blindness: The victim’svison blurs or the characters eyes swell shut. The character
cannot cast pells or use missile wegpons, and he suffers the standard penalties for
blindness when moving or engaged in melee. A cure blindness spell has no effect,

Chills: The character shivers uncontrollably for 2d4 rounds. During thistime, the
character cannot move, attack, or cast spdlls. All saving throws and ability checks suffer a
—4 pendty. The chills recur from timeto time; roll again on the onset column to see how
soon.

Délirium: Thevictim's head spinswith weird visons and confused thoughts. The
character acts as though afflicted by a confusion spell. Once each turn, the victim can
sngp out of the delirium by rolling a9 or less on 1d20. The victim’s hit point adjustment
(from Condtitution/Hedlth) applies as a bonus or pendty to the roll. Non-warrior
characters with Condtitution scores of 17 or higher can claim the warrior hit point



adjustment for purposes of thisroll.

Fever: The character must rest in bed. If forced into action, the character’ s staminais
severdly tested and he must roll a9 or less on 1d20 each hour to stay conscious. The
character’s hit probability adjustment applies as a bonus or pendty to therall. If the
character has a Stamina statistic, use that score to determine the character’ s adjustment to
the roll, otherwise use Strength. If theroll fails, the character suffers delirium (as above)
for 2d4 rounds and then fdlsinto a stupor for 2d4 hours.

Paralyzation: The character loses the use of one appendage or becomes totaly
immobile

Sow healing: The character cannot benefit from healing spells and hedls naturdly a
10% of the normd rate.

Table 15:

Fear Effects

Rank Radius Saving Throw Mod.
Lesser Scion 30 0

Scion 35 -1

Elder 40 —2

Great Elder 45 -3

Paragon 50 -4

Cause Fear

A legendary monster with this power sends creatures with less than 4+1 hit dice and
characters of 4th level or lessfleeing in panic on Sight if the cregture is atacking or
charging. Panicked creatures flee for 2d4 turns, as though affected by the 4th-leve
wizard spell fear.

More powerful characters are affected only if they are within the creature’ s fear
radius, and then only if the creature conscioudy employs its fear power. Opponents who
do not automatically flee are dlowed a saving throw vs. spdll to avoid the effect, but
thereis usudly a pendty to therall.

Table 16:

Crush Attacks

Rank Radius Damage
Lesser Scion 10 3d8
Scion 15 4d8
Elder 20 5d8
Great Elder 25 6d8

Paragon 30 7d8



Crush

Some legendary monsters can use their strength and body massto literdly grind
opponents underfoot. To make a crush attack, a creature expends its full movement
dlowance for the round, taking no other actions. However, if the cregture isflying or
jumping down from a height of 30 feet or more, the creature can make a crush attack at
the end of its movement.

Opponents larger than the attacker cannot be crushed. When a monster makes a
crushing attack, it makes one attack roll for every creature within the area of effect. An
unsuccessful attack roll inflicts no damage. Any cregture within the radius must save vs.
desth if it isat least one Sze smdler than the attacker, even if the cregture suffered no
damage from the crush attack. If the defender istwo sizes smaller than the attacker, the
save is made at 4, three Szes smdler warrants a—8 adjustment, and so on. If the save
fails, the opponent is knocked down and can take no actions until he can stand up again.

If the overrun rule from the Player’ s Option: Combat & Tactics book isin play, a
crushing atack does not provoke an attack of opportunity, and creatures who are knocked
down after a crush attack can be trampled if they are smdler than the attacker. Creatures
with the crush power can perform overruns, but not during rounds when they make crush
attacks. Note that unlike crush attacks, overruns can be used only against creatures
gmaller than the attacker.

Wounding

Attacks from creatures with this power inflict damage that cannot be heded by
regeneration, first aid, or by any magica means (short of awish, 10th level hedling odll,
or aperiapt of wound closure). Wounds caused by more powerful legendary monsters
bleed fredly, inflicting additional damage each round until the wound is bound or a
healing spdll is applied. Hedling spells used in this manner don't restore any logt hit
points, they just prevent additiona bleeding damage.

Table 17:

Wounding Effects

Rank Damage*
Lesser Scion 0

Scion 1/Round
Elder 1d4/Round
Great Elder 1d8/Round
Paragon 2d6/Round

* Thisisthe amount of additiond damage the opponent suffers each round after suffering
the wound. If the attacks inflicts several wounds, each one bleeds and causes additiona
damaege.

Innate Magic
A legendary monster can have minor, mgjor, or extraordinary spell-like ahilities, as



defined on page 49. The higher the creature s rank, the more often it can use its abilities.

Invulner ability (Physical)

Not every wegpon can harm alegendary mongter. This power can work in severa
different ways

Weapon Type: The cregture suffers no damage from a single type of weapon
(bludgeoning, piercing, or dashing).

Normal Weapon: The creature suffers no damage from ordinary wegponsand is
harmed only by wegpons made from a specid materia (slver, cold-wrought iron, stone,
wood, etc.).

Nonmagical Weapon: The creature can be harmed only by enchanted weapons.
Lesser scions with this power usudly can be harmed by +1 or better weapons. Scions and
elders are harmed by +2 or better weapons, and great elders and paragons by +3 or better

Weapons.

Invulner ability (Elemental)
The creature isimmune to attacks based on one of the four dements: air, earth, fire, or
water.

I nvulnerability (M agical)
The creature isimmune to specific magica effects or classes of magica effects, such as
charms, cold, holds, aging, energy drains, etc. Most legendary creatures have this power.

Enhanced Movement

Some legendary mongters are faster than thelr lesser cousins. Some dso might have
gpecia modes of movement such as blinking, legping, or climbing. Bonuses are given on
Table 19.

Gaze Weapon

A legendary mongter with a gaze atack can affect an opponent smply by making eye
contact. A gaze attack requires no specid effort, and the creature can freely combine it
with other attacks or abilities.

The gaze attack can have any effect the DM desires: instant death (save vs. degth to
avoid), stoning (save vs. petrification to avoid), charm (save vs. Sl to avoid), and so
on. Aswith breath weapons, a quick look through descriptions of existing monsters
should provide plenty of idess.

If the creature dready has a gaze wegpon, use the next highest ranking; if the cresture
is aparagon, the pendty is—8. Adjustments are detailed on Table 20.

M agic Resistance

Mog spdlsfail when used againg alegendary mongter with this power. The
creature’ s res stance can be continuous or conditiona. For example, a creature might be
resgant to spells only while the moon is full or for a short time after it eats a certain
food. Smilarly, a cresture s resstance might be ineffective againg a certain class of
gpells or ineffective againgt opponents who have found a specific item or performed a
Specid task.



Table 18:

Enhanced Mdee Damage

Rank Damage Bonus®  Size?
Lesser Scion +1/die —
Scion +2/die +20%
Elder +3/die +30%
Grest Elder +3/die +1 die +40%
Paragon +3/die +2 dice +50%

! The creature receives the listed bonus per die of damage inflicted in addition to any
bonus it receives from a high Strength score. Greet elders and paragons receive extra dice
in addition to the bonus per die. For example, agreat elder chimera' s attacksinflict
2d3+6/2d3+6/2d4+6/2d4+6/3d4+9/ 4d4+12.

2 The cresture derives part of its damage bonus from increased size. The creature’ ssize
increases by the listed amount (round fractions up), which might placeit in alarger sze
class. For example, agreat eder chimerais seven feet tdl at the shoulder with a
corresponding longer body that probably makesit a huge creature.

Table 19:
Enhanced Movement

Rank Bonus*
Lesser Scion +20%
Scion +30%
Elder +40%
Great Elder +50%
Paragon +60%

* The creature’ s norma movement increases by the listed amount (round fractions up).
For example, a scion displacer beast has a movement rate of 20 (15 [base] + 4.5 [30% of
15] = 19.5).

The bonus dso helps define any unusual movement powers the cresture gains. For
example, ascion displacer beast with the ability to legp would make legps of 50 feet.

Table 20:

Gaze Weapons

Rank Bonus*
Lesser Scion -2

Scion -3



Elder —4
Grest Elder -5
Paragon —6

* Saving Throw Modifier: Opponents suffer the listed pendty when trying to avoid the

gaze.

Table 21:
Magic Resistance

Rank Resistance
Lesser Scion 60%

Scion 70%

Elder 80%

Great Elder 90%
Paragon 100%
Table 21:

Magic Resistance

Rank Resistance
Lesser Scion 60%

Scion 70%

Elder 80%

Great Elder 90%
Paragon 100%

Regeneration

A scion or lesser scion with this power eventudly regenerates any damage it suffers
unless attacked with fire, acid, or magica wounding, such asasword of wounding or a
legendary monster’ s wounding power (damage from the subsequent bleeding can be
regenerated, however). If the creature iskilled by adisintegrate or death magic spell it
cannot regenerate back to life. Nor can it regenerate back to lifeif killed by an attack that
does not allow regeneration. If killed by norma attacks, a scion or lesser scion cannot
regenerate back to life if its remains are destroyed by fire, acid, disintegration, or a
10th-level destroy spdll at double difficulty (see page 123).

An eder or great elder can regenerate dmost any form of damageif it survivesthe
attack that inflicted the damage. These mongters cannot regenerate damage from a
wounding effect, but they can hed themsdlves of the bleeding damage associated with
such attacks. Once killed, an elder or grest elder can be prevented from regenerating by
destroying their remains as noted previoudly.

A paragon’ s regeneration power isal but unstoppable—the creature can regenerate
any type of damage. If completely disntegrated or dain outright by death magic, the



creature returns to life after the amount of time required to regenerate 20 hit points and
keeps right on regenerating until it reaches full hit points. The only way to permanently
kill the creature isto reduce it to —20 hit points and use awish or a 10th-level destroy
spell at triple difficulty. The DM aso might decide that some exatic process (see page
91) or specid wegpon can aso kill the creature permanently. For example, a paragon
gorgon might be killed permanently if anoble genie eatsits heart or if the killing blow is
delivered with an ancient king's sword.

A Sample Legendary Monster

An dder gorgon might have the following atigtics (without adjustments for ability
scores):

Elder Gorgon: AC —5; MV 17 (enhanced movement power); HD 23; hp 105; THACO —
3; #AT 3; Dmg 2d6+6/2d6+6 (enhanced melee damage power); SA petrification breath;
SD immune to blunt weapons, effected only by magica weapons of +2 or better (physica
invulnerability power, twice), immune to earth based attacks, including petrification
(magica invulnerability power); MR 80%; SZ H (10’ tdl at the shoulder); ML average
(20); Int animal (1); AL N; XP 24,000.

Notes: SA—Four times per day, the elder gorgon can breath a cone of petrification 85
long, 5 in diameter at the base, and 30’ in diameter a the far end. All creatures within

the area of effect are turned to stone unless they make a successful saving throw versus
petrification at —5 (breath weapon at great elder rank).

Chapter 3:
Spellsand
Magical Items

Magic isimportant to any AD&D campaign, but it is critical to ahigh-leve world.
Chapter 1 discussesthe role of magic in more detail. This chapter contains expansons
and daifications to help DMs kegp magic manageable and wondrous.

Daily Recovery of Spells Wizards and priests cannot smply stop anywhere and
regain gpdlsthey have cast or change the spdls they have memorized. Memorizing a
spel isadifficult task that requires a clear head from agood night's deep and 10 minutes
of effort per leve of the spell (see the Player’ s Handbook, Chapter 7). Memorizing a
gpell isan arduous menta task, and it is helpful to consder exactly what a character must
do to accomplishit.

The basic requirement to memorize spellsis agood night's deep. The character must
awake feding fresh and rested. The DM must decide if a character is rested well enough
to regain spdlls, but about eight hours spent in reasonable comfort—one cannot regain
gpells after anight pent in a saddle—is the minimum.

The spellcaster must aso have enough peace, quiet, and comfort to alow proper
concentration on the character’ s studies or devotions. Spellcasters do not necessarily have



to be gtting in the lap of luxury to regain spells, but their minds must be free from overt
distractions, such as combat raging nearby, exposure to inclement wesether, or fatigue. Of
course, wizards need plenty of light to read their spellbooks by.

Priests don't use spellbooks but must have dl the trappings required for solemn
prayer and meditation. Such trappings include some token of the deity being petitioned
for spells, such asaholy symbol, or perhaps prayer at a Ste that reflects the deity’s
nature—petitioning awar deity from an ancient battlefield is going to get the deity’s
attention.

Characters who do not require deep (due to amagica item, racid ability, or other
gpecid circumstance) can acquire spells only once each day and only after eight hours of
restful calm; the spdllcaster cannot acquire spellsimmediatdy after movement, combat,
gpellcadting, or other distractions.

If a character is disturbed while studying or praying for aspdl (by combat, injury,
loud noise, or other distraction), the caster must begin work on the spell again and any
time dready spent on the spdll islogt. For example, Rozmare is poring over her spdll
books to memorize afly spell. Sheis seated in aforest glade where her party has spent
the night. The sunisshining and the forest isfairly quiet, so dl Rozmare needsto do is
study her books for 30 minutes to memorize the spdl. Unfortunately, after Rozmare has
been studying for 20 minutes, the local pixies decide to play a prank, pitting Rozmare and
her companions againg an illusory band of goblin acrobats. When the confusion findly
dies down, Rozmare has to begin studying her fly sodl al over again, requiring another
30 minutes of uninterrupted study.

Limited Study Time: Itisdifficult to keep aclear head during a prolonged menta effort.
A spdllcagter can pend a maximum of eight hours a day acquiring spells. After that much
effort, the character can no longer concentrate sufficiently to regain any spdlls, though the
character suffers no other disadvantages.

Additional Comments on Spells and Magical Items This section contains new
and updated information for adjudicating magic usein your campaign. Items marked with
a1 are from the Tome of Magic, spdlls marked with a  are from The Complete Wizard's
Handbook, and dl other spells and items are from the Player’ s Handbook. Some of the
entries contain optiona materid, presented in a separate paragraph on agray background.

Wizard Spdlls
Abi-Dalzim's Horrid Wiltingt: The maximum damage is 16d8.

Alacrityt: Thispel can be very useful for reducing spell cagting times on low-megic
worlds (see page 47). Apply the local multiplier to aspdll’ s casting time before
cdculating the alacrity spell’ s effect.

Antimagic Shell: This spdl temporarily suppresses magic within its area of effect, but it
does not destroy or dispel enchantments or kill magical creatures. The pell has no effect
on golems, simulacrums, clones, or other congtructs which are imbued with magic during
their creation process and are thereafter self-supporting. Most undead creatures are



likewise unaffected. Some of these creatures specid abilities may be temporarily
nullified, however (see below). Any creature, including agolem or other condruct, that is
conjured, summoned or from another plane of existenceis hedged out of an antimagic
shell.

An antimagic shell suppresses any spell or spdll effect brought into or cast into the
area of effect. A hasted character, for example, is not hasted while he remainsin the area
of effect. Permanent spells are not removed, but cannot be used to produce magical
effects within the area of effect. For example, a character who has been resurrected is not
harmed by an antimagic shell, but a character with a permanent tongues spell losesthe
ability to converse in an unknown language while within the area of effect.

An antimagic shell suppresses specia attacks and innate abilities that function over a
distance, including breath weapons, gaze attacks, sonic attacks, and psionics, but not
touch-delivered specia attacks such as energy draining or the corrosive effects of green
dime. A lich, for example, cannot employ spdlswithin an antimagic shell and its ability
to cause fear is suppressed, but its paralyzing touch is dtill effective. Note that holy water
isnot magicd and isfully effective within an antimagic shell.

An antimagic shell suppresses most potions and their effects; see the note at potions
for details.

Astral Spell: This spell sends a projection of the caster’ s body into the Agtrdl Plane. If the
caster eectsto take other characters along, the spell creates projections of them, too. An
adtrd traveler can enter other planes while projecting, but forms anew physical body,
identical to the origind, to do so.

Only magica items are projected dong with atraveler’ s body, but normal equipment
can be rendered temporarily magical by casting Nystul’s magical aura , continual light,
and other spellsthat temporarily imbue objects with magical properties. See page 51 for
abrief discusson of the effects planar travel has on magicd items. (The Planescape
boxed set contains more details.)

A traveler’ s physical body fdlsinto adesthlike trance and requires no food or water
while the cagter is projecting. The physical forms of projected magica items become
inert on the Prime Materia Plane. Damage to atraveler’ s physica body does not affect
the projected form, but the character diesimmediately if his physica body iskilled.
Projected equipment vanishes if its physical form is destroyed.

Damage inflicted on an astral traveler’ s projected form affects the character normaly.
If atraveler is damaged when returning to his body the damage must be healed normally.

If an astral traveler dies, the character must attempt a system shock rall. If the roll
fails, the character dies and any items projected dong with him dissolve into nothingness.
If the roll succeeds, the traveler is drawn back to his origina body and wakes up with one
hit point. The process is debilitating and the character cannot cast or memorize spells.
The character can move at half speed and fight and use proficiencies and other sKills, but
at a—4 pendty to dice ralls. The restrictions and pendties remain until the character
regansd leest hdf of hishit points.

A successful dispel magic cast on atraveler’s physical body ends the spell, drawing
the traveler back to the Prime Materid Plane without being otherwise harmed; any
companions accompanying the caster are likewise forcibly returned.

Whiletravding through the Agtrd Plane, a projected form can move by pure thought;



acharacter’s astra movement rate is 30 times his Intelligence/Reason score.
Blink: Spellcadting is not possible while blinking.

Clairvoyance: The spdllcaster must describe where the sensor this spell createsisto
appear. Once created, the sensor cannot be moved.

When placing the sensor, the caster must be precise and state the location in terms he
knows or are fairly obvious. For example, the caster cannot place the sensor six inches
from Ren the wizard' s | eft ear if he has no ideawhere Ren is a the moment. He can place
the sensor in the exact center of Ren’s laboratory if he has a reasonable idea where the
laboratory islocated. A generd location for the sensor is permissible if the location is
based on something known or obvious to the caster. For example, the caster could specify
the exact center of the chamber beyond a closed door nearby.

Clairaudience: The caster must describe where the sensor this spell creates isto appear,
seethe clairvoyance spdl for details.

Color Spray: The areaof effect for this gpdl isaplane five feet wide at the caster’ s hand,
20 feet long, and 20 feet wide &t the far end.

Cone of Cold: The maximum damage from this spdl is 10d4+10 points.
Continual Light: Thiswizard spdl is not reversble, though the pries’ sversoniis.
Delayed Blast Fireball: Thisspdl inflicts up to 15d6+15 points of damege.

Dispel Magic: A dispel magic spdl cast directly upon an unattended magica item
automaticaly renders the item inoperable for 1d4 rounds. If dispel magic is cast upon an
item that isin the possession of another cresture, the item is unaffected by the digpelling
attempt if the creature makes a successful saving throw versus spell. If the creature fails
its saving throw, the item is rendered inert for 1d4 rounds.

Temporary effects from potions can be dispelled, see the section on potions for
details.

Permanent spells must be individuadly targeted to be dispelled, requiring a separate
dispel magic for each permanent effect. Unlike amagica item, a permanent ol is
destroyed, not temporarily rendered nonoperationd, by asuccessful dispel magic. A
cresture or item never gains a saving throw to avoid a dispelling attempt againg its
permanent effects, but the dispel magic is not automatically successful ether. The caster
of the dispel magic must Hill be of higher level than the caster of the permanency spell,
and he mugt gill make a successful dispelling roll. More detalled information is found at
the permanency spell description.

Cadting dispel magic on acreature or object does not radiate an area of effect. Thus,
gpdlls such as stoneskin, minor globe of invulnerability, and barkskin could not be
dispelled as the result of trying to negate the magic of awand of lightning.

Spdlls and potions whose basic durations are permanent cannot be dispelled. A cure
light wounds spdll or potion of extra-healing, cannot be dispelled after their hedling



properties have occurred. A potion of heroism could be negated while its effects were in
operation, however.

A successful dispel magic versus a 10th-level spell temporarily negates the spell’s
effect for 1d4 rounds. It has no effect againgt a permanent 10th-level spell cast ona
cresture.

ESP: The caster perceives the subject’ s surface thoughts—that is, whatever the subject
happens to be thinking about at the time. Note that close interrogation might bring buried
thoughts to the surface, but wary individuals can fight off the probe and gain asaving
throw againg the spell. The subject’ s Wisdom bonus (or pendty) always appliesto the
saving throw, aong with an additiona bonus of up to +4, a the DM’ s option.

The bonus depends on how closely the subject wants to guard the sought-after
information. In addition, even seemingly innocuous questions could reved information
that the target of the spell desires to keep secret. In cases where thereis a conflict
between the bonuses listed, dway's grant the higher bonus.

Trivia matters merit no bonus. These include questions related to genera knowledge
(What flag flies over the keep?) and persond questions whose answers are obvious (What
color isyour hair?).

A +1 bonus to the saving throw is warranted when the subject didikes the
interrogetor or if the questioner is asking non-threstening but potentialy embarrassng
requests. For example, the subject is being prompted to reved aminor transgression, such
as overcharging a customer, or admit a minor shortcoming, such as fear of a spouse or
military commander.

A bonus of +2 iswarranted if the interrogator is hogtile to the subject or is asking
damaging questions. For example, the subject is prompted to reved indirectly harmful
information, such as where personal treasure is hidden, or is asked to betray atrust.

A +3 bonusis granted if the interrogator has attacked the subject or is asking
serioudy damaging questions. For example, the subject is being prompted to reved a
secret vitd to hisfuture, such as military plans or trade secrets.

A +4 bonus to the save is warranted if the interrogator has killed one of the subject’s
companions or is asking deeply persond or damaging questions. For example, the subject
is being prompted to reved information vita to himsdlf or to someone important to him,
such asthe location of afamily heirloom, an employer’ s daily routine, or a carefully
guarded password.

Feather Fall: Thisspdl can be cast in reaction to afdl or a missle attack, provided the
cadter has not dready made an attack or cast aspdll in the current round. In the case of an
attack, the caster must win initiative to complete the spell before the missle arrives; use
the normd initiative procedure from the Player’ s Handbook. In the case of afdl, the
caster can be assumed to automatically cast this spdll at the beginning of any fdl of 10

feet or more provided heis not prevented from casting spells (Slenced, gagged, etc.).

If the cagter isfalling an extreme distance (in excess of 120 feet/leve), the caster can
opt to delay the feather fall spell so that its duration does not expire before the caster
lands. When in doubt about the caster’ s ability to complete the spell before impact, roll
initiative. The caster makes anormd roll, adding +1 for the spell’ s casting time, and the



DM rdllsfor thefdl, adding +1 for each 120 feet of freefal. If the caster losesthe
initiative roll, impact occurs before the spell is completed.

This spdll does not provide any method by which the spellcaster can determine the
length of afdl. Thus, awizard fdling into alightless pit has no way to determine if the
fal isgoing to be 10 feet or 1,000 feet.

Fly: It isimportant to remember thet this spell bestows Maneuverability Class B upon the
recipient, which limits the user to turnstotaling 180 degrees or less per round. This might
make it difficult for the user to negotiate a twisting corridor at full speed. Once the flying
character has completed his dlowable turns, he mugt ether finish the round flying in a
draight line or stop.

Fear: If made permanent, afear spell causes the recipient to continualy radiate afear
aura.

When cast on an area, a permanent fear effect creates a cone as described in the spell
description. The caster can orient the cone in any direction, but the direction cannot be
changed theresfter. Creatures entering the cone must save vs. spells or flee for one round
per levd of the cagter at the time the spell was cast.

When cast on an object or creature, the recipient radiates a cone of fear that can be
pointed in any direction the recipient desires once per round as though wielding a wand
of fear. Even though this attack requires no cagting time or command word, it sill counts
as an action for that round and has an initiative modifier of +3.

In the permanent version, the caster is granted alimited ability to shape the spdll’s
parameters to suit his needs. For example, a cresture with a permanent fear aura might be
granted a gaze attack with arange of 10-60 feet, a touch, or a continuous globe of fear
with aradius of 5to 20 feet.

An object with afear auramight cause fear when handled, shed continuous fear in a
5- to 20-foot radius, or inspire fear when viewed clearly.

Permanent fear on an area might affect creatures passing though a portal or opening
up to 60 by 60 feet, a cube of up to 30 feet per side, a sphere with aradius of up to 20
fet, or ahemigphere with aradius of up to 25 feet. The shape and dimensions of this
spell cannot be changed once s&t.

Haste: A creature who has been subjected to two or more haste-type effects gainsthe
benefit of only the best of the group. A haste spdl never magnifies the effects of magica
items, such as boots of speed or a potion of speed.

The one year of magica aging inflicted upon the recipients of this spell requiresthe
recipient to make a system shock roll (see Player’ s Handbook, Chapter 1); failure results
in degth. This magica aging only occurs during the first round of the spdll’ s effect, and
multiple haste spells do not cause additiona aging unless their effects overlap. For
example, cagting an additiond haste gpdll one round before an existing haste spdl ends
would cause another year of magica aging once the new spell took effect.

| dentify: Characters seeking to purchase magica items might employ this spell to get
some ideawhat they are buying. Remember that the spellcaster must spend the eight



hours preceding the cagting of this spell purifying the itemsto be identified. Most NPCs
do not dlow anyone to keep an item for that long; at least not without a substantial
advance payment. Dishonest sdllers might pocket the advance and disappear, leaving the
PCswith acursed or bogusitem.

The pell dso requires the caster to handle the item, and a good way to keep magic
under control in acampaign isto require the caster to actualy wear or wield theitem asit
was intended. This requirement means some cursed items are going to affect the cagter.

Be sure to impose the elght-point temporary Condtitution lossthe spdl inflicts (which
provides enemies with an excellent opportunity to attack the weakened spellcaster). Note
that thereisalimit to the number different magica properties this Spell can reved during
asingle cagting and that the exact number of charges and magica pluses are never
revesled.

Invisibility: If this spell is made permanent, the recipient gains the ability to become
invisble and remain so indefinitely. Any atack breeks the invishility, but the recipient
can become invisible again during the next round. The return to invishility hasan
initiative modifier of +3, and the recipient can take no action other than normd
movement during a round in which he becomesinvishble,

Light: Thewizard' s verson of this spl is not reversble.

Limited Wish: The magica aging inflicted by this spdll isafunction of the cagter’s
natura life span. Typicd aging is one year for ahuman, two years for a hafling or
hdf-df, three years for dwarf, four years for agnome, and five years for an df.

This spdl functions as awish spell in most respects, but it cannot produce weslth or
magicd items. A limited wish can mimic the function of most other spdls of 7th leve or
less. If used to dter redlity, the changes must be minor. For example, asingle cregture
automaticaly hits on its next attack, al opponents currently attacking the caster’ s party
uffer a—2 attack pendty for the duration of the encounter, a single creature regains 20—
50% of logt hit points, or asingle creature failsits next saving throw are dl possible uses
for the spell.

Maor changesin redity persst for alimited duration, such as asingle cresture
regaining dl logt hit points for 24 hours, a hogtile creature becoming cooperative for an
hour, or an dert sentry fdling adeep at his post.

Magic Mirror: This spell creates an invishble sensor smilar to the one created by a
clairvoyance spell; the sensor has the same visud capabilities as a clairvoyance sensor,
but the spellcaster can dso employ other spells to enhance the effect (see spell
description). As with the clairvoyance spell, the user must state where the sensor isto
appear; however, the user is free to Sate the sensors location with respect to the subject
without knowing the subject’ s exact location. No matter what the spell’ s actud duration,
the user’ s knowledge of the subject limits how long this spdll can be safdy used; seethe
crystal ball description in the Dungeon Master Guide for details.

Magic Safft: Spells stored in the staff are unusable on worlds rated M4 or less (see page



47). A low-magic world does not dispe the stored spells, however, and the spells can be
used again if the S&ff is taken to aworld with a higher rating before the magic staff
gpell’ s duration ends.

Otiluke' s Dispelling Screent: This spdl has no effect on permanent spells unless those
effects are in operation a the time the individua walks through the screen. For example,
a cresture made permanently invisible would become visible when waking through the
screen and then disappear again on the other Sde. The screen must il successfully
dispel magic against the spell in order to even briefly negate it. Magica items are
likewise unaffected by exposure to a dispelling screen.

Since this spdll cannot focusits dispel magic effect, it cannot destroy permanent
spdlls or negate the powers of magicd items.

Permanency: The caster can use this spell to make another spellcaster’ s spell permanent.
The permanency must be cast smultaneoudy with the spell to be made permanent and
the permanency caster must touch the other caster.

A permanent spell cast upon the caster himsdlf or upon aliving creature can be
dispelled only by a spdlcagter of alevel greater than the permanency caster at the time he
cast the pdll. Further, the dispd effect must be targeted solely upon the caster to be
effective (see dispel magic spell description and the note on dispel magic in this section).

The following spells can be made permanent if the caster uses the spell on himsdlf:

comprehend languages protection from evil

detect diseaset protection from hunger
and thirstt

detect evil protection from normal
missiles

detect invisibility protection from paralysist

detect lifet read magic

detect magic tongues

infravision unseen servant

past lifet

The fallowing spells can be made permanent if cast on a creature other than the
permanency caster:

enlarge invisibility*
fear*

The following spells can be made permanent if cast on an object or areax

alarm prismatic sphere
audible glamer solid fog
dancing lights stinking cloud*
distance distortion teleport*

enlarge Von Gasik' srefusal t



fear* wall of fire
gust of wind wall of force
magic mouth web

Otiluke' s dispelling screent*

A permanent spell cast upon an object or area can be dispelled by any cagter, but the
dispd effect must be targeted solely upon the object or area carrying the permanent spell.
A dispel magic cast againg a permanent effect can only dispd one effect per casting. See
the notes at the dispel magic entry for more information.

* See this section for further notes on this spell.

Polymorph Any Object: The DM usudly must determine how long thislagts. If employed
asasmple polymorph other or stone to flesh spell, the duration is permanent. If
employed to turn a creature into an object or an object into another object, the duration is
measured in hours or turns, as noted in the spell description.

Generally, the duration should not be less than two hours or turns. A change whose duration is
measured in turns should not last more than aweek, and a change whose duration is measured in hours will
not last more than aday. The moreradical the change, the shorter the duration. For example, turning a
human into a teacup involves a change of kingdom (animal to mineral), plus a change in size and shape:
This change might last 1d4+1 turns.

Polymorph Other: This spell causes the target to assume the form of another cresture of
the cagter’ s choosing. The caster cannot turn a creature into a plant or object. If the
recipient fals the saving throw againgt the spell, there is an immediate system shock
check to seeif the cresture survives the change. If the recipient survives, the cregture
gainsdl the new form's purdy physicad abilities, but no abilities based on magic, agility,
or intdligence. If the recipient’s mentdity changes to match the new form, the creature
gansdl theforn's abilities.

If the caster chooses aform that cannot survive under the loca conditions, the
recipient suffers 1d4 to 1d8 points of damage each day, hour, turn, or round it is exposed
to such conditions. For example, a goldfish in a desert might suffer 1d8 points of damage
every round from heat and dryness. The same goldfish might suffer 1d6 points of damage
every turn on adungeon floor or 104 points of damage every day in afrigid mountain
pool. Some cregtures might be immune to environmental damage as long as their
mentadity remains intact. For example, amummy turned into a goldfish does not suffer
from the desert hest.

Polymorph Self: When the cagter assumes a new form, the caster gains only the new
form’s norma mode of movement and breathing. The caster does not gain any specid
attacks or unusud abilities. The spell description uses the form of an owl asan
example—the cagter gains the ability to fly but not an owl’ s extraordinary night vison
(whichisaspecid ahility).

When deciding what abilities are gained, the DM can immediately rule out any &bility
that does not arise from the form’s physical characteristics. For example, aquickling's
gpeed comes from its magicaly acceerated metabolism and is not derived purely fromits



physcd form.
In generd, the DM should consider any non-flying movement rate of greater than 24
or flying movement rate of greater than 36 as a pecid ability.

The caster can assume the forms of creatures he has personadly seen. For example, a
caster who has never seen an ochre jelly camnot change into one.

Power Word, Stun: Creatures affected by this spell are unable to take any meaningful
actions. They cannot communicate, employ spells, use magicd items, initiate psonic
abilities, use spdl-like abilities, fight, or move fredly. Movement islimited to one third
the creature s current movement rete, or arate of 3, whichever isless. Attacks againgt
stunned creatures gain a+4 bonus.

Protection from Evil: Contrary to popular belief, this spell does not hedge out undead
creatures (except ghouls, see the Monstrous Manual accessory) unlessthey have been
brought to the scene by a conjuration/summoning spdll (such as monster summoning 111)
or have come from another plane.

Rope Trick: A ropetrick can support about 1,000 pounds, but the DM isfreeto assgn a
higher or lower limit. A frayed or rotten rope might bregk before the spel’slimit is
exceeded.

Placing another extradimensiona space ingde the area created by arope trick spell
has catastrophic effects, see the note at extradimensiona spacesin the magica items
section (page 80).

This ol isineffective in the Adral Plane and in any locale where extradimensond
paces are inaccessible or nonexistent (see page 56). Creatures within the space created
by aropetrick can breathe normdly for the duration of the spell.

Shape Change: This pdl functions in much the same way as a polymor ph self spdl
except that the caster can assume non-anima forms and there are no Sze limitations.
Unlike the polymorph self spdl, the caster gains any aility the assumed form has
provided the ability is not magica or mentd in nature. For example, a character who
changes into an owl gainsits night vison, but changing into a cockatrice does not grant
the mongter’ s petrifying touch. The spell does not bestow magic resistance.

Sinking Cloud: A permanent stinking cloud remainswhereit is created and generdly is
not disturbed by minor effects. If digpersed by a strong breeze or agust of wind spdll, the
vapors return one round after the breeze or wind ceases. Even hurricane force winds
cannot destroy the cloud, though the vapors are dispersed and ineffective while the winds
last.

Stoneskin: This pdl is subject to consderable abuse by player characters. Multiple
stoneskins placed on a single creature are not cumulative. If two or more stoneskin spells
are cast on the same creature, roll normally for the number of attacks each spell protects
agang. If anew spdl protects againgt more attacks than the present spell does, the
recipient gets the benefit of the increased protection; otherwise thereis no effect. The



caster does not necessarily know how many attacks the spell can shield him from.

Stoneskin protects only against blows, cuts, pokes, and dashes directed at the
recipient. It does not protect againg falls, magicd attacks, touch-delivered specid attacks
(such as touch+ ddivered spdlls, energy draining, green dime, etc.), or nonmagica attacks
that do not involve blows (such as flaming ail, ingested or inhded poisons, acid,
condriction, and suffocation). Stoneskin lasts for 24 hours or until the spell has absorbed
its dlotment of attacks.

Teleport: Regular use of this spell is very dangerous, asthereis adim chance that there
can be an error even if the caster travels to well-known locations. Additiona notes
regarding the definition of awell-known location are found under the teleport without
error liging.

Even minor dteraions to a Site can affect the caster’ s knowledge of alocation. For
example, Rozmare has spent many hours in her study, and the DM dlows her to use the
“very familiar” category when determining how accurate her teleport spells are when her
study isthe destination. If ariva bresksin and rearranges the furniture, however,
Rozmare' s knowledge falsto “studied carefully” or worse because she is not as familiar
with the way things are currently arranged. If the intruder removed dl the furniture and
filled the study with boulders, Rozmare' s knowledge fdls to the “ never seen” category.

Some players might attempt elaborate precautions to protect their characters from the
disastrous effects of failed teleport spells; asthe DM, you should not discourage such
efforts, but keep the following in mind:

A teleport spdl requires afirm surface as a destination. The caster cannot choose to
appear intheair or in apool of water to avoid teleporting low. It is possible, however to
teleport to afirm surface with a space or water underneath. If ateleporting character
arriveslow, roll 1d100 to see how many yards below the surface the caster’ s feet land.
Notethat alow teleport isdwaysfatd if the cagter arrives within any solid object no
meatter how thin or flimsy the object is; teleporting low into a pile of feathersisjust as
deadly asteleporting into rock. Teleporting low into water is not immediately fatal, but
the character dill might drown if he can’'t hold his breeth until he reaches the surface.

A permanent teleport spell affects a single object with a volume of no more than
1,000 cubic feet (a 10-foot cube) or an areano larger than 400 square feet (20 feet
square). The caster names the destination and rolls once for accuracy. The destination
cannot be changed once set. The caster can assign a command word or non-verba
triggering device if he desires. This can be as Smple or complex asthe caster desires; see
the magic mouth spel description in the Player’ s Handbook for limitations. If no
command or trigger is s&t, anyone passing through the area or touching the object is
teleported.

Usudly, only one creature can be teleported each round. It is possible to have severd
creatures teleport smultaneoudy provided they are touching the first cresture to trigger
the teleport and the additiond creatures and their equipment do not exceed the spell’s
weight limit, which is the same as the cagter’ sweight limit at the time the origind el
was cast.

If apermanent teleport spdll isinaccurate, both the permanency and the teleport spdl fall,
but the caster can attempt a system shock roll to avoid losing a point of Condtitution. I



thisoption isin play, the caster dso might be alowed to set multiple destinations with
the same permanent teleport spdll. The caster must name a different trigger for each
degtination and roll for accuracy each time atrigger is .

Teleport Without Error: Aswithteleport, this spdl only dlowstravel to known
locations. To know alocation, the caster must learn what the place looks like or must be
ableto surmise whereit is. For example, if the caster has been blindfold, carried into a
chamber, then dlowed to look around, the character could use teleport without error to
return to the chamber even though he has no idea where the chamber is. The caster dso
could teleport without error into the courtyard of a cagtle visble in the distance even if he
had never seen the courtyard before. Note that in both cases the caster could employ a
normd teleport spell, but the caster’ s lack of knowledge about the destination would
meke the attempt dangerous.

A teleport without error spel has no chance for error if the destination liesin the
same world asthe cagter. If the caster accidentally specifies a destination aready
occupied by asolid object, the character is automatically displaced a sufficient distance to
dlow for asafe ariva.

Teleport without error also dlowstravel between world (planes, crystal spheres, and
pocket dimensions) but there is a chance for error, see the spell description for details.

Unseen Servant: The force this spell creates does not possess any senses or powers of
reason. It isincagpable of any action except following its ingructions to the letter. For
example, an unseen servant can be sent to the bottom of apooal to grab whatever objects it
encounters, but it cannot be directed to grab any coins or gems that it finds.

The permanent verdgon of this spell creates an invishble servant that dways hovers
within 30 feet of the cagter. If destroyed, it reformsin 2d10 rounds.

A permanent unseen servant can be cast on an area and ingtructed to endlessy
perform asingle task, such asforever cleaning aroom. Once atask is s, it cannot be
changed.

Web: Webs must be properly supported if they are to be made permanent. Permanent
webbing remainswhereit is created, if torn away, new webs spring into existence to take
its place. Chunks of webbing carried out of the area of effect dissolve in seconds.
Creatures can bregk through the webbing at the rates given in the spdll description, but
the websimmediatdy fill in behind them. Crestures who blunder into permanent
webbing (or who are thrown in) can be trapped and suffocated if they fail to save vs. spdll
just asthey can if caught in norma webbing.

Permanent webs can be burned away with fire, but they spring back into being one
round after the flames die away.

Wish: Most uses of this spdll lower the caster’ s Strength/Stamina score by three points
and force the caster to take to his bed for 2d4 days. Lost Strength/Staminareturns at the
end of the rest period. If the caster’ s Strength score falsto O or less, he loses
consciousness until he has rested.

A wish essentidly adlows the user to change redity to suit histastes. The ateration,



however, can have unintended consequences, especidly if the wish is poorly worded or
the caster gets greedy. Generdly, the more loca and persond the effect, the less chance
thereisfor complications. Adjudicating this spdll istricky, asthe DM must be sureto
give the players results that reflect the power of the wish, but not so much that the players
cometo rely on wishes to solve dl their problems. A wish can dways duplicate any spell
of Sth leve or less.

To avoid the bed rest and Strength/Stamina loss associated with awish spell, the
caster must effect a change that does not leave him better off than before the events that
preceded the wish. For example, if the wizard' s party was defeated by a powerful
mongter, the caster could wish that they had never met the cregture. This change in redity
brings his companions back to life asif the encounter had never occurred. The caster ages
five years, but he does not have to rest for 2d4 days from the wish snceheisnot ina
better position than before the events occurred.

If the caster wished for his party to return but the monster to remain dead, he would
be subject to the debilitative effects, since the creature being dead is consdered an
advantage that the spellcaster did not have before the events occurred. Any time awish
creates an advantage for the caster the loss of Strength and the 2d4 days of bed rest
OCCuUrs.

The effective power of awish isbasad upon the availability of money and magica
itemsin your campaign world. If these are in abundance, the power of thewishis
enhanced. Likewise, in aworld where money and magical items are scarce, the power of
awishisreduced. As DM, you need to determine the relative power of awish in your
world. Here are afew guiddines for aworld that has a moderate amount of wealth and
magicd items

A wish can produce amagicd item but not an artifact. To avoid suffering bed rest and
Strength loss, the caster should place alimit on the length of time the item is kept,
typicaly about one hour. Theitem isn't actualy created, it's just borrowed and goes back
where it came from when the duration expires. If the item is particularly rare or vauable,
or has been borrowed before, the true owner might resent the loan.

A wish can bring the user wedlth. The DM should decide how much a character can
wish for without trouble. The amount gained should be significant but not so great asto
disrupt the game. For most campaigns, a random amount of 5,000 to 40,000 gp
(5d8x1,000) shouldn't cause problems.

A wish can change a character’ s race permanently, dlowing an df to become a
human and advance without leve limitations. Alternatively, that same df could wish to
advancein leve like a human, but he could a& most gain one level per wish. Each time he
wanted to advance in level, he would have to cast another wish to alow it to occur.

A wish can usualy negate or change events that the user finds undesirable—thisis
why wishes are part of the AD& D game. A wish used to dter acampaign’s history
should be immediate—made on the spot or very soon after the event to be altered took
place. Wishes that alow player characters a second chance to achieve agod after an
unlucky failure or disastrous mistake should be dlowed, as long as the terms of the wish
don’t guarantee success.

When assigning consequences to poorly worded or ingppropriate wishes, it is best to
follow two guidelines. Firg, the errant wish should follow the player’ swording to the
letter. Second, the result should follow the path of least resstance; that is, the result



should involve the smplest and least complex warping of redlity. For example, agreedy
character who tries to wish for a staff of the magi might very well find himsdf ganding
naked and done, Saff in hand, in front of the staff’s former owner (perhaps a dragon or
lich). Escaping from the former owner and returning home is the character’ s problem.

Aswith limited wish, the unnaturd aging caused by the spdll is dependent upon the
race of the cagter; five years for ahuman, 10 years for ahdfling or haf-€f, 15 yearsfor a
dwarf, 20 yearsfor agnome, and 25 years for an f. The aging requires a system shock
roll, and failure results in desth for the cadter.

Chapter 1 of the Dungeon Master Guide discusses the effects of wishes on ability
scores, and additiona information can aso be found in The Complete Wizard's
Handbook.

Priest Spells

Age Creaturet: Thereverse of this spdl, restore youth, negates most sorts of magica
aging, provided the aging is the magic’s primary effect. It negates aging from age
creature spdls, staffs of withering, and attacks by ghosts. It does not reverse incidental
aging effects, such asthose inflicted by casting awish or receiving a haste spdl.

Breath of Lifef: Thereverse of this spell, breath of death, produces anonmagica disease
that breath of life can cure.

Combine: The centra priest gains a boost to the spells and granted abilities he aready
has. The centrd priest gains no extra pdls or granted abilities from this spell.

Dispel Evil: Inaddition to driving away evil extra: planar and summoned creatures, this
el is effective againg evil enchantment/charm spells and dl forms of domination and

ppOssession.

Dispel Magic: Refer to the wizard' s version of this odll.

Dragonbanet: This spell can be the subject of asite focust.

Draw Upon Holy MightT: This spel cannot increase an ability score beyond 25.

Extradimensional Pockett: The extradimensiond space created by this spdl functions as
abag of holding in dl respects while its duration lasts.

Imbue with Spell Ability: If the recipient dies before the imbued spdlls are cast, the imbue
with spell ability caster regains the ability to cast the imbued spdlls.

Know Timet: This spell reveasthe correct locd time in terms the caster can most reedily
understand. If the caster has just arrived on a new world where he is unfamiliar with the
names of hours, days, months, and years, the spdll reved's a generic result that might not
be immediately ussful until the caster gets more information. For example, the spell

might reved that it is the 10th hour of the 23rd day of the 7th month in the 2,345th yeer.



The hour isdways given in rdaion to loca midnight.

If the world where the know time spell is cast has atime flow different from that of
the base campaign, this spdll has a 2% chance per caster leve of giving an estimation of
the difference. The caster can learn if time flows faster or dower and the generd degree
of difference; great, moderate, or minor. When using table 2 (page 46), ratings of 2—4 and
1820 are grest; ratings of 5-7 and 15-17 are moderate, and ratings of 8-9 and 13-14 are
minor.

Magic Font: This spell requires a specialy prepared font for creating holy water (see
page 96). The spell’s maximum duration depends on the font’ s capacity, but the actua
time the caster can scry depends on the caster’ s knowledge of the subject, as given in the
crystal ball description in the Dungeon Master Guide. For example, amagic font spell
cast on abasin with a capacity of 60 vids remains active for one hour, but the actud time
the cagter can safely use the font is 30 minutes if the subject being viewed is known
dightly.

Severd other spells can make a magic font more useful, see the crystal ball
description in the DMG for the list. See the notes on the magic mirror and clairvoyance
spells for more information on scrying.

Mind Readt: Thisspdl functionsjust like the wizard spdl ESP in most respects. Each
timeamind read spdl is cast, however, the priest can conduct a deep probe of asingle
cregture, possibly gaining additiond informetion as detaled in the spell description.

Mistaken Missivet: Thisspdl can affect any document written in ink. For purposes of the
gpdl, ink is any substance that is artificialy compounded or atered to render it suitable

for use in writing. Documents written with substances thet have not been artificidly
prepared are not subject to this spell. For example, a note written in chalk cannot be
dtered by this spdll, neither can aletter or agreement written in blood.

Music of the Spherest: A successful saving throw againgt this spell negates only the
entrancing effect. An opponent who successfully savesis free to attack the caster but il
auffers the —3 pendlty to charm+based saving throws for as long as he can hear the music.

Napt: This spell does not reduce the study time (10 minutes per spell level) required to
memorize Spdls. The spell has no effect if the recipient is unwilling or has received anap
gpdl in the previous 18 hours.

Plane Shift: This spell sends the caster and up to seven other creatures on a one-way trip
to another plane. This spdll also dlowstravel between crysta spheres on the Prime
Materia Plane (though conditions within a particular sphere might prevent the spdll from
working). Each sphere requires a unique forked rod made of metal, just as each plane or
dimension does. The travelers can return home via a second plane shift spdl if they have
arod attuned to their home plane or world.

Two-way travel is possible with asngle plane shift spdl if the DM choosesto dlow
it. To return home without a second spell, the travelers need the same rod that was used



in the origind spdll, and they must be on the same plane astheir origind destination. For
example, agroup of travelers who plane shift to the Outlands and then pass through a
gate to the Abyss cannot use the original rod to return home unless they return to the
Outlands first. They aso cannot return home without another spell if they lose the
origind rod.

Acquiring rods. When a priest gains access to this spell, he usudly discovers the type
of rod required to reach his home world and to reach the plane where his deity resides.
The DM must decide how easy or difficult it isto discover additiona rods. The surest
way to obtain arod attuned to a specific planeisto find a priest who has been there
before. Otherwise, the priest must conduct his own research to discover what sort of rod
is required to reach a particular place. The table of suggested costs assumes that planar
trave isintended to befairly rare, but not unknown. The DM should adjust costs up or
down as appropriate.

The priest must be in good heath and refrain from adventuring while researching a
rod. If the priest has access to commune spells, the required research timeis reduced one
step (one year of research time is reduced to one month), but costs are not reduced. At the
end of the research time, the priest must attempt a WisdomvIntuition check. If failed, the
research is unsuccessful but may be conducted again. If the check succeeds, the priest
discovers the type of rod required to reach the plane he was researching; the priest knows
the rod’ s shape and what materias are required to make it. Finding the materids and a
craftsman to make the rod are another problem.

The DM isfreeto decide what rods ook like (there are many possible objects that can
be described as forked rods). See volume two of the Encyclopedia Magica for examples.

Protection from Evil: Refer to the wizard verson of this spel.

Reflecting Pool: This spell requires anaturd pool—asmall body of water fed by a
natura water source and contained in a setting generdly free of artificid congtructions. A
naturally occurring puddle of rainwater could be considered apooal if it liesin ameadow
but not if it liesin acity Stredt.

See the notes on the wizard spdlls magic mirror and clairvoyance for more
information on how this spdl functions.

Soeak With Dead: This spell has arange of one yard. The dead do not lie, but they can be
evadve, mideading, or obtusdy literd if they answer the cagter’ s questions a dl (some
crestures are alowed saving throws, see the spell description).

Unceasing Vigilance of the Holy Sentinel f: A priest recovering from this spell must rest
unless compelled to act by some externd cause. Generdly, the priest cannot respond to
threats that he cannot perceive (though the priest dways perceives a threat to himself if

he suffers damage). A nap spell grants the priest 48 turns of rest.

Weighty Chestf: The weight incresse cregted by this spell is activated only when a
creature other than the caster attempts to move or lift the protected chest. It is not

possible to use aweighty chest as a weapon. For example, the caster cannot cast this spell
on asmal coffer and then toss it a an opponent, hoping the foe will be bowled over or



unbalanced by the coffer’ s great weight. Note, however, that afoe could be tricked into
atempting to lift or move the chest.

Planar Trave
Research Time and Costs

Plane Type! Research Cost?®  Research Time? Rod Cost®
Inner Plane 500/1,500 1 Week/6 Weeks 100

Outer Plane 1,000/3,000 2 Weeks/3 Months 300
Demiplane 5,000/15,000 2 Months/1 Year 400
Pocket Dimensiort’ +2,000 +1 Month —

Prime Material World 750/3,000 3 Weeks/9 Weeks 250

! The Astra and Ethereal Planes are treated as known Inner Planes for purposes of
research.

2 The numbers before the slashes are the cost and time requirements for planes that are
generaly known by the campaign’s spellcasters. The numbers after the dash are the cost
and time requirements for destinations about which little is known in the home campaign.
All pricesarein gold pieces.

3 The number isthe typical cost in gold pieces for constructing one rod, provided that the
proper materias are available. Rods made of extremely rare materias can cost
congderably more.

4 Add these modifiers to the type of plane the Pocket Dimension is attached to. For
example, researching a Pocket Dimension that is attached to the Ethered Plane would
cost 2,500 gp and take five weeks. The cost for the rod would remain 100 gp.

Magicd Items

Amulet of Life Protection: A character whose psycheis held in the amulet does not truly
die until seven days have passed. Until that time, any healing the character receives
revives the character aslong as the heding is sufficient to give the character a postive hit
point total.

The wearer can be raised or resurrected no matter how the character died. Theraise
dead or resurrection spells can be cast upon the amulet if the character’ s body has been
destroyed.

Bag of Holding: Living crestures can be placed within abag of holding provided they
don’'t exceed the bag’ s volume and weight regtrictions. If the bag is left open, living
creatures kept insde can breasthe normally. The space ingde a bag of holding isairtight,
and if the bag is seded, the air ingde runs out quickly. It is possible to carry water ina
bag of holding. See the genera note under extradimensiona spaces for more information.



Bag Capacity Air* Water**

250 Ibs. 4 minutes 30 gdlons
500 Ibs. 6 minutes 60 gdlons
1,000 lbs. 8 minutes 120 gdlons
1,500 Ibs. 10 minutes 180 gdlons

* Thisisthe amount of time asngle cregture in a seded bag remains comfortable. After
the listed time, the air becomes foul and the creature begins gasping; a—2 pendty applies
to dl attack rolls and ability checks until the cresture gets fresh air. If the creature
remainsin the bag for twice the listed time, it must save vs. poison or fal unconscious
until the cresture gets fresh air. The save must be repeated each turn. Unconscious
cregtures also must save vs. poison every turn, and they dieif they fail asecond time.

** This shows the amount of water the bag can hold. Note that water is heavy and abag
carrying the listed amount of water only appears to be about 10% full asfar asits cubic
capacity is concerned. This makesit very easy to exceed the bag'sweight limit and
destroy it.

Books/Tomes: The baneful effects from dl books, tomes, manuds, and librams are
triggered by perusing even asmall passage. Magica books cannot be distinguished from
other types of norma or magica books.

A character who studies a book to find out what’ sin it triggers the book’ s effects.
Magica books aways vanish once they bestow a beneficid effect but usudly remain
behind if they inflict aharmful effect. Multi-classed characters get only the best possible
result—other hel pful results (and harmful ones) areignored. For example, an df
fighter/mage/thief glances at amanual of puissant skill at arms, abook that is normaly
harmful to wizards. Because the df is afighter, he can ignore the harmful effect and gain
onefighter levd ingtead.

Cloak of Displacement: The cloak’ s displacement power is ineffective againgt crestures
or devicesthat cannot see the cloak’ s wearer. For example, an invisible character does
not receive the cloak’ s power to make opponents missther initid attack or the cloak’s
armor class bonus; likewise, most traps never “see’ their targets and displacement does
not fail them.

Displacement is not effective againgt attacks that are not amed, such as an avadanche
or cave-in, and does not affect aimed attacks that cover an area, such as catapult shots or
dragon tail daps.

Displacement isonly partidly effective againg ol attacks. If a god| actudly
requires an attack roll, such as any touch-ddivered spdl, the cloak works normally and
can cause the spell attack to missif it isthefirg attack in an encounter. If the attacking
spell does not require an attack rall, it can never be caused to “miss,” though the cloak’s
+2 saving throw bonus applies.

For example afireball spell never misses, but the cloak wearer gainsa +2 saving
throw bonus. If a spell dlows no saving throw, displacement has no effect on it; for
example, amagic missile or death spell is never affected by displacement.

Under norma conditions, the first melee or missle attack against adisplaced creature



automatically misses. The opponent is assumed to note the displaced creature’ s correct
position and can keep track of it thereafter. If an opponent has multiple attacks, only the
firg one automatically misses. If there are multiple opponents, only the first attack by the
fird creature automaticaly misses. The remaining opponents are assumed to observe the
falled attack and make the gppropriate adjustments. If the DM determines that one or
more creatures did not observe the initid attack, their first attacks automatically miss,
too. Note that intelligent opponents who have reason to suspect a character is displaced
might launch some type of probing attack to test the character’ s defenses, such ashurling
arock. Such attacks count as a combat action for the creatures attempting them.

Contract of Nepthas: A mistaken missive spdl dters the words written on the a contract
of Nepthas but does not free characters who have sgned the contract from their
obligetions.

Crystal Balls. See the notes under the magic mirror and clairaudience spdls.

Daern’sInstant Fortress: A creature attacking the fortress s walswith amagica wegpon
inflicts one point of damage for every three rounds spent atacking the walls. If the
escaade rules from the Player’ s Option: Combat and Tactics book arein play, the
fortress can be attacked by bombardment engines or sapped by attackers equipped with
magica weapons. In ether case, dl damage is subtracted from the fortress stota hit
points.

Deck of Many Things Baneful effects from thisitem cannot be removed through wishes
or lesser means, dthough awish might indirectly hep the PCs in dedling with the
difficulties the cards inflict. For example, awish can reved where avictim of the void or
the donjon isimprisoned. A wish dso could reved the identity of an enemy produced by
the flames or the rogue.

10th-levd magic is effective againg adeck of many things in the same way awish is,
but there are certain exceptions. 10th-leve divination spells cannot be used to determine
the identity of aparticular card nor can magica wards negate a card' s effects, but they
can reved the location of a creature trapped by the void or donjon card. Thereis no way
to shield a creature from the harmful effects of the deck of many things while dlowing
the benefits to occur by using 10th-level spdlls.

Extradimensional Spaces. These items tend to produce spectacular effects when oneis
placed within another. The following items contain extradimensiond spaces. bag of
holding, bag of transmuting, flatboxt, girdle of many pouches, Heward’ s handy
haversack, portable hole, and pouch of accessibility. The following spells produce
extradimensiona spaces. extradimensional pockett, Mordenkainen’s magnificent
mansion, and rope trick.

In most instances, placing one extradimensona space ingde another opens arift to
the Astrdl Plane, casting both the items and their contents through the rift. Theitemsand
anything contained within them are scattered randomly in the infinite depths of the Agtrd
Plane. A wish can recover the contents of the extradimensional spaces, and it is possble
that creatures held in the items might eventudly find their way off the Astrd Plane. Since



al objects within the extradimensiona space are scattered randomly, a creature cast into
the Astra Plane through arift does not have any better chance of recovering lost items
than any other cresture. A cresture carried to the Agiral Plane through arrift retainsiits
possessions, but other loose items within the extradimensiona space are randomly
scattered.

For example, a party of adventurers decides to cast aropetrick spell to create a safe
haven where they can rest and sort a huge pile of coins they have found. Unfortunately,
one of the characters has a bag of holding which contains severd pieces of equipment
and treasure. When the bag of holding enters the rope trick, both spaces are sucked into
the Agtra Plane. The characters occupying the rope trick are dumped in random locations
inthe Agrd Plane (if the DM isfeding kind, they might arrive within sight of each
other). The bag of holding istorn from its holder’ s grasp and its contents are spewed
randomly across astral space.

Portable holes can produce more dramétic effects. If another extradimensional space
is placed within aportable hole, an astral rift opens, as described above. However, if a
portable hole is placed within another extradimensional space, a gate to arandom plane
opens and al creatures within a 10-foot radius are drawn through it, no saving throw. The
process destroys the portable hole and the other extradimensiond space.

Flatboxes are notorioudy ungtable. If aflatbox contacts any other extradimensiona
gpace it explodes, see theitem description for details. The other item is sucked into the
Adrad Plane. A portable hole reacts as detailed above.

Most extradimensional spaces contain only afinite amount of ar, which limits how
long living creatures can be kept insde. Refer to the bag of holding entry for the amount
of ar contained within these items.

Creatures drawn through the gate created by a portable hole arive in arandom
location and fdl in ahegp within a 10-foot radius. Items in the extradimensiona spaces
are dther lost on the Agtral Plane (50%) or scattered randomly about the circle where the
crestures land (50%). The DM makes the roll and can decide to check theitems singly or

in groups.

Flatbox: The box can hold 60 galons of water. A creature insgde one of these items can
bresthe normaly for sx minutes if thelid is dlosed. Additiond information can be found
at the bag of holding and extradimensiona spaces entries.

Flight Items: Characters usng magicd itemsthat grant flight have a dally movement rate
in miles equa to twice the item’ s flight speed. For example, characters aboard a 4-person
carpet of flying travel 48 milesaday in clear wegther.

The daily movement rate assumes 10 hours of flying time with ample rest stops; it is
not an atogether pleasant experience to fly (consider the effects of rough ar, unsteady
seating, awkward body positioning, and exposure to weether). Charactersin ahurry can
eliminate mogt rest periods and stay aoft longer, spending 18-20 hoursin the air and
doubling the daily movement rate, but this subjects the riders to the effects of aforced
march (see Player’ s Handbook, Chapter 14). Riders who stay aoft for 24 hours a day
move a 2 1/2 timesthar norma daily rate and suffer double force march pendties.

When a party has access to magicd itemsthat grant flight, the DM should teke



specid care to plan adventures that take this capability into account. Flying characters
can eadly evade mogt land-based encounters, so the adventure should include encounters
with flying creatures or those that entice the charactersto land. The DM should dso
determine the prevailing weather conditions in advance, as they affect both flying
conditions and the party’ s ability to see and be seen while doft.

Gem of Insight: A character can benefit from one of these items only once, no matter how
many gems are found over the course of the character’ s lifetime or how long asingle gem
of insight is kept.

Girdle of Many Pouches: Though intended to hold equipment, thisitem’s small pouches
can hold about one gdlon of water or asingle tiny creature. If belted around a character’s
wal s, the pouches are sedled and the creatures inside them have about four minutes of

ar. Additiona information can be found a the bag of holding and extradimensiona
Spaces entries.

Heward’s Handy Haversack: Though intended to hold equipment, thisitem’s
compartments can hold water or creatures. The side pouches can hold two gallons of
water or one tiny creature each. The central compartment can hold eight gallons of water
or asingle small creature. If strapped around a character’ s back and closed, creatures
indde the haversack have about four minutes of air. Additiona information can be found
at the bag of holding and extradimensiona spaces entries.

Iron Bands of Bilarro: Thereisno saving throw againg this item, though the user must
make a successful attack roll to trap atarget. A failed attack roll never entraps a cregture.
An entrapped victim’'s companions can attempt a bend bars/lift gates roll to bresk the

bands if the victim cannot get free. Spells such asfree action, wraithform, antimagic
shell, and duo-dimension are dl effective means of escape, but tdeportation magic

merely transports the trapped creature from one place to another with the bands till
trapping him. Magicd items such asapotion of dlipperiness or ring of free action are a'so
effective againg the magic of the bands.

Javelin of Lightning: Thisitem has a maximum range of 90 yards. The lightning crested
isasngle bolt that extends from the target toward the thrower. Thus, ajavein of
lightning should not be usad if the target iswithin 30 feet.

Librams and Manuals: See note at books.
Medallion of ESP: Refer to the wizard spell ESP.

Mirror of Mental Prowess: Thisitem’s thought-reading power works just like the wizard
el ESP. See the notes at the wizard spells clairvoyance, clairaudience, and magic
mirror for information on the mirror’'s scrying powers.

Trave through the portd created by the mirror isingantaneous. A detect invisibility
or true seeing spdl revedsthe portd.

The mirror's power to answer a question each week is smilar to the priest spell



commune in most respects, but the user is limited to questions about a creature whose
reflection is being cagt in the mirror.

Periapt of Proof Against Poison: Thisitem has three basic functions, but only one can be
active & any given time. Firgt, the perigpt can alow a saving throw againgt poisons theat
normaly do not alow one. The required number for the saving throw varies with the
perigpt’ s strength as shown in the Dungeon Master Guide. Other magica protections are
added to the roll. For example, a character with aperiapt of proof against poison +1 and
aring of protection +1 would gain asaving throw of 18 againg atoxin that normaly
alows no saving throw. The bonus for the perigpt does not apply in cases where no
saving throw is normdly alowed.
Second, the perigpt negates any pendty a particularly strong toxin might impose.
Note that the pendty is entirely negated, not merely subtracted from the perigpt’s bonus.
For example, aparticularly virulent poison might have a—4 pendty to al saving throws.
Even aperiapt of proof against poison +1 completely negates the pendty. Likewise, a
poison with a—1 penalty to saving throws completely negates the bonus of a +4 perigpt.
Third, the perigpt grants a general bonus to norma saving throws againgt poisons.
The bonuses are cumulative with other magicd protections (but see the automatic falure
rule on page 142).

Portable Hole: Thisitem has a capacity of about 280 cubic feet. It has no weight limit,

and about 2,100 gdlons of water or 100,000 standard coins can be held inside. A creature
in aportable hole has enough air for 10 minutes. See the note a bag of holding for the
effects of depleted air, and see the genera note on extradimensiona spaces for more
information.

Potions. Once apotion, ixir, ail, or ointment takes effect on a creature, any effects that
aoply only to the imbiber cannot be removed unless adispel magic istargeted directly at
the creature. If the potion’s effects extend to other creatures (such as the various potions
of contral) it can be dispelled normaly. All potion effects are tregted as magic cast a
12th leve for purposes of dispdling.

Potions consumed within an antimagic shell do not activate until they leave the area
of effect. If apotion has been consumed, an antimagic shell suppressesiits effects unless
they are permanent in nature (such as a potion of healing). Temporary effects made
permanent by aroll on the potion compatibility table from the DMG can be suppressed
by an antimagic shell.

Tasting a potion gives the character aminor clue as to the potion’s effects. For
example, apotion of levitation or a potion of flying might make the character fed light.
Often the effect from tasting a potion is not immediately obvious, and the character must
attempt some action before any effects are revealed. In the previous example, the taster
might fed nothing initidly but might walk with a bouncing gait or fed light-footed when
waking. A potion’staste, smdl, and texture might help identify it, but thistendsto be
unreliable because potions with identical effects can look, fed, smdl, and taste
differently if they were made in different laboratories or concocted at different times.

Potion of Vitality: A character drinking this potion increases his body’ s naturd hegling



ability to the rate of one hit point recovered every four hours. Damage that cannot be
hedled by magica means—such as from a sword of wounding—is restored. Damage that
can be hedled only by magical means—such as wounds from a chasme tanar'ri’ s claws or
the fists of aclay golem—is not restored.

Pouch of Accessibility: Though intended to hold equipment, thisitem’sinterna pouches
can hold about one gallon of water or asingletiny creature. Closing the pouch sedls dll
the internal compartments, and the creatures ingde them have about four minutes of air.
See the note at bag of holding for the effects of depleted air, and refer to
extradimengona spaces for more information.

Quiver of Ehlonna: Only long, thin objects such as arrows, javeins, and bows can be
placed in thisitem. Creatures cannot be placed inside, nor does the quiver hold water.

Ring of Blinking: See note at the wizard spell blink.

Ring of Contrariness: This cursed item dways makes the wearer do things that run
counter to what others desire. The wearer does not necessarily do the exact opposite of
what is suggested. For example, if someone says “keep that ring on,” the wearer
wholeheartedly agrees. He might aso suddenly become fearful that others desirethering
and attack the speaker. Thering’ s enchantment makes the wearer difficult to be around,
aways sdecting the response that is most troublesome.

Ring of Regeneration: Wearerskilled by fire, acid, disintegration, or death magic cannot
regenerate back to life. However, damage inflicted by such attacks can be regenerated if
the wearer survives the attack.

A ring of regeneration only repairs damage inflicted on the wearer after the character
puts on the ring. Damage inflicted before the character wore the ring is not regenerated,
30 placing aring of regeneration on adead or unconscious character has no effect.

A ring of regeneration does not remove the need to eat, deep, or breathe, nor does it
prevent natural or unnaturd aging.

Rod of Absorption: Spell levels stored in the rod can be used to power spellson
low-magic worlds, even when loca conditions would not normally alow the spell to be
cast. For example, if the rod-wielder had awall of force spell memorized, the character
could usefive levels of stored energy even on an M4 world, where 5th level spells
normally don't work (see page 47).

When used to absorb spells, the rod can absorb any spells directed at the wielder for
the entire round, as selected by the rod-wielder. Absorbing spells counts as an action for
the character, but initiative has no bearing on when a spell can be absorbed. The wielder
can never absorb aspell that is not targeted specificaly at him.

For example, if the wielder is caught in the blast of afireball, the rod cannot be used
to absorb the spell because the wielder was not the target—the actua target wasapoint in
space. If, however, the fireball was set to detonate directly on the wielder, it could be
absorbed. Some spells, such as hold person and slow, areindividudly targeted on
multiple crestures within an area. If the rod-wielder is one of those targets, he can absorb



the entire spell.

Absorbed spells have no effect whatsoever; their power has been stored in the rod.
Thus, if ahold person isdirected at the rod-wielder, the magic is totaly negated—even
for other targets. 10th-level spells cannot be absorbed.

Rod of Beguiling: The beguiling effect has a 20-foot radius. Thereis no saving throw,
though magic res stance gpplies, as does resistance to menta attacks or control. Racial
resstances to charm effects dso gpply. Affected creatures remain beguiled for the full
one-turn duration even if they leave the radius.

Rod of Resurrection: Specialty priests require two charges ingtead of the usual one charge
when resurrected. Theracid charge requirement remains unchanged.

Specidty priests dedicated to deities of hedling, protection, warfare, endurance, and
amilar areas of influence require only one charge to resurrect.

Rod of Rulership: Creatures being ruled need not remain within the rod's 150-foot radius
once they have been affected. Most creatures get no saving throw, but magic resstance
and resistance to menta attack or control applies. Racid resistances to charm effects dso

oply.

Rod of Security: Thisitem transports creatures into a pocket dimension (see page 45)
attached to the world where the rod was activated.

Rope of Entanglement: Use of this item does not require an attack roll. In addition to the
Szelimitationsincluded in the item description, al the rope s targets mugt fit within a
sngle area of 200 square feet or less (eight 5-foot squares in any contiguous
configuration). Targets who save vs. breath wegpon can move 10 feet each round and can
attack nearby creatures (but not the rope of entanglement).

If other creaturesfail their saving throw versus the rope, those who succeeded in their
save can only move if the combined weight of those who failed isless than their
maximum press. For instance, afighter wearing agirdle of hill giant strength could drag
up to 640 Ibs. of weight dong with him. Of course, groups of creatures must move
generdly the same direction to initiate an attack.

Entwined creatures suffer a+2 initiative pendty and attacks againgt them are at +2.
Targets who fall the save are held completely immobile and cannot perform any actions
that require movement; attacks against immobile crestures are made with a +4 bonus.

Soell Scrolls: A stroll isatemporary magica writing thet stores spell energy ina
portable form; it is essentidly a pre-cast spdll waiting to be triggered. The leve at which
apriest spell read from scroll functionsis never diminished due to planar distances (see
page 49), but al scroll spells are subject to locd conditions. For example, afireball read
from ascrall isineffective on the Plane of Elementd Water—the spell creates a harmless
bubble of vapor and the writing fades. Scrolls become inert if taken to aworld rated M2
(see page 47) or lower, but are not otherwise harmed.

Spdll scrolls comein two types, priest and wizard. Priests cannot use wizard scrolls



and vice versa. High-leve thieves and bards have a chance to employ ether type. A
character who can use spdll scrolls can read any spell of the appropriate type regardiess
of other restrictions. For example, an illusonist, who is normaly barred from cagting
abjuration spells, can read a dispel magic spell from a scroll. Likewise, apriest can read
priest spdlls from spheres normaly unavailable. Note that the reader could till suffer the
effects of g falure by attempting to cast aspdll that istoo high alevel (see Dungeon
Master Guide, Appendix 3).

Sohere of Annihilation: A wizard's maximum chance to control a sphere of annihilation
without the aid of atalisman of the sphere is 92% for awizard of 21t level and an 18
Intelligence/Reason. There are no additiona bonuses for being higher level or having an
Intelligence/Reason score grater than 18.

A talisman of the sphere doubles awizard's Intelligence bonus for controlling the
sphere. Adjusted control scores of 100% or more indicate automatic success, but other
wizards trying to usurp control reduce the control chance; see the sphere of annihilation
in the DMG description for details.

Saff of the Magi: The g&ff’s plane travd ability is Smilar to the priest spdl plane shift,
but no forked rod is required. The staff-widder must be generdly familiar with the
degtination plane ether by making a previous vist or having information about the plane
from atraveler who has been there. If acharacter wishes to research details on an
unknown plane, refer to the note at plane shift for cost and time requirements.

The absorption power of the staff works just like that of the rod of absor ption except
that the level of absorbed spell is not communicated to the saff-wielder. The decision to
absorb must be made based on the gppearance of the magic or, in the case of invisble
effects, blind luck.

Saff of Withering: The withering effect from this item makes one of the victim'slimbs
dhriveled and usdless; it has no effect on a creature’ s head or body. The withering effect
requires three charges from the staff and must be announced at the beginning of the
round. If the staff hits, roll randomly to see which limb is struck.

If the victim is humanoid, roll 1d4 to determine which limb is ruck: 1=right am,
2=left arm, 3=right leg, and 4=left leg. A shriveled arm cannot wield a weapon or shied
or be used to make unarmed attacks. The character suffers a—2 pendty to Dexterity for
each shriveled arm. A humanoid cannot stand up or walk without a crutch if even oneleg
isghriveed. The character is reduced to a crawl and cannot make any physical attacks.
The character suffers a—6 pendty to Dexterity. Getting two legs shriveled has no
gppreciable additiond effect.

If the target is a quadruped, the staff-widder can usualy reach only two of the
opponent’s limbs. Roll 1d6 to see which oneis hit: 1-3=right, 4-6=left. Quadrupeds with
one shriveled leg move at 2/3 their normal rate and cannot make attacks with the
ghriveed limb. A quadruped with two shriveled limbs cannot move or physicaly attack.

Insectoid or multi-limbed creatures should be handled like quadrupeds, but their
movement is unaffected as long asthey have at least two functioning limbs on each side

of the body.
Attacks on flying crestures can hit the wings. For example, roll 1d6 to determine



which limb on aflying humanoid is struck: 1=right arm, 2=left arm, 3=right leg, 4=l€ft
leg, 5=right wing, and 6=left wing. Creatures with even one shriveled wing cannot fly.

Limbless creatures have no appendages to be withered and suffer noiill effects from
withering except damage and aging.

If the saff-wielder chooses to make a called shot and succeeds, do not make a
random rall; the saff hits the selected area instead.

If the critical hit rulesfrom Player’s Option: Combat and Tactics arein use, ignore
al of the foregoing and use the hit location system from that book. The area struck
suffersa” desroyed”’ result if the saving throw falls, even if it isnot alimb (do not roll
for saverity). The saff-wielder does not need to score acritica hit to roll for hit location.
If the staff-wielder does score a critica hit, the target suffers double damage and must
roll saving throws vs. both the withering and the criticd hit.

There are severd ways to repair withered limbs, but regenerate and restoration are
the most common methods. Creatures that regenerate (through an innate ability or
magicd item) regain the use of ashriveed limb after regenerating the equivaent of 20
points of damage. For example, a character wearing aring of regeneration would recover
from ashriveled limb in 20 turns, and atroll would recover in saven rounds.

Stone of Good Luck: The stone's +1 (or +5%) bonus applies whenever dice are rolled to
seeif the character (not the character’ s equipment) avoids an adverse happening. The
bonus applies to saving throws, ability checks used as saving throws, system shock ralls,
resurrection surviva rolls, and any other event in which chance, not kill, isthe
determining factor. The bonus does not gpply to spel falure, magica item cregtion,
learning spdlls, or to most proficiency checks.

The character’ s good luck gppliesto rollsfor party treasure distribution and to
proficiency checksinvolving luck or dodging, such as gaming and tumbling.

Wand of Negation: The wand temporary renders magica devices unable to create
spdll-like effects. When a device' s spell-like function is negated, any charges expended to
produce the effect are logt, but the device is not otherwise harmed. A wand of negation
has no effect on cast spells or a creature’ s spell-like abilities. The wand has an initidive
modifier of +1.

Chapter 4.
Creating Magical
ltems

Holy Water The Complete Priest’s Handbook gives rules for creating holy water. This
section contains more detailed rules for high-level campaigns.

Any cleric or speciaty priest with access to the required spells can create holy water
once aweek, provided a suitable font is available. The required spellsare: create water,
purify food & drink*, bless*, chant, and prayer. The spells marked with an asterisk are
used in reversed form to create unholy water.

The priest must spend at least eight hours praying and meditating before cagting the
sodisin thelisted order. Any delay between finishing the casting of one spdll and starting
the next ruins the ceremony. The character must maintain the chant spell for one turn.



Afterward, the cleric must rest at least eight hours before casting any spells. If forced into
combat during thistime, the character suffers a—4 pendty to dl attack rolls, saving
throws, and ability checks.

A font isa specialy blessed (or cursed) basin made of precious metals contained
ingde an elaborate case or pedestd fitted with acover. A particular font can be used only
once aweek, and atemple or other religious building can contain only one font.
Particularly large buildings might contain one font per wing or floor, & the DM’s option.

A font’s maximum cgpacity for creating holy water depends on its cos—the more
rare and expensive the font, the more favorably the deity to which it is dedicated looks
upon it.

The create water spell normally produces more water than a basin can hold; the extra
water is elther channdled away or assumed to be magicaly disspated.

Holy Water Font Costs

Capacity Basin Pedestal
6 vids 1d6x10+120 gp 200 gp
8vids 1d6x50+1,000 gp 350 gp
10vids 1d6x100+1,800 gp 500 gp
14 vids 1d4x500+5,200 gp 750 gp
18vids 1d4x1,000+8,000 gp 1,000 gp
24 vids 1d4x1,000+15,000 gp 1,250 gp
32vids 1d4x1,000+18,000 gp 1,500 gp
40 vids 1d6x10,000+50,000 gp 1,750 gp
50 vids 1d10x10,000+100,000gp 2,000 gp

The basin and pedestd must be specidly designed and fashioned; the process requires
2d4+2 weeks.

Holy water loses its potency if removed from the font for more than one turn unlessiit
isplaced in aspecidly blessed crystd or leaded glass vid. Each vid holds a quarter pint
of liquid and costs 5 gp. (Copper-pinching characters can sall empty vials on the open
market for 1d4+1 gp each.)

A font can be defiled and made useless for creating holy water (and for magic font
spells) by touching it and casting a cur se spdll. Fonts can be nonmagicaly defiled by
placing anything repugnant to the deity to which the font is dedicated to within its
confines.

A defiled font must be entirdly remade. The font cannot be cleansed or restored,
except by awish, though the materidsin the basin can be recycled and used in anew
basin for 1d4+1x10% of the origind cost. For example, Delsenora s temple has afont
that can hold 32 vids of holy water. The initia cost was 21,000 gp for the basin plus
1,500 gp for the pedegtd. If the font is defiled, the replacement cost is 1,500 gp for the
pedestal and 20-50% of the origind basin cost. Delsenorarolls a2 and must pay 30% of
the origind cost—6,300 gp.

Creating Magica Items Sooner or later, playersin high-level campaigns gart
thinking about how their characters can manufacture their own enchanted items. The



sheer difficulty involved in item creation should be sufficient to deter characters driven

by smple greed, especidly if the DM follows the advice on contralling magic in Chapter
1. Inawdl-run campaign, cregting magica items not only consumes more resources than
it generates, it keeps the characters busy trying to find what they need to complete the
process.

Characters with atrue interest in cresting magica items shouldn’t find the effort too
costly; some things are more important than money or power. They may be driven by a
thirgt for fame or a dedire to create magicd items they have never found in atreasure
hoard. They might even be required to creste amagica item to achieve aparticular god,
which creates a variety of adventuring possibilities as the character struggles to gather the
required material componentsin time to complete hisgod.

This section presents a system that dlows the DM to quickly determine how long
creating amagicd item takes, how much it costs, and how likely the attempt isto fall.
This system is more detailed and complex than the one detailed in the Dungeon Master
Guide, and it isintended for high-level campaignsin which severd player characters
wish to creste standard magica items.

Thismaterid is generdly competible with the rules for creating magicd items
presented in the Book of Artifacts, this sysemisalittie smpler but doesn't give the DM
as much control over how difficult items are to make. If your players are content to cregte
only afew standard items, this book’ s system should work better for you.

Requirements

To create amagicd item, acharacter needs the appropriate level of kill, a suitable
place to perform the work, the correct materials and processes to complete the item, and
often the enchant an item and permanency spells.

Character Level

Wizards can create potions and scrolls at 9th level and other items at 11th leve,
provided that the necessary spells are available.

Priests can create scrolls at 7th level, potions at Sth level, and other items at 11th
leve.

Warriors and rogues cannot creste magica items, even if they have spellcasting
ability.

Priests and wizards can use spells on scralls, stored in items, or cast by other
charactersto get the spells necessary to creste magica items.

Who Can Make Which Items?

No character can make amagical book, libram, manual, tome, or artifact. Artifacts are
acampaign-shaking occurrence, reserved to the discretion of the DM. Magica writings
that increase levels and ability scores are likewise unbdancing.

Raciad items, such as boots of elvenkind and girdles of dwarvenkind, can be created
only by priests of the indicated race. High-level df priests, for example, can create cloaks
of elvenkind. If the Exceeding Level Limitsoptiond rule (from the DMG) isnot in play,
only NPC demihuman clerics who have achieved the maximum level can make these
items.

Mages can make any other item if they meet the leve requirements and have the



necessary spdlls.

Priests and specidist wizards can make only those items that they can use. A cleric,
for example, cannot make amagica long sword, and a transmuter can’t make awand of
fire, which employs evocation magic. Speciaist wizards, however, receive a +5% bonus

to their success chances when creating items that possess ahilities from their school of
specidization. For example, atransmuter gets the bonus when cresting awand of

polymor phing.

Working Space

A wizard needs alaboratory to make magicd items. The laboratory must have a least
500 square feet of floor space (20 x 25 feet), and moreis preferable. Basic furnishings
and supplies cost 5,000 gp, and the character must spend an additional 500 gp amonth to
keep the |aboratory properly equipped.

A priest must creste magica items on an dtar specialy dedicated to hisdeity. There
is no basc sze requirement, dthough a deity whose portfolio includes magic might
impose one. An item to be enchanted must fit on the dtar, so it benefits the priest to make
the dtar aslarge and sturdy asis practica. The minimum cost for building the dtar and
properly consecrating it is 2,000 gp. The dtar requires no specid maintenance, but only
the priest who performed the consecration can use the atar to enchant items—no other
cregture can use it while the priest lives. If the dtar is defiled, the priest must consecrate
it again. Before consecrating the dtar, the priest must please his deity with some
extraordinary service connected with the deity’ s portfolio or sphere of control. A deity of
wisdom, for example, might look favorably upon a priest who writes abook of
philosophy or who solves amystery using superior judgment instead of divination spells.

After the service is complete, the priest must pray and meditate over the atar for one
week. Thevigil occupies dl the character’ swaking hours. If interrupted, the vigil must

be started over again.
Table 23:
Magicd Item Creation
Pation Material Process Cost Time
Single Use 1Rare 1 Common XPvaue 1 day/100 gp
Limited Use 1 Exatic 1Rare XPvalue 1 day/100 gp
Scroll
Spell 1 Rareand Variable 1/2 XPvalue 1 day/spell level
1 Common
Protection 1 Exatic 1Rare 1/2 XPvalue 6 days
Ring
Single Function 1 Exatic 1 Common XPvaue 1 week/100 gp
Multiple Function 1Exotic/Function 1 Exotic/Function® 2x XPvalue 1 week/100 gp
Limited Use 1 Exatic 1 Exotict 2x XPvalue 1 week/100 gp
Rod
SingleUse 1 Exatic 1Rare 1/5XPvalue 1 week/1,000 gp
Single Function 1 Exatic 1Rare 1/5XPvalue 1 week/100 gp
Multiple Function 1 Exatic 1 Exotic/Function 1/5XPvalue 2 weeks/100 gp
Limited Use 1 Exatic 1 Exotic/Use 1/5 XPvalue 4 weeks/100 gp

Staff



Single Function 1Rare 1Rare 1/5 XPvalue 1 week/100 gp
Multiple Function 1 Exotic 1 Exotic/Function 1/5XPvalue 2 weeks/100 gp
Limited Use 1 Exatic 1 Exotic/Use 1/5XPvalue 4 weeks/100 gp
Wand
Single Function 1Rare 1Rare 1/5XPvalue 1 week/100 gp
Multiple Function 1 Exatic 1 Exotic/Function 1/5XPvalue 2 weeks/100 gp
Limited Use 1 Exatic 1 Exotic/Use 1/5XPvalue 4 weeks/100 gp
Miscellaneous M agic
SingleUse 1 Exatic 1 Exctic 2Xx XPvalue 1 week/100 gp
Single Function 1 Exatic 1 Exctic 3x XPvalue 1 week/100 gp
Multiple Function 1 Exotic/Function 1 Rare/Function? 4x XPvaue 1 week/100 gp
Limited Use 1 Exotic/Use 1 Exotic/Use? 2x XPvalue 3 weeks/100 gp
Armor
Single Function 1 Exatic 1Rareand 1 Common 2x XPvalue 3 weeks/1,000 gp
Multiple Function 1 Exotic/Function 1 Exotic/Function® 2x XPvalue 4 weeks/1,000 gp
Limited Use 1 Exotic/Use 1 Exotic/Use’ 2X XPvalue 2 weeks/1,000 gp
Weapon
SingleUse 1Rare 1 Common XPvaue 1 week/100 gp
Single Function 1 Exatic 1Rareand 1 Common 2x XPvaue 3 weeks/1,000 gp
Multiple Function 1 Exotic/Function 1 Exotic/Function® 2Xx XPvalue 4 weeks/1,000 gp
Limited Use 1 Exotic/Use 1 Exotic/Use® 2x XPvalue 2 weeks/1,000 gp

Footnotes: * One common process also is required; 2 One exotic process also is required;
3 One rare and one common process aso are required.

Approval

Characters who have the required skills and equipment are not necessarily free to
begin churning out magica items as they see fit. The DM must gpprove any new magical
item that enters the campaign. The player should explain exactly what powers the
proposed item will have. In the case of items dready described in rule books, thisis
amply amatter of having the DM review the description and decide if theitemis
appropriate to the campaign. Once approved, the player isfree to have the character begin

work.

Creating the Item

Every item that is to be imbued with magic must be of the finest quality, specificaly
created for the purpose of placing enchantments upon it. An item must be created from
one or more speciad materids, each of which must undergo a certain number of specid
processes. A character creating a sword, for example, must first commission arare and
unusua blade to be crafted. A regular sword from the local smithy cannot become a
sword + 3 frost brand. Cregting amagicd item is not amatter of picking up afew
household articles and muttering an incantation.

Table 23 ligs the materids and processes various types of items require. Some of
these are more difficult to complete or acquire than others, as explained in the notes to
the table. Table 23 gives the suggested number of materials and processes each item

requires as well as afew suggestions. It is up to the DM to decide exactly what materids
and processes are necessary; this requires agreat deal of creativity onthe DM’s part. In
any case, the character does not automatically know what the requirements are.



Gathering dl the necessary materiads can take alot of time. 1dedly, the DM should
create a series of adventures that alows the character to obtain everything. The character
isfreeto get help from any other character who can be persuaded to join the hunt.

Enchanting the Item

Wizards generdly begin with the enchant an item spdl to focustheir magicd energy
and then cast additiond spells to create the enchantment. If the item has a power that
duplicates or closdy resembles a known spell, thet isthe spell cast to create the
enchantment. If the item has an effect that does not duplicate a known spell, the wizard
must either research anew pell or cast some combination of spells that approximates its
effects. The DM must decide which spells are necessary. See the enchant an item spell
description and the Notes to Table 23 section for more details. Mogt items also require a
permanency spell to complete the enchantment.

Wizards lose apoint of Congtitution when cagting the per manency spell most magicd
items require. Priests do not normaly suffer thisloss, but the DM can rule thet the long
process that a priest must undertake is so physically taxing that it drains a point of
Condtitution. This loss applies only to items that would require a permanency spdl if the
item was created by awizard.

Priests do not have the enchant an item spell, and they must petition their deitiesto
indtill power into their items. The procedure is described in Chapter 10 of the Dungeon
Master Guide.

Notesto Table 23

Item: Thetype of item being created. These are divided into the same generd categories
asused in Appendix 3 of the Dungeon Master Guide and are further subdivided by how
they can be used.

Sngle use: Usng the item once completely consumes its magic, often consuming the
item itsdf. Examplesinclude virtudly al potions, scrolls, dudts, oils, and dixirs.

Limited use: Theitem can be used afixed number of times beforeit is consumed.
Some limited-use items can be recharged, and some have mulltiple functions (see the
Item Details section). Thisincludes most rods, staves, and wands as well as some rings
and miscellaneous magicd items.

Sngle Function: The item has only one power, which usudly functions continuoudy
or on demand. Some single-function items expend charges when used. An amulet of
proof against detection and location, cloak of displacement, and ring of multiple wishes
are dl examples of thistype of magic.

Multiple Function: Theitem has more than one power. Some multiple function items
are charged (and aso are limited-use items) and some are not. Noncharged items of this
nature include scarabs of protection, crystal balls, and hammers of thunderbolts

Material: The more powerful the item, the more unusud the materid from whichiitis
made. Materias are classfied by their rarity.



Common: The maerid isfairly plentiful under norma circumstances. Sted, oak
staves, copper, and wool are common materials.

Rare: The materid is expensive and difficult to find. Silk, diamonds, roc fegthers, and
ebony are rare materiads. Common materias gathered under unusud circumstances are
aso consdered rare. Wood taken from alightning-struck oak, wool made from fleece
taken at alamb’sfirst shearing, and sted made in afurnace tended by a dwarven elder are
rare materids.

Exotic: The materid isunique or unusud and cannot be purchased—the character
must undertake an adventure to obtain it. Exotic materids often exigt only ina
metgphorica sense. Sted smeted from the ore of afalen gar, the moon’stears, the
largest scale from agreat wyrm'stail, and alock of a goddess s hair are exotic materids.
Common or rare materias gathered in extraordinary circumstances are also considered
exatic. Cloth soun from phase spider silk under the new moon, adiamond fregly given
from a dragon’s belly, and wood taken from alightning-struck treant are exotic materials.

Processes: A processis a prescribed method for accomplishing a specific task that is
performed in addition to the norma steps necessary for making the item. Like materids,
processes are classified according to rarity. For example, making amold to cast aring is
not a process because creating amold isatypical step in ring-making. However, making
the ring’s mold from awax modd fashioned from beeswax taken from a hive of giant
bees is a process because it isunusud. It's not aways easy to distinguish processes from
materids, but the digtinction is not important as long as the item is created using the
required number of specid dements.

Common: The processisfarly smple and straightforward, requiring only specid care
or some unusua preparations. Quenching a sword in snow from a spring storm,
encrusting aring with ornamental gems, and tempering a hemet in afurnace hested with
lava are common processes.

Rare: The process requires extra effort or extraordinary expense. Quenching a
sword's blade in snow gathered at the top of the world, honing a sword blade with a stone
of good luck, and etching an amulet with acid from agiant dug's spittle are rare
processes.

Exotic: The processis unique or unusua and cannot be purchased—the character
must undertake an adventure to completeit. Exotic processes often exist only in a
metaphorica sense. Quenching asword blade in alover’ s sigh, heeting aring in burning
ice, and bathing ashied in aknight’s courage are exotic processes.

Cost: Thisiswhat the character must spend for unusua fuels and other supplieswhen
making the item. This cost isin addition to whatever the character spends on workers
sdaries, travel, professond fees, and purchasing the materials and processes necessary
for making the item.

Time: Thisisthetime required to actudly manufacture the item once the materid
components have been gathered. It does not include time spent acquiring the materiads
and placing enchantments on the item. Time cannot be reduced by hiring extraworkers,
getting help from another character, or spending additional money.

ltem Detalls



This section contains additiond information about cregting various types of items,
including required spells and the chance to create the item.

Potions

A potion requires no spdlls, but the caster must first have the formula. Determining a
formulafrom scratch requires 1d3+1 weeks and costs 100 gp aweek. Time and costs are
reduced to the minimum if the caster has access to commune or contact other plane
gpdlls. If the caster has a potion to analyze or aformula from another caster, the research
isfree and requires one week. A character must have afull dose of the potion to analyze,
but the dose is not consumed in the research. The time requirement listed on Table 23 is
the time the character actualy spends brewing the potion. Once a potion’s formula has
been persondly researched and recorded, the character need not research it again unless
the record islogt.

The chance to successfully brew a potion is 70%, +1% for every two leves of the
creator, and —1% for each 100 gp the potion costs (detailed on Table 23).

Scrolls

The common materid required is the paper, parchment, or papyrus as detailed in
Chapter 10 of the Dungeon Master Guide. The rare materid isthe quill; anew quill must
be used for each spell written on the scroll.

Blending the ink is the most important process. Ink for spdlls of levels 1-3 require a
rare ingredient, spdlls of levels 4-6 require an exctic ingredient, and spells of levels 7+
require one rare and one exatic ingredient. Blending the ink takes one day, and the ink
must be used within two weeks.

No spells are actudly cast when writing a scroll, but the character must know the
relevant spdll and have any required materia components on hand. If normaly consumed
in the casting, the materid components are consumed in writing the scroll. If cagting the
gpdl normally impaoses a pendty on the caster, such as magica aging, cregting the scrall
carries the same penalty.

The chance to successfully write a scroll is 80%, +1% for every level of the creator,
and —1% for each leve of the written spell. There are additiona adjustments for the
materias used (see DMG, Chapter 10). The DM must roll for success separately for each
spell on ascroll. A scroll can hold 1d6 spdlls, determined secretly by the DM, but the
character knows when the scrall isfull. A failed attempt to write aspell fills the scroll but
usudly doesn't affect spdlls dready written on it (see the Failure section).

Compare protection scrollsto the level of the spell that gpproximates their effectsto
determine the success chance and type of ink required. A protection from magic scrall,
for example, is Smilar to antimagic shell, a 6th-leve spdl.

Rings

Any ring requires one common process in addition to any extramaterids or processes
needed for multiple functions or limited use. Discovering dl the steps required to make a
ring requires 1d6+1 weeks of research and costs 200 gp aweek. Access to contact other
plane or commune spells automaticaly reduces the required time to two weeks.

A ring a0 requires the enchant an item and per manency spels—or the equivalent



priest ceremony—in addition to whatever spells are needed to create the ring’ s powers
(see page 90). Multiple-use rings require one pdl per use, and multiple-function rings
need one st of spellsfor each function.

The chance to successfully create aring is 60%, +1% for every leve of the creetor,
and —1% for each spell and specia process required (except for the enchant an item
spdl). Priests, though they do not actudly cast any spells, till suffer the pendty for
gpells. The more complex the enchantment, the more difficult it is to successfully petition
the daity to imbue the item with power.

Rods, Staves, and Wands

These items require enchant an item spels—or the equivaent priest ceremonies—and
whatever spells are needed to create their powers. Multiple-function rods, staves, and
wands need one spall (or set of pells) for each function. A permanency spell isrequired.

The base chance to successfully create one of these itemsisthe same asfor aring. If
theitem is rechargedble, it is created with one charge and then additiond charges are
added using the recharging procedure detailed below.

A rod, staff, or wand loses dl its magicd propertiesif it isever drained of dl its
charges, even if it isnormaly rechargeable. Once drained of charges, the item can never
be enchanted again.

Miscellaneous M agic, Armor, and Weapons

These items require enchant an item spells—or the equivaent priest ceremonies—and
whatever spdlls are needed to create their powers. Each plus for aweapon or protective
device requires a separate Spdll. Single-use and limited- use items do not require
permanency spells, but other items do.

The chance to successfully creste one of these itemsis the same asfor aring.
Rechargesble items are created with one charge to reduce the chance for failure.

Recharging Items

Any spdllcaster can recharge items, provided the character has access to the required
gpells and the character can use the item. Mages can aso recharge items usable only by
fighters or rogues.

To begin recharging, the character casts enchant an item—or performs the equivaent
priest ceremony—to prepare the magica device and then casts spdlls that the item
absorbs to create charges.

The spdl used to provide a charge must duplicate or nearly duplicate theitem’'s
power. If no spell duplicates the power, the character must research anew spell or cast
some combination of spells that resembles the power. If the item has multiple functions,
the spdl must duplicate the item’s most powerful function. For example, it takesacone
of cold spell to recharge awand of frost.

Once the preparatory spell or ceremony is complete, the character has 24 hoursto
creete charges. Each spell used requires its norma casting time (not 2d4 hours per spell
level asrequired by the enchant an item spdl). When the initid enchantment fades, the
character can prepare theitem again, but every time an item is prepared to receive
chargesit must save vs. spell a the caster’ slevel with a—1 pendlty. If the savefals, the



item fdlsinto usaless dud.
Success and Failure

Magic istricky and involves many congtantly changing variables, causing eech
enchantment to differ dightly from prior attempts. No matter how many times a character
has created a particular magica item, the chances for success remain the same. A
character’s generd level of expertise can improve, but particular enchantments cannot be
mastered.

Each atempt to creaste amagica item requires aroll for success. The DM secretly
rollsthe dice to seeif the attempt to create a magica item succeeds. Any roll of 96-00
fals austomatically.

Mog failed atempts ruin the item, mdting it into usdess dag or destroying it in some
other dramatic fashion. A failed attempt to write aspdl on ascrall fills the remaining
gpace with ausdess blob of ink, leaving spells aready successfully written intact.

If the failure roll was a 96-00, the item appears to have been created normally but has
acursed or reversed effect instead. The DM decides the nature of the curse, using the
cursed items from the magicd item ligsin the Dungeon Master Guide and Tome of
Magic as areference.

Table 24:
Typica Experience Vaues

ltem XP Value Range
Potion

SngleUse 200-1,000

Limited Use 250-1,000
Scrall

Spdl 100/spdll level

Protection 1,000-2,500
Ring

Single Function 1,000-4,000

Multiple Function 3,000-5,000

Limited Use 1,000-5,000
Rod

SngleUse 4,000-10,000

Single Function 5,000-10,000

Multiple Function 6,000-10,000

Limited Use 4,000-10,000
Staff

Single Function 5,000-8,000

Multiple Function 7,000-15,000

Limited Use 2,500-5,000
Wand

Single Function

2,0004,000



Multiple Function 4,000-7,000
Limited Use 4,000-6,000
Miscellaneous M agic
SngleUse 200-2,000
Single Function 2,000-10,000
Multiple Function 2,500-10,000
Limited Use 500-2,500
Armor
Single Function 250-800/plus
Multiple Function lower vauet
higher vdue
Limited Use 3,000-5,000
Weapon
SngleUse 20-50/plus
Single Function 400-600/plus
Multiple Function lower vdue plus
20-40%of higher
vaue
Limited Use 1,000-5,000

Vauesfor Cursed & Nonstandard Items

If acharacter decides to create a cursed item, the DM should determine the cost and
difficulty by comparing the cursed creation to useful items of Smilar power. A cursed
sword —2, for example, is as difficult to make asasword + 2. If an attempt to create a
cursed item falls, it is destroyed. If the attempt fails on arall of 9600, a curse of the
DM’ s choice falls on the creator—the character does not wind up with auseful item
instead.

If acharacter attempts to create an item not found in any rule book, the DM should
assign it an experience point vaue by comparing it to Smilar items that dready exig.
Like choosng materials and processes for items, this task requiresimagination and
common sense. If difficulties arise, stop to consder what spells are needed to make a
scroll with the same powers. Table 24 givesthe typica range of experience vauesfor
items. If the maximum vaue for the category seemstoo low for the proposed item, the
item probably is too powerful. When in doubt, try to err on the high sde; characters
attempting to create items no one ese has heard of are entering uncharted territory and
aremore likdly to fail than characters who gtick to standard items.

Examples of Magical Item Creation

Rozmare wants to duplicate a potion of speed she has found. Because she has a dose
of the potion to analyze, she can determine its formula in one week of study and doesn’t
need to spend any money except for normal maintenance on her laboratory. She
determines that the potion’s main ingredient is the essence of speed. After some
deliberation, Rozmare decides that the heart of a swift animal should suffice (it could



easily be sweat from a fast horse or a shoe worn by a fleet-footed elf). Rozmare also
decides it would be best to get a fresh heart, so she hires a huntsman and goes searching
for deer.

The DM smilesinwardly at this plan, remembering several stories about Robin Hood
and how touchy some people can get when it comes to deer hunting. Fortunately,
Rozmare pays her respects to the local baron and agrees to deal with some brigands
before going hunting.

Once she has the heart, Rozmare begins working. Additional materials cost 200 gp
(equal to the potion’ s experience point value) and brewing takes two weeks. At the end of
that time, the DM secretly rolls the dice and gets a 71. Rozmareis 13th level, so her
success chance is 94% (70% +26% for her level and —2% for the potion’s cost of 200
gp). Rozmare has successfully created a potion of speed.

Some time later, Rozmar e gets hints from the baron that a magical gift would be
appreciated. Snce the baron has been having some problems with trolls lately, Rozmare
agrees to provide himwith a long sword +1, +3 vs. regenerating creatures.

To create the sword, Rozmare needs the enchant an item spell (which she knows), a
permanency spell (which she cannot cast herself), and a list of the required materials and
processes. The baron reluctantly agrees to provide a ring with one wish, which Rozmare
can use to duplicate the permanency spell. Rozmareisin no hurry, so she begins
researching the required steps without magical aid. After three weeks (and an
expenditure of 600 gp), she discovers that the sword must be forged of metal taken froma
blazing fallen star and nails from a slumbering vampire's coffin (two exotic materials).
The sword must be heated in coals strewn with a troll’ s ashes (rare process), quenched in
acid (common process), set with a gem wrested from an ogre magi’ s hand (exotic
process), and polished with a tooth from a living lernaean hydra (exotic process).
Rozmare has quite a series of adventures ahead of her.

Rozmare thought she would have to find a meteorite that just struck the ground; she
got a break when she found a meteorite with the rays of the setting sun playing across it
like firelight. The coffin nails were fairly simple to get—her group forced a vampire into
gaseous form and pried loose the nails from its coffin while the monster was recovering.
Acquiring a gemwrested from an ogre magi’ s hand proved frustrating, as the creature's
invariably turned gaseous and escaped before Rozmare could get the gem. Eventually, a
successful confusion spell allowed the task to be accomplished. Getting a tooth from a
lernaean hydra wasn't difficult—the tooth didn’t have to be alive, just the monster—but
making sure the hydra was still alive when it came time to polish the sword required her
to keep the creature caged. Troll ashes proved fairly easy to get, and the smith Rozmare
hired to actually make the blade suggested that cooling that sword in a vat of vinegar
would qualify as quenching the sword in acid without endangering the blade.

Additional materials for the task cost 1,600 gp (double the sword’ s 800 experience
point value) and prepar ations took eight weeks (four weeks per 1,000 gp of cost, rounded
up to the nearest 1,000).

With the sword made, all that remained was to enchant the weapon. The arduous task
of enchanting the blade required the enchant an item, enchanted weapon (for the sword’s
basic bonus—the DM decides the extra steps required for the sword’s multiple functions
make additional enchant an item spells unnecessary) and permanency spells. Snce
Rozmare does not have access to the permanency spell, she uses the wish from the



baron’sring as a replacement.
Rozmare has a 65% chance to succeed (base 60% + 13% for her level —-8% for
processes and spells). The DM secretly rolls the dice and gets a 54, a success.

Chapter 5:
Magical Duels

When two spellcasters have a disagreement that can't be solved amicably, amagica dud
is often the best way to resolve the dispute. Duels are aso fought to prove who is more
proficient in the magica arts, and many apprentices enter magica duels with their peers
to demondrate their skills. The dud isahighly refined form of combat, more subtle than
smply squaring off and hurling spdlls until an opponent fails a saving throw and

infinitely more subtle than physica combat.

To conduct amagica duel, the opponents must seek out a third spellcaster who
agrees to oversee the event and assst with the congtruction of the arenawhereit isto take
place. It often helps bring afew friends along to the duel ste to help guard against
treachery or unwelcome interventions from third parties.

Cresating the Arena The arenais amagical construct that the combatants must forge
cooperatively. To form the arena, the two opponents must participate in a protocol smilar
to casting a pdll. They begin by stlanding at arm’ s length, then circle each other, chanting
and gesturing for afull turn. If the combatants concentration is disturbed before the
arenais completed, the preparations must begin again. Typicd disturbances include
anything that would normally prevent spellcasting, but even loud noises can ruin the
creation process.

The mediator then casts some kind of protective spdl over the combatants. Wall of
forceisthe usua choice, but any protective spell that encompasses the two combatantsis
sufficient. The combatants now have the option of contributing their own spells. The
gpells contributed need not be protective spells, but they must be currently memorized. A
contributed spell disgppears from the character’s memory as though it had been cast; the
spell does not have its norma effect but instead hel ps determine how large the arenalis,
which combatant has the advantage, and how severe the consequences of defeat are (see
below). Unscrupulous characters might contribute multiple spells or spells stored in
scrolls or other devicesto increase their chances of gaining the
initid advantage and to raise the stakes beyond what the opponent would willingly
undertake.

Spells contributed to the arena are recorded secretly by the playersinvolved. The
charactersinvolved in the dud cannot tel how many spellstheir opponent is contributing
or how long the opponent spends casting them, but the mediator is aware of the spells
contributed by both sides.

Balance of Power (Optional)
If the two opponents are not the same level, the number of spell levels each character
contributes to the arena cannot exceed the weaker opponent’s level. For example, if



Cavin, a 7th-levd wizard, is dueling Delsenora, a 12th-leve priest, neither character
could contribute a spel higher than 7th level or multiple spells totding seven levels or
more. Thereisno limit to the number of spdllsthat can be contributed if both opponents
arethesamelevd.

When the arena is complete, the two combatants are standing still with aball of
shimmering force hovering between them. A close look at the ball reved s tiny images of
the two combatants floating opposite each other. The images are mentd constructs that
represent the combatants in the dudl.

Characters must willingly cooperate to form an arena and conduct adudl. A character
under amagicd or psonic compulsion, such as acharm person or suggestion spell,
cannot be forced to give consent. A character can be intimidated into giving consent in
any number of ways, including ageas or quest spdll. Consent given under threet is il
consent for purposes of amagica duel aslong asthe character in question is free to think
for himsdlf. In the case of ageas or quest spell, the subject is free to ignore the request
for adud and face the consequences.

Arena Physics

Although the arena looks like a sphere from the outside, it has aweird geometry dl
itsown. It is best pictured as arectangle 12 to 30 spaces long and one space wide,
resembling along, narrow corridor more than anything e'se. The opponents stand on
opposite ends of the corridor facing each other.

The number of spaces between them depends on the highest leve of spell each
opponent contributed to the arena. If neither opponent contributed a spell, there are 10
intervening spaces. The highest level spell contributed by each opponent adds its leve.
For example, if one opponent contributed a 5th-level spdl and the other contributed a
3rd-leve spdll, there would be 18 spaces between the duelists. There are never more than
30 spaces between the opponents, and only the single, highest-level spdl contributed by
each sde of the dud isfactored for determining the distance between the spellcasters.

The space occupied by the duelists in the arena does not count as far as the length of
the corridor is concerned. Thus, the largest arenawould consist of 32 spaces, but each
combatant would occupy one space at opposite ends of the corridor, leaving 30 spaces
between them.

Conducting the Duel

When the arena is complete, the opponents fight by casting spells. The spdlls emanate
from the characters images, and their effects become mental congtructs that move across
the arena and battle opposing spells aong the way.

To help keep track of spells cast during adue, it is helpful to use somekind of large
grid. The reusable sheets used for conducting combat encounters with miniature figures
areided. Place aminiature or counter for each combatant on the grid with the appropriate
number of gpaces between them.

A dud isfought in rounds, just like anorma encounter. The sequence of actionsin
each round is as follows:



1. The advantaged caster’s Spells move and any resulting combeats are conducted.

2. The disadvantaged caster’ s spells move and any resulting combats are conducted.
3. Both cagters cast new spells.

4. Steps 1-3 are repeated until the dud ends.

On thefirgt round of the dud, there is no spell movement because there are no spdls
in the arena.

Deter mining Advantage

Throughout the duel, one opponent has the advantage—the upper hand—uwhile the
other caster is disadvantaged. When the due begins, the advantage lies with the
spellcaster who contributed the highest level pell to the arena (not the highest combined
level of multiple spells). If neither opponent contributed any spells, or if neither opponent
contributed a higher level spel than the other, each opponent rolls 1d10 and the character
with the highest roll has the advantage. The opponent with the advantage retains it until
one of his spellsis destroyed in combat. At that point, the advantage shifts to the other
opponent. Each time a pell destroys another spdll in combet, the advantage shifts to the
opponent who cast the victorious spell. The advantage does not shift if a character defeats
aspdl through use of his power rating (PR) or making a successful saving throw.

Spellsin the Arena

Once cadt, agpell acquires aphysica form and moves across the space between the
combatants, taking effect only when it reaches the opponent. Spells are not readily
identifiable, but detect magic and the spellcraft proficiency can identify them. To help
keep track of spdlls, players should secretly record the spells their characters cast.
Writing the spells names on a piece of folded cardboard creates a marker that can easily
be moved across the grid (3" x 5” index cards cut in haf, then folded are idedl).

A spell never leaves the arena or affects creatures outside the arena. Remember that
the combatants themsalves are not in the arena—magical constructs represent them. It is
not possible for combatants to cast spells upon themsalves. For example, a priest
involved in adud can cast cure light wounds, but the spell appearsin the arena—it does
not hed any damage the caster has suffered. Likewise, awizard can use ateleport spdll,
but the spell merdly travels across the arena toward the opponent—it does not whisk the
caster away to another place. Spells also do not truly affect the opponent. A charm
person or imprisonment spell might fight its way to the opponent’ s space, but when the
spells take effect, the caster neither controls nor imprisons his opponent. Instead, the
opponent’ s actions are restricted until he can throw off their effects (see the Characters
vs. Spells section for detalls).

If agpell encounters an opposing spell on its way across the arena, the two spells
might struggle to annihilate each other before continuing on or they might pass each
other. Each spdll has three characterigtics that govern its behavior in the arena: Type,
Movement, and Power Rank. The Appendix contains duding characteristics for spells



included in the Player’ s Handbook and the Tome of Magic.

Table 25:
Spdll Interactions

Type A D AD L M
A — C C A —
D C — C A G
AD C C C A A
L A A A C —
M — G A — —

A = The opponent with the advantage decidesif the pdlls fight or pass each other with
no effect.

C = Combat must take place between the spells when they meet.

G = Generdly, these types of spellsignore each other, but there are some defense spells
that conduct combat with missiles; see the Special Dueling Characteristics for Spells
section for details.

— = The spells pass each other with no effect.

Table 26:
Spdll Movement

Spell Range* Movement Rate
Touch or 0**
1-20 yards
21-50 yards
51-100 yards
101+ yards

gaabrh wnNPRF

* If the spdl’ s range varies with the cagter’ s leve, its movement rate increases with the
increased range. For example, afireball cast by a5th-level wizard has arange of 60 yards
(MV 4), but afireball cast by a 15th-levdl wizard has arange of 160 yards (MV 5).

Some spdlls, such as prismatic spray, have ranges listed as O, but areas of effect that
dlow them to reach digtant targets. These gpellS movement rates are afunction of their
aress of effect, not their basic ranges. Spells that alow instantaneous movement or that
affect huge areas have movement rates of 5. See the Appendix for examples.

** Also includes spells with arange of less than one yard.



Type: A spdl’stype determines what it can do and which opposing spdlsit must attempt
to destroy. For dueling purposes, there are five types of spells:

Attack (A): The spdl’snormd function in the AD&D gameisto harm the target in
someway. In adud, an atack spell is used to damage or temporarily incapecitate the
opponent. Spells such as charm person, web, and disintegrate are attack spells. An attack
spell must conduct combat with any opposing defensive pdl it meets and can conduct
combat with opposing leech spells (the advantaged spellcaster decides, see below). It
ignores missile and other attack spdlls.

If an attack spell reaches the opposing spellcaster’ s square, it takes effect (seethe
Charactersvs. Spells section for details).

Defense (D): The spell’s normd function isto protect or fortify the recipient in some
fashion. In adud, these spells are used to destroy attack spells before they crossthe
arena. Spdlls such as protection from evil, cure light wounds, and minor globe of
invulnerability are defense spdlls. A defensive spell must conduct combat with any
opposing attack spell it meets and can conduct combat with opposing leech spells. It
generdly ignores missiles, but some defengve spells are specificaly designed to stop
missiles (refer to the Special Dueling Char acteristicsfor Spells) Defensve spdls
awaysignore each other, and, upon reaching the opposing spellcaster’ s square, vanish
without affecting the opponent.

Leech (L): Outsde of adud, the spell normally does not cause harm or provide a
defense. In adud, leech spells are used to destroy other spells and to damage the
opponent. Spdlls such asteleport, detect invisibility, and haste are leech spells. A leech
spell must conduct combat with any opposing leech spell it meets and can conduct
combat with opposing attack or defense spdlls. It ignores missiles.

If aleech spell reaches the opposing spellcaster’ s square, it inflicts 1d6 points of
damage per spell level. The opponent is allowed a saving throw vs. spell to reduce the
damage by half.

Attack/Defense (AD): The spdl’s normd function isto create a solid barrier or
summon acregture. In aduel, an attack/defense spell creates a barrier that most spells
cannot bypass without a battle and has the ability to inflict damage upon the opponent.
The various wal and mongter summoning spellsaswell asdispel magic are
attack/defense spells. An attack/defense spell must conduct combat with any opposing
defensive or attack spell it meets, and it can conduct combat with opposing leech or
missile pdls, as chosen by the advantaged spellcaster (see below).

If an attack/defense spdl| reaches the opposing spdlcaster’ s square, it usudly inflicts
1d6 points of damage per spdll level. The opponent is allowed a saving throw vs. spell or
aspdl combat roll to avoid the damage.

Missle (M): The spdll creates or propels a physical or magical projectile that streaks
toward the target, inflicting damage. In adud, amissile spdl is used to damage the
opponent. Spells such asfireball, magic missile, and flame arrow are missle spdls. A
missile spell can conduct combat with opposing attack/defense spells. It ignores other
missile, leech, atack, and most defense spdlls.

If amissile spdll reaches the opposing spellcaster’ s square, it takes effect (see the
Charactersvs. Spells section for details).

Power Rank (PR): The higher aspel’s power rank, the more likely it isto defeat



another spell in combat. A spdl’ s power rank isitsleve plus nine. For example, a
fireball isa 3rd-leve spdl and hasa PR of 12.

Movement (MV): A spdl’s movement rate determines how quickly it moves across the
arena. A spdl need not move its full rate but can never exceed its movement ratein a
sngle round. Most spells must move at least one space every round (unless locked in
combat with another spell). The only exception is defengve spells; adefensive spell can
remain in the caster’ s pace instead of moving across the arena, but only one such spell
can remain with the cagter a any given time. If the caster leaves the space, the spell stays
behind.

A spdl’s movement rate is based on its range, as shown on the Table 26.

Requirementsfor Spellcasting

All spdllcagting during adud is smultaneous. Spells cannot be disrupted as they can
during anorma encounter. Spellcasting is not dways possible, however.

To cast agpell in adud, acharacter must be free from the effects of hostile spells and
not engaged in persona combat with his opponent. The character must have the intended
spell memorized and must have any required materid componentsin his possesson.
Additiona components are not required, however, as the arena itsalf makes up for the
lack. For example, the pyrotechnics spdl normally requires afire source. In adueling
arena, the spd| ill works.

Spell Movement and Combat

When aspdll iscag, it gppearsin the space immediately ahead of the cadler; if itisa
defensive spell, it can gppear in the caster’ s space instead. No spell moves on the round
when it is cast. If an opponent’s pdll dready occupies the space, the two spdlls must
check for combat.

Movement: A spdl dready in the arena when around begins moves one or more spaces
toward the opponent. The spell must move at least one square forward unlessit is locked
or it isadefensve spdl occupying the caster’ s square; the latter type of spell hasa
movement of 0 and remains whereit isuntil it is destroyed in combet or the duel ends. A
spell need not moveits full movement rate.

All of the advantaged caster’ s Spells move firgt, even if combat causes the advantage
to shift to the other caster. When spells move, the spell closest to the opponent ways
moves firgt, then the next closest, and so on until al the character’ s spells have moved.

It is possible for two or more spells to occupy the same space. All spells cast by one
character can fredly move through each other or stop in the same space. When two
friendly spells begin around in the same space, the spd| with the fastest movement rate
movesfirg.

Spells from different casters aso can move through each other or stop in the same
gpace if they are not required to conduct combat. Spells never move backward unless

forced to do so by an opposing spell’ s specid ability.

Combat: When two opposing spells meet, the disadvantaged caster must announce his



sdl’stype (A, D, AD, L, or M). The advantaged caster then checks his spdl’ s type
agang Table 25 to determine if the spells battle or if they pass each other. The
advantaged cadter is not required to reved his spdl’stype, and neither caster is required
to reved what the spdls actudly are. Note that some spells must battle each other even if
their types don’t require them to (see the notes on specid abilities). It isthe
disadvantaged opponent’ s respongbility to announce specid abilities that might be
relevant.

If combat occurs, it is conducted immediatdy, and dl spell movement temporarily
stops until the combat is resolved.

To conduct combat between spells, each player rolls 1d20 and compares the result to
his spdl’s power rank. If the rall is higher than the power rank, the spell fails. If the roll
isequd to or less than the power rank, the spell succeeds.

If one spell fails and the other succeeds, the failed spdll is destroyed. If other
opposing spells exist in the same space, battle is conducted with them aswll. If the
winning spdl was moving when the combat occurred it can finish its move after the
baitle. It is possible for one spd to fight severd different battlesin a Sngle round, but
combat between any one pair of spdllsis conducted only once each round.

If both spellsfall, the two spdlslock. Failure can occur when both spdlsroll higher
than their power scores or when two spells with the same power scores tie each other.
Locked spells prevent other spells from passing; refer to L ocked Spells, below.

If both spells succeed, the pell with the higher roll destroys the spell with the lower
roll.

For example, Rary casts acharm person spell (A, PR 10) that meets Serten’s cure
light wounds spdll (D, PR 10). The two spells must battle. Rary rollsa 12 and Serten rolls
al. Rary’s charm person spell is destroyed because it faled itsroll and Serten’s cure
light wounds spell succeeds. If Rary had rolled a9 instead of a 12, the charm person
would have destroyed the cure light wounds spell because it succeeded with a higher roll.
If Serten had rolled a 20 and Rary had rolled a 12 (or if both had rolled a 10), the two
spellswould have locked.

If an opposing spell occupies the space in front of a character during step 3 and the
character cagts his own spdll into that space, the two spellsimmediately check for
combat.

Table 27:
Character Power Scores

Ability Score* Bonus Power Score
14 or less 0 9
15 1 10
16 2 11
17 3 12
18+ 4 13

* Wizards and bards use Intelligence/Reason. Priests, paadins, and rangers use
WisdonvIntuition.



L ocked Spells: When two spellslock, they remain in place until another spell entersthe
space and destroys the opposing spell. No spell can move through a space containing
locked spdlls, even if it normally could ignore the opposing spell. Once the opposing
spdll is destroyed, dl the blocked spdlls are free to move normaly.

For example, the charm person and cure light wounds spells from the previous
example are locked. Thereis no further combat between the two spells until athird spell
moves into the space. The next pdl to move isamagic missile that belongsto Rary.
Magic missileisatype M spdl that normally ignores type D spdlls, so it cannot destroy
the cure light wounds spell and is blocked until the lock is cleared. The next spdll to
moveis Serten’sdispel magic. Dispel magic isan AD spdl that normdly fights the type
A spdl charm person. If the dispel magic spell destroys the charm person spell, the lock
iscleared. If not, the lock continues and spells are till blocked from advancing past the
lock.

It is possible to have multiple locked spdlls in the same space. When this occurs, each
gl that enters the space must check againg al locked spellsin the area. Once dl
opposing spells are defeated, the lock is cleared.

Combat Between Multiple Spells: If aspell enters a space containing more than one
opposing spell, dl the spells must be checked for combat.

If thereisalock in the space, the opposing spell that caused the lock is checked firgt.
If the incoming spell cannat battle the locking spell, the incoming spell is blocked and no
combat occurs between it and any other spll in the space until the lock is removed.

If thereisno lock in the space, the opposing spell with the highest movement rate is
checked for combat. If there is no combat or the incoming spell wins the combat, the
gpdl with the next highest movement rate is checked. This process continues until the
incoming spell is destroyed or al opposing spells have been checked. If alock occurs
during the process, dl combat stops until the lock is cleared.

If there are multiple locksin the space, the incoming spell checks the opposing locked
spdl with the highest movement rate for combat. If the incoming spell cannot conduct
combat with that spell, no combat occurs and al the locks remain in place. If the
incoming spell defeats the first locking spdll, it checks for combat with the next fastest
locking spell and so on until dl the opposing locks are checked or until the incoming
gpell islocked or defested.

When dl locks are removed from a space containing multiple opposing spells, thereis
no further combat until another spell enters the space. The spell entering the space checks
the opposing spell with the highest movement rate and continues checking until dl the
opposing spells have been checked or the spell islocked or defeated.

Character Movement and Combat

The charactersinvolved in adud have power ranks and can move across the arena
and conduct combat just as spells do.

A character can move one space each round instead of casting a spell. Unlike a spdll,
characters can move forward or backward. If the character enters a space containing an
opposing spell, the spell takes effect just as though the spell entered the character’ s space.



A character has power rank of 9 plus abonus for high Intelligence/Reason or
Wisdom/Intuition. Characters use their power ranks for conducting combat between
themsdves and sometimes for ressting spdlls.

Charactersvs. Spells: Opposing spels areimmediately revealed when they enter a
character’s square; when a spdll hits, the character knows exactly what it is. Spells have
varying effects according to their type:

Attack Spells: These take effect just asif they were cast upon the character during an
adventure. However, it isimportant to remember that the character is not affected
directly, only the mental congtruct that represents the character in the dud is affected.

If the spell normally adlows a saving throw, the character is entitled to one in the dud.
The saving throws by caster level optiond rule (see page 143) isdways used in duels,
bonuses for high ability scores never gpply during adue. Refer to the individud spell
description for the spell’ s effects.

If the spell normally requires the caster to make an attack roll, such as Melf's acid
arrow and al touch-ddivered spdlls, the two characters conduct a combat to seeif the
incoming spell takes effect (see the Character vs. Character section).

If the spell inflicts damage, the appropriate number of hit points are deducted from
the character’ stota. Characters reduced to zero hit points or less lose the duel and suffer
the effectsindicated under the Spoils of Victory section (page 105).

If aspdl has any lingering effects that hinder or incapacitate the target in any way—
loss of mentd control, immobilization, or any other effect that keeps the character from
cadting spdlls or acting fredy—the character cannot move or cast spellsinto the arena,
but he can cast counter spells or conduct combat with the spell. This represents the
character’ s struggle to regain control over his menta congtruct. A character with a
positive hit point total can never be removed from the arena or forced to end the dud by a
spell cast as part of the duel, such as a suggestion that tries to convince him to quit.

Combat between a character and a spell is conducted just like combat between spells
except that the affected character uses his power score. If alock occurs, the attacking
spell is destroyed instead. Characters cannot opt to use their power scores instead of
attempting saving throws when spells first enter their spaces.

When a spell firgt enters the same space occupied by their magicd condruct, the
attacking spdll is revedled and the character has the option of either making asaving
throw or employing a counter spell. To cast a counter spell, the character selects a spell
that can normally conduct combat with the spell (this can be affected by who hasthe
advantage). The combat between spellsis conducted normally, but both the attacking
spell and the counter spell are destroyed if the counter spell wins or if thereisalock. If
the counter spell is defeated, the attacking spell affects the character. A character can cast
any number of counter spells during around provided he has an gppropriate spell
memorized, but he can only cast a single counter spell againgt each incoming spell.

Casting a counter spell does not prevent a character from casting a spell later in the
round.

Defense Spells: These vanish when they enter the opponent’s space. A defense
gpell—not an AD spell—can dso be cast in the character’ s own space. A spdll cast in this
manner remains in the space until destroyed or the duel ends. Any attack or
attack/defense spell that enters the space must defeat the spell before it can affect the



character, and some defense pdlls can dso combat missilesin this manner.

Attack/Defense Spells. Unlessthe spdl has a specid ability that sates otherwise, an
attack/defense spdl| inflicts 1d6 points of damage per spell leve when it reaches an
opponent’s space. The opponent is allowed a saving throw vs. spellsto negate the
damage.

Leech Spells: Unlessthe spell has a specid ability that States otherwise, aleech spell
inflicts 1d6 points of damage per spell level when it reaches an opponent’ s space. The
opponent is dlowed a saving throw vs. spells to reduce the damage by hdlf.

Missile odls: These spdis follow the same procedures as attack spells.

Charactersvs. Multiple Spéells: If severd hosgtile spells enter a character’ s space at
once, the character deds with dl of them smultaneoudy, making saving throws,
conducting combat and casting counter spells; it is possible for a character to cast
multiple counter spdllsin asingle round.

The character must ded with any spell that began the round in his space first and then
with the fastest opposing spdll, and so on until he conducts combat with every spel inthe
gpace. If some of the spellsin the space do not alow counter spells, such as creature
summoning spells, the character can use counter pdlls againgt any spellsin the gpace that
do alow counter spells.

Character vs. Character: Combat between characters occurs whenever two characters
occupy the same space as well as when a spdll that requires an attack roll entersa
character’ s space. Character combat is conducted just like spell combat, except that locks
are treated differently.

If aspdll causes character combat, the attacker uses his power score or the spell’s,
whichever is higher. The spell takes effect if its caster wins the combat. The spdll is
destroyed if it is defeated or locked. The defender can respond with his power score or a
counter spell.

If two characters are engaged in combet, the winning character can choose to inflict
1d6 points of damage or send the loser 1d4 spaces away in either direction, but in no case
can the loser be moved out of the arena. If the forced movement takes the character into a
gpace containing an opposing pell, the spdll takes effect.

It isnot possible to cast spells while engaged in character combat. Counter spells
cannot be used againgt another character.

I dentifying Spells: Spdls are not readily identifiable when they are moving across the
arena. However, a pdl is dways revealed when it isin the same space as the opponent.
A character with the spdlcraft proficiency can try to identify opposing spdlsinstead
of moving or casting a gpéll. The character chooses any spell currently in the arenaand
rolls a power check. If the roll succeeds, the spell isreveded. This can be particularly

useful for targeting specific enemy spdls.

Specia Notes The DM should find the following information useful when characters
engagein magicd dues.

Magical Items and Preexisting Spells



Because aduding arenais amenta congtruct, it is not possible to carry any sort of
equipment into it; the opponents enter the arena only in their minds. Certain items,
however, can affect the course of adud.

Items that actualy store spells or spell energy can be employed to create spells during
adud. Such itemsinclude rings of spell storing, magica scrolls, and rods of absor ption.
A scroll of protection creates a defensve effect with a power rank of 15 and a movement
of 1.

Items that create spel-like effects usualy cannot be used in adud. Such items
include al wands, staves, potions, and miscellaneous magica items, as well as most rods.
The combatants, however, can agree in advance to incorporate such itemsinto adud.
The arenamust be atered to dlow the items to function, and an additiona turn of
preparation time is required for each class of item to be alowed. If only one particular
item isto be alowed, an extraturn of preparation is required.

For example, Delsenora and Calvin decide to have afriendly spellcasting contest, but
Cavin wishesto employ hiswand of conjuration in the dud. If the pair spends two turns
creating the arena, either character could use any wand. If the pair spends three turns
preparing, only Cavin’swand of conjuration can affect the due—the extra time might be
well worth Cavin's patience.

A spdl-like effect from an item works just like the spell it smulates. When in doulat,
the item creates aleech effect that inflicts a maximum of 6d6 points of damage. A leech
from a gtaff drains amaximum of 8d6 dice of damage, while other itemsinflict a
maximum of 9d6 points of damage. An effect from a device uses the device levd to
determine the saving throw, not the wielder’s level (see page 144).

Magica bonuses for protective devices, such as enchanted armor and rings of
protection, increase the wearer’ s power score against spells, but not for personal combat.
For example, a priest with a power score of 11 wearing plate armor +2 and aring of
protection + 1 has an adjusted power score of 14 againgt spdlls. Armor class has no effect
on adud; items such as bracers of defense do not help the wearer. Defensive bonuses to
saving throws gpply to any saving throw the character makesin the dudl. Magica armor
can provide saving throw bonuses againgt missiles and attack/defense spells (see DMG,
Chapter 9).

Attack bonuses from magica wegpons increase the character’ s power score for
persona combat, but not againgt spells. In other words, magica weapons only help when
the two magical condiructs engage in melee combat instead of casting spells a each
other.

Effects from other magical items and spells that are activated and in place on a
character when an arenais congtructed usualy have no effect on aduel. However, the
arena can be congtructed to allow them to operate. An extraturn of preparation timeis
required for each effect to be incorporated. Once incorporated, an effect remainsin place
until it isdispelled or its duration expires.

A preexigting effect can profoundly influence on adud. For example, aminor globe
of invulnerability makes the protected character immuneto al 1- through 3rd-leve
gpells. The globe can be dispelled, but a dispel magic spell would have to reach the
character’ s space before it could take effect. A ample protection from evil spdl renders
the recipient immune to any attack/defense spell that summons crestures. Characters



should exercise consderable care before agreeing to alow an opponent to enter the arena
with amagicd effect dready in place. The duraionsfor al preexisting conditions begin

on the firgt round of aduel, not when the spell isinitidly cast during the arena creation
process.

Certain magicd effects prevent an arena from being formed; these include the spdlls
antimagic shell, prismatic sphere, Otiluke’s resilient sphere, Otiluke' s telekinetic sphere,
any wal spell, and scrolls of protection from magic. None of these effects can be
incorporated into an arena, even if both opponents agree.

Specidist Wizards

Specidig wizards saving throw adjustments for spells within their schools of
specidization apply during duels unless the characters choose to forgo them. Such
adjustments require an extra turn of preparation when building the arena. Specidists are
free to use any available bonus spdls during adud.

Specidigts dso suffer from adisadvantage in duels;, spdlls from their opposition
schools gain an extra power rank. For example, dispel magic spells have arank of 13, not
12, when used againg illusonists because Abjuration is opposed to Illuson. The bonus
represents the specidigts lack of experience when dedling with magic from their
opposition schools.

A duding arena provides a stable magical environment, and wild surgesand leve
variations never occur within them. It is possible to congtruct an arenathat dlows level
variations, but both combatants must be wild mages and wild surges gill areimpossible.
Inadud, leve variaionsraise or lower a spell’s power rank.

For example, Johan the Rat casts an unseen servant spell, which normdly hasa
power rank of 10. If Johan rollsaleve variaion of -5, that particular unseen servant
spell has power rank of 5.

A spdl’s other dueling characteristics and effects can dso be dtered by aleve
variation. For example, if Johan were a 13th-level wild mage and cast afireball spdl with
alevd varidion of -5, thefireball spell’s power score would be reduced to 7 and the
ol could inflict only 8d6 points of damage. The spdll’s movement also would be
reduced from 5 to 4.

Elementdigs saving throw adjustments apply during dudls. The dementdist ability
to cast agpdl at higher level than norma does not gpply unless both combatants are
dementdigs. If used, the casting level increase boosts the spell’ s power score and other
characteristics in the same manner as described above.

The Spoils of Victory

The combatants are free to decide when a dud ends and what happens to the
character who loses the dud, but the generd terms must be set in advance. A magica
dued aways ends when one combatant runs out of pells or runs out of hit points, the
combatants choose one or both conditions to apply. The combatants can choose
additiona conditions for ending the duel, such as when an opponent reaches half hit
points or when an opponent casts a certain type of spell. Preparing the arena requires an
extraturn for each extra condition and two extraturns if the condition does not apply



equally to both opponents.

For example, if Cavin and Ddsenorawish to conduct adud in which the first
character to cast an Evocation spdll loses, they need one extra turn to build the arena. If
they wish to end the dud only when Delsenora casts an evocation spell—leaving Cavin
free to use them throughout the due—they need two extra turns to complete the arena.

Once conditions for ending the duel are s, the due automaticaly ends when the
condition is met, even if the opponents change their minds. A character can dwaysend a
dud early by surrendering and accepting defest.

The extent of the dudl’ s consequences depends on the combatants' resolve and how
many levels of spdlsthe combatants invest when forming the arena. Some common
terms are listed below:

Friendly Competition: The spellcasters are more interested in who can win than in
harming each other. Thereislittle risk to either character, but a treacherous opponent
could use the duel to delay his adversary and perhaps gain the upper hand in afuture
confrontation.

0-6 Soell Levels: All spdls cast during the dud remain in the characters memories.
The opponents hit point totas return to norma when the dud ends, though the loser
looks alittle worse for the wear.

7-12 Spell Levels: Thewinner retains al spells cast during the dud, and the winner's
hit point tota returnsto norma when the dudl ends. The loser suffers 2d6 points of
temporary damage and forfeits 2d4 levels of spdlls.

13-18 Spell Levels: The winner loses 1d6 levels of spdlls used during the dud. The
winner’s hit point total returns to norma when the dud ends. The loser suffers 4d6 points
of temporary damage, which automaticaly returns an the rate of one hit point per round,
and forfeits 4d4 levels of spdls.

19+ Spell Levels: The winner loses 4d6 levels of spells used during the dud. The
winner’s hit point tota returns to norma when the dud ends. The loser suffers 8d6 points
of temporary damage and loses 8d4 levels of spells.

Death: The opponentsintend to inflict harm upon each other. Timid characters might
contribute very few levels of pdlsto the arenato avoid serious harm.

0-6 Levels of Spells: All spells cast during the dud remain in the characters
memories. The loser suffers 2d6 points of damage and must save vs. death or die.

7-12 Levels of Spells: Thewinner loses 1d6 levels of spells cast during the dudl. The
loser suffers 4d6 points of damage, loses 4d4 levels of spdlls, and must save vs. deeth or
die.

13-18 Levels of Spells: The winner loses 2d6 levels of spdlls cast during the duel and
suffers 1d6 points of temporary damage. The loser suffers 6d6 points of damage, loses
804 leves of spdls, and must save vs. degth or die. Even if successful, the character must
pass a system shock rall or fal unconscious for 2d6 turns.

18-22 Levels of Spells: The winner loses 4d6 levels of spdls cast during the duel and
suffers 2d6 points of temporary damage. A magical exploson envelops the loser,
inflicting 8d6 points of damage. The losing character must save vs. breath weapon. If the
save fals, the character diesand dl of his equipment must save vs. magica fire or be
destroyed. If the save is successful, the character loses consciousness for 2d6 turns. In



ether case, there is 20% chance the character is blown to another plane. The character
aso loses 12d4 levels of spells.

23+ Levels of Spells: The winner loses 2d6 levels of spdls cast during the duel and
suffers 4d6 points of temporary damage. An intense magica explosion envelops the loser
and inflicts 10d6 points of damage. The character must save vs. breath wesgpon. If the
savefalls, the character dies and dl his equipment must save vs. lightning or be
destroyed. If successful, the character |oses consciousness for 2d6 turns. In either case,
there is a40% chance that the character is blown to another plane. The character dso
loses 1804 levels of spdlls.

Service: The combatants agree to perform some task if they are defeated. The tasksto be
performed can be agreed upon before the due begins or |eft to the victor’ s discretion. The
due has the same effects on the combatants as a friendly competition, with the following
additiond effects:

0-6 Spell Levels: Theloser is charmed (as a charm person spell) by the winner. If a
service has been agreed upon in advance, any orders not related to the task alow the
charmed character a saving throw to negate the spell. If no task has been agreed upon in
advance, the charm functions normally.

7-12 Spell Levels: Theloser is charmed as above, and the winner can implant a
suggestion (asthe 3rd-level wizard spell). If a service has been agreed upon in advance,
there is no saving throw vs. the spdll if it pertainsto the service. If the loser ressts the
suggestion, the charm remainsin place.

13-18 Spell Levels: The loser is charmed and subject to suggestion as above, and the
winner may place a gess (as the 6th-level wizard spell) on the loser. If a service has been
agreed upon in advance, thereis no saving throw vs. the spell if it pertainsto the service.
Ressting the geas has no effect on the charm or the suggestion.

19+ Spell Levels: Theloser fals completely under the winner’ swill and can be
dominated (as the 5th level wizard spell domination). If the domination is broken, the
winner can immediately gess the loser. The winner isfree to issue any commands he
wishes within the limits of the domination and geas spells. Even if a service has been
agreed upon in advance, the winner may ater the dedl. The geas can belifted only by a
wish, dispel magic, or remove curse spell cast by a character of higher leve than the
winner.

Prize: The combatants are vying to possess some tangible object. In most cases, the
character monitoring the dudl holds the object and presents it to the winner. The due
itself can be fought to the deeth, for service (particularly useful if the item being fought
over isnot present at the duding Ste), or can be friendly.

Spell Loss: Spellslost after aduel are gone from the character’ s memory as though cast
normaly. Spells contributed to the arena are dways log. If a character loses arandom
number of el levels, he must lose as many spdls form memory as are required to meet
the total.

For example, Delsenoraloses afriendly contest to Calvin. She loses thefireball spell
she contributed to the arenaand the die roll indicates she must lose four more levels of
gpdlls. Delsenora chooses spells from her list of memorized spellsto meet the



requirement; she can lose four 1st-level spdls, two 2nd-leve spells, or any other
combination of spdllsthat equas or exceeds four levels.

When a character loses spdlls after adud, any materia components required to cast
the spells are consumed, but the character can regain the spells normaly.

The winner cannot lose more levels of spells than were cast during the dud, but the
loser can. If acharacter loses more levels of spells than were memorized before the dud,
he loses one point of Intelligence/Reason (if awizard) or one point of Wisdom/Intuition
(if apriest) for each excessleved logt. Thelossis permanent if the dud was being fought
to the death. Otherwise, one point is restored for each full day the character rests. A
restoration spell can restore permanently lost points, and a heal spell can restore
temporarily logt points.

Damage: The temporary damage a character suffers after aduel automaticaly returns at
arate of one hit point per round. If temporary damage reduces the character’ s hit point
total to —10 or less, the character dies. If the character’ s hit point tota isO to -9 heis
unconscious until his hit pointsriseto a least 1.

A victorious character cannot suffer more temporary damage than was suffered in the
dud. Theloser, however, can suffer more norma damage than was suffered during the
duel—the shock of defeat iswhat inflicts the damage. The Death From Massve Damage
rule does not gpply in duds (see DMG, Chapter 9).

Charm: The mentd effects from adud fought for service are unaffected by any form of
specid resistance, including magic resistance, racia resistance to charm effects, and
resistance due to high ability scores. The winner bores directly into the loser’ s psyche and
takes control.

System Shock: The force of the defeat can overwhelm the loser’ s body and knock the
character out for ashort time. A heal spell restores the character to consciousness.
Anyone with awegpon can kill an unconscious character with a single blow.

Blown to Another Plane: Theloser is hurled through a dimensiond rift, leaving behind
apileof dust. The DM can randomly determine which plane the character is blown to or
can choose a plane gppropriate to the campaign. Any equipment destroyed in the blast
remains behind. A wish can recover the lost character.

Death: Theforce of the defeet kills the character outright. If the character is not blown to
another plane, there is a 50% chance the body disintegrates, leaving only a pile of dugt. If
not disintegrated, the character can be raised, resurrected, or reincarnated normally, but
regeneration isineffective. Only awish can restore a disintegrated character to life.

Outside Interference

Any kind of attack, successful or not, on a character involved in amagica dud
disrupts the arena and ends the duel. Both characters are assumed to be the victor for
purposes of the dugl’ s aftereffects, but the dudl’ s other terms and conditions are rendered
invaid.

It is possible for onlookers to shout advice to combatants, provided that the protective



spdl surrounding them alows communication. Touching the combatants, handing them
equipment, or casting Spells on them automaticaly ends the dudl.

Attacks against the mediator of the dudl and attempts to breech the protective spell
cast by the mediator have no effect on the dud.

The Role of the Mediator

The character engaged to oversee amagica dud isthe person who decides how
isolated the combatants are. A fairly impenetrable defensive spell, such as prismatic
sphere or ahemispherica wall or force, insures that no one can easly disrupt the
proceedings. A fairly weak spell, such as protection fromevil 10 radius, offersthe
combatants very little protection.

The mediator’ s secondary roll is keeping things honest. It is his responsibility to make
sure the combatants do not employ magicd itemsin an atempt to gain an unfair
advantage. It istraditional for the mediator to search each combatant for contraband
before congruction of the arena begins. Prohibited items are usudly confiscated and held
until the dud is completed. Careful mediators usudly ingst on physicaly searching each
combatant to foil nondetection spells and amulets of proof against detection and location,
which can defeet divination spells.

The mediator can end the arena construction process just by touching one of the
combatants. The mediator can end the dud itsdlf in asmilar manner. A dedicated
mediator ressts attempts to disturb the combatants, but mediators with less resolve have
been known to flee when chalenged.

The mediator knows how much time each caster pends contributing spellsto the
arena, and some judges have been known to intervene, ending the due for good or for ill.

The mediator is under no specia compulsions toward fairness or honesty unless
dudligtstake precautions. A geas spell can help insure amediator’ s fairness, but powerful
characters can usudly avoid the worst effects of violating the geas. It isbest if both
combatants agree on a mediator they can trust.

If the protective spell the mediator casts over the dudistsis large enough, the
character can include himsdlf in the spell and be protected a ong with the combatants.
Some spdlls, such as prismatic sphere, dlow the caster free passage in and out, which
makes them idedl for mediators who want to keep an eye on the Situation outside the
arenaaswdl asthe battle taking place in the arena.

Special Dueling Characteristics Many spells behave in unusua ways within a
dueling arena. This section provides the necessary details for both individua and groups

of spdls.
Groups of Spells

Certain groups of spells share common characteristics as outlined below.
Mental or Debilitating Attacks

Spells such as charm person, command, confusion, domination, forget, grease, hold
per son, suggestion taunt, web, and other pells that make the target respond to the



caster’ s commands, force an unwanted action, or render the target unable to act fredy
have only atemporary effect in adud. The affected character is unable to move or cast
spdls—but counter spells are allowed—until the hogtile spdll is destroyed through
combat or a counter spell.

Dudists can never be compedlled to leave the arena or perform unwanted actions.
Instead, control over their mental congtructs are temporarily limited.

Creature-Summoning Spells

Spells such as monster summoning and conjure elemental can be especialy
vulnerable to defensive spells such as protection from evil. These spells are very potent in
adud, forming congtructs that conduct character combat upon reaching the opposing
spellcaster. The opponent cannot cast any spells except counter pells while a summoning
gpell occupies his space. He must fight using his power score. Some spdlls, however,
have specid ahilities that alow them to be used as counter spells againg thistype of
megic.

The summoning spdll uses its power score in the battle, and if it succeedsit inflicts
1d6 points of damage per spdll level and remainsto fight again. If the opponent wins, the
summoning spell is destroyed. If alock occurs, the character suffers no damage, but the
summoning pell remains and attacks again the next round—a lock does not destroy a
summoning spell asit doesin normd character vs. spdll combat.

[llusons

Spells such as phantasmal force that alow the caster to create an image of dmost
anything imaginable are highly flexible in adud. The spdlls can be used to duplicate any
type of spell. The caster chooses the type when casting the spell. Once cast, the spdll type
cannot be changed. If employed as an attack, attack/defense, or missile, the opponent and
the caster conduct character combat when the illusion reaches the opponent’ s space, but
the defender is dlowed to cast counter spdlls. If the caster wins the combat, the opponent
suffers 1d6 points of damage per leve of theilluson. If the defender wins, no damage is
inflicted. When employed as aleech, the spdll follows the normal rules for leech spells.
When employed as a defense, any lock destroys the illusion unless the opposing spell
SUMMONS a creature.

Reversible Spells

Spells such as cure light wounds cast in their reversed forms cregte effects that
usudly function in the opposite fashion from their basic forms. For example, areversed
defensve pdll is an attack pell. A reversed leech, however, isgill aleech. A spdl’s
reverse dways countersitsalf and vice versa. For example, a character attacked by a
cause critical wounds spell can use a cure critical wounds as a counter spell and
automaticaly destroy the cure critical wounds.

Teleportation

Spellsthat dlow ingtantaneous travel cannot be locked by spellsthat create physica
barriers, such asthe various wal spdlls. If alock occurs, the two spellsignore each other
ingtead. If ateleportation spell is used as a counter spell, alock Hill destroys both spells.



Individual Spells' Special Abilities

There are severd specid abilities common to severd spells.

Automatic Defeat: If aspdl automaticaly defeats another spdll, it dwayswinsa
combat with the listed spell or pell group. This applieswhen it is used as a counter el
aswdl.

Cannot be Locked: When a spdll cannot be locked by another type of spell, any lock
result destroys the opposing spell unless some other specid lock effect is specified.

Counter: When a spdll islisted as a counter to another spell or type of spell, it can be
employed as a counter spdll againg the listed type even if combat between the two spdlls
isnot normally possible. When aspdll islisted as an automeatic counter to another spdll, it
destroys the listed spell without adie roll when cast as a counter spell.

Advanced Illusion: Seethe note on illusons, above.

Antianimal Shell: This spdll cannot be locked by spells that summon creatures. It
counters creature-summoning spdls.

Antimagic Shell: Missles and leeches must battle this spdll, and it cannot be locked by
any opposing spell. The spell dissipates when it reaches the opponent’ s square.

Antiplant Shell: This spdl cannot be locked by spdlls that employ living plants or
summon plant creatures, such as entangle or changestaff. It automaticaly counters
plant-based spells.

Barrier of Retentiont: This spell cannot be locked by spdlls that summon creatures.
Bigby' s Hand/Fist Spells: These spells conduct character combat when they reach the
opponent’ s square, just asif they were summoned crestures. Bigby' s interposing hand
inflicts no damage, but prevents the opponent from casting any spells until it is destroyed.
Other spdIsinflict damage aslisted in their descriptions.

Blade Barrier: This spell cannot be locked by spells that summon creatures.

Blessed Warmtht: This gpell cannot be locked by cold-based spells. It automatically
counters cold-based spélls.

Blindness: A blinded character cannot cast spells or counter spells (except cure blindness
or deafness).

Call Lightning: This spell produces a sngle stiroke of lightning when it reaches the
opponent’ s space.

Caltropst: This spdl cannot be locked by spells that summon cregtures.

Chant: This requires two rounds to cast and cannot be used as a counter spell. The spll is



disrupted if the caster fails a saving throw or loses a combet roll during the first round of
casting—an exception to the generd duding rule—and the caster cannot cast counter
spdls during that time.

Chaotic Commandst: When used as a counter spell, chaotic commands dways defeats
spdlsthat dlow the caster to command or control the recipient, such as command, charm
person, and suggestion. Whenever victorious againg such a spell, the two opponents
must conduct character combat. If the caster of chaotic commands wins, the opposing
gpell reverses direction and moves toward the origina caster, functioning as one of the

victorious caster’ s spdlls. If the cagter of chaotic commands loses the personal combat,
the spdll is negated.

Circle of Privacyt: This spell cannot be locked by spells that summon creatures.

Cloak of Bravery: This spdl cannot be locked by any spell that causes fear or panic, such
as emotion, fear, or scare. It automaticaly counters fear effects.

Cloudkill: Thisspdl cannot be locked by alower leve spell that summons creatures.

Compulsive Ordert: Dudigs afflicted by this spell are unable to move, attack, or cast
spells until the el is defeated, but counter spells are allowed.

Contact Other Plane: Cadgting this pell in adud does not cause insanity. This pell
cannot be locked in spell vs. spell combat. If alock occurs, the two spellsignore each
other instead. A lock till destroysthis spell if the combat takes place in acharacter’s
space.

Continual Light: When employed as an attack spdll, this spdl blinds the opponent (save
vs. odl negates), preventing movement, attack, or spellcasting until the spell is defeated.

Control Temperature, 10" Radius. This spell can be cast to raise or reduce the
temperature; the caster chooses which one at the time of casting. Once the caster chooses
which verson to cagt, it cannot be changed. The spell cannot be locked by any spell
employing the opposite effect (the cold version cannot be locked by hesat- or fire-based
gpells, and the hot version cannot be locked by cold-based spells). This spell
automaticaly counters its opposing effect.

Couraget: This spdl cannot be locked by any spell that causes fear or panic, such as
emotion, fear, or cloak of fear. It automatically counters fear effects.

Crushing Wallst: This spel cannot be locked by alower level spdll that summons
creatures, the opposing spell is destroyed instead.

Crystalbrittle: Thisspel automatically defeatswall of iron and any other spell that
creates amass of metal, both in combat and when used as a counter spell.



Cure Blindness or Deafness. This spdl counters any spell that obscures vision. If locked
in combat by a blindness spell, both spells are destroyed instead.

Cure Disease: The reversed form of this pell, cause disease, renders characters unable to
move, attack, or cast spdlls until they defest the spell.

Cure Wounds Spells: These spells counter any attack or missile spell that inflicts damage.
They are counters againgt leech or attack/defense spdlls.

Demishadow Magic: When this spdll reaches the opponent’ s space, the opponent must
roll a saving throw vs. spdll before cagting any counter spells. If the save fails, the spell
inflicts 10d6 points of damage, but the caster can attempt a counter spell or asave vs.
spell to reduce the damage to 5d6 points. If the initial save succeeds, the spell inflicts 4d6
points of damage, and the cagter is free to employ a counter spell or attempt a second
saving throw to reduce the damage to 2d6 points.

Demishadow Monsters. This spell functions as any other creature-summoning spell.
When it reaches the opponent’ s space, the opponent rolls a saving throw vs. spells. If the
save succeeds, the creaturesinflict 2d6 points of damage with a successful attack instead
of 5d6 points of damage.

Detect Magic: The opposng ol isreveded even if the detect magic spell islocked or
destroyed in combat. A priest must roll a power check, using the character’s power score,
to discover what the opposing spell is. The wizard version does not require a power
check.

Detect Scrying: This cannot be locked by spells that extend the caster’ s perception over a
distance, such as clairvoyance, clairaudience, and wizard eye.

Dimension Door: See the note at teleportation on page 108.
Dimensional Foldingt: Seethe note at teleportation on page 108.
Disbelieff: This counters any other spdll, including spells that summon crestures.

Disintegrate: This spell aways defests spells that creste solid barriers, such aswall
dls.

Dispel Magic: If locked or defeated in combat, this can destroy the opposing spell. A
norma dispd roll isrequired (see spell description). Note that some spells cannot be
dispelled. The spell dissipates when it reaches the opponent’ s space.
Duo-Dimension: Misslesmust battle this spell.

Earthquake: When this spdll enters the opponent’ s space, it whips the aremainto crushing
and grinding frenzy. The cataclysm forces the opponent to make a successful saving



throw vs. death magic or die. If the save succeeds, the opponent till suffers 5d10 points
of damage. The only counter spdllsthat are effective againg earthquake are antimagic
shell, disbelief, dispel magic, elemental aura, fly, and levitate. Character combat is
ineffective againg this spell.

Efficacious Monster Wardt: This spell can be used as a counter spell against monster
summoning | and any other spell of 4th level or less that summons creatures.

Elemental Aurat: The caster chooses the type of elemental aura that is created (air, earth,
fire, or water). An elemental aura battles every spell from its dement that it mests,
regardless of type, and cannot be locked by any spdl employing its dement—this pdl is
destroyed ingtead. If employed as a counter spdll, elemental aura automaticaly destroys
spells of its own element.

Elemental Forbiddancet: This spell cannot be locked by a conjure dementa spell.
Elemental forbiddance counters conjure eementa spells.

Emotion: The caster chooses this spdll’ s effect at the time of casting. Asadefensve

spell, emotion cannot be locked by spells that alter emotions, such asfear, cloak of fear,
or emotion control. It automatically counters such spells when they are used as attack or
leech spélls. If employed as an attack pell, emotion renders the opponent unable to move
or cast pdls until the spell is defeated.

Emotion Control: The caster chooses this spell’ s effect a the time of casting. Asa
defensive spell, emotion control cannot be locked by spellsthat ater or read emotions,
such as ESP, fear, and emotion. It automaticaly counters such spells when they are used
as attack or leech spdlls. If employed as an attack spell, emotion control renders the
opponent unable to move or cast spells until the pdll is defeeted.

Endure Heat/Endure Cold: This spel can be cast to protect againgt hest or cold; the
caster chooses which one at the time of casting. Once the caster chooses which version to
cadt, it cannot be changed. The spdll cannot be locked by any spdll employing the
opposite effect (the cold version cannot be locked by fire-based spells, and the hot
verson cannot be locked by cold-based spells). This spell counters its opposing effect.

Energy Drain: If the target’s combet roll or counter spell fails, the character loses two
levels. Theleve loss persgts until the duel ends. The target loses hit points and spell dots
commensurate with the level 1oss, but empty spell dots can be used to satisfy the loss.
The target’ s power scoreis unaffected, but saving throws are adjusted accordingly.

Enervation: If the target’s saving throw or counter spdll fails, the character loses one
level for every four levels of the cagter. The level loss perssts until the duel ends. The
target loses hit points and pell dots commensurate with the leve loss, but empty spell
dots can be used to satisfy the loss. The target’ s power score is unaffected, but saving
throws are adjusted accordingly.



Enthrall: If employed as an attack, this spell renders opponents unable to move, attack, or
cast spdls until they defeet the spell. Enthrall affects only creatures of 4 or less Hit Dice
or levels and is usudly employed as aleech.

Eyebite: All the versons of this spell conduct character combat. If the spell succeeds, the
opponent cannot take offengive action until the spell is defeated.

Fire Purge: This pdl requires afull turn (10 rounds) to cast and is seldom employed in
duels. The spdll isdisrupted if the cagter fails a saving throw or loses a combet roll during
the first nine rounds of casting (an exception to the generd dueling rule), and the caster
cannot cast counter spells during that time. It is usdess as a counter spell.

Fire Seeds: This spdl conducts combat when it enters the opponent’s square. The
opponent can employ a counter spell or use his power score. If the fire seeds win the
combat or defeat the counter spell, it inflicts 8d6 points of damage. If the opponent uses
his power score and wins the combat, he must save vs. spells or suffer 4d4 points of
damage. If the opponent successfully employs a counter spell, he suffers no damage.

Fire Shield: This spell crestes a sheath of hot or cold flames; the caster chooses which a
the time of cagting. Once the caster chooses which version to ca, it cannot be changed.
The spell cannot be locked by any spell employing the opposite effect (the cold version
cannot be locked by fire-based spells and the hot version cannot be locked by cold-based
gpells). If such alock isindicated, the opposing spell is destroyed instead. The spell
counters its opposing effect. If employed in the caster’ s space, this spell destroys
attacking spdlls that summon crestures if alock occurs.

Flame Walk: This pdl cannot be locked by fire-based spdlls, and it counters fire-based
sodls.

Fly: Thisspdl dways counters transmute rock to mud.
Forcecage: Thisspdl cannot be locked by spells that summon creatures.
Foresight: Thispdl counters any other spell.

Free Action: This spell cannot be locked by any spell that restricts movement, such as
entangle, hold person, or slow. It automaticaly counters such spells.

Fumble: Characters affected by this spell cannot move, attack, cast spells, or cast counter
spdIs until they defeet the spell.

Globe of Invulnerability: Thisspel cannot be locked by spells of 4th leve or less.
Missles and leeches of 4th leve or less must battle this spell.

Glyph of Warding: This spell cannot be locked by spdlls that summon crestures.



Goodberry: This spel counters any attack or missile spel that inflicts damage.

Groundingt: This spell cannot be locked by spells that employ eectricity, such as
lighting bolt or call lightning. It counters any eectrical-based spell.

Gust of Wind: This spell cannot be locked by spells that create magical clouds such as
stinking cloud, cloudkill, and fog cloud. If alock occurs, both spells are destroyed
instead. Gust of wind can be employed as a counter spdll to any spdll that creates a
magica cloud, even if the attacking spdl’ s type would not normaly alow combat.

Haste: This spdl automaticaly destroys—and is automaticaly destroyed by—slow.
Heal: This spdl counters any attack or missile spell that inflicts dameage.

Heat Metal: This spell can be employed as an atack spell only againgt characters who are
entitled to wear armor (but can be used even if the character is not actudly wearing
armor). Characters affected by the attack version of this spell cannot take offensve
actions until they defeat the spell, and they suffer three points of damage each round they
are affected.

The spell can be used as amissle againgt any opponent, but the caster must choose
how it isto be used before the dud gtarts. The missile conducts character combat when it
enters the opponent’ s space. If successful, it inflicts one point of damage each round until
defeated. The opponent cannot move, attack or cast spells until heat metal is defeated.

The cagter can choose at the time of casting whether the spdll is the heat- or
cold-based version of the spdll.

Holy Word: Characters affected by this spell cannot take offensive actions until the spell
is defeated. While affected, both character and spell power scores are reduced by two, but
the reduction does not apply to combat againgt the holy word itsdlf.

Hornung's Baneful Deflector: Missles must conduct combat with this spell.
Improved Phantasmal Force: Seethenoteat illusons.

Insect Plague: This spdl requires afull turn (10 rounds) to cast and is s8ldom employed
in duels. The spdll isdisrupted if the cagter fails a saving throw or loses a combet roll
during thefirgt nine rounds of casting (an exception to the generd duding rule), and the
caster cannot cast counter spells during that time. 1t is usaless as a counter spell.

Characters afflicted by insect plague cannot take offensve actions until they defeat
the spell in combat.

Land of Sabilityt: Thisspdl counters any spell that summons or manipulates winds,
westher, or earthquakes, such as gust of wind, weather summoning, and earthquake. Land
of stability cannot be locked by these spells, both spells are destroyed instead. Energy
effects, such aslightning bolt and firebdl, are not consdered weether manipulations for

purposes of this spdl.



Levitate: Thisspdl always counters transmute rock to mud.

Light: When employed as an attack spell, this spell blinds the opponent (save vs. spell
negates), preventing movement, attack, or spell casting until the spdll is defeated.

Limited Wish: Inadud, this spell can be used as any other type of spell. When used asan
attack, attack/defense, missile, or leech spell, it inflicts 10d6 points of damage (save vs.
spdlsfor haf). When used as a defense pell, limited wish cannot be locked by any spell

of 6th leve or less. Asacounter spell, limited wish automaticaly counters any spell of

6th level or lower and can serve as a counter to dl other spells. Using limited wishina
due does not age the cagter unlessthe spell is actualy lost from memory in the aftermath
(seethe Spails of Victory section).

Liveoak: A character can have only one liveoak effect active in the arena a any given
time.

Magical Sone: This spdl requires a character combat roll when it reaches the opponent’s
square. If it succeeds, it inflicts 3d4 points of damage.

Meld Into Stone: Missiles must conduct combat with this spell.

Melf's Minute Meteors: The caster must launch five missiles per round. Characters
entitled to more than five missles can launch their remaining missiles the next round or
forgo the extra missiles and take another action instead. Extramissiles can counter
creature-summoning spells that enter the character’ s square. Each group of missiles
launched functions as a separate el in the arena. When a group of missiles reachesthe
opponent’s square, the group conducts character combat. If it succeeds, it inflicts 1d4+1
points of damage for each missle in the group.

Mind Blank: This spell cannot be locked by any spell that attacks the mind. It counters dl
leech spells and mentd attacks.

Minor Globe of Invulnerability: This spell cannot be locked by spdlls of 3rd leve or less.
Missiles and leeches of 3rd levd or lower must conduct combat with this spell.

Minor Spell Turningt: Misslesand leeches must conduct combet with this spdll. This
spdll cannot be locked; if alock occurs, the minor spell turning spell is destroyed, and the
opposing spell reverses direction and attacks the origind caster. If employed as a counter
spell, alock result aso causes the opposing spdll to reverse direction.

Mirror Image: Missles must conduct combat with this spell.

Momentt: When this spell reaches the opponent’ s square, the spell conducts character
combat with a+4 bonus. The actual number rolled determines success or failure, but a
successful rall istreated as four higher when comparing rolls. For example, a caster with



aPR 13 rolls 12, and the opponent, who aso hasa PR of 13 rollsa 13. The caster wins
because hisroll of 12 istrested as a 16.

Mordenkainen’s Digjunction: This spell cannot be locked. When used as a counter spell,
it automaticaly destroys the opposing spdll. If defeated in combat, the victorious ol is
automaticaly destroyed. The spell dissipates when it reaches the opponent’ s space.

Negative Plane Protection: This spdl counters spdls that drain life energy, such as
energy drain, vampiric touch, and enervation.

Neutralize Poison: This spell automaticaly counters spells with poisonous effects, such
as stinking cloud and cloudkill.

Otiluke' s Freezing Sohere: The caster can choose this spdll’sform at the time of cagting.
Asamissle, the spell conducts character combat when reaching the opponent’ s space
and inflicts 6d6 points of damage. As an attack spell, Otiluke' s freezing sphere inflicts
1d4+2 points of damage per levd of the caster (maximum 10d4+20), save vs. spdl for
half.

Otiluke' s Resilient Sphere and Otiluke’ s Telekinetic Sphere: These spells cannot be
locked by spells that summon creatures. When they reach the opponent’ s space, the spells
conduct character combat. If they succeed, the opponent cannot take offensive actions
until the spells are defeated. Missiles must conduct combat with these spells,

Permanency: When used in adud, this spell does not drain the caster’ s Congtitution
score, evenif it is subsequently lost from memory.

Permanent Illusion: Seethenotea illusons.

Phantasmal Force: Seethe note a illusions.

Physical Mirrort: Missles and leeches must conduct combat with this spell. If this el
succeeds againgt or achieves alock with any missile, leech, or attack spell, the opposing
spell reverses direction and attacks the origina caster. If employed as a counter spell, a
lock result also causes missiles, leeches, and attacks to reverse direction.

Produce Fire: The reversed form of this spell is a defensive spdll that counters any
fire-based spdll.

Protection From Evil and Protection From Evil, 10" Radius: These spells cannot be
locked by spdlls that summon creatures.

Protection From Fire: This spdl automaticaly counters any fire-based spell.

Protection From Lightning: This spell automaticaly counters any eectrica-based spdll.



Rainbow: This spell can be cast in one of two versons, which the caster chooses at the
time of casting. The bridge verson is aleech. The bow verson creates four missleson
the round of cagting, plus three more missiles that the caster can loose on the second
round or forgo the extra missiles and take another action ingtead. The extramissiles can
counter creature-summoning Spdlls that enter the character’ s square. Each group of
missiles functions as a separate spdll in the arena. When a group of missiles reschesthe
opponent’ s square, the spell conducts character combat. If it succeeds, it inflicts 1d6+2
points of damage for each missile in the group. Missiles from this spell cannot be locked
by spelsthat summon eementa creatures.

Raise Dead: This pdl counters any spdll that inflicts damage.

Reincarnate: This spdl counters any spell thet inflicts damage.

Remove Curse: Characters afflicted by this spdll’ s reverse cannot take offensive actions
until they defest the spell. This spell automaticaly countersits reverse and can counter
any atack spell that does not inflict damage.

Remove Fear: This spell automaticaly counters any spell that causes magical fear.

Remove Paralysis: This spell autometicaly counters al hold spells and any spell that
causes parayss.

Repel Insects: This spell cannot be locked by any spell that summons or controls insects,
such asinsect swarm, cregping doom, and giant insect. This spdl counters dl such spells.

Resist Fire/Resist Cold: This ol protects againg ether fire/heat or cold. The caster
chooses which at the time of casting. The spell cannot be locked by the type of effect it
protects againgt.

Restoration: This spell cannot be locked by any spell that drains life energy or causes
insanity. It automatically counters such effects. This spell does not age the caster unless
actudly logt from memory in the aftermath (see the Spoils of Victory section).

Resurrection: This el can counter any spell that inflicts damage. This spell does not
age the caster unless actudly lost from memory in the aftermath (see the Spoils of
Victory section).

Reverse Gravity: Characters afflicted by this spell cannot take offensive actions until they
defegt the spell.

Sanctuary: Missles and leeches must conduct combat with this spell.

Screen: This spdl cannot be locked by spells that extend the caster’ s senses, such as ESP,
clairaudience, or clairvoyance. It automatically counters such spells.



Shadowecat: This spell dissipates upon reaching the opponent’ s space.

Shadow Magic: When this spell reaches the opponent’ s space, the opponent rolls an
immediate saving throw vs. spell before casting any counter spdlls. If the save falls, the
spell inflicts 10d6 points of damage, but the caster can attempt a saving throw vs. spell to
reduce the damage to 5d6 points or attempt a counter spdll. If the initial save succeeds,
the cagter is free to employ a counter spell or attempt a second saving throw to reduce the
damage to 1d6 points. If the saving throw isfailed or the counter pdll is defeated, the
gpell inflicts 2d6 points of damage.

Shield: Missiles must conduct combat with this spell. This spell dways defeats magic
missile.

Shillelagh: When this spell reaches the opponent’ s square, the spell conducts character
combat and inflicts 1d6 points of damage and can attack again if successful.

Shrieking Wallst: This spell cannot be locked by spells that summon crestures.

Slence, 15 Radius: Characters afflicted by this spell cannot take offensive actions until
they defest the spell.

Sow: Characters aflicted by this spell cannot take offensive actions until they defeat the
gpdll. This gpdll dways defeats—and is defeated by—haste.

Share: When this spell reaches the opponent’ s square, the spell conducts character
combat. If the spell succeeds, the opponent cannot take offensive actions until the spell is
defeated.

Soectral Force: Seethe note at illusons.

Soell Immunity: Missiles must conduct combat with this spell.

Spell Turning: Missiles and leeches must conduct combat with this spell. Thisspdl
cannot be locked; if alock occurs, the spdll turning is destroyed, and the opposing spell
reverses direction and attacks the origind caster. If employed as a counter spell, alock

result also causes the opposing spdll to reverse direction.

Soike Growth and Spike Stones. These spells cannot be locked by spells that summon
Ccrestures.

Soiritual Hammer: When this spell reaches the opponent’ s square, the spell conducts
character combat and inflicts 1d6 points of damage if successful. The spell continues
attacking each round until defeated or its duration expires.

Sabilizet: This el isineffective within aduding arena



Soneto Flesh: Characters afflicted by this spell cannot take offensive actions until they
defeat the el

Stoneskin: Thisspdl can counter any spell that inflicts damage.
Succor: Seethe note at teleportation.
Tanglefoot: This gpdl cannot be locked by spells that summon creatures.

Telekinesis: When this spell reaches the opponent’ s square, the spell conducts character
combat and inflicts 1 point of damage per cagter leve if successful.

Teleport: Seethe note at teleportation.
Teleport Without Error: Seethe note at tel eportation.

Transmute Rock to Mud: This spell dways defeats wall of stone. Characters afflicted by
this spdl cannot take offengve actions until they defeat the spell.

True Seeing: Thispdl dways defeatsillusons.

Unluck: Characters afflicted by this spell cannot take offensive actions until they defest
the spdll.

Wall of Fog: Missles must conduct combat with this spell.

Wall of Force: Missles must conduct combat with this spell. Wall of force can be
defeated in combat only if it failsits combet roll or by another spell’s specid ability. If
the roll succeeds, it locks the opposing spdl, including dispel magic. The spdl disspates
when it reaches the opponent’ s space.

Watery Doublet: This spell conducts character combat when it reaches the opponent’s
gpace. If it succeeds, it inflicts 3d6 points of damage and can continue to atack each
round until defeated or its duration expires.

Wildwindt and Wildzonet: These spells are ineffective in aduding arena.

Wish: This spdl can be used as any other type of spell. When used as an attack,
attack/defense, missile, or leech spell, it inflicts 10d6 points of damage (save vs. spdlls
for half). When used as a defense spell, wish cannot be locked by any spell. As a counter
spell, wish automatically counters any spell. Using wish in adue does not age the caster
unlessthe spdl is actudly lost from memory in the aftermath (see the Spoils of Victory
section).

Withdraw: Missles and leeches must conduct combat with this spell.



Word of Recall: See the note at tel eportation.

Zone of Sweet Air: This spdl cannot be locked by spellsthat create noxious gases, such
as stinking cloud and cloudkill.

Magica Dudsin the Campaign

A magicd dud dlows player charactersto test their spellcasting prowessin any
number of ways. For example, if aparty finds avauable magica item suitable for ether
of the group’ stwo wizard PCs, the two characters could conduct afriendly dud to see
which one gets the item.

Magical duels can be auseful tool for the DM aswell. A nonlethd dud isan
excellent way for arising druid to match wits with an NPC rival when advancing aleve.
Inagmilar vein, an NPC wizard might refuse to cooperate by sharing anew spell or
some other bit of magica knowledge with the PCs until one of the party spellcasters
defeats one of his apprentices—or perhaps the NPC himsdf—in adud.

A magica dud can dso make an excdlent climactic encounter in an adventure. For
example, alich might offer to dud a PC wizard or priest to the death, providing ared
chalenge to the character. Of course, the rest of the party might have their hands full
beeting off a sneak attack by the lich’s minions while the dud proceeds, but a dud might
give the heroes a better than norma chance to actudly day the lich and sl escape the
lair with their kinsintact. Don't forget the problem of finding a mediator for the dud.
(Do the PCstrust the lich’ s sinister necromancer apprentice, or does another party
spdlcaster step forward, which commits two player charactersto the duel?)

An Example of Magica Duding

Calvin and Delsenora decide to conduct a friendly duel. Tarrant, a local wizard,
agrees to mediate.

Calvin and Delsenora agree that the first character to run out of spells or hit pointsis
the loser. Calvin has a ring of spell storing, which the two characters agree should count
toward Calvin'stotal spells. Both characters agree that no other magical items are going
to be used in the duel, and Tarrant looks them over to check for any scrolls or other
items.

The trio finds a secluded spot, and Calvin and Delsenora begin creating the arena.
When they finish the first step, Tarrant encloses the pair in an Otiluke sreslient sphere;
he chooses to remain outside the sphere.

When Tarrant casts his spell, Delsenora and Calvin consider adding their own spells.
Both characters decide not to contribute spells, and the arena is completed. There are 10
spaces between the characters (see figure M1). Because neither character cast a spell,
both charactersroll 1d10 to see who has the advantage—Calvin winstherall.

During the first round of the duel, there are no spells to move, so both characters cast
spells. Calvin decides to try to get a lick in quickly and casts clarvoyance (L, PR 12, MV
5). The spell appearsin the spacein front of Calvin and does not move. Delsenora
decides to cast withdraw (D, PR 11, MV 1) in her own sguare as a stationary defense.

On the second round, Calvin moves his clairvoyance spell five spaces toward



Delsenora. Because Delsenora cast withdraw in her own square, it doesn’t move at all.
Now Calvin casts monger summoning Il (AD, PR 13, MV 3) from his ring of soell

goring. Delsenora casts dispd magic (AD, PR 12, MV 4). Both spells appear in the
squaresin front of their casters.

Onthe third round, things really start hopping. Calvin has the advantage, so his
spells move first. His clairvoyance spell is closest to Delsenora, so it movesfirst. The
spell has enough movement to reach Delsenora’ s space, but her digpd magic spell isin
the way. When the spells meet, Delsenora must announce that her spell isan
attack/defense because she is disadvantaged. Calvin checks Table 25 and sees that the
advantaged caster decidesif combat is going to occur. Calvin decides not to fight; heis
not required to reveal anything about his spell.

The clairvoyance spell finishes its move and enters Delsenora’ s square. The
clairvoyance spell isrevealed, and it must check for combat with the withdraw spell
before it can affect Delsenora. Because he has the advantage, Calvin could normally
decide hisleech spell would ignore the defense spell. But, withdraw has a special ability
that forces leeches and missiles to fight it.

Both charactersroll 1d20. Calvin rollsa 20 and curses his luck. Delsenora rollsa 9.
The clairvoyance spell is destroyed, and the advantage shifts to Delsenora, but Calvin
still finishes moving his spells; he moves his monster summoning |11 ahead three spaces.
Delsenora moves her dispd magic ahead four spaces, and the two characters cast spells
again.

Calvin casts magic missle (M, PR 10, MV 5), and Del senora casts animate object
(AD, PR 15, MV 3).

The dud continues, with Calvin trying to breech Delsenora’ s defenses and strike a
telling blow before she can crush him under the weight of her more plentiful spells.
Calvin could be in trouble if the animate object spell reaches his space, which it might
very well do with the dispd magic leading the way.

Chapter 6:
True Dweomers

Spells Beyond 9" Leve It iscommonly supposed thet the Sthrlevel wish spdll isthe
most powerful and difficult enchantment known to mortals. The suppostion isonly
partiadly true, however. The wish spdl’ s ability to literaly change redlity to match the
cagter’s desresisindeed mighty. Nevertheless, extremely powerful spellcasters have
discovered awhole new dass of magic that, while more time consuming to cast than a
wish spell, can create stupendous effects without awish’s attendant dangers (five years of
magica aging, possible weakness and incgpacitation, and the possibility of failure dueto
poor wording). The difference between these new spells, often called 10th-leve spellsor
true dweomers, is the gpproach to magic the caster takes when employing them.

Standard AD& D game spells depend on painstakingly derived formulae that produce
fairly predictable effects when properly used. Characters who know how to complete the
formulas correctly can cast spdlls even though they don't know why the formulas work.
Most spdlsinvolve laborioudy building menta patterns that channd and release externd



energies, often with the help of complex gestures and materiad components. Wizards do
the job dl by themsdves, and priests get divine help.

Other gpproaches can a so produce extraordinary effects. Psionics employ intense
mental discipline to tap interna energiesthat can be just as potent as the universal
energies spellcagters use. Some individuds have naturd tdents that dlow limited use of
these persond energies (wild talents).

Very hightlevel spellcasters begin to understand how magic really works, and they
become aware of their persond energies. With enough attention and labor, a spdllcaster
can manipulate universal and persond energy directly, without building amenta pattern
or developing arigid discipline first. The processis time consuming and often costly, but
very flexible. On Athas, the process has been formdized into a class of high-leve spdls
cdled psonic enchantments, but it works in essentidly the same manner.

Because a true dweomer directly manipulates universal and persond energies whose
flows are congantly changing, every true dweomer is alittle different each timeiit is cadt.
The character isfully aware of exactly why the spell works the way it does, but no spell
works the same way twice.

A true dweomer can never be written onto a scrall, fully recorded in a spellbook, or
sored in amagica device.

Requirements Among mortas, only high-level wizards and priests have sufficient
knowledge of magic to cast true dweomers, other spell-casting characters lack the
profound understanding of magic that true dweomers require. The character dso must
select amaterid to help focus the magic and spend time preparing and casting the spell.

Knowledge

Wizards must be at least 20th level and have Intelligence scores of 18 or higher.
Priests must be at least 20th level and have Wisdom scores of 18 or higher. Only
characters with this level of experience and menta capacity understand the processes
involved in cregting a true dweomer.

Wizards can cagt any true dweomer that uses schools available to the character (Table
28 ligts spell types by schoal). Priests can cast true dweomers that use any school, but the
spellsthey create must produce effects that reflect their deity’ s portfolio or sphere of
control.

Although atrue dweomer is not actualy memorized the way astandard spdll is, the
process of preparing and casting one is taxing. No morta can prepare, cast, or have ready
to cast more than four true dweomersin asingle day, and most characters cannot manage
that many (see Table 44, page 157). When characters reach their limits, their minds are
too drained and befuddled to attempt any more true dweomers, though they arefreeto
pursue any other activities they are normaly able to undertake.

Materids

Every true dweomer requires some object or group of objectsto assst in casting the
spell. The rarer and more difficult ameateriad component is, the eesier it isto complete the
enchantment. To be effective, however, amaterid component must be symbolic of what



the spell does. For example, destroying alarge diamond is costly but ineffective unless
the spell has something to do with protecting or destroying something of vaue (the caster
literdly pays the price for the item that is effective), overcoming resistance (gem-quity
diamonds don’t exactly grow on trees, so finding one and destroying it represents a small
triumph of sorts), or command over the element of earth (because adiamondisarare
minerd). Thereisno easy way to choose amaterid component for apell; like choosing
materials for amagica item (see page 90), the process requires agreat ded of
imagination and guesswork. The various spdll descriptionsin the Player’ s Handbook
provide examplesto follow.

Wizards do not need spellbooks to cast true dweomers, dthough a set of written notes
about how to go about creating the spell can be helpful.

Priest true dweomers require holy symbolsin addition to other components. Holy
symbols are not consumed when atrue dweomer is cast, but other material components
are. Priegts can benefit from written notes in the same manner as wizards.

Preparation

Cadting a powerful spell without memorizing it first requires the character to spend
condderable time thinking, meditating, and arranging materias. The more powerful the
magic, the more difficult it is to complete the preparations.

Approval

Characters who have the required level and ability score are not necessaxily free to
gather up materias and begin creating super-magica effects as they seefit. The DM must
goprove aspell beforeit is used. The player should explain exactly what the spell does,
just asif the character were researching anew spell or inventing anew magica item.
Thereisno cost for creating atrue dweomer, however, other than what the character
gpends on materids.

Creating the Spell Thefirst step in creating a true dweomer is deciding what it does.
Table 28 and the accompanying notes lists the basic spell types and their functions. The
player and the DM must decide which types are needed to congtruct the proposed spell.
Types can be fredy combined to create the effect the player wants. Once the
enchantment’ s parts are sdlected, the difficulty ratings are added up.

A spdl’sbasic area of effect, range, and duration is very limited, but dl three can be
augmented by increasing the spdl’ s difficulty.

Table 29 (page 130) gives areas of effect; the larger the areg, the more difficult the
enchantment. It is possible to create a spell that affects the entire plane whereit is cadt.
The type of magic determines which column to use (this information is given on Table
28). If severd types of magic are being combined, the DM and player must agree on the
gpdl’s primary effect. All secondary magic types function & the area of effect and range
assigned to the basic magic.

Table 31 (page 131) gives ranges, the longer the range, the greater the difficulty. It is
possible to create an enchantment that can affect atarget anywhere on the plane where
the spdll is cast, and some spells can reach into other planes of existence. Selecting a



fairly short range makes the magic easier to cast, but might make the spdll difficult to use
when it isfinaly ready to cast.

Table 32 (page 131) gives durations. The longer the duration, the more difficult the
enchantment. It is possible to make a spell permanent, but this usudly drains a point of
Condtitution from the caster.

Oncethe spdl is created, dl difficulty factors for type, areaof effect, range, and
duration are added together. The caster’slevel is subtracted from the totd. If the caster is
apecidist wizard, subtract an extrafive points. If the caster has used the spell before—
al the dements must be exactly the same—or has a set of written notes from someone
who has used the spell before, subtract 10 more points from the total. The result isthe
spdl’ s adjusted difficulty.

The caster can further reduce the adjusted difficulty by incorporating unusud meateria
components or adding specia conditions, see Table 34 and the accompanying notes. The
spell’ s preparation time and cagting time depend on the adjusted difficulty, as given on
Table 33.

Table 28:
True Dweomers
Base Base
Type? Diff.2 Duration® Effect*
Abjuration
Banish 30 Instantaneous Crea/Ob.
Dispe 30 | nstantaneous Area
Reflect 25 1 Round Area
Ward 35 1 Round Area
Alteration
Animate 25 1 Round Object
Destroy 45 [ nstantaneous Object
Fortify 30 1 Round Crea/Ob.
Transform 35 1 Round Crea/Ob.
Transport 35 1 Round/Inst. Crea/Ob.°
Conjuration/Summoning
Afflict 40 1 Round Crea/Ared®
Bind 35 1 Round Creature
Conjure 40 1 Round Object
Summon 50 1 Round/Ingt. Creature
Enchantment/Charm
Charm 20 1 Round Creature
Compe 30 1 Round Creature
Fortify 30 1 Round Crea/Ob.
Imbue 45 1 Round Crea/Ob.°
Divination
Foresee 25 1 Round Area
Reved 20 1 Round Area

[llusion/Phantasm



Concedl 20 1 Round Crea/Ared®

Delude 30 1 Round Crea/Ared’
Shadow Shape Var. -Vaiable- -Vaiable-
Phantom 40 1 Round Area
I nvocation/Evocation
Create 35 1 Round/Ingt. Area
Imbue 45 1 Round Crea/Ob.
Strike 25 Ingantaneous Area
Necromancy
Animate 25 |nstantaneous Area
Say 50 | nstantaneous Creature
Tap 40 | nstantaneous Creature

Notesto Table 25
1 Spell effects are arranged according to the eight schools of magic listed in Chapter 7 of
the Player’ s Handbook. Individua effects are explained below.

2 Base Difficulty: A spdl’ sdifficulty number determines the spell’s preparation time,
cadting time, and other miscellaneous characterigtics, such has how powerful the magic
appears to be when a detect magic spell is used. Other factors, such as caster level, range,
duration, and area of effect, influence apdl’sfind difficulty number (see page 133).

3 Base Duration: A spell usesits base duration unless the caster increases the difficulty
(see Table 32). Some spdlls have a base duration of either one round or ingtantaneous (1
round/Ingt.), depending on how they are used.

* Thisiswhat the spell usudly affects, see Table 29 for details.
> Creature or Object: The spell works on creatures or objects.

® Creature or Area: The spell works on crestures or aress.
Abjuration

Banish: The spell takes something that is out of place and returnsit to its proper location.
It isimportant to remember that a character can create many different types of
banishments. Sending an extra:- planar creature back to its home planeisaclassc
example. However, banishment-type magic can adso drive away a psyche that has used a
magic jar spell to invade another mind, return a restless spirit to its grave, or even restore
adolen object to its rightful owner. All other types of magic described in this section are
gmilarly versatile

The main difference between a banishment and a digpd is that a banishment works
even if thereis no magic operating on atarget. For example, atanar’ri who has cometo
the Prime Materid Plane of its own free will can be returned to the Abyss. A banishment
only returns something to its proper place; it cannot undo atransformation or affliction.

A banishment’ s duration cannot be extended. At base difficulty (30), a banishment



spell performs one action on one creature or object.

The distance a banished target must travel to return to its proper place is not afactor
in a banishment, but the distance between the caster and where the target is when the
spell is cast isafactor (see Table 31).

Dispel: The spdl ends or undoes other magic. Unlike banishment, adispd is ineffective
unless there is magic currently operating on the target. A dispel can send a summoned
tanar'ri back to the Abyss as long as the magic that brought it hereis still operating, but it
can't send the tanar'ri away if it left the Abyss on its own or arrived on the Prime
Materid Plane through the use of ingtantaneous magic, such asteleport without error or
plane shift.

When pitted againgt other 10th-level spdlls, adispd’ s area of effect must be large
enough to cover the entire target; if not, the dispe automaticaly fails A dispd dways
works againg the caster’s own magic; otherwise, the chance to dispel depends on the
differencein level between the caster and the targeted magical effect.

At base difficulty (30) the chance to destroy an opposing spell is 50%; the check is
made on 1d20, and aroll of 11 or higher indicates success. If the dispel caster is higher
level than the character who created the targeted effect, the caster adds the differencein
levelsto thedieroll. If the caster islower leve than the character who created the
targeted effect, the caster subtracts the difference in levels from theroll. The caster ralls
once for each 10th-leved effect present.

If directed against spells or spdll-like effects of Sth leve or lower, the base chance for
successis 100% instead of 50%, and the dispd’s area of effect isirrdevant—dispeling
any portion of the effect unravels the whole spell.

A successfully cast digpel destroys a permanent effect or magicd item if the cagter is
of higher levd than the creator of the magica item or spell effect. If the cagter of the
dispd isof lower leve, the permanent effect or magica item merely ceasesto function
for 1d4 rounds. A successful dispel dso destroys a permanent effect or magicd item if
the dispel caster is of higher level than the spdll caster or item cregtor. If the dispd fails,
or the dispel caster is of lower level, the permanent effect is rendered nonoperationa for
1d4 rounds.

The permanent item or effect must be individudly targeted, and the dispel has no
other effect when so used. Note that amagica item ressts this spell at its crestor’s leve.
If the creator’ s leve is unknown, the DM should assign one or use the vaueslisted in the
dispel magic spell description from the PHB.

Augmenting adispe can have varied effects. The caster receives at+1 bonusto the die
roll for every five points of difficulty added to the spell, making it eeser for alower level
caster to digpd ahigher levd caster’ smagic. If adispd’ s duration is extended, the spell
crestes a zone of antimagic that prevents spellcasting and disrupts any magic brought into
the area. See Nazzer’ s nullification.

Reflect: The gpell reverses or redirects actions within the area of effect. A spdl that
forces agroup of workersto demolish awall they are building is areflection. A spel that
reflects hostile actions back upon the aggressor is a reflection coupled with award.

One specific action, such as brick laying, by one creature can be reversed at base
difficulty (25). Thereversa can affect several creaturesif the caster chooses alarger area



of effect. If alimited class of actions, such as movement or physical attacks, is reversed,
the base difficulty isdoubled (50). If agenerd class of actionsisreversed, such asdl
attacks, the difficulty istripled (75).

Ward: The spdl foils a specific type of attack or discourages hostile actions.

At base difficulty (35), award provides complete immunity to the norma form of a
specific type of attack (fire, edged weapons, poison, etc.) and grants a +4 bonus against
magica attacks (or a—4 attack pendty if asaving throw is not gpplicable). Even if the
save fails, damage from the warded attack is reduced by half.

If the difficulty isincreased further, the ward can negate damage from the warded
form of attack by one point of damage for every two points of difficulty. The protection
lasts until exhausted or the spell duration ends. Reduced damage is computed after
gpplicable saving throws.

A ward can provide protection againg attacks that do not inflict damage (charms,
petrifaction, etc.). At base difficulty (35), award provides a+4 saving throw bonus
agang the specified atack. At adifficulty of 105, award grants a 50% resistance to the
attack form in addition to the saving throw bonus. At a difficulty of 210, the ward
provides 100% resstance to the attack. This resstance can be reduced if the attack isa
true dweomer that has an increased difficulty (see the notesto Table 34). If award spell
is gpplied to a creature that aready enjoys magic resstance, the cresature is entitled to two
resistance rolls when attacked, once for the ward and once for the creature’ s magic
res slance—the two values are not added together.

A ward can aso be used as a hedge to keep a specific creature (Razortooth the orc,
Infyrana the red dragon, etc.) from entering the area of effect unlessit savesvs. magic. If
atype of creatureis hedged out (orcs, red dragons), the base difficulty is doubled (70). If
agenerd class of crestureis hedged out (humanoids, dragons), the difficulty istripled
(105).

A ward can be combined with another type of spel—usudly adtrike, reflection, or
charm. An active ward can be triggered by a creature entering the area or by a specific
action performed within the area. The more generd the condition, the gregater the
difficulty, as above. For example, award that triggers ablast of fire if Razortooth the orc
enters the room has adifficulty of 35. A amilar ward that is triggered when a certain gem
ismoved dso has adifficulty of 35 (because only one specific action triggersit), even
though any cresture could be affected.

Alteration

Animate (Object): The spdl causes inanimate objects—not dead creatures—to move.
The object’s shape and genera physica characteristics are not changed. At base
difficulty (25), the spell causes an object weighing 50 pounds or less to move at a speed
of 12 over norma surfaces. The spdll is often combined with atrangport spell to improve
the object’ s movement rate.

If directed to fight, an animated object can strike once around using the cagter’s
THACO (see the notes to Table 30 for damage ratings). An animated object can be
imbued with an improved THACO or the ability to make extra attacks.



Destroy: The magic wrecks inanimate objects. At base difficulty (45), the target object is
smashed or crumpled; the object cannot be repaired, but it can be remade at 10-60% of
itsorigina cost. Doubling the difficulty (90) shatters or disintegrates the object,
dedtroying it utterly.

Objectsin a creature' s possession gain the creature s saving throw to resist the effect.
Unattended objects must save vs. disintegration or be destroyed.

An object does not have to be totally destroyed to be adversely affected by a destroy
spdll. It is possble ruin objects larger than the area of effect by destroying their key parts,
such as disintegrating the arms and legs of an attacking giant statue.

Fortify: The spell increases the target’ s naturd potency in some fashion. One of a
character’ s ability scores can be enhanced, a beverage might become sweeter, arope
might become stronger, €tc.

At base difficulty (30), the fortified attribute is increased 10% for the duration of the
gpdll. Doubling the difficulty (60) resultsin again of 10-40% (1d4x10). Tripling the
difficulty (90) resultsin again of 20-60% (2d3x10). Quadrupling the difficulty (120)
resultsin agan of 30-120% (3d4x10). Each additiond multiple of the base difficulty
adds another 1d4x10% gain.

If used to enhance an ability score, each 10% gain equals a+1 bonusif the enhanced
scoreis 15 or less. If the score being enhanced is 16 or higher, each 100% gain equalsa
+1 bonus. An ahility score cannot be fortified beyond the recipient’ sracia maximum
unless the fortify is combined with an imbue spdl.

Transform: The spell changesthe target’ s form or nature. An object’ s shape might
change or the object might become another object dtogether. A creature might grow
extralimbs or become an entirdly different cresture. A transformation spell cannot affect
asingle object weighing more than 50 tons.

At base difficulty (35), an object can be bent or shaped into a new form for the
duration of the spell. The object does not bresk, but it is most likely rendered usdess for
itsorigina purpose. Some examples include shaping a sword into a very thin shield,
changing a dagger into acandelabra, or blunting the tips of arrows to make them usgless.

Doubling the difficulty (70) dlows the spdll to transform aliving creature (Smilar to
a polymorph other spell) or change one type of materia into another smilar materid. For
example, leather could be changed into wood, afire giant could be transformed into a rust
mongter, or asection of a castle' s stone wal could be changed into iron. Thisform of the
gpdll can dso purify tainted food and weter.

Tripling the difficulty (105) alows the caster to transform a cregture into an object
(smilar to a polymor ph any object spel) or change one type of materid into awholly
different type of materia of approximately the same value. Wood can be converted into
glass, afire giant changed into asmal catapult, or emerads can be converted into rubies
or star sgpphires. A materia can be transformed into a more valuable materid if the
trandformation is combined with an imbue spdl.

A smple transformation spell—one not combined with another type of spel—can be
made permanent without the loss of a point of Conditution if the materid transformed is
not magical.



Transport: The spell enhances a creature’ s movement abilities. The recipient can move
fagter, acquire anew mode of movement, or travel instantaneoudly.

At base difficulty (35), the recipient’s norma movement rate increases by 12 or the
recipient recelves a new mode of travel for the duration of the spell. For example, a
land-based recipient could fly or swim at arate of 12, burrow through norma ground or
jump at arate of 3, or move across difficult terrain (webs, treetops, quicksand, etc.) a a
rate of 6.

Doubling the difficulty (70) doubles the speed bestowed or dlows extraordinary
movement a arate of 3. A character could walk on water, burrow through solid rock or
ice, or travel through difficult terrain at amovement rate of 6.

Tripling the difficulty (105) dlows teleportation with no chance for error, but the
distance teleported increases the difficulty (use Table 31 on page 131 to determine the
modifier). Teleportation has an instantaneous duration. The caster could aso increase
movement over difficult or extraordinary terrain by 3.

Conjuration/Summoning

Afflict: The spell imposes someill effect on atarget cresture. The caster states what sort
of afliction the victim suffers and the affliction’ s duration, which can be conditiond (see
below). An affliction can be dispelled only by a caster of equd or higher leve.

A harmless afliction, such asthe victim's hair turning white, can be creeted at half
difficulty (20), and modifiersfor duration are halved as wdl. Such an affliction can be
made permanent without the loss of a point of Condtitution.

At base difficulty (40), the victim is afflicted in some minor way: sheking hands
reduce Dexterity by one point and impose a—5% pendty on thieving skills, clouded
vison imposes a—1 pendty to missile attacks, etc.

At double difficulty (80), the victim suffersamgor, but not life-threatening,
affliction: one type of weapon adway's bresks when the victim usesit in combat, the
character suffers aterrible disfigurement that reduces Charismato 3, the sight of treasure
drivesthe character insane, afarmer’ sfidd is blighted so that the crop loses 10-20% of
itsvaue, etc.

At triple difficulty (120), the target is afflicted badly enough to ruin the character’'s
life awarrior' s wegpon arm withers, arogue is sruck blind when violating alaw, a
wizard is rendered speechless, ablight in afield reduces the crop to bare subsstence
leve, etc.

At quadruple difficulty (160), the target’ s life is imperiled: wounds never hed, saving
throwsfall, every word spoken provokes violence, afield bears no crop a all, etc.

The spellcaster can specify aduration or state a condition that ends the ffliction. In
ether case, use Table 32 to determine the additiond difficulty. When acondition is
imposed, the DM must set an effective duration based how much time might be required
to fulfill the condition and what lagting effects fulfilling the condition might have.

For example, if acharacter is struck blind until he gpologizes to the cagter for an
insult, the effective duration is one round if the cagter is present. However, if the
character must crawl to the caster’ s tower 10 miles away, the effective duration is a day.

Conditions that are extremely difficult to fulfill or that require amgor changein the
victim'slife are effectively permanent. For example, having hands that sheke until a



rogue gives up his thieving ways—thus retiring or assuming a new character class—isan
effectively permanent affliction. Such an affliction would not cost the caster a point of
Congtitution, however, asit iswithin the victim’s power to end the affliction

Bind: The spdl imposes an agreement upon a cregture. It differs from charm and compel
(see below) in that the subject agrees to undertake, or refrain from, a single action but
otherwise retainsits own will. Any type of creature can be bound, even those normally
immune to charm effects. A binding is often combined with a summoning spell to insure
that the summoned creature obeys the caster—thisis the only form of binding a
conjuration specidist can cast.

A binding can have either afixed or conditiond duration, just as an affliction can. A
summoning combined with a conditiond binding ends when the condition is met, sending
the summoned creature back where it came from.

If abinding lasts ayear or more, the target is allowed a saving throw each year to
bresk the spdll. If the binding was combined with a summoning, the cresture returns to
the locale from which it came if the saving throw is successtul. If the saving throw fails,
it remains bound by the spdll.

No binding is effectiveiif it isimpossible to honor or requires asuicidal action. For
example, trying to force a cregture to stop breething or eating is an invadid binding.

Conjure: The spdl brings forth matter from somewhere dse, usualy one of the
elementd planes. Conjurations can produce va uable materias when combined with an
imbue spell, and those conjurations with a base difficulty of 80 or less can be made
permanent without aloss of condtitution.

At base difficulty (40), the spell produces ablock of smple eementa materid.
Doubling the difficulty (80) produces smple objects made from a single common
materia, such as wooden tables or iron spikes. Tripling the difficulty (120) produces
complex objects made from multiple common materids, such as wegpons, wagons, and
castles.

Summon: The spdl brings forth creatures from somewhere else, usudly one of the outer
planes.

At base difficulty (50), the spdl summons a single creature whose Hit Dice does not
exceed the caster’ slevel. The cagter can choose to summon multiple creatures, but there
isadifficulty modifier (see Table 29). The caster can choose to summon a specific
creature if its name is known. Doubling the base difficulty (100) doubles the totdl Hit
Dice of creatures that can be summoned, tripling (150) the base difficulty triples the Hit
Dice, and so on.

A summoned cregture whose Hit Dice are less than the caster’ s level automatically
attacks the caster’ s foes for the duration of the spdll or until the caster commandsit to
ceae. If the caster has no enemiesto fight, the creature can be commanded to perform
other actions for the duration of the spell. The spell does not grant the &bility to
communicate with a summoned cresture, o additiona magic may be required. Any
summoned cregture returns to the locae from which is was summoned if it is dipelled,
banished, or dain.

If asummoned cresture’ s Hit Dice are greater than the caster’slevd, or if the creature



was specificaly named in the summoning, the caster has no speciad control over it,
though it can be bound, charmed, or compelled.

Theinitial distance between the caster and the summoned creature is not a factor, but
the distance between the caster and where the summoned creature appears is.

Enchantment/Charm

Charm: The spell causes atarget creature with an Intelligence rating to abandon its own
thoughts and fedlings and adopt a specified emotiond response toward the caster. The
cagter might inspire fear, love, loydty, friendship, or any other puredly emotiond State.
The emotiond state remains for the duration of the spell; however, crestures are
periodically adlowed new saving throws based on their Intelligence scores as noted in the
charm person spdl.

If communication between the caster and the charmed creature is possible, the caster
can exercise limited control over the subject. Charmed crestures that are asked to perform
obvioudy suicidal actions are typicaly freed from a charm, see the charm person spdl
for details.

Cadting this spell on an undead cregture triples the difficulty (60). Golems,
automatons, and animated objects cannot be charmed.

Compel: The spdll forces the target creature to take an immediate action of the caster’s
choosing. The action must be something the target could normally do, and the action
must not be suicidd.

At base difficulty, a compulsion lasts asingle round. If the action requires more time,
the duration must be extended appropriately, with a corresponding increase in difficulty.

Fortify: Seethe notes under Alteration.

Imbue: The spdl grants the target a qudity or ability—other than movement—that it did
not have before. An imbued ability cannot change the target’ s basic nature.

At base difficulty (45), the target can be imbued with a common, non-offensive,
ability that does not extend beyond the target’ s touch. An anima can be taught asmple
trick, an unskilled person can be given a generd proficiency, or an object can be given a
ample, physicd quality it does not normally possess, such asabit of cloth becoming
abrasive.

At double difficulty (90), the target can be given unusud abilities that do not extend
more than 30 feet from the object and are nonmagicd in nature. Characters can be
granted proficiencies outside the generd category or racid abilities such asinfravison.
Similarly, asword can be given the ability to harm creatures normaly harmed only by
magica wegpons or the ability to float in water.

Targets can be imbued with magical abilities or extraordinary properties, but the
spdlcagter must combine the spdll with another type of magic. For example, giving a
sword atrue magica bonus requires a strike spdl (one multiple of difficulty per plus).

Transmuting lead into a more vauable meta requires atransform spd| at adifficulty
of 105. In addition, the extent of the transmutation increases the imbue difficulty one
multiple. At base difficulty (45+105), lead can be transmuted into copper. Transmuting



lead into silver doubles the imbue difficulty (90), and transmuting lead into gold triples
the imbue difficulty (135). If the origind materid was nonmetalic, the imbue spel
requires an extramultiple of difficulty—turning wood into gold has a difficulty of 285.

Granting a creature the ability to detect magic by touch requires arevea spell at base
difficulty (20). Granting the same creature the ability to inspire fear on Sght requiresa
charm spell at an adjusted difficulty of 60 (base 20 + 40 for aline-of-sght effect).

Imbue can a0 be used to create an effect that lasts until triggered. The caster begins
by creating the imbue spdl with a permanent duration (this does not cause aloss of
Condtitution) and then follows immediately with the effect to be triggered. If more than a
day passes between the completion of the imbue spell and the effect, the second spell
must be combined with another imbue spell. Such effects can be combined to produce an
effect that can be triggered multiple times.

Divination

Foresee: The spell reads the future. The caster poses a Single question and receives an
answer. The spdl’ sfind difficulty depends on the how far into the future the caster

delves (use Table 32) and the actua range to the subject. The answer is truthful, but often
cryptic and aways literal. For example, a spdll that asks the fate of a king has an adjusted
difficulty of 125 (base 25 plus 100 for an unspecified time frame) and islikdly to reved
only that the king eventualy dies. Careful wording of a question can produce clearer
results.

By tripling the base difficulty (75), the caster can extend one normal sense (sight,
hearing, touch, taste, and smdll) into the future, with additiona modifiersfor the tempora
and actud distance, as above.

Thereisno saving throw vs. aforesee sl unlessthe spell is used to predict an
unwilling cregture s dignment, intentions, or menta Sate.

Reveal: The spell showswhat is hidden or not readily apparent. The spell reveals
information about the present or the past.

At base difficulty (20), the caster can project one norma sense to the limit of the
gpell’ srange. For the duration of the spell, the caster can see, hear, smell, fed, or taste as
though standing in the target area. If the target areaislarger than the five-foot-square
default area, the caster’ s point of view can be fredly shifted within the area. If the caster
wishes to employ an enchanted sense (microscopic vison, ESP, infravision, €tc.), the
base difficulty is doubled (40).

A reved spdl can dso detect auras. At base difficulty (20), the caster can perceive
one aura, effect, or substance (magic, evil, invishility, charm, gold, etc.) by touch for the
duration of the spell. Increasing the Spdll’ s range extends the caster’ s detection ability in
a 10-foot path that is aslong as the range. If the caster concentrates for one round, a
ranged detection can penetrate one yard of earth or wood, one foot of stone, or one inch
of stedl or other metal. A thin sheet of lead blocks the detection. The caster—and only the
caster—perceives the aura through feedback to his senses (hands tingling, throbbing
headache, light intensity, etc.) and can tell where the source lies and how powerful it is
(faint, moderate, strong, or overwhelming).

Doubling the difficulty (40), doubles the penetration (up to one inch of lead) and



dlows the cagter to andyze what is detected (the type of magic, how much gold, etc.). If
there are multiple sources, only theat fact is reveded; analys's takes one round.

Tripling the difficulty (60) triples the penetration and alows complete andysis. The
cagter can determine the subject’ s aignment, al types of magic in operation, etc. Each
additional multiple of difficulty extends the penetration range. At quintuple difficulty
(100), arevea spell bestows the power of true seeing (as the 5th-level priest sodll).

A reved spdl dlowsthe caster to sense or ask questions about the past just asthe
foresee pdl provides indghtsinto the future. The past is eeser to divine that the
future—divide the time periods on Table 32 by 10 when determining difficulty. For
example, looking 10 years into the past adds 70 to the difficulty.

A single use of the spell produces one effect (sense extension, aura reading, or
divining the past), though an amhitions caster could combine dl three functions into one
very difficult spdl.

Thereis no saving throw vs. areved spdl unless the spell is used to examine an
unwilling cresture' s dignment, thoughts, or mentd Sate.

[1lusion/Phantasm

Conceal: The spdl hides objects or creatures, rendering them undetectable for the
duration of the spell.

At base difficulty (20), the target becomes undetectable to one ordinary sense for the
duration of the spdll. The spell’ s area must be large enough to cover the entire target, and
each multiple to the base difficulty diminates one additiona sense. Concealment from
magica senses, such as ESP and detection spdlls, double the difficulty (40). A singletype
of detection counts as one sense. For example, aspell that conceals atarget from both
ESP and magicd detection has a difficulty of at least 40. A true seeing spdl dways
defeats a conced spell, but atarget can be warded against detection.

If aconcedled creature makes an attack, the spell is broken unless the conced is
combined with an imbue with the same duration as the conced spell—thisis an exception
to the generd rule about combining spells. Damage from a successful atack is never
concesled, even if the attacker is concealed from the sense of touch. Magicd items thet
produce visble effects, such asafireball from awand of fire, are not conceded aong
with a cresture.

Delude: The spell confounds or distorts the senses, making the target seem like
something dse.

At base difficulty (30), one of the target’ s sensory aspects can be changed for the
duration of the pell. The target does not actualy change, but it looks, fedls, smells,
sounds, or tastes like something ese. Changing the target’ s gpparent size more than one
category (see Tables 29 and 30) doubles the difficulty, and each additiond multiple of
difficulty alows one additiond category of change.

Doubling the base difficulty (60) changes the way the target appears to extraordinary
senses such as ESP. For example, making an astrd deva seem mindless or an agitated
gorm giant gppear calm doubles the difficulty. Thisisin addition to any multiplier for
changing the target’ s apparent size. For example, making a 30-foot-tall storm giant ook
like an unintdligent hafling has aminimum difficulty of 150.



Phantom: The spdll crestes a sensory or menta image that can effect any thinking
cregture if the creature believes the image.

At base difficulty (40), the image impacts one sense—amell, sound, sight, taste, or
touch—or exigts solely as amentd image in the target creature’ s mind. Each multiple
added to the base difficulty adds one sensory dtribute to the image. If asensory imageis
given amentd attribute, the image gppears to have thoughts or emotions. Adding a
gpecific thought or emotion adds 40 to the difficulty.

If theimage s durdtion is ingtantaneous, the image lasts only as long as the caster
concentrates. If aduration is specified, the image follows a smple program of action, as
specified by the cagter, for the duration of the spell. A programmed illuson can be made
to ectivate itsdlf in response to a specific trigger if combined with an imbue spdll. A
programmed illuson can react logicaly any Stuation it encounters if combined with an
imbue el at triple difficulty (135).

Unlike a shadow shape, an image cannot inflict red damage, even if the target
believesitisred (see Player’s Handbook, Chapter 7).

An image can be used to kill, however, by drawing on the target’ s fears. Such images
are purdy mental and function just like day spells.

Shadow Shape: The spdl dlows the user to manipulate materid from the Demiplane of
Shadow, creating partialy red illusons that retain their effectiveness even if dishdieved.
The caster can employ a shadow shape as a conj ure, summon, or strike spell. A shadow
shape' s base difficulty is the same asthe spdl it mimics.

If dishelieved, the shadow shapes retain an Armor Class of 4 and 80% of their hit
points and damage potential. Specid attacks, such as petrifaction and levd draining,
generdly perss for aslong asthe spdl lasts or until dispelled or dishdieved, but thereis
a50% chance that they remain even after the spell fades.

Evocation/Invocation

Create: The spdl creates something out of nothing. The caster can creste awall or block
of materid.

At base difficulty (25), the caster creates awal of energy (fire, lightning, or cold) five
feet square and hair thin. Anything passing through the wal suffers 2d8 points of damage
plus one point per caster level. Anything within 10 feet of the sheet suffers 1d8 points of
damage, save vs. pdlisfor half.

The cagter can orient awal of energy in any direction and shapeit in any fashion.
Once created, the wall remainsin place and retains its shape for the duration of the spell.
The wal can be cast upon a creature without difficulty, but the target suffers the lesser
amount of damage unless the sheet is combined with a strike spel—in which case asave
vs. spdlsfor haf damage applies. At the caster’ s option, one sde of the wall can be
harmless, inflicting no damage even to things that pass through it.

If the cagter increases the difficulty to get awal larger than the minimum size, use
the area column from Table 29. The wdl isfive feet high and aslong asthe area’ s base
dimengion. For example, adding five points to the difficulty mekes awal five feet high
and 50 feet long. The caster can increase the height by reducing the length. For example,



a 50-foot wall becomes 10 feet high and 25 feet long.

Doubling the base difficulty (50) creates awall of soft materid (such as wood, clay,
or ice) five feet square and six inchesthick. The caster can double the thickness by
having the area.

The cagter can orient aphysicd wal in any direction and shape it fredly. Once
created, the wall retainsits shape for the duration of the spell. If not properly supported,
ether by previoudy exiging materia or by virtue of a sdf-supporting shape (see the wall
of stone spdl description in the PHB for quiddines), thewal fdls over, inflicting 3d10
points of damage on any cresture caught underneath (save vs. deeth magic to avoid). If
thewall is created in the same space as atarget, it gppears with a hole large enough to
dlow the target to remain unharmed.

At triple the base difficulty (75), the caster can create awall of ahard substance, such
asgranite or iron. Thewal has the same generd characteristics asawal of soft materid,
but if it fals, it crushes and kills creatures caught underneath (save vs. death magic to
avoid).

At quadruple the base difficulty (100), the caster crestesawall of pure force that
duplicates the effects of the 5th-leve wizard spdll wall of force.

At base difficulty (35), the caster can create a 50-pound block of smple dementd
matter, such aswater or dirt, or apile of smaler blocks whose total weight does not
exceed 50 pounds. At double difficulty (70) the caster can create soft, compound
materias, such as brick or wood. At triple difficulty (105), the caster can create common,
pure metals, such asiron or lead. The caster can combine a creation spdl with an imbue
gpdll to creste valuable metals as detailed in the transform spell.

A cregtion spdll that produces matter—not force or energy—can be made permanent
without the loss of a point of Condtitution.

Imbue See the notes under Enchantment/Charm.

Strike: The spdl directs energy or force againg atarget.

At base difficulty (25), the caster inflicts 2d8 points of damage plus one point per
caster level by touch. The damage can be ddivered through a burst of energy (fire,
eectricity, or cold) or force. Thetarget is dlowed a saving throw vs. spdl for half
damage. Energy bursts can damage objects, but force bursts cannot. A touch-delivered
strike requires an attack roll, but a ranged strike does not. For every five points of
additiond difficulty, the caster can add 1d8, to a maximum of 30d8.

Adding aduration to a strike crestes a satic effect that can damage anything that
blundersinto it while the spdll lasts.

If agtrikeis combined with awal of energy, the resulting spdl infliccswall damage
or grike damage, whichever is greater. The combination spell effect can be imbued with
an animate spell to creete an effect that moves at the caster’ s command. The mobile el
has an Armor Class of 0 and as many hit points as the caster. The spell effect can be
harmed only by magica wegpons and magicd attacks, an effect isimmune to its own
form of energy.

A gtrike combined with aforce wal can trap atarget for the duration of the spell
provided it is large enough to surround the cresture. The target is not otherwise harmed
and may escape by destroying thewall or teleporting away. The combined spell can be



imbued with an animate spell and move at the caster’ s command, grasping, crushing, or
smashing objects. The effect is Smilar to the Sth-level spdl Bigby' s crushing hand spell
except that it has an Armor Class of —2 and twice the caster’ s hit points.

Table 29:

Areas of Effect

Creature Area Object  Difficulty
1 5 200 Ibs. 0
1d4+1 (3) 50 500 Ibs. 5
1d6+5 (6) 500 1,000 Ibs. 10
1d8+6 (9) 5,000 1ton 15
1d10+7 (12) 10,000  5tons 20
1d12+8 (15) 25,000 10tons 25
2d8+8 (18) 50,000 50tons 30

3d10+8 (21) Province 100 tons 40
4d12+8 (24) Region  200tons 80
5d20+8 (27) Pane 500 tons 160

Creature: The spdll affects the indicated number of crestures or less. If the caster does
not wish to roll dice, use the number in parentheses instead.

All creaturesto be affected cannot be farther gpart than the distance listed in the area
column. For example, if agpell affects six creatures, they must dl be within 500 feet of
each other.

A spdl can affect dl creatures in a designated area, but the difficulty modifier is 10
timesthe value listed. For example, aspdll that charms every creature in a 10,000 square
feet area has a difficulty modifier of 200.

Area: The spdl effect fills a square area five feet high. Numbers indicate the length of
the square sSdesin feet. A provinceis an area 20 miles square. A region is an area 100
miles square. A planar effect fills the entire plane where the spell is cast. An area.can be
angled or reshaped to fill whatever volume the caster desires, but the volume' s minimum
height is dways congdered to be five feet.

Object: The spdl affects a number of objects whose weight does not exceed the listed
vaue. If multiple objects are affected, they cannot be farther gpart than the distance listed
in the corresponding area column.

Table 30:

Animated Objects

Sze! Weight? Damage®
Tiny 50 Ibs. 2

Smal 100 Ibs. 5



Man 200 Ibs. 10

Large 500 lbs. 15
Huge 1,000 Ibs. 20
Gargantuan 1Ton 25

! Size categories are taken from the Monstrous Manua and the various Monstrous
Compendium tomes.

2 Use the object column from Table 29 to calculate how difficult the object is to animate,
Use this table to determine how much damage the object can inflict in combat. Objects
weighing more than one ton cannot move if animated, but portions of them can move.
For example, animating a castle has a difficulty of 80. The cadtle itsdlf cannot move, but
individud parts can.

3 The figure given is average damage from asingle blow. Any combination of damage
dice and bonuses that produces the listed average is acceptable. For example, a stool or
chair might inflict 1d3 points of damage with asingle blow, atable might inflict 1d6+1 or
1d8 points of damage, and a castle' s drawbridge might inflict 4d4+8 or 3d10+10 points
of damage.

Table 31:

Ranges

Range! Difficulty
Touch or 0 0
20 yards 5
50 yards 10
100 yards 15
500 yards 20
1,000 yards 25
1,500 yards 30
Line of Sight? 40
Plane® 60
Trans-Planar® 100

1 A spdl’ srangeis dither the distance between the caster and the portion of the spell’s
area of effect closest to the caster or between the caster and the center of the area of
effect; the choiceis the caster’s. Spells with touch range are dways centered on the target
the caster touches.

2 A 3pdl with line-of-sight range can affect any target the caster can see, regardless of the
range.

3 A spdl with planar range can affect a target anywhere on the plane where the spell is
cast. Usethis category for any spell where the target’ slocation is not known.



4 A spdl with trans-planar range actually reaches across planar boundaries. Only
trangport and reved spellswork at thisrange.

Table 32:

Durations

Duration Difficulty
Instantaneous’ 0

1 round 1
1turn 3

1 hour 5

6 hours 7
12 hours 10
1 day 15
1 week 30
1 month 50
1 year 70
Permanent? 100

! Spdlls with instantaneous durations have permanent effects. For example, astrike
occurs in an ingant, but the damage it inflicts remains until heded. Spells with longer
durations cease to affect their targets once their durations expire.

2 Making aspell permanent usually drains a point of Constitution from the caster, see the
individua spell descriptions for exceptions.

Table 33:

Preparation and

Casting Times

Adjusted Preparation Casting
Difficulty ~ Time! Time
—lorless None 1 round
0 1 round 1 round
1-5 1 turn 1 round
6-10 1 day? 1 turn
1120 1 week 1 turn
21-30 2 weeks 1 hour
31-50 1 month 1 hour
51-100 2 months 1 day
101-150 6 months 1 day
151+ 1year 1 week

! The figure given is the minimum preparation time.



2 Preparation and casting times of one day or more require a maximum of eight hours of

effort per day.

Table 34:
Difficulty Adjustments

Condition
Materia Component
Common
Rare
Exatic
Specid Condition
Common
Rare
Exotic
Caster Levd
Specidist?
Cadter has cadt this
gpell before
Saving Throw or MR modifier*

M odifier

None
-10
—200r 1/2

None

-10

—200r 1/2
—1 per Leve!
-51

-10°
Vaidble

! The caster’sleve gpplies to adjusted difficulty before any other modifiers for materid

components and conditions.

2 Specidist wizards receive this modifier when casting true dweomers that use a type of
spdl from their schools of specidization.

3 This adjustment only appliesif the spell is cast the same way it was previoudly. If range,
duration, or other attributes are changed, the —10 reduction does not apply.

* |f the true dweomer normally allows a saving throw, the caster can dter the spell’s
adjusted difficulty to increase or decrease the target’ s saving throw as explained below
(seethe True Dweomers in Play section for more information).

Each +5 added to the difficulty imposes a—1 saving throw modifier on the target;
each -5 subtracted from the difficulty givesthe target a+1 saving throw bonus. A
difficulty modifier of 100 diminates any saving throw.

A true dweomer’s adjusted difficulty can be increased to reduce the target’s magic
resstance, including resstance provided by award spell. Each +1 added to the difficulty
reduces magic resstance by —1. It is not possible to reduce a spel’ s difficulty by
increasing the target’s magic resstance. If the resistance pendty lowersthe target’s
magic resistance to 0 or less, there is no further effect other than negating the roll.

Necromancy



Animate (dead): The spell restores movement to dead crestures.

At base difficulty (25), the spell animates one Hit Die of skeletons or zombiesfor
each leve of the caster’ s experience. Doubling the base difficulty (50) doubles the Hit
Dice of crestures animated, tripling the difficulty (75) triples the Hit Dice of creatures
animated, and so on. All the remains to be animated must be intact and within the spdll’s
area of effect. See the 5th-leve wizard spell animate dead for details.

The current condition of the remains can affect the spdll. If the remains have been
scattered, but not destroyed, the spell’ s base difficulty increases by 25. If the remains are
scattered and ancient, such as buried and broken up by time and naturd forces, the
difficulty increases by 75.

Slay: The spell destroys life, utterly and irrevocably daying living crestures.

At base difficulty (50), the caster can day a single cresture whose Hit Dice do not
exceed hisown. If the spdll is extended over an areg, the total Hit Dice of the creatures
dain cannot exceed the caster’slevel.

A touch-ddivered daying requires an attack roll, but ranged dayings do not. Targets
with 9 Hit Dice or more gain saving throws vs. deeth to negate the effects. For every five
points of additiond difficulty, the Hit Dice affected increases by 1 die. Thereisno
maximum.

Tap: The spdl manipulates a creature s life force. Priests (and only priests) use this spell
to hed injuries.

At base difficulty (40), this spdl drains 1d8 hit points from living targets by touch. A
touch-delivered tap requires an attack roll, but ranged taps do not. Targets with 9 Hit
Dice or more gain asaving throws vs. gpdlsto negate the effects. For every five points of
additiond difficulty, the damage increases by one die to amaximum of 30d8. A
damage-inflicting tap dways has an ingantaneous duration which cannot be increased.

At double difficulty (80), atap can transfer hit points drained from avictim to the
cagter for the duration of the spell or until the caster loses the hit points through combeat
or other means. Any damage the caster suffersis deducted from the stolen hit points firg.
In any case, the target does not automaticaly regain the lost points when the spell ends,
though the damage can be restored through rest or magical hedling just as most other
forms of damage.

Alternately, the caster can employ atap a double difficulty (80) to drain one point
from an ability score. The loss pergsts for the duration of the spell (the ability scoreis
suppressed, not drained away). At adifficulty of 160, the caster can transfer the stolen
ability score to himsdf for the duration of the spell.

At triple difficulty (120), the caster can drain one energy leve for the duration of the
spell. At adifficulty of 240, the caster can transfer the stolen level to himsdif.

Material Components
As explained on page 119, the caster must employ some object or materid to create a

true dweomer. The caster can use combinations of common, rare, and exotic components
to make a true dweomer easier to prepare and cast, according to the limitations outlined



below. The cagter must have a common material component on hand to begin preparing a
spdl.

Common: The component is something fairly plentiful and easy to get under normd
circumstances. The caster might use a butterfly’ s cocoon for a transformation spell, a
handful of nallsto creste an iron wal, or amagnifying glassfor areved spdl. Every true
dweomer requires at least one common material component. Thereis no reduction in the
spdl’s adjusted or find difficulty for multiple common components.

Rare: A rare component is normaly expensive and difficult to find. The caster might
use alegd document or writ issued by a court againgt the target of a banishment spell, a
packet of expensve herbsin acompd spell, or alive dectric ed in astrike spell that
employs dectricity. A character can employ as many as three rare components to reduce
aspdl’sadjusted or find difficulty by —30. The limit gpplies once per spdll. That is, the
caster can use three rare components to reduce the spell’ s adjusted difficulty by 30, the
find difficulty by 30, the adjusted difficulty by 20 and thefind difficulty by 10, or vice
versa

If the caster does not have arare component on hand during the entire preparation
time for aspdl, the modifier can be gpplied only to the spdl’ sfind difficulty number.

Exotic: An exotic component is unique or unusud and cannot be purchased—the
character must undertake an adventure to get it. The caster might use afragment of an
ancient sundia in adestroy spell, a displacer beast’s hide in adelude spell, or sand taken
from the track an iron golem Ieft after taking itsfirgt sep in an animate spell. A character
can employ any number of exotic components to reduce a spell’ s adjusted or find
difficulty. When an exatic component is used in a spell, the adjusted or find difficulty is
reduced by haf or by 20 points, whichever is greater. It is usudly to the cagter’s
advantage to gpply the modifier for an exotic component before any modifiersfor rare
components, but the caster is not required to do so.

A single exotic component reduces either the spdl’ s adjusted difficulty or fina
difficulty, but not both. If an exotic component is not available for the spdl’ s entire
preparation time, the modifier for it can be gpplied only to the find difficulty.

Specia Conditions

Any technique or unusua restriction that the caster imposes on himsdf during the
spell’ s preparation time can reduce the spdll’ s adjusted or fina difficulty. Similarly, the
caster can limit the way the spell is used and make the spell easier to prepare and cast.
Like materid components, specia conditions are classfied according to rarity.

Common: Thisis the minimum condition for preparing or casting a spell (see page
119).

Rare: The condition requires some extra effort or extraordinary expense on the
cagter’ s part. The caster might remain in alocade that is particularly appropriate for
casting a spdl; for example, staying in school or library when preparing areved spdl.
The caster might refrain from taking a certain action during a spell’ s preparation time,
such as never answvering a question truthfully while preparing a delude spell. The caster
might specify alimited use for the spdll, such asadispd that only works against
aflictions that have been unjudly laid.

A rare condition is not effective unless the character is exceptiondly clever or



undergoes some hardship or sacrifice. Only one rare condition can apply to any given
gpell, affecting ether the adjusted or find difficulty. The DM must be very careful when
assigning limitations, as players tend to specify limitations that only apply to the Stuation
immediately at hand. A limitation reduces difficulty only when it actualy makes the spell
harder for aplayer character to use.

Exotic: The condition isunique, and the character must undertake an adventure to
completeit. An exotic condition often exists only in ametaphorica sense. Shidding the
innocent from atyrant’ s wrath might be useful in preparing award spell. Carrying anidea
to the four corners of the world might help with atrangport spell. Freeing avillage from
fear might help with adispd, especidly if the target of the dispe and the source of the
fear are onein the same. Only one modifier for an exotic condition can gpply to asingle
gpell. The cagter can apply it to either the adjusted or fina difficulty, but not both.

Preparing the Spell Once atrue dweomer’s adjusted difficulty has been calculated,
the caster can begin preparing to cast the spell. To prepare a spell, the caster must spend
timein quiet study or meditation. The caster cannot fight, cast spells, move fagter than a
walk, or engagein any other activity that requires intense physica effort or mentd
concentration. If the preparation time is one day or more, the caster must spend eight
hours a day preparing for the endeavor, athough heis free to pursue other activities
during the remaining 16 hours. Keep in mind that there isalimit to the number of true
dweomers a character can prepare at once (see page 119 and Table 44).

If the caster wishes to reduce the spdll’ s preparation time, materia components or
gpeciad conditions can be added to reduce the adjusted difficulty, which in turn reduces
preparation and casting times.

If the caster is interrupted or ceases the preparations, the spdll is disrupted.
Preparations that require one day or less are completely disrupted and must be restarted.
If the preparations require one week or more, the caster loses any preparation time
dready spent on the day when the disruption occurs and loses another day’ s worth of
preparations as the caster makes the readjustments to continue the spell.

For example, Pharjis, a 25th-level diviner, is preparing a spdl with an adjusted
difficulty of 15, which requires aweek’ sworth of preparations. He prepares for three
days without incident, but in the middle of the fourth day an explosion in his laboratory
keeps him busy well into the night. Pharjis loses the preparation time he completed on
day four and must backtrack another day, so he must prepare for five more days before he
can cast the spell.

If an interruption lasts more than one day, the caster must either begin preparations
again or backtrack that many days when resuming preparations. For example, if Pharjis
were preparing aspdl with an adjusted difficulty of 55 , he would need to prepare for two
months. If he were to be interrupted for a full week, he loses not only that week but
another seven days worth of preparations.

When the caster completes the required preparation time, the spel may or may not be
ready to cast. The character must roll afina difficulty check to conclude the preparations.

Find Difficulty

A spdl’sfind difficulty number is usudly the same asits adjusted difficulty. When



the caster has spent the required preparation time, roll 1d100. If the number rolled is
equd to or higher than the spdl’ sfind difficulty number, preparations are complete. If
theroll islower than thefind difficulty, the caster must continue preparing the spell and
can check again when another period of preparations are complete.

If the spell’ s adjusted difficulty is higher than 100, or if the caster Smply wishesto
reduce the difficulty number, the caster can apply amodifier for amateriad component to
thefind difficulty ingeed of the adjusted difficulty. This does not affect the spell’s
preparation or casting time.

The caster can dso extend or reduce aspdll’ s preparation time by adjusting the final
difficulty. If the caster increases the preparation time to the next higher category, thefind
difficulty is reduced by haf or —10, whichever is higher. The spdl’s cadting timeis
unchanged. If the spdll’ s adjusted difficulty is 151 or higher, increasing the preparation
time doublesiit to two years. The caster can aso shorten a spell’ s preparation time to the
next lower category by doubling the difficulty. Each of these modifications can be made
only once. If the adjusted difficulty is O or less, the difficulty cannot be doubled.

For example, if Pharjis decides to spend six months preparing his difficulty 55 spell,
the find difficulty is reduced to 28 (fractions are rounded up), but the spdll il takes one
hour to cagt. Smilarly, if Pharjis wished to spend only one day preparing his difficulty 15
godll, itsfind difficulty would rise to 30.

Casting the Spell Once preparations are successfully concluded, the character is free
to cast the spell. Casting atrue dweomer is just like casting any other spell. The caster
must be free to speak and move, and any materia components used in the spdl must be at
hand. If the caster’ s concentration is broken during the casting time, the entire spell is
ruined and any materid components used vanish in afizzle of usdess energy.

If the cagting timeisaday or longer, the character need spend only 8 hours actualy
cagting and is free to pursue other activities during the remaining 16 hours. When the
cagter isnot actualy working on the spell, attacks on the character do not disrupt the
spell. However, once the caster begins the spell, casting must continue daily. Any bresks
ruin the spdl.

For example, Pharjisisworking on a particularly difficult spell. The adjusted
difficulty is 160, which Pharjis has reduced to 80 by extending the preparation time to
two years. Once preparations are complete, Pharjis must spend one week cagting the
spell. He must spend elght hours a day on seven consecutive days to cast the spdll. If he
misses a day, the spell islogt, though he does not have to begin his eight hours of casting
a the same time each day.

Once prepared, a spdl can be held only aslong as its minimum preparation time. In
the preceding example, Pharjis could wait aslong afull year before cagting his difficulty
160 spell. Because Pharjisis only 25th level, he can prepare or cast only one other true
dweomer per day until he casts the spell he has prepared.

An Example of True Dweomer Creation Pharjis, the 25th-level diviner from the
previous examplesin this section, is concerned about a horde of marauding orcs that has
been ravaging the countryside. He decides to take alook at the orcs from the safety of his
tower.

The type of magicisreved (base difficulty 20). Pharjis only wantsto look, so thereis



no modifier to the base difficulty. Pharjisis extending his Sght so he can see the horde as
though he were ganding in afive-foot square area somewhere within it. This doesn't suit
Pharjis particularly well, so he decides to expand the default area of effect to a100-mile
square areaimmediately to the west of his tower—if the orcs are farther away than that,
he isn't worried about them. The range is effectively zero, so there is no difficulty
modifier. The modifier for aregionsized area (100 miles square) is 80. Pharjis wants to
keep watch for half aday, adding 10 to the difficulty. The spdl’ s difficulty from its
combined dementsis 110 (20+80+10). Pharjis subtracts 25 for hisleve, 5 because heis
adiviner, and 10 because he has done this before for an adjusted difficulty of 70.

The basic preparation time is two months—the orcs would be gone by then, so Pharjis
must do something to decrease the preparation time. He throws in a golden spyglass, a
pair of spectacles, a detailed map of the areato be observed, and afeather given fredly by
agiant eagle. The spyglass, spectacles, and map are rare materid components, and the
eagle feether is an exotic—giant eagles don't usudly go around giving feathers away.

The exotic component reduces the difficulty by haf to 35. The three rare components
reduce the difficulty to 5, which requires aturn’s preparation.

At this point, Pharjis doubles the fina difficulty to 10, which reduces the preparation
time to around (the spdl ill requires aturn to cast). After one round of preparation,
Pharjisrolls the dice and gets 02%, a falure. He must spend another round in preparation.
At the end of the second round, Pharjisrolls 81%, a success. The next round, Pharjis casts
the spell—no further dierolls are required.

Pharjis searches the entire area of effect for 12 hours, moving his point of view
around & will. The orcsare in the area, and Pharjis quickly locates them. He carefully
notes their numbers and equipment and then sends a message to an old adventuring
buddy of his—ahigh-level ranger with a pecid interest in orcs,

True Dweomersin Play True dweomersfollow most of the standard rules for spells,
with the following exceptions.

Saving Throws. Mogt true dweomers allow a saving throw vs. spell, check the
descriptions for the individua spdll types for details. The saving throws by character
level optiond rule (see page 144) is dways used for true dweomers, bonuses for high
ability scores gpply normally.

If atrue dweomer’s difficulty has been lowered, the target’ s saving throw improves;
however, the automatic saving throw failure rule (page 142) till gpplies.

Creatures with magic resistance are entitled to anormal resstance roll againgt atrue
dweomer, according to the limitations explained in Chapter 9 of the Player’ s Handbook.

Protective Devices: Items such asrings of protection work normaly againg 10th-leve
spells. True dweomers cannot be stored or absorbed. Pae lavender and lavender and
green ioun stones are ineffective againgt true dweomers, as are rods of absor ption and the
absorption powers of staffs of the magi.

Dispel Effects: The 3rd-leve dispel magic spell isof limited use againgt 10th-leve
gpells. To be effective, dispel magic must be directed solely against the true dweomer to
be dispdled. If it succeeds, the true dweomer is rendered nonoperationa for 1d4 rounds.



A dispel magic spell cannot disrupt a true dweomer whose area of effect islarger than the
dispel magic spdl’sareaof effect.

Mordenkainen’s digunction has a 1% chance per caster level of digoining any true
dweomer. If any portion of the enchantment is digoined, the entire true dweomer is
digoined.

A wish automaticaly dispels atrue dweomer, but that isthe only effect the wish has.
A limited wish spell can temporarily negate a true dweomer for 1d8 hours.

Also, see the explanation of the dispd true dweomer on page 122.

Magical Barriers: A digpe true dweomer ingtantly destroys any wall spell or magica
barrier created by a 1st-9th level spdl or magica deviceif it succeeds, including wall of
force, prismatic wall, prismatic sphere, antimagic shell, and the cube of force.

A destroy true dweomer diminatesawall of force, prismatic wall, or prismatic
sphereif itsarea of effect is large enough to encompass the whole spell effect.

If not destroyed or dispelled, any barrier that keeps out magic keeps out atrue
dweomer unless the true dweomer’s area of effect islarge enough to circumvent the
barrier. For example, aflat wall of force cannot keep out a province-sized true dweomer.
Spherica barriers cannot be circumvented in this manner.

True Dweomersin Magica Duels Dudists can attempt to employ true dweomers,
but they usually are not useful because they take too long to prepare and cast. Each round
of preparation or casting time for a true dweomer requires one round in the dud. Both
preparation and spellcasting can be disrupted if the cagter fails a saving throw or losesa
character combet roll. Any true dweomer with a casting time of more than one round is
useless as a counter spell.

Indl other respects, true dweomers function like norma spells. All true dweomers
have PRs of 19 and move at arate based on their ranges. A true dweomer’s default area
of effect and duration is dways sufficient to send it moving across adueling areng,
though in some cases the caster might wish to increase the difficulty to enhance the
spdl’ s effect once it reaches the opponent’ s square or to give the spell a better movement
rate. Use Table 35 to determine a true dweomer’s spell type in adud.

Table 35:
True Dweomer Spell Types for Duels
True Dweomer Type* Duding Type
Abjuration
Banish Attack
Dispel Attack/Defense
Reflect Defense
Ward Defense
Alteration
Animate Attack/Defense
Destroy Leech

Fortify Leech



Transform Attack

Transport Leech
Conjuration/Summoning

Afflict Attack

Bind Attack

Conjure Leech

Summon Attack/Defense
Enchantment/Charm

Charm Attack

Compe Attack

Fortify Leech

Imbue Leech
Divination

Foresee Leech

Reved Leech
[lluson/Phantasm

Conceal Leech

Ddude Leech

Phantom Any

Shadow Shape Attack/Defense

or Missle

I nvocation/Evocation

Create Attack/Defense

Imbue Leech

Strike Missle
Necromancy

Animate Attack/Defense

Tap Attack

Say Attack

True Dweomers and Quest Spells As powerful asatrue dweomer is, it is il
mortal magic. Quest spell effects, which represent adeity’ s direct intervention in the
world, generaly cannot be countered by true dweomers. A dispd true dweomer is
ineffective againg a quest spell effect.

If aquest spell produces a creature, object, or other effect that can be attacked or
destroyed by norma means or spells, atrue dweomer can be used to attack it. For
example, abanish true dweomer cannot remove the creatures summoned by awolf spirits
quest spell, but aday or strike true dweomer can harm the individua wolf spirits

Ward true dweomers can work against quest spdll effectsif the protection is relevant.
For example, award that provides protection from electrical attacks is effective agangt
the lightning bolts generated from a storm of vengeance quest spell, but not the spdl’s
other effects.

If the quest el dlows a saving throw, the ward works normdly. If the quest spell
does not alow a saving throw, anything protected by award gains a saving throw of 18.
If the ward provides magic resstance, itsvaue is haved vs. quest spell effects.



Known True Dweomers Players and DMs can use the system outlined above to
creste an endless variety of spdlls. Hereis a brief sampling of true dweomers that have
been documented in one or more worlds.

The spells are presented in standard AD& D game format, as described in Appendix 2
of the Player’ s Handbook, except as noted below. Additional information specific to true
dweomersis dso included.

The Type entry identifies dl the kinds of magic (from Table 28) used in the spdll.

The Difficulty entry gives the spdl’ s difficulty rating before any reductions.

The Final Difficulty rating gives the spel’ s difficulty asif it were being cast by a
nongpecidized caster of 20th level usng dl the materid components and specid
conditions listed in the spell description. An additional —10 for casting a previoudy
recorded spell is aso applied.

The Preparation and Casting Time are based on the spdl’s unmodified find
difficulty rating.

The Range entry works as described in the notes to Table 31.

Hurd’ s Obligation
(Conjuration/Summoning)

Type Bind

Range: Touch

Duration: Conditiona
Adjusted Difficulty: 180
Fnd Difficulty: 45
Preparation Time: 1 Month

Cading Time 1 Hour
Areaof Effect: 1d6+5 Creatures

Saving Throw: Neg (-8 pendty)

A covetous wizard invented this spdll to ensure that adventurersin his employ
honored their agreements. Hurd worked diligently to discover hidden caches of treasure
and regularly dispatched teams of heroesto recover them. The spell was normaly
completed with a handshake between the caster and the group’ s leader. A typica venture
could take six months to a year to complete, but the spell remained until the verbd
contract was carried out.

Creatures subjected to this spell are forced to carry out the terms of their agreement
with the cagter. They are incgpable of fighting the effects of the spell to try and escape the
agreement. In Hurd' s case, adventuring parties returned back to his tower with dl of the
treasure they found and gave him his agreed-upon share. Only a 10th-level dispd, such as
Nazzer’ s nullification, cast directly upon an affected creature can dispel its effects.

The materia components are a sheet of vellum inscribed with the adventurers: names
(common), a permanent magica item given to the group’ s leader (exotic), asmal ruby
(100 gp vaue) given to each cresture affected, one pound of giant bee honey, and afew
dropsof oil of dipperiness (rare components). The items given away are not consumed,



but become the recipients property.
Kolin's Undead Legion

(Necromancy)

Type Animate

Range: Plane

Duration: Instantaneous

Difficulty: 325

Find Difficulty: 45

Preparation Time: 1 Month

Cadting Time: 1 Hour

Area of Effect: 5,000-foot square, 5 feet high
Saving Throw: None

This spel animates 200 Hit Dice of skeletons or zombies from intact remainsin an
area up to 5,000 feet square anywhere on the same plane as the caster. The caster can
give the legion one brief, smple command when the spdll is cast, but he must be present
to give detalled orders. The wizard Koalin typicaly dispatched an undead lieutenant to the
scene to take command of the troops.

The materid components are an unbroken bone (common), dust from an undead
spellcagter’ slair, ahorn that has been played over awarrior’s grave, a copper dagger that
has been bloodied in battle (rare), mold from a generd’ s shroud, and a battle sandard
carried into an ambush (exatic).

Kreb's Flaming Dragon
(Ifuson/Phantasm)

Type: Shadow Shape
Range: 50 yards

Duration: 1 Hour
Difficulty: 65

Fnd Difficulty: 5
Preparation Time: 1 Turn
Cading Time 1 Round
Areaof Effect: 1 Creature
Saving Throw: Specid

This spell produces a single red dragon of very old age or younger. Opponents who
sugpect the dragon is not red can save vs. Spdl to dishelieveit. Even if the save succeeds,
however, the dragon still has an Armor Class of 4 and retains 80% of its damage potentia
and hit points. If the dragon is dishelieved, its non-damaging specid powers, such asits
fear aura and suggestion ability, have a 20% chance to fail before any saving throws are
rolled.



The materid components are a sealed metal container full of pebbles (common), ared
dragon’ s tooth, two long, slver needies with gold or gem-studded heads (75 gp each),
and abdl or red yarn spun from aram’sfleece (rare).

Kreb's Stately Vel
(Illusion/Phantasm)

Type: Deude

Range: Touch

Duration: 1 Week
Difficulty: 120

Fnd Difficulty: 5
Preparation Time: 1 Turn
Cading Time 1 Round
Areaof Effect: 1 Creature
Saving Throw: Neg.

This spell makes the recipient appear vigorous, attractive, and wedthy. The
recipient’s basic features remain unatered, however, and characters can readily be
identified as themselves (arare condition). The recipient gppears to be clothed in cosilly
garments of the caster’s choosing. These look and sound genuine (slks rustle, spurs
jingle, etc.), but anyone touching the recipient feds the character’ s actud clothing. The
recipient is surrounded by a pleasant scent appropriate to the character’ s dtered
gppearance (rare perfume, new leather, wildflowers, etc.).

The material components are abar of scented sogp (common); an uncut gem worth at
least 100 gp; a fresh, unopened blossom from a deadly plant; a serpent’s shed skin
collected by the caster’s own hand (rare); and a handful of mud gathered from a hot
Soring a sunrise (exotic).

Nazzer' s Nullification
(Abjuration)

Type: Dispel

Range: 50 yards/1,500 yards
Durtion: Instantaneous

Difficulty: 55/90

Find Difficulty: —=5/13

Preparation Time: None/1 Week
Cadting Time: 1 Round/1 Turn
Areaof Effect: 70' x 70'/220' x 220
Saving Throw: None

Thisis essentidly the 10th-level verson of dispel magic. As noted in the spell
datigtics, there are two different versons of this spell; the second is referred to as



Nazzer’ s nullification cloak. Both spells share some common elements, however.

Once cag, dl spells and spell-like effects in the area of effect have a chance to be
dispelled. Unless noted otherwisg, it functions as the 3rd-level wizard spdl dispel magic.

Spdls of levels 1-9 have a base 100% chance to be dispdlled. True dweomers have a
base chance of 50% to be dispelled (aroll of 11 or higher on ad20). If the caster of the
effect isof higher level than the caster of Nazzer’ s nullification, subtract one from the
chance of success for each level of difference. If the cadter of the effect is of lower levd,
add one to the chance of successfor each leve of difference. For example, a 25th-leve
wizard' s stoneskin that isthe target of this spell cast by a 21st-level wizard would reduce
the chance for successto aroll of 15 or higher on ad20. No matter what the adjustments,
aroll of Lisawaysafailure, and aroll of 20 is dways a success.

Nazzer’ s nullification can be cast on amagicd item to permanently render the item
nonmeagica. Mogt standard magica items are susceptible to this spell, since their
effective levd is 12th in most instances. Even if not successful, the item is rendered
nonoperationa for 1d4 rounds. Artifacts are not subject to this effect.

The materid components for this spell are dust from a burned out ioun stone that has
been ground to powder, afire opa worth precisely 1,200 gp, and a dagger of the finest
quaity (an exceptiona wegpon). All are rare components.

Nazzer’ s nullification cloak: The secondary verson of this spell remainsin operation
for onefull turn after it has been cadt, disrupting dl magic entering it. Magic within the
area of effect at the time the spell is cadt is dispelled as described above, but magica
items continue to function.

If agpell succeedsin resisting the dispd, it isimmune to the remaining nine rounds
worth of dispeling unless it somehow exits the area of effect and then reenters. All magic
that entersthe area of effect after the initid round is subject to digpelling.

Spdll and spdll-like effects cannot be used within the area for the duration of the spell.
If the caster is within the area of effect, his pells dso fall. Nether verson of this spell
has avishle effect.

In addition to the materid components detailed above, this spdll aso requires the dust
gathered from an awakened demilich’slair.

Ngaslrresistible Plea

(Enchantment/Charm)
Type: Compd
Range: 20 Yards
Duration: Varigble
Difficulty: 60
Find Difficulty: O
Preparation Time: 1 Round
Cading Time 1 Round
Areaof Effect: 1 Creature
Saving Throw: Neg. (-3 to saving throws)
Thewizard Ngadidn't like to take “no” for an answer when requesting help with a
problem. When this pdll is cat, the victim is compelled to perform some task that takes
12 hours or less to complete. Anything that the victim can reasonably do, from ferrying



the caster across alake to searching ariver bottom for alogt trinket, isfar game.

The materid components are awhiff of perfume (common), a piece of sweetcake
made with the caster’ s own hands, atear of sorrow, and asmdl, siver replica of any
gringed instrument.

Nea's Toadstool
(Alteration)

Type Trandorm

Range: 20 yards

Duration: 1 Day
Difficulty: 120

Fnd Difficulty: 3
Preparation Time: 1 Turn
Cading Time 1 Round
Areaof Effect: 1 Creature
Saving Throw: Neg.

A vengeful wizard is reputed to have favored this spell to teach people who insulted
her alesson. If the saving throw fails, the victim becomes a smdl toadstool (arare
condition, since the result is dways a toadstoal), retaining only their hit points for the
duretion of the spdll.

Nazzer’ s nullification can—if successful—transform a character back into his origina
form. A system shock rall isrequired, with failure indicating death. A crushed
toadstool—perhaps one that has been stepped on by an angry archmage—produces a
likewise mangled character if successfully dispelled.

The spell requires a chunk of dead wood (common material component); abit of dung
from an unfettered, uncaged werebeast gathered by the caster in the dark of the moon; a
wild moth's egg, live but unhatched; and a bit of truffle (two exotic components and one
rare component).

Nga's Unfailing Contempt
(Conjuration/Summoning)

Type: Afflict

Range: 20 yards

Duration: Varigble
Difficulty: 220

Find Difficulty: 3
Preparation Time: 1 Turn
Cading Time 1 Round
Areaof Effect: 1 Creature
Saving Throw: None



Not dways satisfied with turning others into toadstools, Neja devised this spdll to
insure her point of view prevailed in any discusson. When this spdll is cast on a cregiure
who has made aremark detrimental to the caster or opposed to the caster’ s interests (this
limitation qualifies as arare condition), the target creature becomesiirritating to all
intelligent crestures whose aignment is Smilar to the caster’s. The spdll persgts until the
victim retracts the statement.

Creatures with the same dignment as the cagter find the victim loathsome in the
extreme and cannot bear the victim’s presence. They flee, drive away, or bdittle the
victim asfits the Stuation. The victim is not actudly attacked unless the surrounding
crestures would ordinarily be hodtile.

The effect isless savereif the creeture s dignment only partialy overlgps the
cadter’s. For example, alawful good caster generates areduced effect in creatures whose
dignments are lawful neutrd, lawful evil, neutra good, and chaotic good. Such creatures
tend to view the victim as amoronic windbag, and they generadly refuse to take anything
the victim says serioudy unless there is overwhelming evidence that the victim is
spesking the truth.

The spell’ s components are abud of crushed garlic (common), avid of giant skunk
musk, alump of harpy dung, the tongue from any giant, poisonous amphibian (rare), the
intact pelt of an aurumvorax, and alock of hair, fredy given, from a succubus or lamia
(exatic).

Ratecliffe's Deadly Finger
(Necromancy)

Type: Say

Range: 1,500 Yards

Duration: Ingtantaneous

Difficulty: 190

Fnd Difficulty: O

Preparation Time: 1 Round

Cading Time 1 Round

Areaof Effect: 40 HD of creaturesin a 50-foot square area
Saving Throw: Specid

Thisgpd| dlows the caster to day living creatures Smply by pointing afinger. If the
spdl isinsufficient to day al the creeturesin the area of effect, creatures closest to the
cadter are affected first. Creatures with less than 9 Hit Dice are not entitled to asaving
throw. Creatures with 9 Hit Dice or more are alowed saves vs. death magic to avoid the
effect. Creatures who succeed with their saving throws count toward the Hit Dice
affected by the spell.

Creatures dain by this spell cannot be megicaly revived except by awish, another
true dweomer, or adeity’ sintervention.

The materid components are an adder’ s head (common), amummy’ s finger, arusty
nail drawn from acoffin or galows (rare), the skull from a cregture killed by a catoblepas
hunting in its natura habitat, two copper coins surrendered by awill 0 wisp, and ashard



from alich’s phylactery or ademilich’s skull (exatic).
Tenser’s Telling Blow

(Evocation/I nvocation)

Type: Strike

Range: Line of Sght

Duration: Instantaneous

Difficulty: 160

Fnd Difficulty: —7

Preparation Time: None

Cading Time 1 Round

Areaof Effect: 50-foot square, 5" high (1,250 cubic feet)
Saving Throw: 1/2

This spell creates ablast of force that inflicts 20d8+20 points of damage to al
creatures within the area of effect. At least one target creature must already be engaged in
some form of combat (missile, melee, or offensive spellcadting); the spell cannot be used
preemptively (arare condition).

The materia components are any weapon (common), atooth or claw from ahuge or
gargantuan creature, a horseshoe worn into battle by awarhorse (rare), the shards of a
diamond shattered by a single blow from atitan, and a bit of cloth dampened with a
widow’ stears (excotic).

Wulf’s Erasure
(Abjuration)

Type: Dispd, Destroy

Range: 20 Yards

Duration: Ingtantaneous

Adjusted Difficulty: 85

Find Difficulty: 8

Preparation Time: 1 Day

Cading Time: 1 Turn

Areaof Effect: 50-foot square, 5 feet high
Saving Throw: Specid

The high priest Wulf used this spell to obliterate normal and magica writings such as
explosive runes, glyphs, symbols, illusory script, and even spell scrolls (arare condition).
Norma writings—including spellbooks—save vs. disintegration or they are erased.

Magical writings use the procedure for a 10th-level dispd effect. Itemsin acregture's
possession cannot be affected unless the cregture firgt fails a saving throw vs. spell.

When cag, dl writingsin the area of effect are subject to erasure unless protected by
a 10th-level ward spell or smilar congtruct. 1t makes no difference if writings are stored



in dimensona devices, such as bags of holding, portable holes, or other items.

The materia components are ashes from a burned parchment that once bore writing
(common) a platinum mirror, a hardened lump of sgp gathered by the caster’s own hand
from atropica tree, and aquill used by an unfriendly archmage of 20th level or higher to
scribe a el onto a scroll or spellbook. (Two rare and one exotic). The caster catches the
reflection of one of the writings to be erased in the mirror, rubs the image with the
hardened sap, then breaks the quill.

Wulf’s Rectification
(Abjuration)

Type: Banish

Range: Touch

Duration: Instantaneous

Difficulty: 155

Fnd Difficulty: 2

Preparation Time: None

Cading Time 1 Round

Areaof Effect: 1d4+1 Creatures within a 50-foot diameter
Saving Throw: None, —20% to Magic Resistance

The high priest Wulf used this spdll to remove extra-planar impostors and usurpers.
Wulf is known to have employed reved spdlsto identify potentid targets. The spdl is
effective only againg extra-planer creatures that have secured aftitle, property, or office
that rightfully belongs to some other being (arare condition).

The materia components are amirror (common), a sunstone worth at least 500 gp, a
document signed or sedled by the origind owner or title holder, adocument signed or
seded by the usurper, a sworn accusation against the usurper recited by a character loya
to the origind owner and recorded by a character who has benefited from the usurper’s
actions since the seizure, and ajewd, badge, or medd fredly given by the usurper to the
caster. (Three rare and two exotic components.) The caster bundles the materia
components together and strikes a creature to be banished with it.

Yunni’s Herad
(Alteration, Enchantment/Char m, Illuson/Phantasm)

Type Animate, Imbue, Image

Range: Touch

Duration: 1 Week

Difficulty: 140

Fnd Difficulty: —2

Preparation Time: None

Casting Time: 1 Round

Area of Effect: One object or group of objects weighing 50 pounds or less
Saving Throw: None



This spell creates an animated messenger that moves at a speed of 12 to the location
specified by the caster and delivers a spoken message of any length in aloud, clear voice.
If sufficient duration remains after the herad ddlivers its message, the caster can indruct
it to return with awritten reply, which some person must attach to the heradd. The herdd
can be programmed to perform specific actions a certain times, subject to the spell
duration.

If more than one object is affected by the spell, they dl must be given the same
message and ingtructions. Only tota destruction of the object, by adisintegrate or smilar
spell, can stop the herdd from ddlivering its message.

The materid components are a seashell (common), a feether from abird gifted with
gpeech, aclock or other machine capable of independent operation, a powdered onyx
worth at least 50 gp (rare), blood taken from amimic while in an assumed form, and a
leaf or seed from atree animated by atreant and fregly given (exotic).

Chapter 7:
High-Level

Characters

Chapter 1 explained that high-level characters are unusua and heroic. This chapter
indudes rulesfor giving high-level characters abilities that alow them to function as epic
heroes that are truly different from lesser mortals. It also explains some limitations thet
even epic heroes must face.

Saving Throws All characters have the ability to resist hostile magic by ralling saving
throws. This ability is quite potent at high levels. Chapter 1 discusses some of the
problems this can cause in the campaign. This section includes rules to help ease some of
those problems.

A Reminder: Every character group has alevel beyond which saving throws cannot
be further improved. Priestsreach thislimit at level 19, roguesreach it a leve 21,
warriorsreach it at level 17, and wizardsreech it at level 21. See Table 60 in the Player’s
Handbook for details.

Automatic Saving Throw Failure

Barring some specid circumstance that makes a saving throw unnecessary, such asa
successful magic resstance roll or immunity to a particular attack form, thereisdwaysa
chance that a character can fall asaving throw. All characters and most other creatures
fal their saving throws on rolls of 3 or less on 1d20, no matter how many bonuses they
receive to the roll from magica items, splls, ability scores, and thelike.

Some beings have lower failure numbers: Lesser daitiesfail their saving throws on
rollsof 2 or less, intermediate deitiesfall on rolls of 1, and greater deities need not roll a
dl—they never fall their saving throws.



Table 36:

Saving Throws by Caster Level or Hit Dice

Target’s
Character Group
Priest

Rogue

Warrior

Wizard

Target's
Leve?!
—7 or more
—-4t0-6
-1to-3

0
+1to+3
+4t0 +6
+7 or more

-9 or more
-5t0-8
-1to4

0
+1to+4
+5 or more

—7 or more
-5to-6
-3to4
—1to-2
0
+1to+2
+3to+4
+51t0 +6
+7t0 +8
+9 or more

—6 or more
-1to-5

0
+1to+5
+6 or more

Attack to be Saved Against

Par alyzation Petrification
or Desth Magic  or Polymorph
10 13
9 12
7 10
6 9
5 8
4 7
2 5
13 12
12 11
11 10
10 9
9 8
8 7
16 17
14 15
13 14
11 12
10 11
8 9
7 8
5 6
4 5
3 4
14 13
13 11
11 9
10 7
8 5

* Excduding those that cause degth, petrification, or polymorph.

Spell*

! Subtract the spellcaster’ s level or hit dice from the defender’s level or hit dice. For
example, a 15th-leve priest ressting acharm person spell cast by a 16th-leved wizard
usesthe—1 to —3 row of the priest table and has a base saving throw number 12.

In afew cases, Table 60 from the Player’ s Handbook and Table 36 from this book
show a saving throw success number of 3 or less; these numbers refer to the character’s



adjusted dierall, not the actual number rolled. For example, Wulf, a 21st-leved priest, has
asaving throw number of 2 againgt pardyzation, poison, or desth magic. Wulf il
automaticaly fails his saving throw againg these attacks if hisactud dierall isal, 2, or

3. However, if he encounters a particularly virulent poison that imposes a—3 pendty to
the saving throw, his saving throw succeedsif Wulf rollsa’5 or higher on his saving

throw die. (Therall, 5, is higher than the automatic failure number, and still equasa?2
after the—3 modifier is applied.)

Saving Throws by Caster Level

Thisrule dlows the DM to change a character’ s saving throw number based on the
levels or Hit Dice of the spellcaster and the target. Targets that are weaker than the
gpellcaster have worse saving throws than targets that are stronger, as shown on Table 36.

How to Use Table 36

Saving throws against poisons, breath weapons, or any other form of attack that is not
aspdl or spell-like ability from a creature or a device use the sandard saving throw
tables, not table 36. Rods, staves, wands, and other magica devices use the column from
Table 36 that is closest to their effects. A fireball from awand of fire usesthe spell
column, a pardyzation beam from awand of paralyzation uses the paralyzation or degth
magic column, and S0 on. The type of device determines the attacker’ s level, since the
wielder’sleve or Hit Diceisirrelevant when adeviceis used, as shown on Table 37.

During play, the DM should be careful to conced the attacker’ s true level of power.
That is, do not say, “ Okay, the caster is four levels higher than the thief, so your saving
throw number againg the spdl isan 11.” Smply tell the players what the attack form is
and then inform them if their characters succeed or fail based on their adjusted rolls.

Saving Throw Penalties
by Caster Leve

Using Table 36 can be somewhat cumbersome to use in regular play because the DM
must perform a caculation each time aspdl is cagt. Table 36 isintended primarily for
magica dueling (see Chapter 5).

A quicker and easier method to adjust saving throws by caster level isto assign a
pendty based on the caster’s level. Table 38 ligts the pendlties. If you use Table 38, do
not use Table 36; use Table 60 from the Player’ s Handbook instead.

Table 37:

Device Casting Levels
Device L evel
Rod 12
Staff 8

Wand 6



Other Magicd Item 12
Artifact 20
Table 38:

Saving Throw Penalties
by Caster Level

Caster Level Penalty
1-12 0
13-15 -1
16-18 —2
19-21 -3
22-24 —4
25-27 -5
28-30 -6
Table 39:

THACO Limits

Character Group THACO Limit
Priest 8
Rogue 11
Warrior 1
Wizad 14

Attack Rolls Like asaving throw, there is aways a chance that amelee or missile

attack can fail. No matter what the attacker’s THACO, an attack roll of 1 isawaysamiss.
In addition, a character’s THACO advancement is limited—professiond skills and

training only extend a creature s natura taents so far. Warriors, naturaly, can improve

THACO the most. Table 39 shows THACO limitsfor adl four character groups. Monsters

have no THACO limits.

Table 40:

Sillsfor High-Level Characters

Warriors

Skill

Adaptation
All-Around Attack
Bravery

Captivate

Death Blow
Frighten/Challenge
Hardiness

Inner Focus

Requirement
Warrior 10+

Warrior 10+

Warrior 10+

Warrior 15+, Bravery
Warrior 15+

Warrior 10+, Bravery
Warrior 15+, Bravery
Warrior 10+

Base Score

ran| 2]

Relevant Ability
Intelligence/Reason

Wisdom/Willpower
Charismal/Appearance

CharismalLeadership
Constitution/Fitness
Wisdom/Willpower

Cost
2(6)
113
103
113
2(6)
113
2(6)
113



Signature Item
Signature Mount
Sense Danger

Wizards
Skill

Mental Focus
Signature Item
Spell Sculpting

Priests

Skill

Divine Strength
Divine Voice
Divine Will
Detect Deception
Eminence
Invincibility
Loan

Smite

Rogues
Skill
Adaptation
Classify Traps
Evasion
Fall/Junp
Featherfoot
Improvised Attack
Inner Focus
Nondetection
Sense Danger
Shadow Flight
Shadow Travel

Table41:

Warrior 10+
Warrior 10+
Warrior 15+

Requirement
Wizard 12+
Wizard 12+
Wizard 12+

Requirement

Priest 10+, Eminence
Priest 15+, Eminence
Priest 10+

Priest 15+, Eminence
Priest 10+

Priest 21+, Eminence
Priest 15+

Priest 15+, Eminence

Requirement
Rogue 11+
Rogue 11+
Rogue 16+
Rogue 11+
Rogue 11+
Rogue 16+
Rogue 11+
Rogue 16+
Rogue 16+
Rogue 21+, Shadow Travel
Rogue 16+

Ability M odifiersto Skills

Ability Score
3orless

18+

M odifier

Base Score

| 00

Wisdom/Intuition
Wisdom/Intuition
Wisdom/Intuition

Relevant Ability
Wisdom/Willpower
Wisdom/Intuition
Intelligence/Knowledge

Relevant Ability
Wisdom/Willpower
Charisma/L eadership
Wisdom/Willpower
Wisdom/Intuition
CharismalLeadership
Wisdom/Willpower
Wisdom/Intuition

Redevant Ability
Intelligence/Reason
Intelligence/K nowledge

Dexterity/Balance

Wisdom/Willpower
Wisdom/Willpower
Intelligence/Reason

2(6)
103
2(6)

Cost
113
2(6)
103

Cost
103

109

103
2(6)
13
2(6)

Cost
2(6)
2(6)
113
113
113
2(6)
113
2(6)
2(6)
13
113



Skillsfor High-Level Characters Characters who become sufficiently advanced in
their professions begin to develop bags of tricks that less-accomplished characters can't
match. These specid abilities are Smilar to nonwegpon proficiencies, but characters
cannot learn skills from outside their groups. Each skill has a much more dramatic effect
than a proficiency and has a minimum level requirement associated with it.

Judt like proficiencies, many skillsrequire adie rall to determineif they work.
Success is determined by rolling the number indicated or less on 1d20. In most cases, a
character’ s ability scores can dter the chance for success; these adjustments are listed on
Table41. A ill’s requirements, success numbers, and relevant abilities are listed after
each skill description and are compiled in Table 40 for quick reference.

A few sKills can be used alimited number of times each day. The success numbers
for these skills drop by afixed amount each time they are used. Once a skill’ s base score
is reduced to zero or less, the character cannot use that skill for a set period of time,
usudly one day. Any other skill based upon the reduced skill islikewise unavailable.

Even if the character’ s ability adjustment (from Table 41) raises the skill score above
zero, the skill remains unavailable until the indicated time has passed. The skill’ s base
score returns to norma after the listed time has egpsed.

Opposed Success Ralls: In some cases, a skill requires an opposed roll in which the
two creatures involved both roll 1d20 againgt an ability score or skill success number. If
one opponent fails the rall, the creature who succeeded wins the contest. If both make
therr rolls, the opponent with the higher roll wins. If both opponents fail, some unusud
result usudly occurs. All ties are re-rolled.

Acquiring and Improving Skills: Characters who meet askill’slevel requirement can
learn the kill by spending proficiency dots. If the character point system from the
Player’s Option: Skills & Powers book isin play, the character can spend points instead.

Each kill’s cost islisted after the skill description. The first number isthe cost in
nonwegpon proficiency dots unless otherwise indicated. The number in parenthesesisthe
kill’s character point cost.

A skill’ s base success number can be improved by devoting extra dots or character
points to the kill (see the Player’ s Handbook, Chapter 5, and Skills & Powers, Chapter
6). No mortal can ever have a base score of more than 16 in any skill; wishes have no
effect on thislimit.

Warriors Highleve wariors are formidable killing machines, especialy when
equipped with magica weapons and armor. Although their THACO ceases to improve
once they reach level 20, they continue to receive extra proficiencies and hit points until
level 30. In addition, warriors automaticaly receive specid powers beginning at 21t
levd. These dbilities vary according to the warrior’ s subclass. All warriors dso have
accessto ahost of specid skills beginning at level 10.

Table 42:
Warrior Advancement Beyond 20th

Experience Points Proficiencies——— Hit Points
Level Fighter Paladin/Ranger Weapon Nonweapon (d10)*




20 3,000,000 3,600,000 10 9 9+33
21 3,250,000 3,900,000 11 10 9+36
22 3,500,000 4,200,000 11 10 9+39
23 3,750,000 4,500,000 11 10 9+42
24 4,000,000 4,800,000 12 11 9+45
25 4,250,000 5,100,000 12 11 9+48
26 4,500,000 5,400,000 12 11 9+51
27 4,750,000 5,700,000 13 12 9+54
28 5,000,000 6,000,000 13 12 9+57
29 5,250,000 6,300,000 13 12 9+60
30 5,500,000 6,600,000 14 13 9+63

* Bonus hit points from high Constitution scores are not added after 9th leve.

Fighters Beyond 20th Level

Breech Immunity: Beginning a& 21 leve, afighter usng any wegpon—induding his
bare hands—can harm creatures that are normaly hit only by +1 or better magica
wegpons. The fighter does not actudly get an atack or damage bonus but can harm
creatures such as alycanthropes with any physica attack. This power is not magica and
is not diminished by factors such as planar distances or effects that disrupt magic.

At 24th leve, afighter can harm creatures that are hit only by +2 or better weapons.
This ability increases to dlow the fighter to strike creatures that require a+3 wegpon at
27th leve, and by 30th level, the warrior can strike creatures that require +4 weapons.

Intimidation: A fighter of 21t levd or higher hasthe ability to sheke an enemy’s
resolve before combat begins. To use this ability, the fighter must bein plain sght and
close enough to see the opponent’ s face clearly (10 yards if the visibility is good). Use of
this ability does not condtitute an attack, nor isthere any initiative modifier.

Opponents with 4+1 Hit Dice/levels or less automatically retreat from the
confrontation. The creature does not flee in panic, but cautioudy backs away. Intimidated
crestures seek to avoid any confrontation with the fighter for the rest of the day. If the
fighter or his party attacks, the creature is free to return the attack, suffering the penaties
as detailed below.

If the opponent has more than 4+2 hit dice/levels, it is entitled to a saving throw vs.
death magic to escape the effects. If the saving throw isfailed, the creature can opt to
retreat from the fighter or remain in the areg, in which case it suffers a—2 pendty on dl
initigtive, attack, saving throw, and ability check rolls aslong as the fighter remains
within 60 feet of the cregture. The creature isfreeto leave the areato avoid the effects,
launching missile attacks or directing other activities, but the pendlties return once the
creature gets within 60 feet of the fighter.

Asafighter increasesin leve, he becomes increasingly more intimidating. For every
three levels that the fighter gains after recaiving this ability, the opponent saves at an
additiond —2 pendty. Thus, after achieving 24th level, opponents save at —2, at 27th level
the penalty increases to —4, and a 30th-levd fighter inflicts a—6 saving throw adjustment.



Rangers Beyond 20th Level

Extra Followers: At 21« leve, aranger attracts 2d6 more followers. The ranger attracts
another group of 2d6 followers at 26th level.

Scroll and Magical Item Use: At 21t level, aranger can read priest scrolls. The
ranger’slevel is consdered to be 9th when determining the chance of spdll fallure. The
ranger can dso use priest magicd items a thislevel.

Scroll Writing: At 24th level, aranger can prepare scrolls of priest spells according to
the rulesin Chapter 4. The ranger’sleve for purposes of determining success or falureis
considered to be Sth.

Scrying: At 27th level, aranger can employ crystal balls and other scrying devicesasa
Oth-leve wizard.

Paladins Beyond 20th Leve

Scroll and Magical Item Use: At 21 level, apdadin can read priest scrolls. The
paadin’slevd is consdered to be 9th when determining the chance of spell failure. The
paadin can dso use priest magicd items at thislevd.

Scroll Writing: At 24th level, a paladin can prepare scrolls of priest spells according to
the rulesin Chapter 4. The pdadin’s level for purposes of determining success or failure
is consdered to be Sth.

Disease |mmunity: At 27th level, a pdadin becomesimmuneto dl forms of disease,
even cursed afflictions, such as mummy rot and lycanthropy, but not disease inflicted by
true dweomers (see Chapter 6) or the specid powers of priests that are higher leve than
the paladin. At thislevd, the pdadin’s cure disease ability is potent enough to cure
cursed afflictions, such as mummy rot and lycanthropy, and remove any form of curse or
affliction cast by a character of lower level than the paladin. This gppliesto cursed
megicd items as well.

Skills For High-Level Warriors

The following skills are avallable to fighters, rangers, and paadins who mest the
listed requirements.

Adaptation: A character with thisskill has atrained mind that quickly anayzes unusud
or unfavorable environments and afinely tuned body that can compensate for physica
impediments to fighting.

Warriors who use this skill successfully do not suffer combat and initiative pendties
for fighting in an unfavorable environment, most notably the +6 foreign environment
pendty to initiative (see Chapter 9 of the Player’ s Handbook). If the environment dso



includes specid saving throws or ability checks due to physical conditions, such asa
Dexterity/Balance check to avoid fdling off aladder when stiruck in melee, characters
successtully using this skill receive a+3 (or +15%) bonus to the check.

The skill does not dlow characters to ignore situationa movement pendties,
environmentd factors that are not combat related, or conditions that are physicaly
impossible to overcome. For example, no one can avoid sinking into quicksand without
magica ad, and resstance from water till makes dashing and bludgeoning wegpons
amost usdlesswithout aring of free action or afree action spell. Likewise, characters
adapted to fighting underwater till have to find ways to breathe.

The skill has no effect on penalties derived from an environment’s magica properties
or on pendties based on vision or lighting. In fact, characters who cannot observe their
surroundings suffer a—4 pendty to the skill check—it is very hard to Size up batlefidd in
thick fog or pitch darkness.

To usethiskill, a character mugt actualy enter combat in aforeign or unfavorable
environment. At the end of each round, the character checks the skill. The skill check
requires only amoment’ s thought and can be checked every round until successful. It
does not prevent other actions—melee attacks, spellcasting, etc.—during the round. Once
the sKkill succeeds, the character temporarily ignores the environment’s specid effects, as
described above. The effect lasts for the entire battle plus one day per character level
thereafter, and this can be extended indefinitdly if the character practices fighting in the
environment for at least eight hours aweek. At an extra cost of one weapon or
nonwespon proficiency dot (or three character points), the character can become
permanently adjusted to fighting in the environment, provided the additiond cost is pad
before the adaptation fades.

Requirement: Warrior 10+
Relevant Ability: Intelligence/Reason
Success: 9  Cost: 2(6)

All-around Attack: A warrior with thisskill is cgpable of launching amassive blow that
can be extended into awhirlwind physica attack that damages every enemy within reach.

Andl-around attack must be announced in around’s player determination step (see
the Player’ s Handbook, Chapter 9). In the round’ s resolution step, the warrior makes a
sngle attack roll against any adjacent opponent. If the attack hits, the opponent suffers
norma damage from the blow. If the damage is sufficient to kill the opponent, the hail of
blows from the warrior automaticaly inflicts damage on every enemy within a 5-foot
radius, as decided by the character. Enemies who are larger than the original target, or
whose Armor Classes are better than the origind target’s, are not harmed. Invisble
opponents within the radius can be harmed if their effective Armor Classes (after the—4
bonus for invisibility) is not better than the origind target's.

Andl-around attack is ameasure of awarrior’s skill and can be made with any type
of melee wegpon that the warrior is proficient with. However, opponents that would
normaly be immune to the wegpon used cannot be harmed in an dl-around attack. If the
initid attack misses, the dl-around attack fails. If theinitid attack hits, the target suffers
norma from the attack. If the damage inflicted fallsto kill the origind target, thereis no
radius effect.



The warrior cannot move or take another action during the round when he attempts an
dl-around attack. If the Player’s Option: Combat & Tactics combat sysemisin use, an
dl-around attack cannot be used as an attack of opportunity or as part of a heroic fray.

Beyond determining if theinitid atack succeeds, the warrior’s combat bonuses are
not afactor in an dl-around attack. The damaged inflicted on creatures within the 5-foot
radius varies with the warrior’ s level asfollows:

Warrior Leve Area Damage
10-14 1d8
15-19 2d8
20-24 3d8
25-29 4d8
30+ 5d8

Requirement: Warrior 10+
Relevant Ability: N/A
Success. N/A Cost: 1(3)

Bravery: Warriors with this skill can harness their own strength of will to resst any fear
effect.

When subjected to any form of unnaturd fear from a spell, cresture, or magica item,
awarrior can roll askill check. If the check succeeds, the fear effect is negated—no
saving throw is necessary. If the check fails, the warrior il gets a saving throw if oneis
normally alowed. Paadinswith this skill can use it againg turning attempts by evil
priests.

Thiskill is a prerequisite for the captivate, frighten/challenge, and invulnerability
kills. Each time one of these skillsis used, the character’ s base bravery scoreis reduced
by two for the rest of the day. Once the warrior’ s base bravery score fdlsto zero, the
character cannot use bravery or any of the other three skills for the rest of the day.

Requirement: Warrior 10+
Relevant Ability: Wisdom/Willpower
Success: 4  Cost: 1 (3)

Captivate: Warriors with this skill have devel oped a strong persond presencethat is
attractive to members of their own races.

Even without a skill roll, children, members of the opposite sex, and other warriors
tend to be friendly toward the character provided they are of the same race and their
adignments are smilar to that of the character. For purposes of this skill, dignments are
smilar when they share one common dement: law, neutrality, chaos, good, or evil.

Friendly nonplayer characters tend to pay attertion to the warrior and view what the
warrior says or doesin afavorablelight aslong asit is not obvioudy harmful or contrary
to local customs. With aminimum of encouragement, a friendly NPC gives the warrior
information, performs smple errands, makes introductions, and o on. Thewarrior isa
celebrity in the friendly character’ seyes.

The warrior can attempt a skill roll to make a suggestion (as the 3rd-leve wizard



gpell) to afriendly NPC if the warrior can spesk to the person privately for afew minutes.
The NPC automaticaly obeys the suggestion if it does not involve risk, loss, or potentia
embarrassment; otherwise, a save vs. Spdll gpplies. If the warrior gives the NPC an
appropriate gift of modest vaue or does a useful favor, the saving throw ismade at a—4
pendty. If the saving throw succeeds, the NPC tries to flee from the warrior’ s presence.
Each attempt to plant a suggestion reduces the warrior’s base bravery score by two. Once
the base bravery score falsto zero, the warrior’ s captivate skill is lost for the day.

Creatures with 8 or more Hit Dicellevels are immune to this skill’ s effects. Any
hostile act or threat by the warrior—including a failed suggestion—bresks this ill’s
effects.

If the warrior spends an extended period of time (afew hours or more) in persond
contact with asingle NPC who is susceptible to this skill, the DM can secretly roll a skill
check. If the check succeeds, the NPC forms an attachment to the character and acts upon
the attachment in some way. More often than not, these attachments proveto be
troublesome to the character. A few suggestions are listed below:

Stows away in the PC’s baggage.

Offersto serve the warrior.

Brags about relationship with hero.

Undertakes a dangerous task on the PC’ s behdf.

Unfavorably compares a powerful loca figure—perhaps a deity—uwith the character.
Stedsatrinket or minor item from the hero.

Seeks marriage with (or adoption by) the PC.

Clamsto be the warrior’ s spouse or offspring.

Presents PC with an apparently usdess gift.

Requirement: Warrior 15+, Bravery Kill
Relevant Ability: Charisma/Appearance
Success. 4  Cost: 1(3)

Death Blow: Thisskill dlowswarriorsto strike deadly blows that can fell an opponent in
asngle stroke.

A death blow must be announced in around's player determination step. In the
round’ s resolution step, the warrior makes asingle attack roll against any adjacent
opponent. If the attack hits, the opponent suffers norma damage from the blow and must
save vs. desth magic or be dain immediately. The opponent’ s defensive bonuses from
protective devices (such as magica armor and rings of protection) aways apply to the
saving throw. If the DM wishes, the optiond saving throw modifiers from Table 36 or
from Table 38 can be used aswell.

Opponents with more Hit Dice/levels than the warrior are immune to the effect.
Creatures that would not normaly be vulnerable to damage from the weapon the warrior
isusing in the attack so are immune.

When awarrior attempts a death blow, that isthe only attack awarrior can make
during the round. Attacks of opportunity (see Combat & Tactics, Chapter 1) are alowed,
however, and awarrior can combine a death blow with an al-around attack. Only the
initid target of the dl-around attack is subject to the instant deeath effect, but this might



dlow the dl-around attack to succeed when it otherwise might not.

Requirement: Warrior 15+
Relevant Ability: N/A
Success: N/A Cost: 2 (6)

Frighten/Challenge: Warriors with this skill can turn their persona energies outward,
producing an aura of fright that forcesfairly weeak creaturesto flee. This kill dso dlows
warriors to issue challenges that draw powerful cresturesinto persona combat.

To create an aura of fright, the warrior must shout and charge a group of crestures of
4 Hit Dicelleves or less. The creatures must be able to see and hear the warrior to be
affected. The warrior makes a skill roll, and, if it succeeds, the cregtures scatter, fleeing
for aslong as the character pursues them. The crestures flee for 1d10 additional rounds
after pursuit ends.

Undead and creatures with no morae scores, such as conjured or summoned cregtures
under the control of a spellcaster, are not affected. Creatures gain a saving throw vs. spdl
if they are within 30 feet of afriendly cregture that isimmuneto the aura. A cloak of
bravery spdl negates the effect.

If the kill roll isa 20, the affected creatures attack the warrior instead. If the warrior
flees, the creatures pursue as long as they can see him. If the warrior attacks, the creatures
automatically pass any morae checks they might be required to make for the next 1d10
rounds.

To issue achallenge, the warrior must be able to speak to the target creature, which
must have least 10 Hit Dice or levels. The cresture must be close enough to see the
warrior (about 100 yardsiif the light and vigbility are good) and be able to understand
what the warrior says. The skill check is an opposed roll using the warrior’'s
CharismallLeadership score and the target’ s Wisdom/Willpower score. If the character
wins the opposed rall, the affected creasture must immediaey advance and engage the
warrior in physical combat unless restrained by another cresture (restraint breaks the
compulsion to attack, but keeps the creatures involved occupied for afull round).
Creatures that are unwilling to fight can attempt to save vs. spell each round to break off
the fight, otherwise, they engage in melee combat with the warrior. The affected creature
can employ spells or missile wegpons if it wishes, but it must close to melee range before
doing so.

If the target creature has no Wisdom/Willpower score. use Table 10 (page 59) to
generate one or use the creature’ s Intelligence rating. The circumstances surrounding the
chalenge can dter the opposed dieroll asfollows:

—6 to the kill scoreif the player makes no attempt to role-play the challenge. For
example, the player says “I challenge the dragon.”

—4 to the skill score if the player makes only afeeble attempt to role-play the chdlenge.
“Why don’t you stop flying around and just fight you stupid dragon?’

+1 to the opponent’ s Wisdom/Willpower score for every companion accompanying the
warior.



+1 to the opponent’ s Wisdom/Willpower scoreif it has suffered any damage, and an
additiond +1 for every 10% of itsorigind hit pointsit has log.

+10 to the opponent’ s Wisdom/Willpower score if the creature has weak combat powers
(THACO 14 or higher, Armor Class 2 or worse, no physica attack that inflicts more than
6 hit points of damage).

Any roll of 20 isafailure, regardiess of the modified score. If both the warrior and
the opponent fail their ability checks, the warrior issuing the challenge suffers aloss of
confidence and must retreat into cover—or move away from the target at top speed for a
full round if no cover isavailable. The warrior stays away for 1d4 rounds. The bravery
skill can be used to avoid this mandatory retreet.

The warrior is free to move and attack normally during the round when the kill roll
or ability check ismade. Each use of ether form of this skill lowersthe warrior’s bravery
skill by onefor the rest of the day (each attempt depletes the warriors inner strength
dightly) . This skill cannot be used once the bravery skill fdlsto zero.

A fighter can use hisintimidation gaze while issuing a chdlenge, but only if the
opponent is within range when the chalengeis issued.

Requirement: Warrior 10+, Bravery Kill
Relevant Ability: CharismalLeadership
Success: 4  Cost: 1 (3)

Har diness: Warriors with this skill can use thelr inner strength to temporarily delay the
harmful effects of specid attacks, but not physical damage. If given sufficient timeto
rest, this skill alows warriors to recover from such attacks without additiond aid.

When subjected to a harmful specid effect from a spdll, cregture, or magicd item, a
warrior can roll askill check. If the check succeeds, the effect is delayed for the period of
time shown on the table below. If the check fails, the warrior suffers the effect normdly.

If the effect dlows a saving throw, the warrior rolls the save before checking this skill.

Warrior Leve Delay
15-19 5 Rounds
20-24 10 Rounds
25-29 15 Rounds
30 20 Rounds

Hardiness does not delay smple damage from any source, including continuing
damage, such as Melf’s acid arrow or a sword of wounding, or specia forms of purely
physica damage, such as severed limbs or broken bones. Nor does this skill protect
agang effectsthat are not directly harmful, such as magica charms, entanglement, or
imprisonment.

If the kill succeeds, the warrior suffers no harm from the effect until the delay ends,
but heis aware of what the effect is. If the warrior receives the appropriate cure before
the delay ends, there is no harm to the character. If the harmful effect’s duration is shorter



than the ddlay there dso is no effect.

For example, a 17"-leve fighter with 34 hit points|eft (from atotal of 115) is battling
awizard who cagts power word kill on him. After making his hardiness sill roll, he
delays the effects of the spell for five rounds. Two rounds later, after killing the wizard,
the party priest casts heal on him. When the delay effect is over, the power word kill
effect occurs, but his hit points are now over 60 and he isimmune to the spll. If the
priest had not healed him, he could have lgpsed into unconsciousness in an effort to avoid
the effect of the power word, as detailed below.

If the harmful effect has not expired or been cured when the delay ends, the warrior
mugt ether suffer the full force of the effect or lgpse into unconsciousness while the
character’ s body strugglesto resist. The length of time the character remains
unconsciousness depends on the extent of the injury, as noted on the table below.

Injury Recovery Time
Minor 1 Day

Severe 1 Week
Extreme 1 Month

Minor: These effects impair—but do not incapacitate—the character, such as blindness,
deafness, and ability score reductions. Spells such as antipathy/sympathy (antipathy
effect), cause blindness/deafness, color spray (most of the time), contagion, and holy
word are examples of minor effects.

Severe: Includes effects that incapacitate or completely transform the character, such as
petrification, polymorphing, and death. Severe spell effects include hold person,
phantasmal killer, polymorph other, power word kill, and power word stun.

Extreme: Includes effects that wrench the character’ s very being, such as energy drains
(per leve drained) and magical aging (per year aged). Two notable examples include the
9'"-level wizard spell energy drain and the 6th-level priest spell age creature from the
Tome of Magic.

At the end of the recovery time, the character attempts a system shock roll. If the roll
succeeds, the character awakens—fully hedled—and the effects of the delayed magic are
nullified. If the rall fails, the character awakens, but suffers the full force of the effect.
Thus, it is possible for a character to rest for months and then wake up only to die from
the effects of the ddayed magic.

For ingtance, if our fighter from the above example had decided to deep off the
effects of the power word kill, he would have been unconscious for aweek. The player
rolls the character’ s system shock roll (17 Congtitution) and rolls 98%—1% over what he
needed. Since the power word would have killed him at the time he lapsed into
unconsciousness, the cheracter awakens just long enough to be killed by the spell.

If acharacter is suffering from multiple effects, the character makes system shock
rolls a the end of each recovery period. The player can choose the order in which the
checks are made, but the character does not awaken until checks have been made for al
the effects. For example, a character who was drained by avampire and pardyzed by a



lich remains unconscious for nine weeks—one month to revive from each of the two
levels the vampire drained and another week for the pardysis.

If an appropriate cure is applied while the character is unconscious, the character
recovers immediately and automaticaly. For ingtance, the fighter deegping off the effects
of the power word kill spdll from the previous example would recover after receiving
hedling sufficient to raise his hit points above 60.

Heroic Effort: Asalast-ditch effort to continue a battle, afighter can use the
hardiness kill to extend hislife. Ingtead of dying at zero hit points (or falling
unconscious a zero hit points and dying a —10 if the optiona Hovering at Death’s Door
ruleisin play), awarrior who makes a successful hardiness check can continue fighting
until reaching —20 hit points. The character can function in this state for a number of
rounds equd to his delay effect, suffering the appropriate consequences for reduced hit
points at the end of the delay.

Use of thisskill is not without its drawbacks, however. If the warrior is reduced to —
20 hit points or less, the character is struck unconscious and dies once the delay expires.
Once a character’ s hit points drop to —20 or less, degth isinevitable a the end of the
delay period unless unusua conditions exist (see below).

Curative spdls can dlow awarrior struck unconscious by being reduced —20 hit
points or lessto rgoin a battle, but desth still occurs at the end of the delay period. A
raise dead or resurrection spell cast during the delay period prevents desth from
occurring.

It is possible that a character with the ahility to regenerate (from amagicd item or
high Congtitution score) can continue fighting even after being reduced to —20 hit points
or less. If regeneration increases the warrior’ s hit points to —19 or more during the delay
period, the character regains consciousness and does not die if he receives enough hedling
to restore him to positive hit points before the delay ends. Even if desth occurs,
regeneration usually restores a character much more quickly than the rest period the
hardiness kill requires. A character returned to life through regeneration need not make a
system shock roll.

Anamulet of life protection adso dlows awarrior to continue fighting after being
reduced to —20 hit points or lessiif the character receives sufficient healing to restore him
to —19 hit points or more. The character still 1gpses back into death at the end of the delay
period, but any form of magica healing can restore him to life (see page 79) and no
systemn shock roll is required.

Each use of the hardiness skill lowers the warrior’ s base bravery score by two for the
rest of the day. The skill isineffectiveif the character’ s base bravery score has been
reduced to zero or less.

Requirement: Warrior 15+, Bravery Skill
Relevant Ability: Condtitution/Fitness
Success. 4  Cost: 2(6)

Inner Focus: Warriors with this skill can marshd their persond energiesto provide a
temporary bonus to their Strength, Dexterity, or Congtitution scores.

By concentrating for one round and making a successful skill check, the warrior can
improve one of the three digible ability scoresto the vaue listed on the table below. The



improvement lasts one round per character level. Because the mgjority of the character’s
energy is directed to the improved ability score, the other two ability scores are reduced
by two for the same duration. Reductions lower scores by two full points; an
extraordinary Strength score (18/01—-18/00) is reduced to 16. The warrior can end the
boost—and restore the values of the other scores—at any time. If the character’ s ability
scoreis dready higher than the value listed on the table, this skill has no effect. If the
optiond subabilitiesrule from Skills & Powersisin play, both subabilitiesin the
increased ability score are raised to the same value.

Warrior Level Improved Score
1014 18 (18/00)
15-19 19

20-24 20

25-29 21

30+ 22

The warrior can take no other actions during the round spent concentrating on railsing
the sdected ability score. Each attempt, successful or not, during a single day lowersthe
base skill score by two. The skill cannot be used once the base score falls to zero or less.

Bonuses are gpplied immediatdly when the skill succeeds and are lost immediately
when the boost’ s duration ends. For example, awarrior who chooses to increase
Condtitution immediately gains bonus hit points but loses them again when the
character’ s Congtitution score returns to normal. Likewise, the effects from reduced
ability scores are gpplied immediatdly but then restored when the improvement ends.

A character can have only one ability score improvement from this skill operating at
any giventime.

Requirement: Warrior 10+
Relevant Ability: Wisdom/Willpower
Success. 4  Cost: 1(3)

Sense Danger: Thisskill dlowswarriors to discover thrests that are not obviousto less
perceptive characters.

The sense danger sKill is actudly five different subskills, as outlined below. The
number of subskills the warrior knows depends on the character’ s leve: one subskill a
15th-19th level, two at 20th—24th levd, three at 25th-29th level, and four subskills at
30th level or higher. If the character purchases this skill twice, the warrior gains one extra
subskill. Any improvement to the skill number improves dl the subskills the character
knows.

Each subskill gives the warrior the ability to detect danger in a different form:

Ambushes: Thewarrior can determineif hidden enemies are lurking in any areathe
character can see well (see Table 62 in the Player’ s Handbook). The warrior can scan an
arearoughly 200 yards square in asingle round. An area can be scanned only once each
turn, and a successful check reved's gpproximately how many creatures are hiding in the
area and their gpproximate Sze.



Attack Readiness. With asuccessful skill check, the warrior can tdll if acrestureis
prepared to attack. The skill does not tell the anything about the other being’s actud
intentions, just its readiness for combat. For example, a creature thet is prepared for
combat might attack soon, or it might smply be ready to respond to ahogtile action. In
one round, the warrior can determine the battle-readiness of every being in a 30-foot
cube.

The warrior can dso study a single cregture to determineif it has any conceded
wegpons. A successful check reveds any hidden wegpons (tucked into clothing, hidden
nearby, etc). If faced with an unknown creature, a successful skill check alows the
warrior to determine what its attack modes are (claws, teeth, €tc.).

When the warrior detects a concedled wegpon with this skill, the character notesits
generd Sze, location, and type—a sap tucked into the back of a character’s breeches or a
dagger hidden in adeeve, for example. The character learns nothing e se about the
weapon. Note that the warrior must be aware of the creature before checking for
concealed weapons. The warrior cannot detect weapons hidden by illusions or other
magicd means

Back Attacks: When an enemy launches an attack at the warrior from the rear, the
character can attempt a skill check to detect the assault. Success negates any chance for
surprise and dl specid bonuses the attacker might gain from arear attack, including a
thief’ s backstab bonuses. A successful check alows the warrior to apply defensive
bonuses from a high Dexterity/Balance score, even if the character does not turn to meet
the attack. Shield bonuses are not applicable unless the character turns around. Unlike the
barbarian’ s back protection ability (see The Complete Barbarian’s Handbook, Chapter 1),
this skill does not allow the warrior to make a free counterattack.

Hidden Enemies: The warrior has asixth sense about hidden enemiesin the
immediate vicinity. Once around, the character can make a skill check. If successful, the
warrior learnsthe location of al invisble, ethered, astrd, out of phase, or hidden
crestures within a 30-foot radius. The character does not know how the creasture’ s are
hidden—an ethered cregture is indigtinguishable from an invisble one—but the character
notes their locations and can track their movements so long as they remain within the
radius. The warrior suffers a +1 initiative pendty on the round when he uses this ability.

This subskill does not reved disguised cregturesin plain Sght or the intentions of
creatures. For example, a golem posing as a statue is not revealed, nor can the character
determine if an NPC is secretly hodtile.

Sze Up Opponent: With asuccessful skill check, the warrior can sudy asingle
creature each round and determine how dangerous the cregture would bein physica
combat. It does not give the warrior any indication of a cresture s magica abilities, innate
gpdl-like powers, breath wegpons, and the like. If a creature’ s hit points and THACO
qudify it for more than one category, the DM is free to choose which one the warrior
detects.

Low: The creature s hit point tota is 20% or less than the warrior’s, and its THACO is
at least 15 points higher.

Moderate: The creature has 21-50% of the warrior’s hit points or its THACO is at
least 10 points higher.

Sgnificant: The creature has 51-70% of the warrior's hit points, and its THACO is a



least 5 points higher.

Dangerous: The creature has 71-100% of the warrior’s hit points, and its THACO is
less than 5 points higher, but not lower.

Deadly: The creature has more hit points and alower THACO than the warrior.

With any subskill, the DM should roll the check secretly. If theradll failson aroll of
19 or less, the character detects nothing. If the roll fails on a 20, the character getsafase
indication—sensng an invisble figure where there is none, improperly szing up an
opponent, etc. A false indication has no effect on a back attack.

If the character ds0 has the dertness proficiency, the character receives a+1 bonus to
his skill score.

Requirement: Warrior 15+
Relevant Ability: Wisdom/Intuition
Success: 6 Cost: 2 (6)

Signature Item: A warrior with this skill chooses an item from the character’ s collection
of equipment as apersond trademark that is pecidly protected from twidts of fate.

Thewarrior designates aSgnature item by giving it a name and noting something
digtinctive about it. If the item has no distinguishing features, the character must hire an
artisan with the appropriate skill—such as a wegponsmith for a sword—to add one. The
dteration could be as ample as engraving the item’ s name somewhere upon its surface or
as daborate as the character desires (and can afford). No skill check is required to
designate an item, and as soon as the item is designated, described, and named, the
warrior forms an empathic link with it. It is possible to have more than one sgnature
item, but the character must pay the full cost of this skill for each item. If the warrior
improves the skill score, the improvement gpplies to dl the character’ s sgnature
equipment.

A sgnature item must be something the character has owned for an extended period
of time and uses regularly. For example, awarrior cannot designate afriendly wizard's
favorite spdl book as a sgnature item. The DM is free to decide how long the character
must own the item, but one level’ s worth of advancement is the usud period. Likewise,
the DM must decide what congtitutes regular use, but at least once during the mgjority of
the character’ s adventuresis the usua requirement. Only nonconsumable items can be
ggnature items, but rechargeable items qudify.

If asgnature item is ever required to roll an item saving throw (see the Dungeon
Master Guide, Chapter 6), it automatically succeeds so long asthe owner is carrying the
item and the survives the event. For example, if Tanais subjected to afireball and fals
her saving throw vs. spell, dl her equipment must save vs. magical fire or be destroyed.
Tana s signature sword, Windsinger, does not have to rall theitem saving throw, it
succeeds autometicaly.

Deliberate actions that lead to item saving throws can destroy a signature item. For
example, if Tanauses Windsinger as a brace to keep atrap from closing, the sword can
break. Likewise, if an atacker deliberately targets a disintegrate spell at Windsinger, the
sword can aso be destroyed. Deliberate actions can destroy a signature item evenif the
owner isnot aware of the danger. For example, if Tana dashes & what she thinksisa



giant spider, but the creatureis redly arust monster, Windsinger could be destroyed.

If the character does not survive the event that caused the item saving throw, the item
must make the roll normaly. If the item survives the incident and the character is restored
to life, thelink is automatically reestablished. If the item is destroyed in the same event
that killed the warrior, the link is broken.

If asignature item is ever logt or stolen, the link with the item alows the warrior to
attempt a skill check once a day to receive avison of theitem’slocation. If successful,
the character receives avisua image of theitem’s current surroundings and has avague
idea of the location’s distance and direction. If the item lies on another plane, the warrior
recelves avison of the plane, but can discern no other information unless he actudly
travelsto the plane. If the item is magically hidden, the warrior learns thisfact, dong
with the item’s generd location. For example, he would know that his Sgnature item is
hidden in King Snurre' s greet hall.

If asignature item is destroyed or irrecoverable, the character can use the link to
obtain a replacement. This does not apply if both the sgnature item and the character
were destroyed by the same event. If the signature item was nonmagica, the character
need only acquire asmilar item and give it the same name as the origind. The character
formsalink with the new item, which gradudly beginsto resemble the origind until it
becomes indigtinguishable from the origind after about one month.

If the item was magicd, the character must obtain an item of quaity (seethe
Dungeon Master Guide, Chapter 6) and roll askill check. If the check succeeds, the link
is strong enough to recreste the item. The character loses five times the item’ s experience
point vaue and the nonmagicd item is miraculoudy infused with an enchantment that
exactly matches the origind item after about one month. If the character is unwilling to
pay the experience cog, the link is broken instead. If amagical item smilar to the
origind item is used ingteed of an item of quality, its experience value is subtracted from
warrior’s experience loss. Artifacts cannot be restored in this manner, though the
character gains the other benefits of the link.

Voluntarily giving away or not making a reasonable effort to recover aSgnature item
that has been lost or stolen dways bregks the link. The DM isthe fina judge of what
condgtitutes a reasonable effort at recovery.

Warriors can have one sgnature item from each of the following categories. armor,
wegpon, shield, and miscellaneous magical item. Each sgnature item requires the
expenditure of the gppropriate number of proficiency dots or character points. At the
DM’s option, pairs of magicd items might dso qudify as asngle sgnature item, such as
the twin blades of Ra.

Requirement: Warrior 10+
Relevant Ability: Wisdonvintuition
Success. 10 Cost: 2 (6)

Signature Mount: A warrior with this skill forms a specia bond with a mount. When
they are together, the mount gains considerable protection from attacks that might
otherwise kill it.

A signature mount cannot have more than 10 Hit Dice and must have at least four hit
points per Hit Die. For example, a heavy war horse has 5+5 hit dice; it cannot become a



signature mount unlessit has at least 25 hit points. The mount must be tamed and
recognize the warrior as its magter. If the creature has an Intelligence score of 5 or more,
it need not be trained if it willingly serves the warrior. The warrior must name the mount
and provide it with something that makes it recognizable. This can be assmple as
purchasing a saddle with the mount’s name engraved in it or as elaborate as the character
can afford.

When thelink is established, the mount immediately gains one hit point per leve of
the character plus an additiona hit point each time the warrior gainsaleve. When the
warrior isriding the mount, the mount suffers no damage from area attacks (such as
breath weapons and fireballs) if the rider successfully saves againg the attack. If the rider
fails the saving throw but survives the attack, the mount saves for half or no damage,
using the rider’ s saving throw number. The mount dso gainsthe rider’ s saving throw
agang effects targeted directly at it (such as disintegrate and the cold ray form of
Otiluke' s freezing sphere) aslong astherider iswith the mount. Attacks such as power
word spells must be potent enough to overcome the rider to have any effect, dthough
they affect only the mount if that is where they are targeted. If the mount is aone, or the
rider does not survive the attack, the mount must use its own saving throw number, and it
auffersthe norma effects from the attack.

If asignature mount is ever killed, the warrior can acquire a new one of the same type
and hit points. Each day, the character can atempt a skill check to receive avison of the
new mount. If the check succeeds, the character sees the mount in its current
surroundings and knows the gpproximate direction and distance to the location. If the
mount is on another plane, the warrior recelves avison of the plane but can discern no
other information unless the character actudly travels to the plane. If the mount is
magicaly hidden, the warrior learns this fact, dong with the mount’ s generd location. It
is up to the character to seek out the replacement mount, but the mount willingly serves
the warrior if the character obtainsit.

A warrior can have one signature mount for each different type of terrain. For
example, the character might have ayoung adult mercury dragon (airborne), heavy war
horse (land), and a giant sea horse (water). Subterranean and desert mounts might also be
dlowed, a the DM’ s option. Each signature mount requires the expenditure of the
gppropriate number of proficiency dots or skill points.

Requirement: Warrior 10+
Relevant Ability: Wisdonvintuition
Success: 9  Cost: 1 (3)

Wizards Highlevel wizards are unquestionably the most powerful charactersin the
campaign. While physicaly week, the right combination of protective magicd items can
make them dl but invulnerable to attack except by high-level warriors—who often have a
hard time getting close enough to make melee attacks—and other high-level wizards.
Wizards continue to receive extra proficiencies and hit points until level 30. Wizards
receive very little in the way of specid skills once they reach 20th level, as their ability to
create magical items and cast an ever-increasng number of spells—incdluding 10th-leve
spdls—givesthem agreat ded of power aready.



Table 43:

Wizard Advancement Beyond 20th
Proficiencies———  Hit Points

Level ExperiencePoints Weapon Nonweapon (d4)*
20 3,750,000 4 10 10+10
21 4,125,000 4 11 10+11
22 4,500,000 5 11 10+12
23 4,875,000 5 11 10+13
24 5,250,000 5 12 10+14
25 5,625,000 5 12 10+15
26 6,000,000 5 12 10+16
27 6,375,000 6 13 10+17
28 6,750,000 6 13 10+18
29 7,125,000 6 13 10+19
30 7,500,000 6 14 10+20

* Bonus hit points from high Constitution scores are not added after 9th level.

Wizards Beyond 20th Level

Sage Ability: At 21« leve, awizard has accumulated enough books and esoteric
knowledge to function as a sage (see Dungeon Master Guide, Chapter 12). The wizard
can answer generd questions in two categories listed on table 61 in the Dungeon Master
Guide, but one category must be Alchemy or Chemidry. This reflects the character's
knowledge of magical potions and scroll inks. The player can choose the remaining
category or the DM can assign one.

The character’ s base chance to answer agenerd question is 6 or less on 1d20,
modified by the character’ s Intelligence/K nowledge bonus.

At 24th levd, the character can answer specific questions after acquiring 1d6 books
or scrolls at a cost of 1,000 gp each.

At 27th leve, the character can answer exacting questions after acquiring 1d6
additional books or scrolls at a cost of 1,000 gp each.

It isaways possible for a character to discover the answer to adifficult question by
consulting another character, undertaking an adventure the DM has devised, or by
engaging in very lengthy and expensive research. See the magicd item cregtion rulesin
Chapter 4 of this book and the pdll research rulesin Chapter 7 of the Dungeon Master
Guide for guiddines.

For example, ahigh-level wizard with aknowledge of history might discover the
answer to afarly smple, but specific, question (What was the name of King Rassmon’s
oldest daughter?) after 1d3+1 weeks of study at a cost of 100 gp aweek. Thisisthe same
asthe cogt to discover apotion formula. A very difficult and esoteric question (Who
meade the carpet that lay in king Rassmon’s great hall?) might require as much time and
money to research as a 6th- or 7th-level spell. The chance to know the answer would be
the same as that for successfully researching the spell.



Skills For High-Level Wizards

The following skills are available to mages and specidist wizards who meet the listed
requirements.

Mental Focus: Wizards with this skill can marsha their persond energiesto provide a
temporary bonus to their Intelligence, Wisdom, or Dexterity scores.

By concentrating for one round and making a successful skill check, the wizard can
improve one of the three digible ability scoresto the vaue listed on the table below. The
improvement lasts one round per character level. Because the mgjority of the character’s
energy isdirected to the improved ability score, the other two ability scores are reduced
by two for the same duration. The wizard can end the boost—and restore the vaues of
the other scores—at any time. If the character’ s ability scoreis aready equa to or higher
than the value listed on the table, this skill has no effect. If the optiona subabilitiesrule
from ills & Powersisin play, both subabilities in the increased ability score are raised
to the same vaue.

Table 44:
Wizard Spell Progression
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Wizard Level Improved Score
12-16 18
17-20 19
21-25 20
26-29 21
30+ 22

Thewizard can take no other actions during the round the character is concentrating
on raising the sdected ability score. Each attempt, successful or not, during asingle day
lowers the base skill score by two; the skill cannot be used once the base score fdlsto



zero or less.

Bonuses from an increased score are gpplied immediately when the skill succeeds and
are logt immediately when the boost’ s duration ends. For example, awizard who chooses
to increase Dexterity immediately gains an improved Armor Class bonus, but loses it
again when the cheracter’ s Dexterity score returnsto normal. Likewise, the effects from
reduced ability scores are gpplied immediately when the improvement ends.

A character can have only one ability score improvement from this skill operating at
ay giventime.

Requirement: Wizard 12+
Relevant Ability: Wisdom/Willpower
Success: 4  Cost: 1(3)

Signature Item: A wizard with this skill chooses an item from the character’ s collection
of equipment as apersond trademark that is pecidly protected from twists of fate.
Except as noted below, this skill operates exactly like the warrior skill of the same name.
Thewizard isfree to have as many sgnature items as he iswilling to pay for, but no
more than one of any type of item is dlowed. For example, the wizard could not have
two staffs of the magi as sgnature items, but he could have a staff of the magi, wand of
magic missiles, and arod of smiting as Sgnature items.
The wizard can choose items from the ring, rod, taff, wand, miscelaneous magic,
and weapon categories.

Requirement: Wizard 12+
Relevant Ability: Wisdonvintuition
Success: 10 Cost: 2 (6)

Spell Sculpting: A wizard with this skill knows one spell so well the character can dter
its gatistics when cadting it.

To usethisskill, the wizard must prepare an item to help focus and reshape the spell’s
magica energy. A focusitem can be asmall object such asajewe, wand, or anulet. A
focus item must be worth at least 500 gp per odll leve.

When sculpting, the wizard must meet dl the usua requirements to cast the spell; the
wizard employs the focus item as an additiond materid component, which is normaly
not consumed. A successful skill roll alows the wizard to change the spdll in aminor
way, aslised below. If theradll fails, the gpell is cast normdly. If fallurerall isa 20, the
focusitem is destroyed.

When awizard successfully sculpts a spell, the character can choose one effect from
thelist below.

Increase Damage: The spdl can inflict an extratwo dice of damage of the type
normaly rolled to determine the damage the spell inflicts. For example, Nga, a
20th-leve wizard, could sculpt a burning hands spell to inflict 3d3+20 points of damage.
If Ngja sculpted afireball spdl to increase damage, the spellswould inflict 12d6 points of
damage.

Spdlsthat have individud damage dice, such as magic missle, are not increased
individualy. For example, Nga could cast a magic missile that inflicted atota of 7d4+7



points of damage. The additiona damage could be added to a single missile or an
additiond die of damage could be added to two separate missiles.

Spellsthat do not use dice rolls to determine damage cannot be sculpted in this
manner.

Extend Duration: The spell’ stotd duration is doubled. This goplies only to the actud
time aspd| lasts but not to any specia duraions a spell may have.

For ingtance, invisibility would last atota of 48 hours or until the creature made an
attack. Ngja' s stoneskin would have a duration of 48 hours or until it had blocked 1d4+10
attacks (refer to the spel commentary for stoneskin). Spells with instantaneous durations
cannot be sculpted in this manner.

Extend Range: The spdl’srangeis doubled. If the spell has arange of touch or O, its
range cannot be extended.

Shorten Casting Time: The spdl’s cading timeis cut in hdf, to aminimum of 1. If
loca conditions lengthen the spdll’ s cagting time (see page 47), apply the multiplier fird,
then cut the result in half.

It isnot possible to sculpt a spell more than once. It is possible, however, to employ a
metamagic spell, such as extension or squaring the circle, to aspell that has been
sculpted provided that the sculpting effect does not duplicate the metamagic spell effect.
For example, awizard cannot extend a spell’ s duration and use an extension spdl a the
sametime. A wizard could sculpt a pdll to extend its range and use and extension spell to
increase its duration.

The highest level spdl awizard can sculpt islimited by the character’slevd, as
shown below:

Wizard’'sLeve Maximum Spell Level
12-14 1s
15-17 2nd
18-20 3rd
21-23 4th
24-26 5th
27-29 6th
30+ 7th

A wizard can learn to sculpt more than one spell but must pay the full cost for this
skill for each spdll. If the wizard improves the skill’ s base score, the increase gpplies to
al spdlsthe wizard knows how to sculpt.

Requirement: Wizard 12+
Relevant Ability: Inteligence/Knowledge
Success. 8 Cost: 1(3)

Priests Highlevel priests combine spellcasting abilities with combeat power. Like
warriors, priests equipped with magical armor and weapons are formidable in combat.
Their primary strength, however, comes from their spdlls.

In addition, priests receive extra proficiencies and hit points through 30th levdl.
Priests dso have access to specid sKills beginning at 10th level.



Priests and 10"-Level Spells

All priests, even druids, gain the ability to cast true dweomers when they reach 20th
level. (Although druids do not gain additiona spdls of levels 1-7 once they exceed 15th
leve, true dweomers represent a new approach to magic that very high-level druids can
understand and use.) Note that the term “10th-levd spdl” is something of amisnomer.
For apriest, a true dweomer might be called an 8th-level spell, but a true dweomer cast
by apriest functionsjust like awizard' s true dweomer does.

Unlike wizards, priests use divine power to cregte their true dweomers, and any true
dweomer a priest casts must promote the deity’ s interests in some way. Thisrequiresa
judgment call for the DM. When deciding if apriest’ s deity grants a true dweomer,
condder the following:

The priest must be in good standing with the deity, having observed the requirements of
both the character’ s dignment and the deity’ s ethos. Thisistrue of dl priest spells, and a
priest who has strayed too far from the path might not be able to cast any spdis at dl.

Any true dweomer that impacts on the deity’ s sphere of control or portfolio islikely to
be granted unlessit runs contrary to that power’ s wishes. For example, adeity of
agricultureislikdly to grant atrue dweomer that creates an abundant harvest unlessthe
people who are going to benefit from the harvest have offended the deity. Smilarly, a
deity of war isvery likdly to grant atrue dweomer that trangports an entire army to a
battlefield, whereas adeity of peace would be more likely to help transport troops avay
from abattle. The DM should aways try to consider the problem from the deity’ s point
of view.

When in doubt, check the spheres of norma spdlls the priest is dlowed to cadt. If the
proposed true dweomer contains effects found in those spells, it is probably acceptable.
For example, a priest with access to the creation sphere probably can use true dweomers
from the create, conjure, and animate aress.

Table 45:
Priest Advancement Beyond 20th

Experience Points Proficiencies——— Hit Points

Level Cleric Druid eapon Nonweapon (d8)*
20 2,700,000 2,000,000 7 10 9+22
21 2,925,000 2,500,000 7 11 9+24
22 3,150,000 3,000,000 7 11 9+26
23 3,375,000 3,500,000 7 11 9+28
24 3,600,000 4,000,000 8 12 9+30
25 3,825,000 4,500,000 8 12 9+32
26 4,050,000 5,000,000 8 12 9+34
27 4,275,000 5,500,000 8 13 9+36
28 4,500,000 6,000,000 9 13 9+38



29 4,725,000 6,500,000 9 13 9+40
30 4,950,000 7,000,000 9 14 9+42

* Bonus hit points from high Congtitution scores are not added after 9th levdl..

Priests Beyond 20th Level

Improved Accessto Quest Spells: Any priest with access to true dweomers can receive
aquest pdl without sacrificing any spellcasting ability. All other requirements for
recaiving aquest pell must be met normaly, see the Tome of Magic for details.

Improved Undead Turning: Upon reaching 21t level, a priest who receives the granted
power to turn undead can use the power multiple times within the same encounter. The
character may continue to turn undead so long as prior attempts against the same group of
creatures were successful. Once an atempt fails, the priest cannot continue.

In the case of mixed groups of undead, where a Sngle turning attempt succeeds
againg some creatures in the group but not others, further attempts to turn the unaffected
creatures are useless. Weaker creatures continue to be affected as long as attempts against
them succeed.

For example, Wulf meets alich, Six vampires, and a horde of skeletons and ghouls.
Wulf isa 219-leve deric and rollsa7 on histurning attempt. Wulf autometically
destroys 2d6+2d4 skeletons and 2d6+2d4 ghouls. The rall is sufficient to turn the
vampires, Wulf rolls 2d6 and gets a 5, leaving one vampire unaffected. The turning roll
of 7 isinsufficient to turn the lich. The next round, Wulf can use his turning ability
againg the skeletons, ghouls, and the remaining vampire, but the lich is unaffected since
Wulf'sinitid roll did not affect him.

Increased Spell Selection: At 21t level, the priest gains minor access to a sphere of
spdIs the character previoudy did not have access to or gains access to another leve of
gpellsin a sphere the character already has minor accessto.

For example, clerics do not have access to the plant, animal, or weather spheres, and
they have only minor access to the dementa sphere. A 21<t-level deric could gain minor
access to the plant, animal, or weather sphere or get access to 4th-level dementd spdls.
The DM can make the selection or let the player choose.

At 25th level, the priest gains minor access to another sphere of spells or adds access
to another leve of spellsin one of the character’s minor spheres, including the minor
sphere the priest added or enhanced at 21<t level.

At 27th level, the priest gains minor access to another sphere of spells or adds access
to another leve of spellsin one of the character’s minor spheres, including the minor
gpheres added or enhanced previoudy.

Holy Army: A priest of 21t leve or higher can cal up an army of dedicated followersto
accomplish agingle task. The task can be as smple or complex asthe priest desires, but it
must be something that can be accomplished through force of arms. Acceptable tasks
include: destroying a particular castle, temple, or town; rescuing a captive; recovering a



golen item; bringing a fugitive to justice; deposing a ruler; and so on. The task cannot
violate the principles of the priest’ s alignment or ethos. A priest cannot summon a holy
army if the character dready has one in the field and cannot summon more than one each
year.

A holy army can contain as many troops as the priest’ s experience point total divided
by 1,000. For example, a priest who has just attained 21t level can summon 2,925
troops. Most troops are O-levd fighters, but there is one commander of haf the priest’s
levd (round down). The commander in turn has two assgtants of half the commander’s
level, and each of those characters have two more assistants and so on. Each commander
and assgtant dso has apriest or cleric of amilar leve. For example, aholy army
summoned by a 21g-leved priest has one commander of 10th level, two subcommanders
of 5th levd, four lieutenants of 2nd leved, and eight sergeants of 1<t level. Each officer is
accompanied by apriest of amilar leve. If the priest islawful good, thereisa 10%
chance that any given officer isapdadin. If the priest is of any good dignment, and the
task involves activities in the wilderness, there is a 10% that any commander is aranger.

To summon aholy army, the priest must be in a place where people worship the
character’s deity openly. A holy army takes two weeks to gather for every 500 peoplein
it, though the priest can summon asmdler army. If worshippers of the character’ s deity
are not common in the areawhere the priest is, the gathering timeis doubled. An army
usualy stays together for amaximum of one month for each leve of the priest
summoning it. However, the priest can hold it together alittle longer by paying the troops
well (2—4 gp per O-leve trooper and 100 gp per leve for commanders and priests) or by
making a successful CharismallLeadership check. In ether case, the army’ s god must be
within easy reach, and the troops remain active for an additiona 2d4 months.

When an army disbands, the troops may return home or they may decide to remain
together as an independent force to pursue their own gods. It isbest if the priest seesto it
that the troops return home insteed of giving amore radica eement the opportunity to
take control of the army.

Skills For High-Level Priests

The following skills are available to clerics, specidty priests, and druids who meet
the listed requirements.

Divine Strength: Priests with this skill can marshd divine energiesto provide a
temporary bonus to their Wisdom, Strength, or Charisma scores.

By concentrating for one round and making a successful skill check, the priest can
improve one of the three digible ability scoresto the vaue listed on the table below. The
improvement lasts one round per character level. Because the mgjority of the character’s
energy is directed to the improved ability score, the other two ability scores are reduced
by two for the same duration. The priest can end the boost and restore the values of the
other scores at any time. If the character’ s ability scoreis aready higher than the value
lised on the table, this skill has no effect. If the optiona subabilities rule from Skills &
Powersisin play, both subahilities in the increased ability score are raised to the same
vaue.



Priest Level Improved Score

10-14 18

15-19 19

20-24 20

25-29 21

30+ 22

Table 47:

Priest Spell Progression

Level 1 2 3 4 5 6 7 *
20 9 9 9 8 7 5 2 1
21 9 9 9 9 8 6 2 1
22 9 9 9 9 9 6 3 2
23 9 9 9 9 9 7 3 2
24 9 9 9 9 9 8 3 2
5 9 9 9 9 9 8 4 3
26 9 9 9 9 9 9 4 3
27 9 9 9 9 9 9 5 4
28 9 9 9 9 9 9 6 4
29 9 9 9 9 9 9 7 4
30 9 9 9 9 9 9 8 4

* The number of true dweomers—10th-leve spdls—the character can prepare, have
prepared, or cast in one day (see Chapter 6).

The priest can take no other actions during the round the character is concentrating on
raising the selected ability score. Each attempt to raise an ability score, successful or not,
during asingle day lowers the base skill score by two; the skill cannot be used once the
base score fallsto zero or less.

Bonuses from an increased score are gpplied immediately when the skill succeeds and
are logt immediately when the boost’ s duration ends. For example, a priest who chooses
to increase Wisdom immediatdly gains saving throw bonuses againgt menta attacks but
loses them again when the character’ s Wisdom score returns to normal. Likewise, the
effects from dtered ability scores are gpplied immediately. The priest does not gain any
bonus spdls from this skill but does gain immunity to certain spells for a Wisdom score
of 19 or higher (see Player’ s Handbook, Table 5).

A character can have only one ability score improvement from this skill operating at
ay giventime.

Requirement: Priest 10+, Eminence Skill
Relevant Ability: Wisdom/Willpower
Success. 4  Cost: 1(3)

Divine Voice: Priests with this skill can spesk with divine authority.



To usethe skill, the priest must spesk loudly and clearly for afull round. With a
successful skill check (made at the end of the round), the priest’s voice takes on adivine
quality. Every creature within 180 feet can hear the priest spesking unlessit has been
magicaly deafened. The divine voice penetrates slence spdlls and up to 10 feet of solid
rock or three inches of lead. Antimagic shells, prismatic spheres, cubes of force, and
10th-level ward spells shield their occupants.

Creatures that hear the voice are automaticaly enthralled (asthe 2nd-leve priest
spdl) if they have less than 5 Hit Dice or levels. Other creatures can save vs. spell to
avoid the effect. Creatures do not have to understand the priest’ swords, they merely have
to hear them. Undead and creatures normaly immune to charm spells, such as golems
and creatures with Wisdom/Willpower scores of 19 or more, are not affected.

The priest can hold an audience enthralled for up to one hour, as per the enthrall
gpell, but excessve jeering can bresk the effects (see the spell description in the Player’s
Handbook). The priest can aso utter a mass suggestion to creatures the character has
enthraled; this functions as the 6th-leved wizard spdll of the same name except that it
effects every creature currently enthralled regardless of the priet’sleve. Thereisno
saving throw vs. the mass suggestion if it is completed before the enthrall effect ends.
The priest can issue only one mass suggestion per use of the divine voice skill.

Each use of this skill reduces the priest’ s base eminence score by two for one week. If
the pries’ s eminence score is zero or less, the divine voice skill isineffective.

Requirement: Priest 15+, Eminence kill
Relevant Ability: Charismalleadership
Success: 4  Cost: 1(3)

Divine Will: Priestswith this skill can cdl upon divine ad to bolster their own strength
of will and resst any form of compulson imposed upon them.

When subjected to any form of unnaturd compulsion from a spell, creature, or
meagical item, apriest can roll askill check. If the check succeeds, the effect is negated,
and no saving throw is necessary. If the check fails, the priest ill gets a saving throw if
oneisnormaly dlowed.

Divinewill is effective againgt any effect that causes the priest to act according to
another cresture' swill, including al forms of charm, geas, quest, fear, magic jar (the
invading psyche is gected), beguiling, command, etc.

Each use of this skill, successful or not reduces the priest’ s base eminence score by
two for one day. This kill is ineffective when the character’ s eminence score has been
reduced to zero or less.

Requirement: Priest 10+
Relevant Ability: Wisdom/Willpower
Success: 4  Cost: 1(3)

Detect Deception: A priest with this skill can see through illusons and falsehoods of dll
sorts.

A successtul ill roll dlows the priest to uncover any falsehoods the character
encounters, be it afalseimage from an illuson or afase statement from another creature.



This <kill lagts for a short time, detailed on the table below:

Priest Level Duration
1517 1Turn
1820 2Turns
21-23 3Turns
24-26 4Turns
27-30 5Turns

If the skill check is unsuccessful, the priest is aware of the failure and must wait one
turn to try the skill again. If the skill check succeeds, the priest detects dl forms of
spoken fasehoods automaticdly for the duration of the skill’s effect. Unlike adetect lie
gpell, the priest knows when a cregture is deliberately evading the truth. The skill does
not tell the priest what the truth i, it only revedsthat fact that the priest has heard alie or
evason. If the priest encounters magic that alows falsehoods to be spoken, the priest is
unable to hear the magically protected creature speak; this reved s the falsehood
indirectly.

While the kill isin effect, the priest ds0 gains an immediate saving throw vs. spdl to
see through any false vision or visud distortion created by a spell, magicd item, or
cregture. The DM should make the roll secretly. If successful, the priest seesthe fase
image as afine, semi-trangparent mist. This power works againgt al forms of false and
mideading images, induding mirror image, blur, shadow door, phantasmal force, and
other spdlsthat midead or visualy confuse viewers. Illuson spdllsthat do not cregte an
image, such asinvisibility, are not affected. The power aso defeats cloaks of
displacement, robes of blending, and smilar magicd items. The skill has no power
againg effects that disguise things through physical changes, such as polymor ph self or
shape change.

Each use of this Kill, successful or not, lowers the priest’ s base eminence score by
two for one week. If the priest’s base eminence score falsto zero or less, thiskill is
ineffective.

Requirement: Priest 15+, Eminence Kill
Relevant Ability: Wisdonvintuition
Success: 6 Cost: 1 (3)

Eminence: Thisskill dlows prieststo wrap themsalvesin an aura of divine power.

A successful check creates an aura that lasts one round for each level the caster has
attained. The aurais undetectable except by atrue seeing spdl, which revedsit asa
bright slver, inky black, or pearl gray halo depending on the priest’ s alignment. The aura
gives the priest a +4 encounter reaction bonus when dedling with worshippers of the
priest’s deity or creatures of the same aignment.

Any hodtile creature feds a shudder of fear when within 30 feet of the priest. If the
priest willsit, the fear takes hold, causing creatures of less than 4th leve or 4 Hit Diceto
flee until the priest isno longer in Sight. More powerful crestures are dlowed a saving
throw vs. spell to negate the fear. The skill works againgt dl types of creatures—even
those normally immune to fear attacks, such as undead. A cloak of bravery or remove



fear spell bresks the effect, as does a successful use of the warrior skill bravery or the
priest skill divine will. Once a cregture has ressted the fear effect once, it is not subject to
fear effects from the same priest for the rest of the day.

Creatures within 30 feet of an opposing priest using the eminence skill are not subject
to the fear effect if the second priest’sleve isequa to or higher than the priest using the
fear effect.

Each attempt to raise the aura, successful or not, reduces the priest’ s base eminence
score by two for one week. When the character’ s base eminence score is reduced to zero
or less the ill isineffective.

The eminence ill is a prerequisite for the divine strength, divine voice, divine will,
detect deception, and invincihility skills. Each time one of these skills are used, the
character’ s base eminence score is reduced by two for either one day or one week,
depending on the skill used. Once the priest’ s base eminence score fals to zero, the
character cannot use eminence or any of the other skills. The smite skill is dso connected
to the priest’ s eminence score, but can be used (at some risk to the priest) when the
eminence skill has been reduced to zero or less, see page 167.

Requirement: Priest 10+
Relevant Ability: CharismallLeadership
Success. 6  Cost: 1(3)

Invincibility: Priestswith this skill can draw upon divine power to temporarily dday the
harmful effects of specid attacks, but not physical damage. If given sufficient time to
rest, this skill alows priests to recover from such attacks without additiond aid. It isvery
gmilar to the warrior kill hardiness

When subjected to a harmful specid effect from a spell, cresture, or magicd item, a
priest can roll askill check. If the check succeeds, the effect is delayed for the period of
time shown on the table below. If the check falls, the priest suffersthe effect normaly. If
the effect dlows a saving throw, the priest rolls the save before checking this skill.

Priest Level Delay

21-23 5 Rounds
24-26 10 Rounds
27-30 15 Rounds

Invincibility does not delay smple damage from any source, including continuing
damage, such as Melf’s acid arrow or a sword of wounding, or specia forms of purely
physical damage, such as severed limbs or broken bones. This skill does not protect
agang effectsthat are not directly harmful, such as magica charms, entanglement, or
imprisonment.

If the sKkill succeeds, the priest suffers no harm from the delayed effect until the delay
ends, but he is aware of what the effect is. If the priest receives the appropriate cure
before the delay ends, there is no harm to the character. If the harmful effect’s duration is
shorter than the delay there dso is no effect.

For example, a 25th-level priest with 52 hit points left (from atota of 107) is battling
awizard who casts power word kill on him. After making hisinvinahility skill rall, he



delays the effects of the spell for 10 rounds. Four rounds later, after killing the wizard, he
casts hed on himsdlf. When the delay effect is over, the power word kill effect occurs,
but his hit points are now over 60 and he isimmune to the spdll. If he had not hedled
himsdlf, he could have lgpsed into unconsciousness in an effort to avoid the effect of the
power word, as detailed below.

If the harmful effect has not expired or been cured when the delay ends, the priest
mugt ether suffer the full force of the effect or |gpse into unconsciousness while the
character’ s body struggles to resst. The length of time the character remains
unconsciousness depends on the extent of the injury, as noted on the table below.

Injury Recovery Time
Minor 1 Day

Severe 1 Week

Extreme 1 Month

Minor: These effects impair—but do not incapacitate—the character, such as blindness,
deafness, and ability score reductions. Spells such as antipathy/sympathy (antipathy
effect), cause blindness/deafness, color spray (most of the time), contagion, and holy
word are examples of minor effects.

Severe: Includes effects that incapacitate or completely transform the character, such as
petrification, polymorphing, and death. Severe spell effects include hold person,
phantasmal killer, polymor ph other, power word kill, and power word stun.

Extreme: Includes effects that wrench the character’ s very being, such as energy drains
(per level drained) and magicd aging (per year aged). Two nhotable examples include the
Sth-level wizard spdll energy drain and the 6th-level priest spell age cresture from the
Tome of Magic.

At the end of the recovery time, the character attempts a system shock rall. If therall
succeeds, the character awakens—fully heded—and the effects of the delayed magic are
nullified. If therall fails, the character awakens, but suffers the full force of the effect.
Thus, it is possible for a character to rest for months and then wake up only to die from
the effects of the delayed magic.

For ingtance, if our priest from the above example had decided to deep off the effects
of the power word kill, he would have been unconscious for aweek. The player rallsthe
character’ s system shock roll (15 Congtitution) and rolls 96%—6% over what he needed.
Since the power word would have killed him at the time he lgpsed into unconsciousness,
the character awakens just long enough to be killed by the spell.

If acharacter is suffering from multiple effects, the character makes system shock
rolls at the end of each recovery period. The player can choose the order in which the
checks are made, but the character does not awaken until checks have been made for all
the effects. For example, a character who was drained by avampire and pardyzed by a
lich remains unconscious for nine weeks—one month to revive from each of the two
levels the vampire drained and another week for the pardysis.

If an appropriate cure is applied while the character is unconscious, the character
recoversimmediately and automatically.



Heroic Effort: Asalast-ditch effort to continue a battle, apriest can use the
invincibility skill to extend hislife. Instead of dying a zero hit points (or faling
unconscious a zero hit points and dying a —10 if the optiona Hovering at Death’s Door
ruleisin play), apriest who makes a successful invincibility check can continue fighting
until reaching —20 hit points. The character can function in this state for a number of
rounds equal to his delay effect, suffering the appropriate consequences for reduced hit
points a the end of the delay.

Use of this skill is not without its drawbacks, however. If the priest is reduced to —20
hit points or less, the character is struck unconscious and dies once the delay expires.
Once a character’ s hit points drop to —20 or less, degth isinevitable at the end of the
delay period unless unusua conditions exist (see below).

Curative spdls can dlow a priest struck unconscious by being reduced —20 hit points
or lessto rgoin a battle, but death still occurs at the end of the delay period. A raise dead
or resurrection spdl cast during the delay period prevents death from occurring.

It is possble that a character with the ability to regenerate (from a magicd item or
high Congtitution score) can continue fighting even after being reduced to —20 hit points
or less. If regeneration increases the priest’s hit points to —19 or more during the delay
period, the character regains consciousness and does not dieif he receives enough heding
to restore him to pogitive hit points before the delay ends. Even if desth occurs,
regeneration usually restores a character much more quickly than the rest period the
invincibility skill requires. A character returned to life through regeneration need not
make a system shock rall.

Anamulet of life protection aso dlows a priest to continue fighting after being
reduced to —20 hit points or lessif the character receives sufficient heding to restore him
to —19 hit points or more. The character dill 1gpses back into death at the end of the delay
period, but any form of magica hedling can restore him to life (see page 79) and no
system shock roll isrequired.

Each use of the invincibility skill lowersthe priest’ s base eminence score by two for
the rest of the day. The skill isineffectiveif the character’ s base eminence score is
reduced to zero or less.

Requirement: Priest 21+, Eminence sKill
Relevant Ability: Wisdom/Willpower
Success: 4  Cost: 2 (6)

L oan: Priestswith this skill can trandfer physica vitdity between themsdaves and other
living crestures.

With a successful kill rall, the priest transfers asmal amount of his own hit pointsto
aliving cregture (or vice versa). If the priest tries to borrow hit points from an unwilling
donor, an attack roll is required before the character can make the skill roll. The number
of hit pointsthat are transferred depends on the priet’sleve:

Priest Level Amount of Loan
15-19 1d8+2 Hit Points
2024 2d6+4 Hit Points
25-29 3d6+6 Hit Points



30+ 4d6+8 Hit Points

Trandferred hit points are immediately subtracted from the donor’s hit point total and
added to the recipient’ stotal. The hit points are lost to the donor, just as though the donor
was subjected to a damaging attack. Donated hit points can be restored through rest or
meagica heding just as any other form of damage. If the donor has insufficient hit points
to supply the transfer, only those available are transferred and the donor dies. Transferred
hit points remain with the recipient for 24 hours or until lost in an attack.

Each attempt to use this skill lowers the base score by two for one week. The skill is
useless once the base score falls to zero or less.

Requirement: Priest 15+
Relevant Ability: Wisdom/Intuition
Success: 4  Cost: 1(3)

Smite: A priest with thisskill is empowered to direct awave of destruction at beings who
have wronged the priest or offended the priest’ s deity.

When the priest usesthis power, a cone of divine force issues from the priest’ s body
in any direction the character wishes. The coneis5' in diameter at the priest’ s body and
30 in diameter at the far end. Its maximum length depends on the priet’ sleve as shown
below:

Priest Level Cone Length

18-20 30
21-23 50
24-26 70
27-29 90
30 110

The priest has no control over the precise effect of the smiting, which the DM
chooses from the list below. No matter what the effect, only the priet’ s enemies are
harmed. Allies, innocent bystanders, and worshippers in good standing with the prie’s
deity are not affected.

Awestruck: Thisisthe default effect when the deity does not fed the targets are
offengve or threstening. It dso is granted when the deity fedsthat asmple
demondiration of its power is sufficient to handle the Stuation.

A two-dimensiond depiction of the deity or the deity’s symbol appearsin front of the
priest, causng the priest’ senemiesto Sare a it in awe if they are within the cone.
Crestures with more than 10 Hit Dice or levels are dlowed a saving throw vs. spell. Even
if the save succeeds, creatures are awestruck for one round, regardless of persona
immunities granted by spell or high ability scores.

Creatures remain awestruck only aslong as the priest remains motionless and
concentrates on the effect, but no longer than one round per level of the priest, plus 1d8
rounds, in any case. Enemies who enter the cone after the image appears are fully subject
to the awe effect, even if they avert their eyes. Any motion or the dightest break in the
priest’s concentration ends the effect, as does any offensve action by the priest’ sdlies.



Didractions to the awestruck characters aso end the effect. Loud noises, magica
displays, attacks, or attempts to sted the awestruck creatures equipment, damage their
property, or otherwise cause them harm are sufficient to breek the effect.

Blinded: Deities grant this effect when they find the target creatures offensive, but not
particularly dangerous.

Only creatures with 12 or more levels or Hit Dice are dlowed a saving throw vs.
breath weapon to avoid the effect.

Blinded creatures move at 2/3 the normd rate and suffer a—4 pendty to attack rolls,
saving throws initigtive rolls, and ability checks. Blinded spellcasters cannot cast spdlls
unless they can touch their targets. Blindness lasts until the victim receives aheal or cure
blindness or deafness spel.

Burned: This effect is granted when the targets are violent and pose an immediate
physical threst to the priest, a sacred Site, or to creatures friendly toward the priest. The
cone fillswith amass of heetless flames that burn the priet’ s enemies for 6d8 points of
damage, save vs. breath weapon for haf. Creatures killed by the flames are reduced to
piles of ash and no regeneration is possble. Though the hestless flames do not harm the
areq, they can affect the target’ s equipment. If atarget creature fails the breath wegpon
saving throw or iskilled by the flames, any equipment the creature carries must save vs.
disintegration or be reduced to dust.

Deafened: This effect occurs when the targets have not greatly offended the deity or
when the priest is not in significant peril. Only creatures with 12 or more levels or Hit
Dice are dlowed a saving throw vs. breath wegpon to avoid the effect.

Deafened creatures move at 3/4 the normd rate and suffer a—2 pendty to attack rolls,
initiative rolls, and ability checks. There is a 50% chance that any spell a deafened
gpellcagter atempts fails outright. Deafness lasts until the victim receives aheal or cure
blindness or deafness dll.

Death: Deities grant this effect only when deeply offended or when the priestisin
extreme danger. Enemies within the cone are immediately reduced to dust if they have 4
Hit Dicellevels or less. Other enemies suffer a doubled burning effect (12d8 points of
damage, save vs. spellsfor haf damage).

Immobilized: Deties commonly grant this effect when the targets are genuingdy
dangerous or offendve. Creatures of 6+1 Hit Dicellevels or less are automaticaly
pardyzed, their flesh turning into arigid, crystaline substance that is easily shattered.
Other creatures are dlowed a save vs. petrification to negate the effect. The immobility
lasts 1d4+2 turns. Free action is usdess againg this effect.

Immobilized crestures can be killed by striking their crystdline bodies with any hard
object. For each gtrike, the creature must make a saving throw asrock crystal versus
crushing blow. Only bonuses granted from magica rings, cloaks, and armor count toward
the saving throw. Fallure resultsin degth.

Plagued: The dety grantsthis effect when the targets are offensive, but do not pose
any danger to the deity’ sinterests. The priest’ s enemies are affected as if struck by a
cause disease pdl. The disease inflicted is debilitating (see the reversed form of the
3rd-leve priest gpdl cure disease) and causes the victim to radiate afoul stench. The
disease is neither contagious nor fatd. It can be cured by a cure disease or breath of life
spell from a caster of higher leve that the priest who cdled down the plague.

Sowed: This effect is granted when deity is offended, but the enemies pose no



immediate threat to a sacred Site, the priest, or creatures friendly toward the priest or the
deity. The effect isthe same asthe 3rd leve wizard pdll slow, except that creatures with
lessthan 8+1 Hit Dice or levels get no saving throw. The dow effect lasts for 1d4+2
turns.

Each use of this ahility reduces the base score for the priest’ s eminence skill by two
for one week. Aslong the priest has a positive eminence score, the priest need not make a
skill roll to smite enemies. If the priest’ s base eminence sKill scoreis zero or less,
however, the priest mugt roll an eminence check to successfully amite enemies. Note that
thisis possble only if the priest has a Charismalleadership bonus large enough to offset
anegative base score. If theroll fails, the deity is displeased. At best, no smite effect
occurs, a worgt, the deity directs a smite effect upon the priest.

An example: Marissa has an eminence score of 4 and a Charisma/Leadership bonus
of +4. She can freely smite enemies twice aweek aslong as her eminence base scoreis
not reduced by using other skills. During an adventure, she uses her smite skill once and
the divine voice kill once. This reduces her eminence skill to zero. If shewishesto use
her smite skill again, she must roll a4 or less on 1d20 to succeed.

Undaunted, Marissa smites a group of passing kobolds she has come upon. Her 1d20
roll isa3, s0 the smite works. Marissa s deity isn't too worried about the kobolds, who
were minding their own business when Marissa came dong, and grants Marissa an ave
effect. The kobolds are briefly entranced, but a fighter from Marissa' s party wades into
the kobolds, making an dl-round attack. The attack breaks the awe effect.

Feding threatened by the swarm of kobolds, Marissa foolishly tries to smite them
again. Her base eminence score isnow a—2, but her Charisma/lLeadership bonus
increases that to a2. Mdissarolls an 18 and fails. The deity is getting alittle tired of all
Mélissa' s atemptsto cal for specid aid and bestows a deafness effect on her.
Fortunately, her saving throw succeeds. Marissa' s base eminence score is now a—4,
leaving her no chance to smite the kobolds again even if shewas Slly enough to try it

again.

Requirement: Priest 15+, Eminence kill
Relevant Ability: N/A
Success: N/A Cost: 2 (6)

Spell Talisman: Thisskill dlows a priest to cast one or more spells at the beginning of
each day, making them available for indant use.

When a priest with this skill isfinished praying for spells, the character can attempt to
cast the spell and direct its magica energy into a pecia container or talisman. A
talisman isasmall object such asajewd, crystd bead, or holy symbol blessed by the
priest. A talisman must be worth at least 100 gp per spdll level.

A successful kill roll is required to place a el into atdisman If the rall falls, the
spell iswasted. The priest must have al necessary materia components on hand and
must meet dl the usud requirements to cast a pdll. If casting the spell has an effect on
the priest, such as unnatura aging, the priest suffersthe effect even if the spell was not
placed in the taligman.

Thetotd leves of spellsapriest can have stored in talismans cannot exceed the
priest’slevel. The highest level spdll apriest can place in atalisman depends on the



priest’sleve, as shown below:

Priest Level Maximum Spell Level

12-14 1«
15-17 2nd
1820 3rd
21-23 4th
24-26 5th
27-29 6th
30+ 7th

For example, Wulf, a 21g-level priest, can have up to 21 levels of spells stored, but
no stored spell can be higher than 4th level. Wulf might choose to store two spells of 4th
leve, two 3rd, and seven 1st-level spdls.

To rdease aspdl from atdisman, the priest must be holding or carrying the item and
have the opportunity to concentrate briefly and utter afew words. Though the initigtive
modifier for releasing the spell is +2, the release cannot be disrupted (though a gagged or
slenced priest could not release the spell). Once the spell isreleased, it functions as if
cast normdly in al respects, destroying the talisman in the process.

A spdl can be stored in atalisman for amaximum of 24 hours. If not used in the
dlotted time, or if separated from the priest for more than one hour, the talisman
crumbles into dust and the spell islost. No being other than the priest who stored the spell
can release the stored energy.

A portion of the spell stored in atdisman lingersin the priest’s memory. If the priest
memorizes spells again before the 24 hours have expired, the character cannot regain the
gpell gtored in the tisman. The priest cannot transfer a gpell from a talisman back into
memory. If atalisman is destroyed, the spell islost. A spell fades from the priest’s
memory when it isreleased or logt.

Spdls stored in taismans can be cast on worlds where the local magica factor would
not alow the spell to be cast (see Chapter 2). A spell cannot be stored in talisman,
however, unless the local conditions alow the spell to be cagt. The initiative modifier for
releasing a el from ataisman is never affected by the loca magicd factor.

Requirement: Priest 12+
Relevant Ability: Inteligence/Knowledge
Success: 4  Cost: 1(3)

Rogues Highleve rogues are masters of wit and misdirection. Although their specia

abilities are never more than 95% effective, they recave extra abilities at 21t level. They
continue to receive extra proficiencies and hit points until level 30. In addition, rogues
a0 have access to ahogt of specid skills beginning at 11th leve.

Thieving Abilities
Rogues of 10th level or lower are limited to scores of 95% or lessin thieving skills

such as pick pockets and find traps. Once asingle skill reaches 95%, the character must
spend discretionary points on other skills. If dl the character’ s thieving skill scores are



95%, the discretionary points are lost.

Once arogue reaches 11th leve, however, thislimitation is removed, and thereis no
limit to how far a character can improve a skill, dthough any discretionary points the
character lost earlier are not regained. No matter what the skill score, any roll of 96% or
higher is an automatic failure. Any pendtiesto the roll, however, are subtracted from the
base score.

For example, if Jobare has afind/remove traps score of 120%, he has a 60% chance to
find or remove amagica trap (magica traps reduce the score by haf, see Player’s
Handbook, Chapter 3). Likewise, if Jobare’' s open locks score is 100%, he has a 40%
chance to open amagterful lock (which imposes a pendty of -60%, see Dungeon Master
Guide, Table 24).

Table47:
Rogue Advancement Beyond 20th

Proficiencies——— Hit Points
Level ExperiencePoints Weapon Nonweapon (de)*
20 2,200,000 7 8 10+20
21 2,420,000 7 8 10+22
22 2,640,000 7 8 10+24
23 2,860,000 7 8 10+26
24 3,080,000 8 9 10+28
25 3,300,000 8 9 10+30
26 3,520,000 8 9 10+32
27 3,740,000 8 9 10+34
28 3,960,000 9 10 10+36
29 4,180,000 9 10 10+38
30 4,300,000 9 10 10+40

* Bonus hit points from high Congtitution scores are not added after 10th level.

Table 48:
Thieving Skill Base Scores

Skill Base Chance
Bribe 5%
Detect illuson 10%
Detect magic 5%
Escape bonds 10%
Tunnding 15%
Table 49:

Thieving Skill Racia Adjustments
Skill Dwarf Elf Gnome  Half-ef Halfling  Human



Bribe -5 +15 +5 +5 — —_

Detect illuson +5 - +10 +5 — —

Detect magic +5% +10% +5% +5% +5 —

Escape bonds — — — — +10 —

Tunnding +10 -10 +5 -5 +5 —

Table 50:

Dexterity/Aim Adjustments

Skill 9 10 11 12-16 17 18 19 20 21 22
Escapebonds -15% -10% -5% — +5% +10% +15% +20% +25% +30%
Tunndling -10% 5% — — — +5% +10% +15% +20% +30%
Table 51:

Thieving Skill Armor Adjustments

Skill No Armor Elven Chain Padded or Studded L eather
Bribe -10% +5% 5%

Escapebonds  +5% -5% -5%

Tunndling +10% —5% -10%

Thieves Beyond

20th Leve

Extra Thieving Skills: At 21t levd, athief gains five new skills. The skills have base
scores as shown on Table 48 and the character can immediately apply discretionary
points to the skills

Bribe: A thief can bribe an NPC with minor gifts of money or merchandise. Only one
bribe can be attempted per target. If the attempt fails, the DM should make a reaction roll
for the target to determine how he counters the bribe.

The amount of money required for a bribe varies with the NPC' s satus, according to
the table below:

NPC Status Bribe
Peasant/Save 2d4 cp
Freemar/Soldier 3d8 cp
Merchant/Officer 5d10 cp
Noble/General 5d100 cp

Bribery procedure: It isbest to role play an attempt at bribery, but here are afew
guiddines.

Firgt, the DM must decide if the NPC in question can be bribed, not everyoneis
susceptible. No character can be bribed to do something that fals outsde hisjob or



gation. A smple peasant or a palace guard would not agree to assassnate his king or
liege lord for afew coins. However, the peasant might offer a party shdter for the night
or hide the thief from a search party. A guard might agree to look the other way while the
party sneaks out the gate.

Likewise, asmple bribe never induces a character to compromise something he
believesin or do something that places the character in danger. For instance, an acolyte
cannot be bribed to ook the other way while the party defiles a holy water font. In any
case, an NPC bribed through the use of this skill does not perform any action that takes
more than afew minutes of effort or places himsdf in danger—the task must strike the
character as something that is quick and harmless.

Once the DM decides that the NPC can be bribed, use Table 59 (Encounter
Reactions, from the Dungeon Master Guide) to determine how the NPC responds when
mesting the thief. Secretly roll 1d20 and find the NPC' s reaction on the table. Do not tell
the player what the reaction is, Smply role play the NPC' s response to whatever the thief
does.

If the dierall resultsin afriendly reaction, the NPC probably does what the thief
wants without a bribe. If not, the thief has to offer something—money, services, a
magicd item, information, or anything ese vauable—to sweeten the NPC’ sreaction. To
determine the exact amount required, roll on the bribery table, above, and multiply the
result by the difference between the reaction roll and the highest number on Table 59 that
isafriendly result.

The player should never be told exactly the NPC' s station, the base bribe vaue, or the
initid reaction roll. Good role-playing on the DM’ s part should alow a perceptive player
to guess the first and the last.

For example, Jobare, the King of Thieves, gpproaches a peasant in afriendly manner
and gartsfishing for information about the local baron. The DM rolls a 13 for the
peasant’ s reaction and checks the number on the first column in Table 59 (because Jobare
is acting friendly); the peasant is cautious. The DM decides that the peasant is suspicious,
and thinks the thief isa sy or bandit. “Boy, stranger, you sure do ask awhole lot of
questions,” says the peasant while backing awvay dowly.

The DM secretly rolls 2d4 and discovers that the base value of the bribeis 5 cp.
However, the highest number that gives afriendly result on the first column of Table 59
isa7, thedifferenceis6 (13-7), so Jobare hasto give at least 30 cp (5x6) to make an
effective bribe. Once Jobare pays the required amount, the player can make a bribery roll.
If it succeeds, Jobare can ask afew smple questions and get equaly smple answers.

Detect illusion: Thieves, masters of deception themsdlves, can see through visible
illusons within their line of sight, up to 90 feet away. They perceivetheilluson asa
tranducent image, seeing through it asthough it were alight mist. The more red the
illuson, the more solid the image.

For example, phantasmal force would be totdly tranducent, while asimulacrum
would be mogtly solid. Demishadow monsters would be somewhere in between the two.
Invisibility and other nonvisible effects cannot be discerned.

Detection is not automatic, and the thief must spend a round concentrating on the area
of effect to discover itsillusonary qudities. Knowing that something isan illusion is not
necessaxily afal-safe defense againd illusonary magic, such asinthe case of a
simulacrum.



Detect magic: Thieves can spot magicd emanations within ther line of sight, up to
60 feet away. They can determine the intengity of the magic—dim, faint, moderate,
strong, and overwhelming. This ability can be blocked by the same things that prevent
detect magic spdls from operating.

Escape Bonds: There comes atimein every thief’ s career when his luck runs out and
he is apprehended. The ability to escape bonds such as ropes, leather thongs, manacles,
chains, and even draight jacketsis afeat of contortion and determination. The thief must
roll to breek free of every device binding him. If he'stied at the wrists and at the ankles,
he must make two successful rollsto free himsdlf. This skill takesfive roundsto use. A
thief might hurry his efforts, but he suffers a—5% penalty for each round he triesto shave
from the required time. Locked items aso require the thief to successfully pick the locks.
A falure on any atempt means that the thief cannot loosen that bond or pick the lock.

Tunneling: A thief might need to dig atunnd to get to a cache of riches. His success
at tunneling depends on severd factors. The tunnedling table below showsthetime
required to dig a 10-foot tunnd with adequate tools. Every 10 feet, the thief must make a
skill check, failure means that the front of the tunnel collgpses. It can be re-dug at the
loose earth rate.

Typeof Earth Modifier Time
Sand/loose earth -10% 5 hours
Packed earth — 10 hours
Rock +10% 30 hours

Tables 49, 50, and 51 give racid, Dexterity/Aim, and armor adjustments for the skills.

If the character point system from the Player’s Option: Skills & Powersbook isin
play, athief may dready have some or dl of these new skills. In that case, the thief gains
50 bonus character points at 21t level. The character must use the points to buy thieving
skillsfrom Table 27 in Skills & Powers. If the thief dready has 9 or more of the kills
listed on Table 27, the character cannot spend dl 50 points on thieving skillsand is
alowed to spend them on proficiencies and high-leve rogue skillsingtead. The ahility to
acquire additiond thieving skillsisaspecia bonus for reaching 21t leve; it isnot
normaly possible to gain additiordl thieving skills after the character is created

Improved Scroll Use: At 24th leve, athief beginsto develop an understanding of
magic. The character becomes enlightened enough to read some spdll scrolls with no
chance of fallure, asfollows

Thief Level Spell Level*
24-26 1st
27-28 2nd
29-30 3rd

* Thereisno chance for failure when reading a scroll of the listed level or less. Scroll
gpells of higher level have the standard 25% chance for areversed or harmful effect.

Table52:
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Bards Beyond 20th Leve

Extra Thieving Skills: At 214 leved, abard gains two of the five new skillsliged in the
thief section. The skills have base scores as shown on Table 48, and the character can
immediatdly gpply discretionary points to the skills.

If the character point system from Player’s Option: Skills & Powersisin play, abard
may aready have some or al of these new skills. In that case, the bard gains 20 bonus
character points at 21t level. The character must use the pointsto buy thieving skills
from Table 27 in the Skills & Powers book.

Improved Scroll Use: Also at 214t level, abard can read wizard spells from scrolls with
no chance of failure provided that the bard is high enough level the cast the spdll. The
rogue can read low-level spellsfrom priest spells from scrolls asfollows:

Bard Level Spell Level*

21-23 1st

24-26 2nd
27-29 3rd
30 4th

The bard has the standard 15% chance for areversed or harmful effect when reading
scroll of wizard spells of higher level than the character can cast or priest Spdlls of higher
level than the table dlows.

Improved Item Identification: At 21t level, abard can andyze magicd items and
determine something about their specific powers.

For each hour a bard spends studying an item, the character has a 55% chance to
determine a Single power. The item’s exact magical bonuses and number of charges are
never reveaded (see the 1st-leve wizard Spdl identify). The bard need not handle the item
or expend any materids, the character merdy examinesthe item closdly.



Magical Item Use: At 24th level, abard can use wands, staves, and rods as awizard of
the same levd.

Item Creation: At 27th leve, abard can write wizard spells the character knows and
brew potions as awizard of the same leve.

Skills For High-Level Rogues

The following kills are avallable to thieves and bards who meet the listed
requirements.

Adaptation: A character with this skill has atrained mind that quickly andyzes unusud
or unfavorable environments and afindy tuned body that can compensate for physica
impediments to fighting. Except where noted below, it isidentica to the warrior skill of
the same name.

Rogues who use this skill successfully do not suffer combat and initiative pendties
for fighting in an unfavorable environment, most notably the +6 foreign environment
pendty to initiative (see Chapter 9 of the Player’ s Handbook). If the environment aso
includes specid saving throws or ability checks due to physica conditions, such asa
Dexterity/Balance check to avoid falling off aladder when struck in melee, characters
successtully using this skill receive a+3 (or +15%) bonus to the check.

The sKkill does not dlow characters to ignore situationd movement pendties,
environmentd factors that are not combat related, or conditions that are physicaly
impossible to overcome. For example, no one can avoid sinking into quicksand without
magica ad, and resstance from water till makes dashing and bludgeoning wegpons
amost usdlesswithout aring of free action or afree action spell. Likewise, characters
adapted to fighting underwater till have to find ways to breathe.

The sKkill has no effect on pendties derived from an environment’ s magica properties
or on pendties based on vison or lighting. In fact, characters who cannot observe their
surroundings suffer a—4 pendty to the skill check—it is very hard to sze up battlefidd in
thick fog or pitch darkness.

To usethis kill, a character mugt actualy enter combat in aforeign or unfavorable
environment. At the end of each round, the character checks the skill. The skill check
requires only amoment’ s thought and can be checked every round until successtul. It
does not prevent other actions—melee attacks, spellcasting, etc.—during the round. Once
the sKkill succeeds, the character temporarily ignores the environment’s specid effects, as
described above. The effect lasts for the entire battle plus one day per character level
thereafter, and this can be extended indefinitdly if the character practices fighting in the
environment for a least eight hours aweek. At an extra cost of one wegpon or
nonwegpon proficiency dot (or three character points), the character can become
permanently adjusted to fighting in the environment, provided the additiond cost is pad
before the adaptation fades.

Requirement: Rogue 11+
Relevant Ability: Intelligence/Reason



Success: 10 Cost: 2 (6)

Classify Traps: Rogueswith this skill have made an exhaugtive study of traps and may
be able to apply their knowledge to any traps they find. The sKill is usdess without the
find traps dbility.

A successful ill roll revedls atrap’s exact nature, not just its generd principle. A
successful skill roll shows how the trap works and what it does to people who trigger it.
The rogue learns where any attacks the trap launches are amed—provided he can
observe those areas. The examination requires at least aturn for basic constructs and
possibly much longer for very eaborate traps (DM’ s discretion). A magicd or invisble
trap reduces the rogue' s success number, including ability score bonuses, by haf, round
fractions up.

A faled kill roll of lessthan 20 meansthat the rogue cannot determine anything
gpeciad about this particular trgp. A roll of 20 means the rogue has made afdse
assumption about what the trgp does. As with any roll arogue makes when finding or
removing atrap, the DM shoud make the skill roll secretly.

If the rogue decides to disarm atrap after a successful examination, the character can
make two remove trgps rolls taking only the best result. Alternatively, the rogue can
amply bypass the trap by standing in a safe place and triggering it, carefully avoiding the
aressit targets. If the DM decides it is not possible to completely avoid the trap’ s effects,
the rogue is dlowed a saving throw vs. breath wegpon. If successful, the rogueis
unharmed; otherwise, the damage inflicted is reduced by hdf. If the rogue dso hasthe
evason kill, the character gets a +2 bonus to the saving throw. If the rogue has
companions, the character can mark or carefully explain what the trgp does, dlowing
these characters to attempt breath weapon saving throws to avoid the effects. If the save
fals, the victim suffers only haf damage.

In many cases, atrap’'s atack cannot have a haf effect. In these cases, the DM can
require another saving throw againg the trgp’s attack form or rule that character’s are
fully effected when they fail the bregsth weapon saving throw.

An example: Jobare analyzes a trap he has found on a door and discovers that
opening the door is going to flood the corridor, and possibly chamber beyond, with
poisonous gas. Jobare decides that plugging al the gas vents would require too much
time, S0 he advises his colleagues to take deep breaths and tie damp cloths over their
faces. When the preparations are complete, Jobare flings open the door. Because the party
did not leave the area the gas is flooding into, the DM cdls for saving throw checksto
seeif anyoneis effected by the gas. Because it is difficult for someone to suffer ahalf
effect from poison gas, the DM requires the characters who fail their bresth weapon
saving throws to roll a second saving throw vs. poison to seeif they succumb to the gas
they inadvertently inhaed. If the trap dropped a 20-ton block into the corridor instead of
poison gas, the DM would have been judtified in ruling that character who falled their
breath weapon saving throws were crushed to death instead.

Requirement: Rogue 11+
Relevant Ability: Inteligence/Knowledge
Success: 4  Cost: 2 (6)



Evasion: Rogues with this skill can avoid damage from energy discharges such as bregth
weapons, fireball spells, and the like through a combination of superior reflexes and inner
grength.

This skill operates automatically whenever arogue is subjected to an energy attack
that causes damage. The rogue rolls anorma saving throw vs. the effect and suffers no
damage if it is successful. This kill is not effective againg effects thet do not inflict
damage or tha do not normdly alow a saving throw. For example, the skill does not
protect the rogue against a bronze dragon’ s repulsion breath weapon, agorgon's
petrifying bregth, or magic missile spells.

The rogue can dso avoid missiles fired from fixed points, such astraps and Sege
engines, but not from creatures. If not surprised, the rogue avoids the missile with a
successful saving throw vs. breath wespon.

Requirement: Rogue 16+
Relevant Ability: N/A
Success. N/A Cost: 1 (3)

Fall/Jump: A rogue with this skill can safdy bregk afdl if thereisaverticd surface
nearby to help dow the character’ s descent. A very accomplished rogue can fall or jump
from amazing heights and not suffer the dightest injury.

A successful skill check alows the rogue to make contact with a nearby surface and
safely descend. The maximum distance from avertical surface and the maximum
distancefor asafefdl depends of the rogue' sleve:

Surface Distance
Rogue L evel Distance Fallen
11-13 i\ 30
14-16 2 60'
17-19 3 o)
20-21 5 120
22-24 7 150
25-27 9 180’
28-30 11 210

Rogues who smply step off a precipice or fdl while climbing are dways within one
foot of avertical surface unlessit has a negetive dope (angled back under the place from
which the rogue fdl). Any surface that can provide a reasonable amount of friction when
the rogue grabsiit or places his hands or feet againg it is sufficient (ropes, tree trunks,
walls, etc.). Very smooth or dippery surfaces are usdess (ice walls, greased poles, walls
of force, etc.).

If thefdl islonger than the safe distance dlowed for the rogue s leve, subtract the
safe distance from the total distance before determining damage from the fal. For
example, atrap door opens under Jobare, a 20th-leve thief, and dumps him into a shaft
10 feet square. No matter what happens, Jobare is within five feet of one wal, so he can
attempt to break hisfal. His kill roll succeeds, however, the shaft goes down 150 feet
and then opensinto a chamber 30 feet high and severa hundred feet across. Jobare can



bresk only the first 120 feet if hisfal and suffers 6d6 points of damage for the find 60
feet. Even if he had been a 30th-leve thief, Jobare would have suffered 3d6 points of
damage because there was no surface within reach to bresk the fina 30 feet of the fall.

Requirement: Rogue 11+
Relevant Ability: Dexterity/Bdance
Success. 11  Cost: 1 (3)

Featherfoot: Rogueswith this skill can make their footsteps as light as a festher, moving
slently and exerting very little pressure on the surface they are moving over.

Thiskill isafunction of the rogue s move slently ability, which is areguirement for
using thisskill. A rogue who makes a successful move slently roll can move a short
distance over asurface fairly quickly and without exerting any appreciable weight on it,
according to the table below.

Rogue Level Surface Distance* M ovement
11-13 Soft 30 12
14-16 Very Soft 60' 15
17+ Liquid 120’ 18

* The rogue must stop and make contact with the surface after moving thisfar.

Soft Surfaces: Mud, snow, sand, or other surfaces where norma humans would leave
clear tracks.

Very Soft Surfaces: Quicksand, fine dugt, or other surfaces where norma humans would
snk dowly.

Liquid Surfaces: Water or other surfaces where norma humans would sink immediately.

A rogue using the featherfoot skill movesin complete sllence and leaves no tracks on
the ground. The character’ sweight doe not press down upon the surface a al. The
character does not set off any darm or trap triggered by weight and does not trigger a
sgueaking floors spdl.

Requirement: Rogue 11+
Relevant Ability: N/A
Success. N/A Cost: 1 (3)

Improvised Attack: Rogues with this skill can use unorthodox and unexpected
maneuvers to achieve specid results in combat. The more unusua the maneuver, the
better its chance for success.

A rogue can use this skill only once a day, but the character can learn the sKill
multiple times. For example, arogue who learns this skill three times can make three
improvised attacks each day. An improvised attack can have one of the following effects:

Blinding: If the attack succeeds, the opponent must save vs. breath weapon or suffer
blocked vison (from debris thrown into the eyes, an object wrapped around the victim's



head, or even ahat or helmet dropped over the eyes). The opponent suffers the full
pendties for darkness (—4 to attacks, saving throws, and Armor Class and movement
reduced to one-third; see the Dungeon Master Guide, Chapter 13). Because the
opponent’ s situation is painful or awkward or both, the blindfighting proficiency does not
reduce the pendties. Note that many creatures cannot be blinded in an improvised attack
because they have no eyes or visua organs.

The blinding effect lasts until the opponent clears his vison, which requiresarall of 9
or less on 1d20. The opponent’ s Wisdom/Willpower or Dexterity/Baance score affects
the roll—the DM decides which ability applies. The opponent can attempt to clear his
vison a the beginning of each round, but doing so counts as a haf move (see the
Player’ s Handbook, Chapter 9, or Combat & Tactics, Chapter 1).

Disarm: If the attack is successful, the opponent must save vs. petrification or lose the
use of one wegpon (because it is dropped or has become stuck in something). Recovering
alost weapon takes a haf move. If the weapon is stuck, the opponent must make a
successful open doorsroll to get it free.

Immobilize: If the attack succeeds, the opponent’s entire body becomes entangled or
trapped, and he must save vs. parayzation or cease dl meaningful movement. The
opponent remains unable to move or atack until he works free, which requiresaroll of 9
or lesson 1d20. The creature' s Strength/Muscle or Dexterity/Aim score applies to the
roll—the DM decides which ability gpplies. The opponent can attempt to get free at the
beginning of each round, but doing so counts as a hdf move.

Kill: If the attack succeeds, the opponent suffers a critical injury that reduces the
creature’ s hit points to —10 ingtantly unless the opponent saves vs. death magic. If the
save succeeds, there is no effect, but in some cases, the rogue can force the opponent to
save again the following round by winning initiative and grappling the opponent.

For example, Jobare has attempted to kill an enemy warrior by damming a shutter
down on his neck. Thewarrior’'s saving throw was successful, but his head is ill caught
under the shutter. Jobare can attempt a grappling attack to get another chance to strangle
the warrior.

Opponents with more Hit Dice or who are higher level than the rogue are immune to
kill effects. In thisingance, the thief inflicts norma damage.

Sun: If the attack is successful, the opponent must save vs. breath weapon or become
stunned for 2d4 rounds. The character’ s Condtitution/Fitness adjustment appliesto the
saving throw. A stunned character is unable to cast spdlls, attack, or move a more than
half speed. The character suffersa—2 penalty to Armor Class, attack rolls, saving throws,
and ability checks while sunned.

Trip: If the attack succeeds, the opponent suffers a misstep or other misfortune and
must save vs. petrification or fal down. Dexterity/Baance bonuses goply to the saving
throw. Cregturesthat fal while moving a speeds grester than 12 might suffer minor
damage (1d3 or 1d6 points of damage, at the DM’s option). In some cases, afal might be
inherently more dangerous, such as when a character fals when climbing or sumbles
onto asharp object. If afdl could result in ingtant desth, use the rules for killing attacks
indead. Getting up after afal counts as a hdf move.

The improvised atack skill requires some imagination and role- playing ability from
the player. An improvised attack must be announced in around's player declaration
phase. During the resolution phase, the player must describe exactly what unusua attack



the rogue is employing—a smple caled shot never qudifies as an improvised attack. The
rogue then makes anorma attack roll. Standard combat modifiers apply, as does the
rogu€e s backstab bonus for rear attacks that qualify. In most cases, the rogue’ s missile
bonus from Dexterity/Aim aso applies, because most improvised attacks rely on
precison and fast movement. Improvised attacks that involve a blow to the opponent are
aso subject to Strength/Muscle bonuses.

If the attack fails, the improvised atack has no effect. If the attack succeeds, the
opponent suffers no damage but must roll a saving throw or suffer the improvised specid
effect. The cleverness and gppropriateness of the attack affects the saving throw as
follows

+6 if the rogue player made no attempt to role-play or describe the attack. For example,
the player says, “I blind the dragon with an improvised attack.”

+4 if the rogue player makes only afeeble attempt to role-play or describe the attack.
“Uh, | find some dirt and throw it in the dragon’s eyes’
+2 to +6 if the attack described is physicaly unlikely to have the desired effect. Trying
to trip ahorse with a gtaff is not likely to be effective.
The save is automatic if the method described is completely inadequate. For example,
no character can strangle a great wyrm dragon with a 12-inch lesther thong, nor can a
character blind a storm giant with a glob of oatmea unless he can reach the giant’ s face.

+2 if the rogue has used the same trick earlier in the adventure. The bonusis +4 if the
rogue has used the trick earlier in the same encounter, +6 if the rogue has used the trick
on the same creature during this adverture, and +8 if the rogue has used the trick on the
same cregture this encounter. However, see the note on establishing tricks, below.

—2 if the opponent is surprised.

—4 if the attack described is particularly appropriate. For example, causing afal froma
wall by damming awindow down on the creature sfingers, entangling an opponentin a
fishing net, blinding a cresture by tricking it into looking at adusty object and then
blowing the dust into its face, eic.

The optiond saving throw modifiers from Table 36 or from Table 38 can be applied to
the saving throw if the DM wishes.

Establishing a Trick: If arogue has successfully used the same improvised attack in three
Separate adventures, the character can purchase the improvised attack skill the next time
he gains alevel and make the trick a permanent part of the character’ s skills. An
etablished trick can be used once per encounter without the usua pendty for multiple

use, stuationd pendties ill gpply. Using an established trick does not count toward the
character’ s daily dlotment of improvised attacks unless the trick is used more than once

in asngle encounter, in which case the multiple use pendties dso goply. Opponents who
have fought the rogue previoudy and are prepared for an established trick gain a +6
saving throw bonus againgt it.



An Example: Jobareis collecting hisill-gotten gains after a game of chance in a seedy
inn. When one of the players demands his money back, Jobare asks the fellow to hold out
his hand. When the man complies, Jobare grabs his own feathered hat and clampsit over
the man’ s face. The DM and the player agree that thisis a blinding atack. The DM
decides that aroll for surpriseisin order, asthe man is dutifully holding out his hand and
not expecting atack. The man rolls a 2 on the surprise die, indicating surprise. Jobare
rollsanorma melee attack, adjusts for his Dexterity/Aim score and the fact that the man
issurprised. The attack succeeds, and the DM rules that the man must save. vs. breath
weapon at —2 or be blinded. His saving throw fails, giving Jobare an opportunity to
escape.

Later, Jobare has a specid hat made that is lined with pleats of loose cloth that adlow
the hat to unfold into asmal bag, and it contains a Soringy headband that helps hold the
hat in place, whether the hat is on Jobare' s head or on an opponent’ s face. Jobare uses his
trick hat severd times, and when he gains enough experience to advance aleve, he
decides establish it as a skill (goending one proficiency dot or three character points).

Requirement: Rogue 16+
Relevant Ability: N/A
Success. N/A Cost: 2 (6)

Inner Focus: Rogues with this skill can marshd their persond energiesto provide a
temporary bonus to their Dexterity, Intelligence, or Congtitution scores, it is otherwise
sgmilar to thewarrior ill of the same name.

By concentrating for one round and making a successful skill check, the rogue can
improve one of the three digible ability scores to the vaue listed on the table below. The
improvemert lasts one round per character level. Because the mgority of the character’s
energy is directed to the improved ability score, the other two ability scores are reduced
by two points each. The rogue can end the boost—and restore the vaues of the other two
ability scores—at any time. If the character’ s ability scoreis dready higher than the value
lisged on the table, this skill has no effect. If the optiona subabilities rule from Skills &
Powersisin play, both subabilities in the increased ability score are raised to the same
value.

Rogue L evel Improved Score

11-15 18
1620 19
21-25 20
26-30 21

The rogue can take no other actions during the round spent concentrating on raising
the selected ability score. Each attempt, successful or not, during a single day lowers the
base skill score by two.

Bonuses from an increased score are gpplied immediately when the skill succeeds and
areimmediady lost when the boost’ s duration ends. Likewise, the effects from reduced
ability scores are gpplied immediatdly but then restored when the improvement ends.

A character can have only one ability score improvement from this skill operating at



any giventime.

Requirement: Rogue 11+

Reevant Ability: Wisdonm/Willpower
Success: 5  Cost: 1(3)

Nondetection: Rogues with this skill can shidd themselves from many types of magicd
divination, as the 3rd-leve wizard spell of the same name.

When subjected to a spell such as ESP, clairaudience, or detect invisibility, or to a
magica item such asacrystal ball, a successful skill check defests the spell or device.
Even if therall falls the rogue is il entitled to any gpplicable saving throws.

This kill isdso effective againg the sense danger sKill, the priest’ s detect deception
kill, and the ability of inteligent or powerful cregtures to detect invisible opponents.
When subjected to one of these powers, the rogue can attempt an opposed
Wisdom/Willpower check to remain undetected.

Thiskill is not effective againg the spdlls know alignment, true seeing, commune, or
contact other plane, nor isthis skill effective againgt the detection abilities of legendary
mongters, wyrm and great wyrm dragons, and deities.

Requirement: Rogue 16+
Relevant Ability: Wisdom/Willpower
Success: 4  Cost: 2 (6)

Sense Danger: Thisskill dlows rogues to discover thrests that are not obviousto less
perceptive characters. It is smilar to the warrior skill of the same name, but relies on the
rogu€e sintdlect rather than on intuition and grants rogues adightly different set of
sensng abilities

The sense danger skill isactualy four different subskills, as outlined below. The
number of subskills the rogue knows depends on the character’ s level: one subskill at
16th—20th leve, two subskills at 21s—25th level, and three subskills at 26th-30th leve. If
the character purchases this skill twice, the rogue gains one extra subskill. Any
improvement to the skill number improves dl the subskills the character knows.

Each subskill gives the rogue the ability to detect danger in a different form:

Ambushes: The rogue can determine if hidden enemies are lurking in any areathe
character can see well (see Table 62 in the Player’ s Handbook). The rogue can scan an
arearoughly 200 yards square in asingle round. An area can be scanned only once each
turn, and a successful scan reved's gpproximately how many cregtures are hiding in the
areaand their approximate sze.

Concealed Weapons: The rogue can study a cregture to determineiif it has any
concealed wegpons. A successful check reved's any weapons hidden about the creature’ s
person (tucked into clothing, hidden nearby, etc). If faced with an unknown cregture, a
successful skill check dlows the rogue to determine what its attack modes are (claws,
teeth, etc.).

When the rogue detects a concealed wegpon with this kill, the character notes its
generd Sze, location, and type—a sap tucked into the back of a character’s breeches or a
dagger hidden in adeeve, for example. The character learns nothing €l se about the



weapon. Note that the rogue must be aware of the creature before checking for concealed
weapons—a rogue cannot attempt to search a statue for conceal ed weapons because the
player suspects it might be a golem. Unlike the warrior’ s version of this skill, arogue can
detect magically concealed weapons.

Hostile Intentions: A rogue can Sze up aliving cregture in plain Sght and deduce its
level of hodtility toward the rogue and his party. A successful roll givesthe rogue a
generd leve of hodility: low (a suspicious merchant), medium (athief from an opposing
guild), or high (caught by the loca wizard with his staff of the magi in your backpack).
Unlike the warrior ability, the rogue skill does not reveal how well prepared for attack the
cregtureis, just how much it would like to atack. This skill does not indicate how likely a
cregture isto atack, snce a creature does not aways act on its hodtility.

Impending Attacks: The rogue develops a Sixth sense about weapons and other forms
of attack aimed at the character. Any time an undetected enemy is preparing an attack,
the rogue can atempt a skill check to receive a vague impression about the attacker’s
generd direction (front, rear, left, right) and distance (close, far). In many cases, the
attacker’ sidentity is obvious from the information the kil provides. A successful kill
check gives the rogue a +2 bonus on surprise rolls and a+1 bonus to the initiative roll
during the firgt round of combat if the character is not surprised. Unlike the warrior back
protection subskill, the rogue must turn to face the attacker to negate any applicable rear
attack bonuses. If the character is surprised in spite of this skill, the attacker receives all
bonuses normaly applied to rear attacks, including backstab adjustments.

With any subskill, the DM should roll the check secretly. If the roll failson aroll of
19 or less, the character detects nothing. If theroll fails on a 20, the character getsafase
indication—improperly andyzing a creature' s level of hodility, noting a concealed
wegpon where thereis none, etc. A false indication has no effect on an impending attack.

If the character S0 has the dertness proficiency, he receives a+1 bonusto his skill
score.

Requirement: Rogue 16+
Relevant Ability: Intelligence/Reason
Success. 6 Cost: 2 (6)

Shadow Flight: Thisability isamilar to the shadow trave skill, except that a successful
hide in shadows roll alows the character to fly slently from shadow to shedow.

Like the shedow trave kill, the rogue must begin with a successful hide in shadows
roll. Once in the shadows, the character’ s movement rate and maneuverability class
depend on the strength of the shadows:

Amount of Shadow Rate/M aneuver ability

None Normal*
Weak 15/D
Strong 18/C
Very 24/B**

* Hight is not possible.
** Once an hour, the rogue can instantly move up to 360 yards, as a dimension door
gpell, aslong as the destination is a least as shadowy as the rogu€e' s current position.



While flying or traveling ingantaneoudy, the rogue can be no more than lightly
encumbered. The rogue can carry other creaturesif their weight does not exceed the
rogue s light encumbrance limit.

Requirement: Rogue 21+
Relevant Ability: N/A
Success: N/A Cost: 1 (3)

Shadow Travel: Thisskill dlows arogue to move rapidly from one shadowy areato
another, moving at seemingly blinding speed.

The use this kill, the rogue must first successfully hide in shadows, which is required
to use thiskill. After entering the area of shadow, the rogue can move into other
shadows at increased speeds. The actua movement depends on the amount of shadow
available, according to the table below.

Amount of Shadow M ovement Rate
No Shadows Normal

Weak Shadows 15

Strong Shadow 18

Very Shadowy 24

No Shadows. Therogue is surrounded by multiple light sources, within amagica
light or darkness spell, or in the open on abright, clear day.

Weak Shadows: Outdoors at dawn or twilight, in awoods on a bright day, average
indoor light, or outdoors on a moonless or overcast night are examples of these
conditions.

Strong Shadows:. Therogue is outdoors at night or in dim indoor light.

Very Shadowy: Most areas of near-darkness goply for this condition, including: in
woods at twilight; in awindowless room with asngle, flickering light source such asa
torch, candle, or fire; outdoors at night along the edges of the circle of light thrown by an
atificd light source (Player’ s Handbook, Table 63).

The rogue is visble when moving between shadows, but he remains hidden while
within the shadows and able to move at an accelerated rate until the character attacks or
the shadows get weaker. If the rogue leaves the shadows to attack, the character can enter
them again and resume accel erated movement on any round when the rogue does not
attack and there are shadows available. Shadow movement is not silent, but the rogue can
atempt amove slently roll while moving through shadows and gtill move a the
accelerated rate. Accelerated movement is subject to norma modifiersfor terrain and
encumbrance.

Requirement: Rogue 16+
Relevant Ability: N/A
Success. N/A Cost: 1 (3)



Demihumans in High-Level Play Demihuman characters are usually forced to
retire or assume secondary roles in the campaign once human player characters begin to
reach high levels and the demihuman characters reach their advancement limits. Thet is
exactly what is supposed to happen. Many DM s are tempted to ignore demihuman
advancement limits, especidly when players are unwilling to retire their high-leve
demihuman characters.

Do not ignore demihuman advancement limits; they are the price players must pay for
gaining demihumean advantages at lower leves. Ignoring the advancement limits
unbaances play by placing high-level power in the hands of characters who dready have
extraabilities, and it is grosdy unfair to players who have chosen human characters and
have labored long and hard to get to the point where their choices begin to pay dividends
in the form of unlimited advancement.

Some Solutions to the
Demihuman Advancement Problem

Demihuman advancement limits are afact of lifein any AD&D game world.
Nevertheless, the DM can solve the problem in severd ways without forcing demihuman
characters out of the game:

A demihuman character can use awish or 10th-leved transformation spell to become
human. Such a character might still look and act like a demihuman, but has put aside the
racia characteristics—and specid racid abilities—that have held the character back.

A demihuman character can use awish or 10th-level imbue spdl to gain oneleve
beyond the normd racid maximum. The character in question must have earned enough
experience to actudly gain the level. Each level gained beyond the maximum requires
one wish or 10th-leve imbue spell.

The DM can use the Sow Advancement rule from Chapter 2 of the Dungeon Master
Guide. At low leves, dow advancement does't have much affect on play, but humans
begin to pull ahead fairly rapidly once the characters reach 10th level or so.

The DM can gpply the Sow Advancement rule only after demihuman characters reach
their maximum levels. This represents their struggle to stay focused on their professond
skills despite the digtractions and difficulties of being a demihuman. To reflect a
demihuman character’ s nonhuman viewpoint, it's a good ideato aso require the
character to complete some heroic task that furthers the interests of the character’ s race
eaech time the character advances alevel beyond the usua maximum. For example, an f
wizard might undertake a quest to protect atract of virgin forest and perhaps establish a
colony there. Thiskind of effort marks the character as aracia hero instead of a
demihuman with human interests.

Beyond 30th Level All character advancement stops at 30th level, which represents

the pinnacle of morta achievement. At thisleve, even awizard has more hit points than
five norma men and characters of any class have powers greater than the avatars that



deities use to conduct business in the mortal world. Once a character has gotten thisfar,
thereis nowhere dse to go. Or isthere?

Divine Ascension

With the DM’ s gpprovad, a character can abandon his or her professon and follow a
different path to power. Divine ascension requires agreat dedl of attention and cregtivity
from both DM and player. Only the barest guiddlines are given here, because each
character and campaign are unique.

A character can seek to ascend anytime after reaching 20th level (or earlier if the DM
alowsit). Once a character hes reached 30th leve, thisis the only option that dlowsthe
character any further advancement.

Once the character embarks on the path to godhood, he can never turn back. The
character ceases advancing in the origind class. The character retains dl class dbilities
but gives up norma adventuring and acts with anew purpose.

The character must seek a divine sponsor—usually a deity appropriate to the
character’ sdignment, origind class, and race—and prepare a gpecid offering for that
deity. The gift can be anything the character desires and the DM agrees to. The donation
need not be asingle item. In any case, the gift's monetary value must be at least equd to
the character’ s experience point tota.

While preparing the offering, the character recelves experience points normally. For
each 500,000 experience points gained, the character can lower one saving throw number
one point, to aminimum saving throw of three.

The ability to reduce saving throw numbers below the norma minimum for the
character’ s origind classis specid, and it iswhy the character must give up hisor her
origind class. The character gains no other benefits from accumulated experience; no hit
points, proficiencies, skills, etc.

When the offering is completed, the character must journey to the deity’ s abode and
present the gift. If the character has been true to the principles of his or her dignment and
profession, the deity probably accepts the gift. If in doubt, use Table 59, Encounter
Reactions, from the Dungeon Master Guide. If the deity’s dignment and portfolio match
the character’ s alignment and profession—for example, alawful good fighter petitioning
alawful good war deity—use the first column on the table. If the character and deity are
dightly mismatched, use the second column. Otherwise, use the third column. If the
reection roll isfriendly, the deity accepts the gift. If not, the deity destroys the gift and
sends the character away. The character can try again with the same deity or with another
deity.

Note that the character might not get an immediate audience with the deity. Just
finding and entering the deity’ s abode could be an adventure in itself. The materid in the
Planescape setting can provide details about what the character might find.

Oncethe deity accepts the gift, it assgns some heroic task to the character. (Ina
Planescape campaign, the character becomes the deity’ s proxy, see A Player’s Guide to
the Planes.) Completing the task proves the character’s mettle. It is up to the DM to
cregte a suitable task and design a series of adventures so that the character can complete
it. A few examplesfollow:



Found a dynasty.
Cregte anew magical item or pell that others seek to imitate.

Find and destroy an artifact from an opposing dignment.
Find and defeat the avatar of ariva dety.
Build alagting monument to the deity.

The DM and the player must work out the exact details. In any case, the character
must complete the task and earn enough experience to lower dl saving throw numbers to
three. In addition, the character cannot have any ability score (or subability score) lower
than 13. When dl of that is accomplished, the character becomes a demigod and
companion to the sponsor. The character becomes an NPC under the DM’ s control.

Some players may be upset that they have worked so hard to improve their characters
only to lose control of them to the DM. Remind them of their contributions to the
campaign world—new characters can worship their “retired” heroes/demigods—and
invite them to hdp congtruct the new powers' portfolios. AD&D isagame of heroes, not
gods.

Appendix Notations

P = Priest spdll W = Wizard spdll
PR = Power Rank MV = Movement
Spell Statistics

These are detailed on pages 99-100. L etters separated by a dash indicate spdlls that
can be usad in multiple ways, the caster must choose how the spell is to be used before
the dud begins.

A =Attack D =Defense
L = Leech AD = Attack/Defense
M = Misdle

T Spdll from the Tome of Magic
S Spell has aspecia effect; see Chapter 5.

A

Abi-Ddzim's Horrid Wilting" (W 8) A, PR 17, MV 2
Abjure (P4) L, PR 13, MV 2

Accderaie Heding' (P3) L, PR12, MV 1

Acid Storm’ (W 7) A, PR 16, MV 5

Adaptation’ (P3) L, PR12, MV 5

Addition” (P4) L, PR13, MV 3

Advanced Illusior” (W 5) Any, PR 14, MV 5



Aeria Servant (P6) AD, PR 15, MV 2
Affect Normal Fires(W 1) L, PR 10, MV 2-5
Age Creature’ (P6) L, PR 15, MV 1
AgeDragon' (P7) L, PR 16, MV 3

Age Object’ (P5) L, PR 14, MV 2
AgePant’ (P4) L, PR 13, MV 3

Aid(P2) D, PR 11, MV 1

Airboat’ (W 8) L, PR17, MV 5

AirWalk (P5) L, PR14, MV 1

Airy Water (W 5) L, PR 14, MV 1

Alacrity’ (W 3) L, PR12, MV 1

Alamir's Fundamenta Breskdown™ (W 3) L, PR 12, MV 1
Alarm (W 1) L, PR 10, MV 2

Alter Sdf (W 2) D, PR 11, MV 1

Alternate Redlity’ (W 3) L, PR 12, MV 1
AndyzeBdance’ (P1) L, PR 10, MV 4
Anima Friendship (P1) L, PR 10, MV 2
Anima Growth (P5) L, PR 14, MV 4
Animd Growth (W 5) L, PR 14, MV 4
Anima Summoning | (P4) AD, PR13, MV 5
Anima Summoning Il (P5) AD, PR 14, MV 5
Anima Summoning Il (P6) AD, PR 15, MV 5
Animate Dead (P3) L, PR 12, MV 2
Animate Dead (W 5) L, PR 14, MV 2
Animate Object (P6) AD, PR 15, MV 3
Animate Rock (SP7) AD, PR 16, MV 3
Antianima Shdl® (P 6) D, PR 15, MV 1
Antimagic Shdll® (W 6) AD, PR 15, MV 1
Antiplant Shell®* (P 5) D, PR 14, MV 1
Antipathy-Sympathy (W 8) L, PR 17, MV 3
Anti-Vermin Barrier’ (P 1) D, PR 10, MV 3
Armor (W 1) L,PR10,MV 1

Astra Spell (P7) L, PR 16, MV 1

Astra Spdl (W 9) L, PR18, MV 1

Astra Window' (P3) L, PR 12, MV 2
Atonement (P5) L, PR 14, MV 1

Audible Glamer (W 1) L, PR 10, MV 4-5
AugmentationI” (W 3) L, PR 12, MV 1
Augmentation II" (W 6) L, PR 15, MV 1
Augury (P2)L,PR11, MV 1

Auraof Comfort’ (P2) L, PR11, MV 1
Avoidance (W 5) L, PR 14, MV 2

B
Banishment (W 7) L, PR 16, MV 2
Barkskin (P2) D, PR 11 MV 1



Barrier of Retention™ (P5) D, PR 14, MV 1

Bigby’s Clenched Fist® (W 8) AD, PR 17, MV 5
Bigby’s Crushing Hand™ (W 9) AD, PR 18, MV 5
Bigby’s Forceful Hand® (W 6) AD, PR 15, MV 5
Bighy’s Grasping Hand® (W 7) AD, PR 16, MV 5
Bigby’s Interposing Hand® (W 5) AD, PR 14, MV 4-5
Bind (W 2) L, PR11, MV 3

Binding (W 8) L, PR17, MV 2

Blade Barrier® (P 6) AD, PR 15, MV 1

Bless(P1) D, PR 10, MV 4

Blessed Abundance’ (P5) L, PR 14, MV 1

Blessed Warmth™ (P4) D PR 13, MV 1

Blindness® (W 2) A, PR 11, MV 3-5

Blink (W 3) L, PR12, MV 1

Bloodstone' s Frightful Joining” (W7) L, PR 16, MV 1
Bloodstone' s Spectral Steed’ (W 6) L, PR 15, MV 2
Blur (W 2) D, PR11, MV 1

Body Clock' (P4) L, PR 13, MV 1

Breath of Life' (P7) L, PR 16, MV 5

Burning Hands (W 1) A, PR 10, MV 1

C

Cdl Lightning (P3) A, PR 12, MV 1

Cdl Upon Faith’ (P 1) D, PR 10, MV 1

Call Woodland Beings (P 4) A, PR 13, MV 5
Cam Chaos' (P2) L, PR 11, MV 2
Catrops™ (P3) D, PR 12, MV 4-5

Cantrip (W 1) A/L/D, PR 10, MV 2

Chain Contingency’ (W 9) L, PR 18, MV 1
Chan Lightning (W 6) M, PR 15, MV 4-5
Champion’s Strength’ (P5) L, PR 14, MV 1
Change Self (W 1) D, PR 10, MV 1
Changestaff (P 7) AD, PR 16, MV 1
Chent®>(P2) D, PR 11, MV 1

Chaos (W 5) A, PR 14, MV 3-5

Chaos Shidd' (W 2) L, PR11, MV 1
Chaotic Comba™ (P4) L, PR 13, MV 3
Chaotic Commands™ (P 5) D, PR 14, MV 1
Chaotic Sleep’ (P4) L, PR 13, MV 1
Chariot of Sustarre (P 7) L, PR 16, MV 5
Charm Monster (W 4) A, PR 13, MV 4
Charm Person (W 1) A, PR 10, MV 5
Charm Person or Mamma (P2) A, PR 11, MV 4
Charm Plants (W 7) L, PR 16, MV 3

Chill Touch (W 1) A, PR10, MV 1

Choose Future’ (P3) D, PR 12, MV 1



Cirdle of Privacy” (P4) D, PR 13, MV 1
Claraudience (W 3) L, PR 12, MV 5
Clairvoyance (W 3) L, PR 12, MV 5

Claws of the Umber Hulk" (W 6) L, PR 15, MV 1
Clear Path’' (P5) L, PR 14, MV 1

Cloak of Bravery®(P4) D, PR13, MV 1

Clone (W 8) L, PR17, MV 1

Cloudkill® (W 5) A, PR 14, MV 2

Cloud of Purificatio™ (P5) D, PR 14, MV 3
Color Spray (W 1) A, PR10, MV 1
Combine(P1) L,PR10, MV 1

Command (P 1) A, PR 10, MV 3

Commune (P5) L, PR 14, MV 5

Commune With Nature (P5) L, PR 14, MV 5
Comprehend Languages (W 1) L, PR 10, MV 1
Compulsive Order™ (P4) A, PR 13, MV 2
Cone of Cold®(W 5) A, PR 14, MV 4
Confuson (P7) A, PR 16, MV 4

Confusion (W 4) A, PR 13, MV 5

Conjure Animas (P 6) AD, PR 15, MV 3
Conjure Animads (W 6) AD, PR 15, MV 3
Conjure Earth Elementa (P 7) AD, PR 16, MV 3
Conjure Elemerta (W 5) AD, PR 14, MV 4
Conjure Fire Elementd (P 6) AD, PR 15, MV 4
Conjure Spell Component™ (W 1) L, PR 10, MV 5
Consequence’ (P5) L, PR 15, MV 1

Contact Other Plane®(W 5) L, PR 14, MV 5
Contagion (W 4) L, PR 13, MV 3

Continud Light®>(P3) A, PR12, MV 5

Continud Light> (W 2) A, PR 11, MV 4

Control Temperature, 10' Radius® (P 4) D, PR 13, MV 1
Control Undead (W 7) L, PR 16, MV 4

Control Wesather (P7) L, PR 16, MV 5

Control Wesather (W 6) L, PR 15, MV 5

Control Winds(P5) D, PR 14, MV 1

Courage™ (P 1) D, PR 10, MV 5

Create Campsite’ (P3) L, PR12, MV 1

Create Food & Water (P3) L, PR 12, MV 2
Create Holy Symbol (P2) L, PR 11, MV 1
Create Water (P 1) L, PR 10, MV 3

Creeping Doom (P 7) AD, PR 16, MV 1
Crushing Wdls™ (P 6) D, PR 15, MV 1
Crystabrittle® (W 9) L, PR 18, MV 1

Cure Blindness or Desfness® (P 3) D, PR 12, MV 1
Cure Criticdl Wounds® (P 5) D, PR 14, MV 1
Cure Disease® (P3) D, PR 12, MV 1



Cure Light Wounds® (P 1) D, PR 10, MV 1
Cure Serious Wounds® (P 4) D, PR 13, MV 1

D

Dancing Lights (W 1) L, PR 10, MV 3-5
Darkness, 15' Radius (W 2) L, PR 11, MV 2-5
Deafness (W 2) A, PR 11, MV 3

Death Fog (W 6) A, PR 15, MV 3

Death Spell (W 6) A/L, PR 15, MV 5
Deeppockets (W 2) L, PR 11, MV 1
Defensive Harmony' (P 4) L, PR 13, MV 2
Delayed Blast Firebal (W 7) M, PR 16, MV 5
Delude (W 3) L, PR12, MV 1

Demand (W 8) L, PR17, MV 5

Demishadow Magic® (W 6) A/M/AD, PR 15, MV 5
Demishadow Mongters® (W 5) AD, PR 14, MV 3
Detect Charm (P2) L, PR 11, MV 3

Detect Evil (P1) L, PR 10, MV 5

Detect Evil (W 2) L, PR 11, MV 4

Detect Invisibility (W 2) L, PR 11, MV 2-5
Detect Lie (P4) L, PR 13, MV 3

Detect Magic® (P 1) L, PR 10, MV 1

Detect Magic® (W 1) L, PR 10, MV 1

Detect Poison (P 1) L, PR 10, MV 1

Detect Scrying® (W 4) L, PR 13, MV 1

Detect Snares & Pits(P 1) L, PR 10, MV 1
Detect Undead (W 1) L, PR 10, MV 1

Dig (W 4) L, PR13, MV 3

Dilation 1" (W 4) L, PR13, MV 1

Dilation 11" (W 6) L, PR 15, MV 1

Dimension Door® (W 4) L, PR 13, MV 1
Dimensiond Folding™ (P4) L, PR 13, MV 5
Dishdlief™ (P 6) D, PR 15, MV 1

Disguise’ (P5) L, PR19, MV 5

Disintegrate® (W 6) A, PR 15, MV 5
Dismissal (W 5) L, PR 14, MV 2

Dispe Evil (P5) D, PR 14, MV 1

Dispe Magic® (P 3) AD, PR 12, MV 4

Dispe Magic® (W 3) AD, PR 12, MV 5
Dissension’s Feast (P2) L, PR 11, MV 1
Distance Distortion (W 5) L, PR 14, MV 4-5
Divination (P4) L, PR 13, MV 5

Divination Enhancement” (W 4) L, PR 13, MV 1
Divine Inspiration’ (P7) L, PR 16, MV 1
Domination (W 5) A, PR 14, MV 4-5
Dragonbane’ (P6) L, PR 15, MV 1



Draw Upon Holy Might (P2) D, PR 11, MV 1
Drawmij’s Instant Summons (W 7) L, PR 16, MV 5
Dream (W 5) L, PR 14, MV 1

Duo-Dimensor® (W 7) D, PR 16, MV 1

Dust Devil (P2) AD, PR 11, MV 3

E

ESP(W 2) L, PR 11, MV 24

Earthquake® (P 7) AD, PR 16, MV 5

Easy March’ (P5) L, PR 14, MV 2

Efficacious Monster Ward™ (P 3) D, PR 12, MV 3
Elementa Aura® (W 9) D, PR 18, MV 1
Elementa Forbiddance™ (P5) D, PR 14, MV 1
Emotion (W 4) D/A, PR 13, MV 4-5

Emotion Control® (P 3) D/A, PR 12, MV 2
Emotion Perception’ (P2) L, PR 11, MV 5
Emotion Read' (P 1) L, PR 10, MV 2-5

Enchant an Item (W 6) L, PR 15, MV 1
Enchanted Wespon (W 4) L, PR 13, MV 1
Endure Heat/Endure Cold® (P 1) D, PR 10, MV 1
Energy Drain® (W 9) A, PR 18, MV 1
Enervatior™ (W 4) M, PR 13, MV 4-5

Enlarge (W 1) L, PR 10, MV 1-5

Ensnarement (W 6) L, PR 15, MV 2

Entangle (P 1) A, PR 10, MV 4

Enthrdl® (P 2) L/A, PR 11, MV 1

Erase (W 1) L, PR 10, MV 3

Estate Transference’ (W 9) L, PR 18, MV 5
Evard’ s Black Tentacles (W 4) A, PR 13, MV 3
Exaction (P7) L, PR 16, MV 2
ExplosveRunes(W 3) L, PR12, MV 1
Extenson| (W4)L,PR13, MV 1

Extension |l (W5) L, PR 14, MV 1

Extension Il (W 6) L, PR15, MV 1
Extradimensiond Detection’ (P3) L, PR 12, MV 2
Extradimensiona Manipulation” (P5) L, PR 14, MV 2
Extradimensiona Pocket” (P5) L, PR 14, MV 1
Eyebite® (W 6) A, PR 15, MV 2

F

Fabricate (W 5) L, PR 14, MV 3-5
FeerieFire(P1) L, PR 10, MV 4

False Vision (W 5) L, PR14, MV 1

Far Reaching I" (W 3) L, PR 12, MV 1
Far Reeching 11T (W 4) L, PR13, MV 1
Far Reeching 111" (W 5) L, PR 14, MV 1



Fear (W 4) A,PR13, MV 1

Feather Fall (W 1) L, PR 10, MV 2-5
Feeblemind (W 5) A, PR 14, MV 4-5
Feign Death (P3) L, PR 12, MV 1
Feign Death (W 3) L, PR12, MV 1
Find Familiar (W 1) L, PR 10, MV 5
Find Traps(P2) L, PR 11, MV 3

Find the Path (P 6) L, PR 15, MV 1
Finger of Death (W 7) A, PR 16, MV 4
Firebal (W 3) M, PR 12, MV 4-5
FireBurst' (W 1) A, PR 10, MV 2-5
FireCham (W 4) L, PR13, MV 2
Fireflow’ (W 3) L, PR 12, MV 3

Fire Purge™ (P 4) D, PR 13, MV 3-5
Fire Seeds® (P 6) M, PR 15, MV 3
Fire Shidd® (W 4) D, PR 19, MV 1
Fire Stoom (P7) A, PR 16, MV 5
FireTrap (P2) L, PR11, MV 1
FireTrap (W 4) L, PR13, MV 1

Fist of Stone! (W 1) A, PR 10, MV 1
Flame Arrow (W 3) M, PR 12, MV 4-5
FlaneBlade (P2) A, PR 11, MV 1
Flame Strike (P5) A, PR 14, MV 4
HameWak®(P3) D, PR 12, MV 1
Flaming Sphere (W 2) A, PR 11, MV 2
FAy>(W3)L,PR12, MV 1

Focus' (P4) L, PR 13, MV 1

Fog Cloud (W 2) AD, PR 11, MV 2
Fools Gold (W 2) L, PR 11, MV 2
Fool's Speech’ (W 3) L, PR12, MV 1
Forbiddance (P6) L, PR 15, MV 1
Forcecage® (W 7) AD, PR 16, MV 4-5
Foresight® (W 9) D, PR 18, MV 1
Forest's Fiery Constrictor’ (W 6) A, PR 15, MV 5
Forget (W 2) L/A, PR11, MV 3
Fortify" (P4) L, PR 13, MV 1

Free Actio™ (P4) D, PR 13, MV 1
Friends (W 1) L, PR 10, MV 1

Frisky Chest (P2) L, PR 11, MV 1
Fumble (W 4) A, PR 19, MV 4-5

G

Gate (P7) L, PR 16, MV 3

Gate (W 9) L, PR 18, MV 3

Gaze Reflection (W 1) D, PR 10, MV 1
Gess (W 6) A, PR 15, MV 2



Genius' (P4) L, PR13, MV 1

Giant Insect (P 4) AD, PR 13, MV 2

Glassee (W 6) L, PR 15, MV 1

Glasstedl (W 8) L, PR17, MV 1

Glitterdust (W 2) A, PR 11, MV 2-5

Globe of Invulnerability® (W 6) AD, PR 15, MV 1
Glorious Transmutation’ (W 9) L, PR 18, MV 1
Glyph of Warding® (P 3) D, PR 12, MV 1
Goodberry®*(P2) D, PR 11, MV 1

Gravity Variaion' (P6) L, PR 15 MV 5

Grease (W 1) A, PR 10, MV 2

The Greet Cirde’ (P6) L, PR 15, MV 1

Greater Malison (W 4) L/A, PR 13, MV 2
Grounding™ (P5) D, PR 14, MV 3

Group Mind (P6) L, PR 15, MV 1

Guards and Wards (W 6) L, PR 15, MV 5
Gunther's Kaeidoscopic Strike’ (W 8) A, PR 17, MV 4-5
Gust of Wind®(W 3) L, PR12, MV 1

H

Hallucinatory Forest (P4) L, PR 13, MV 4
Halucinatory Terrain (W 4) L, PR 13, MV 5

Haste®> (W 3) L, PR 12, MV 4

Hatch the Stone from the Egg” (W 7) L, PR 16, MV 1
Hea®(P6) D, PR15, MV 1

Heat Metal® (P 2) M/A, PR 11, MV 3

Helping Hand" (P3) L, PR 12, MV 5

Heroes Feast (P6) L, PR 15, MV 2

Hesitation' (P2) L, PR 11, MV 3

Hold Anima (P3) L, PR12, MV 4

Hold Monster (W 5) A, PR 14, MV 3-5

Hold Person (W 3) A, PR 12, MV 5

Hold Plant (P4) L, PR 13, MV 4

Hold Portal (W 1) L, PR 10, MV 3-5

Hold Undead (W 3) L/A, PR 12, MV 2

Holy Word® (P 7) A, PR 16, MV 1

Homunculus Shidd" (W 8) L, PR 17, MV 1
Hornung's Baneful Deflector™ (W 2) AD, PR 11, MV 1
Hornung's Guess' (W 1) L, PR 10, MV 5

Hornung's Random Dispatcher” (W 8) L, PR 17, MV 3
Hornung's Surge Sdector’ (W 7) L, PR16, MV 1
Hovering Road’ (P7) L, PR 16, MV 5

Hypnotic Pattern (W 2) A/L, PR 11, MV 1
Hypnotism (W 1) L/A, PR 10, MV 2



Ice Storm (W 4) A, PR 13, MV 4-5

Idea’ (P2) L, PR 11, MV 1

Identify (W 1) L, PR 10, MV 1

[llusonary Script (W 3) L, PR12, MV 1
Illusionary Wall (W 4) AD, PR 13, MV 3
lllusory Artillery" (P5) L, PR 14, MV 5
Illusory Fortification T (P7) L, PR 16, MV 5
Imbue With Spell Ability (P4) L, PR 13, MV 1
Impending Permission’ (P5) A, PR 14, MV 5
Imprisonment (W 9) A, PR18, MV 1
Improved Invishility (W 4) L, PR 13, MV 1
Improved Phantasmal Force® (W 2) Any, PR 11, MV 3-5
Incendiary Cloud (W 8) A, PR 17, MV 3
Infravison (W 3) L, PR 12, MV 1

Insgtiable Thirst” (W 2) A, PR 11, MV 2-5
Insect Plague® (P 5) A, PR 14, MV 5
Intensify Summoning’ (W 7) L, PR 16, MV 1
Inverted Ethics (P4) L, PR 13, MV 1
Invisibility (W 2) D, PR 11, MV 1
Invishility to Animas(P1) L, PR10, MV 1
Invisibility to Undead (P 1) L, PR 10, MV 1
Invisibility, 10' Radius (W 3) D, PR 12, MV 1
Invisibility Purge’ (P3) L, PR 12, MV 3
Invisible Stalker (W 6) A, PR 15, MV 2
Irritation (W 2) A, PR 11, MV 2-5

ltem (W 3) L, PR12, MV 1

J
Join With Astral Traveler™ (P4) L, PR 13, MV 5
Jump (W 1) L, PR 10, MV 1

K

Khazid's Procurement” (W 5) L, PR 14, MV 5
Knock (W 2) L, PR11, MV 3

Know Age' (P1) L, PR10, MV 1

Know Alignment (P2) L, PR 11, MV 2

Know Alignment (W 2) L, PR 11, MV 2
Know Customs' (P3) L, PR12, MV 5

Know Direction’ (P1) L, PR 10, MV 1

Know Time' (P1) L, PR 10, MV 1

L

Land of Stability™ (P 6) D, PR 15, MV 5
Lasting Breath’ (W 1) L, PR 10, MV 2-5
Leadership’ (P4) L, PR 13, MV 5

Legd Thoughts™ (P 6) A, PR 15, MV 2



Legend Lore (W 6) L, PR15 MV 1
Leomund's Lamentable Belaborment (W 5) A, PR 14, MV 2
Leomund’ s Secret Chest (W 5) L, PR 14, MV 5
Leomund' s Tiny Hut (W 3) L, PR12, MV 1
Leomund'sTrap (W 2) L, PR11, MV 1
Levitate® (W 2) L, PR 11, MV 2-5

Light® (P 1) A, PR 10, MV 5

Light® (W 1) A, PR 10, MV 3

Lighten Load (P2) L, PR 11, MV 3

Lightning Bolt (W 3) M, PR 12, MV 4-5
Limited Wis™ (W 7) Any, PR 16, MV 5

Line of Protection (P3) L, PR 12, MV 1
Liveoak® (P 6) AD, PR 15, MV 1

Locate Animalsor Plants (P 1) L, PR 10, MV 5
Locate Creature’ (W 4) L, PR 13, MV 5
Locate Object (P3) L, PR 12, MV 5

Locate Object (W 2) L, PR 11, MV 2-5

Log of Everburning” (P 1) L, PR 10, MV 1
Lorloveim’s Creeping Shadow' (W 3) L, PR 12, MV 1
Lower Resistance’ (W 5) L, PR 14, MV 4
Lower Water (P4) L, PR13, MV 5

Lower Water (W 6) L, PR 15, MV 4

M

Magic Font (P5) L, PR 14, MV 5

Magic Jar (W 5) A, PR 14, MV 4-5

Magic Mirror (W 4) L, PR13, MV 5

Magic Missile (W 1) M, PR 10, MV 4-5

Magic Mouth (W 2) L, PR 11, MV 2

Magic Staff' (W 5) L, PR 14, MV 1

Magical Stone®(P 1) M, PR 10, MV 3

Magica Vestment (P3) D, PR 12, MV 1

Major Creation (W 5) L, PR 14, MV 2
Maec-Keth'sFlame Fist' (W 7) A, PR 16, MV 1
Mask of Death’ (W 4) L, PR 13, MV 1

Mass Charm (W 8) A, PR 17, MV 4-5

Mass Invisibility (W 7) L, PR 16, MV 5

Mass Suggestion (W 6) A, PR 15, MV 3
Maximilian's Earthen Grasp' (W 2) A/L, PR 11, MV 3-5
Maximilian's Stony Grasp' (W 3) A/L, PR 12, MV 4-5
Massmorph (W 4) L, PR 13, MV 4-5

Maze (W 8) A, PR 17, MV 4-5

Med' (P5) L, PR 14, MV 2

Médd Into Stone® (P 3) D, PR 12, MV 1

Mdf’s Acid Arrow (W 2) M, PR 11, MV 5
Médf’s Minute Meteors® (W 3) M, PR 12, MV 5



Memory Read' $P 3)L,PR12, MV 2

Memory Wrack' (P5) L, PR 14, MV 2

Mending (W 1) L, PR 10, MV 3

Menta Domination’ (P4) A, PR 13 MV 3

Message (W 1) L, PR 10, MV 1

Messenger (P2) L, PR 11, MV 2-5

Metamorphose Liquids' (W 1) L, PR 10, MV 1
Meteor Swarm (W 9) M, PR 18, MV 5

Mind Blank® (W 8) D, PR 17, MV 2

Mind Fog' (W 5) A/L, PR 14, MV 4

Mind Tracker' (P7) L, PR 16, MV 5

Mind Read' (P2) L, PR 11, MV 2-5

Mindshaiter” (P 5) A, PR 14, MV 34

Minor Creation (W 4) L, PR 13, MV 1

Minor Globe of Invulnerahility® (W 4) AD, PR 13, MV 1
Minor Mdison' (W 3) L/A, PR 12, MV 2

Minor Spell Tumning™ (W 4) AD, PR 13, MV 1
Mirage Arcana(W 6) L, PR 15, MV 5

Mirror Image® (W 2) D, PR 11, MV 1

Miscast Magic' (P3) A, PR 12, MV 4-5
Misdirection (W 2) L, PR 11, MV 3

Midlead (W 6) L, PR 15, MV 2

Mistaken Missive’ (P1) L, PR 10, MV 1

Modify Memory' (P4) L, PR 13 MV 2

Moment™ (P2) AD, PR 11, MV 1

Moment Reading” (P3) L, PR 12, MV 1

Monster Mount” (P 6) L, PR 15, MV 3

Monster Summoning | (W 3) AD, PR 12, MV 3
Monster Summoning Il (W 4) AD, PR 13, MV 3
Monster Summoning 111 (W 5) AD, PR 14, MV 3
Monster Summoning IV (W 6) AD, PR 15, MV 4
Monster Summoning V (W 7) AD, PR 16, MV 4
Monster Summoning VI (W 8) AD, PR 17, MV 4
Monster Summoning VII (W 9) AD, PR 18, MV 4
Moonbeam (P5) L, PR 14, MV 5

Morde' (P1) L, PR 10, MV 5

Mordenkainen's Celerity’ (W 4) L, PR 13, MV 1
Mordenkainen’s Digunctior® (W 9) AD, PR 18, MV 1
Mordenkainen's Faithful Hound (W 5) D, PR 14, MV 2
Mordenkainen’s Lucubration (W 6) L, PR 15, MV 1
Mordenkainen’s Magnificent Mansion (W 7) L, PR 16, MV 2
Mordenkainen’s Sword (W 7) A, PR 16, MV 3
Mount (W 1) L, PR 10, MV 2

Move Earth (W 6) L, PR 15, MV 5

Murdock’s Feathery Flyer’ (W 1) L, PR 10, MV 1
Music of the Spheres’ (P2) A, PR 11, MV 3



Mydtic Transfer” (P2) L, PR 11, MV 1

N

Nahd’ s Nonsensica Nullifier” (W 2) L, PR 11, MV 1
Nahal’s Reckless Dweomer” (W 1) L, PR 10, MV 5
Nap' (P2) L, PR11, MV 1

Negative Plane Protection® (P 3) D, PR 12, MV 1
Neutralize Poisor (P 4) D, PR 13, MV 1
Nondetection (W 3) L, PR 12, MV 1

Nystul’s Magicd Aura(W 1) L, PR 10, MV 1

O

Obscurement (P 2) AD, PR11, MV 1

Otiluke's Freezing Sphere® (W 6) M/A, PR 15, MV 5
Otiluke's Resilient Sphere® (W 4) AD, PR 13, MV 2
Otiluke's Telekinetic SphereXW 8) AD, PR 17, MV 2
Otto’s Irresistible Dance (W 8) A, PR 17, MV 1

P

Part Water (P6) L, PR 15, MV 5

Part Water (W 6) L, PR 15, MV 5

Pass Plant (P5) L, PR 14, MV 5

Pass Without Trace (P 1) L, PR 10, MV 1
Passwall (W 5) L, PR 14, MV 3

Pagt Life (W2) L, PR11, MV 1

Paitern Weave” (W 1) L, PR 10, MV 2
Permanency® (W I_?S) L,PR17,MV 5
Permanent lllusior® (W 6) Any, PR 15, MV 5
Persondl Reading’ (P1) L, PR 10, MV 1
Phantasma Force® (W 1) Any, PR 10, MV 3-5
Phantasmal Killer (W 4) A, PR 13, MV 3-5
Phantom Steed (W 3) L, PR 12, MV 1

Phase Door (W 7) L, PR 16, MV 1

Physica Mirror® (P 6) AD, PR 15, MV 3
Plane Shift> (P5) L, PR 14, MV 5

Plant Door (P4) L, PR 13, MV 5

Plant Growth (P3) L, PR 12, MV 5

Plant Growth (W 4) L, PR 13, MV 4-5
Polymorph Any Object (W 8) A, PR 17, MV 4-5
Polymorph Other (W 4) A, PR 13, MV 3-5
Polymorph Sdf (W 4) D, PR 13, MV 1
Power Word, Blind (W 8) A, PR 17, MV 4-5
Power Word, Kill (W 9) A, PR 18, MV 3-5
Power Word, Stun (W 7) A, PR 16, MV 4-5
Prayer (P3) D, PR12, MV 1

Prismatic Sphere (W 9) AD, PR 18, MV 1



Prismatic Spray (W 7) A, PR 16, MV 2

Prismatic Wall (W 8) AD, PR 17, MV 2

Probability Control’ (P4) D, PR 13, MV 3

Produce Fire® (P 4) A, PR 13, MV 3

Produce Flame (P2) M, PR 11, MV 3

Programmed Illuson (W 6) Any, PR 15, MV 5

Project Image (W 6) L, PR 15, MV 5

Protection From Cantrips (W 2) D, PR 11, MV 1
Protection From Evil® (P 1) D, PR 10, MV 1

Protection From Evil® (W 1) D, PR 10, MV 1

Protection From Evil, 10' Radius® (P 4) D, PR 13, MV 1
Protection From Evil, 10' Radius® (W 3) D, PR 12, MV 1
Protection From Fire® (P 3) D, PR 12, MV 1

Protection From Lightning® (P 4) D, PR 13, MV 1
Protection From Normal Missiles (W 3) D, PR 12, MV 1
Protection From Pardlysis’ (W 2) D, PR 11, MV 1
Purify Food & Drink (P1) L, PR 10, MV 3
Pyrotechnics (P3) A,PR12, MV 5

Pyrotechnics (W 2) A, PR 11, MV 5

Q

Quest (P5) A, PR 14, MV 4

R

Rainbow® (P5) M, PR 14, MV 5

Rainbow Pattern (W 4) A/L, PR 13, MV 2
Raise Dead®(P5) L, PR 14, MV 3

Raly' (P2) L, PR11,MV 5

Random Casudty’ (P3) L, PR 12, MV 1
Rapport’ (P4) L, PR 13, MV 3

Rary’s Mnemonic Enhancer (W 4) L, PR13, MV 1
Ray of Enfeeblement (W 2) A/L, PR 11, MV 2-5
Read Magic (W 1) L, PR 10, MV 1
Reflecting Pool (P4) L, PR13, MV 5
Regenerate (P7) L, PR 16, MV 1
Reincarnate® (P 7) D, PR 16, MV 1
Reincarnatior™ (W 6) D, PR 15, MV 1
Remove Curse® (P 3) D, PR 12, MV 1
Remove Curse® (W 4) D, PR 13, MV 1
Remove Fear® (P 1) D, PR 10, MV 2

Remove Pardyss® (P 3) D, PR 12, MV 1
Repeat Action' (P5) A\L, PR 14, MV 3
Repdl Insects® (P 4) D, PR 13, MV 1
Repulsion (W 6) AD, PR 15, MV 5

Resist Fire/Resist Cold® (P 2) D, PR 11, MV 1
Restoratior® (P7) L, PR 16, MV 1



Resurrectior® (P 7) D, PR 16, MV 1
Reverse Gravity® (W 7) A, PR 16, MV 4-5
Reverse Time' (P6) L, PR 15, MV 3
RidetheWind" (W 2) L, PR 11, MV 2-5
Rigid Thinking" (P 3) A, PR 12, MV 4
Ring of Hands' (P 1) L, PR 10, MV 1
Rope Trick (W 2) L, PR 11, MV 1

S

Sacred Guardian (P1) L, PR 10, MV 1
Safeguarding” (W 5) L, PR 14, MV 1
Sanctify’ (P2) L, PR 11, MV 2
Sanctuary® (P 1) D, PR 10, MV 1

Scare (W 2) A/L, PR 11, MV 3-5
Screens (W 8) D, PR 17, MV 1

Secret Page (W 3) L, PR 12, MV 1
Seclusion (P6) L, PR 15, MV 1

Seeming (W 5) L, PR 14, MV 2

Sending (W 5) L, PR 14, MV 5

Sense Shifting” (W 2) L, PR 11, MV 1
Sepia Snake Sigil (W 3) L, PR 12, MV 2
Serten’s Spell Immunity (W 8) D, PR 17, MV 1
Shades (W 6) AD, PR 15, MV 3
Shadowcat™ (W 7) AD, PR 16, MV 5
Shadow Door (W 5) L, PR 14, MV 2
Shadow Engines™ (P 7) M, PR 16, MV 5
Shadow Magic® (W 5) A/M, PR 14, MV 5
Shadow Monsters® (W 4) AD, PR 13, MV 3
Shadow Walk (W 7) L, PR 16, MV 1
Shape Change (W 9) D, PR 18, MV 1
Shatter (W 2) A/L, PR 11, MV 3-5
Shidd® (W 1) AD, PR 10, MV 1
Shilldagh®(P 1) A, PR 10, MV 1
Shocking Grasp (W 1) A, PR10, MV 1
Shout (W 4) A, PR 13, MV 1

Shrieking Walls™ (P5) A, PR 14, MV 1
Silence, 15 Radius® (P 2) A, PR 11, MV 5
Smulacrum (W 7) L, PR 16, MV 1

Sink (W 8) A, PR17, MV 5

SkipDay' (P6)L,PR15MV 1

Sleep (W 1) A/L, PR 10, MV 3

Slow®(W 3) A, PR12, MV 5

Slow Poison (P2) L, PR 11, MV 1

Sow Rot' (P3)L,PR12MV 1

Snake Charm (P 2) L, PR 11, MV 3
Snare (P3) A, PR12, MV 1



Sol’s Searing Orb' (P 6) M, PR 15, MV 3
Solid Fog (W 4) L, PR 13, MV 3
Solipsism' (P4) L, PR 13, MV 4-5
Spacewarp' (P7) L, PR16, MV 3

Spesk With Animas(P2) L, PR 11, MV 1
Speak with Astral Traveler” (P 1) L, PR 10, MV 1
Speak With Dead (P3) L, PR 12, MV 2
Speak With Monsters (P 6) L, PR 15, MV 3
Spesk With Plants (P 4) L, PR 13, MV 1
Spectra Force® (W 3) Any, PR 12, MV 4-5
Spectral Hand (W 2) L, PR 11, MV 3-5
Spdl Immunity® (P 4) D, PR 13, MV 1
Spell Shape’ (W 7) D, PR 16, MV 1

Spdl Tuming® (W 7) D, PR 16, MV 1
Spider Climb (W 1) L, PR 10, MV 1
Spike Growth® (P 3) D, PR 12, MV 4
Spike Stones® (P5) D, PR 14, MV 3

Spirit Armor™ (W 3) D, PR12, MV 1
Spirit of Power” (P7) L, PR 16, MV 1
Spiritud Hammer® (P 2) M, PR 11, MV 2
Spiritua Wrath' (P 6) L, PR 15, MV 1
Spook (W 1) A/L, PR 10, MV 1
Squaring the Cirde’ (W 3) L, PR 12, MV 1
Squesking Floors' (P3) L, PR 12, MV 3
Sahilize™ (W 9) D, PR 18, MV 1
Starshine(P3) L, PR12, MV 3-5

Statue (W 7) L, PR 16, MV 1

Sted Enchantment’ (W 7) L, PR 16, MV 1
Sticksto Snakes (P4) A, PR 13, MV 3
Stinking Cloud (W 2) A, PR 11, MV 3
Stone Shape (P3) L, PR12, MV 1

Stone Tl (P6) L, PR15, MV 1

Stone to Fles™ (W 6) A/L, PR 15, MV 5
Stoneskin® (W 4) D, PR 13, MV 1
Strength (W 2) L, PR 11, MV 1

Strength of One™ (P3) L, PR 12, MV 2
Succor®(P7) L, PR16, MV 5

Succor® (W 9) L, PR 18, MV 5

Suffocate’ (W 7) A, PR 16, MV 3
Suggestion (W 3) A, PR 12, MV 3
Summon Inscts (P 3) A, PR 12, MV 3
Summon Lycanthrope” (W 4) AD, PR 13, MV 5
Summon Shadow (W 5) A, PR 14, MV 2
Summon Swarm (W 2) A, PR 11, MV 4
Sunray (P7) L, PR16, MV 5

Symbol (P7) AD, PR 16, MV 1



Symbol (W 8) AD, PR 17, MV 1

T
Tanglefoot™ (P4) D, PR 13, MV 5

Tasha s Uncontrollable Hideous Laughter (W 2) A, PR 11, MV 4
Taunt (W 1) A, PR 10, MV 3

Teekinesis® (W 5) L/M, PR 14, MV 4-5
Telepathy’ (P3) L, PR 12, MV 3

Teleport (W 5) L, PR 14, MV 5

Teleport Without Error (W 7) L, PR 16, MV 5
Telethaumaturgy” (P3) L, PR 12, MV 1
Tempora Stasis(W 9) A, PR 18, MV 2
Tenser’s Floating Disc (W 1) L, PR 10, MV 2
Tenser’s Transformation (W 6) L, PR 15, MV 1
Tentade Walls' (P7) AD, PR 16, MV 1
There/Not There' (W 4) L, PR 13, MV 3
Thief'sLament” (P3) L, PR 12, MV 3-5
Thought Broadcast” (P4) L, PR 13, MV 3
Thought Capture’ (P 1) 1, PR 10, MV 1
Thoughtweave' (P5) L, PR 14, MV 1

Thunder Saff' (W 4) A, PR 13, MV 1
Timdessness' (P7) L, PR 16, MV 1

TimePool' (P5) L, PR 14, MV 1

Time Stop (W 9) A, PR 18, MV 1

Tongues(W 3) L, PR 12, MV 2

Tongues (P4) L, PR 13, MV 2

Transmute Meta to Wood (P7) L, PR 16, MV 4
Transmute Rock to Mud® (P 5) A, PR 14, MV 5
Transmute Rock to Mud® (W 5) A, PR 14, MV 4-5
Transmute Water to Dust (P6) L, PR 15, MV 4
Transmute Water to Dust (W 6) L, PR 15, MV 4
Transport ViaPlants (P 6) L, PR 15, MV 5

Trap the Soul (W 8) A, PR17, MV 2

Tree(P3) D, PR12, MV 1

Tree Steed’ (P4) L, PR13, MV 1

Trip(P2) A,PR11, MV 1

True Seeing® (P 5) D, PR 14, MV 1

True Seding® (W 6) D, PR 15, MV 1

Turn Wood (P6) L, PR 15, MV 1

Turn Pebbleto Boulder (W 4) L, PR 13, MV 1

U

Unceesing Vigilance of the Holy Sentind™ (P5) D, PR 14, MV 1
Uncontrolled Weather' (P7) L, PR 16, MV 5

Undead Ward" (P5) D, PR 14, MV 1

Unearthly Choir’ (P3) L, PR 12, MV 1



Unluck® (W 4) A, PR 13, MV 2
Unseen Servant (W 1) L, PR 10, MV 1
Uplift" (P4) L, PR13, MV 1

V

Vacancy (W 4) L, PR 13, MV 4-5

Vampiric Touch (W 3) A, PR12, MV 1
Vanish (W 7) L, PR 16, MV 1

Vel (W 6) L, PR 15 MV 5

Ventriloguism (W 1) L, PR 10, MV 2—4

Vison (W 7) L, PR 16, MV 1

Von Gask'sRefusd’ (W 5) D, PR 14, MV 4-5
Vortex' (W 5) A, PR 14, MV 3

W

Wail of the Banshee' (W 9) A, PR 18, MV 2
Wall of Fire (P5) AD, PR 14, MV 4
Wall of Fire(W 4) AD, PR 13, MV 4
Wall of Fog (W 1) AD, PR 10, MV 3
Wall of Force® (W 5) AD, PR 14, MV 3
Wall of Ice (W 4) AD, PR 13, MV 4-5
Wall of Iron (W 5) AD, PR 14, MV 3-5
Wall of Stone (W 5) AD, PR 14, MV 3-5
Wall of Thorns (P 6) AD, PR 15, MV 4
Warp Wood (P2) L, PR 11, MV 2-5
Water Breathing (P3) L, PR 12, MV 1
Water Breathing (W 3) L, PR 12, MV 1
Water Walk (P3) L, PR 12, MV 1
Watery Double™ (W 3) A, PR12, MV 1
Waveform' (W 5) L, PR 14, MV 3
Weather Stasis’ (P4) L, PR 13, MV 3
Weather Summoning (P6) L, PR 15, MV 5
Web (W 2) A, PR 11, MV 2-5

Weighty Chest (P1) L, PR 10, MV 1
Weird (W 9) A, PR 18, MV 3
Whispering Wind (W 2) L, PR11, MV 5
Wildfire" (W 9) L, PR 18, MV 1
Wildshidd" (W 6) AD, PR 15, MV 1
Wildstrike' (W 6) A, PR 15, MV 3
Wildwind (W 9) A, PR 18, MV 4
Wildzone" (W 8) L, PR 17, MV 1

Wind Wak (P7) L, PR 16, MV 5

Wind Wall (W 3) AD, PR 12, MV 3-5
Wist (W 9) Any, PR 18, MV 5
Withdran® (P 2) D, PR 11, MV 1
Wizard Eye (W 4) L, PR13, MV 1



Wizard Lock (W 2) L, PR11, MV 1
Wizard Mark (W 1) L, PR 10, MV 1
Wizard Sght' (W 3) L, PR12, MV 1
Word of Recall (P6) L, PR 15, MV 5
Wraithform (W 3) L, PR12, MV 1
Wyvern Watch (P2) AD, PR 11, MV 3

Z
Zone of Sweet Air™ (P3) D, PR 12, MV 3-5
Zoneof Truth’ (P2) L, PR 11, MV 3

A
Adaptation, Rogue Skill
Adaptation, Warrior Sill
Adventures
Do'sand Don'ts
Catastrophic Failures
Encouraging Combat
Forcing the Action
Gifts
Inflating
Ignoring the Rules
Passive Foes
One Type of Encounter
Overplanning
Reactive Foes
Single Source of Threet
Tdling
Trying to Kill Player Characters
Weadting Time with Minor Detalls
Encounters
Linking
Chained
Interlocking
Multi-layered
Revisted
Ripples
Panning
Pots
Adversaries
Defedting
Fghting Farr
Minimizing Risks
Strengths
Weaknesses
All-around Attack, Warrior Skill



B
Bard

Bravery, Warrior kill
Breath Wespon, Mongter Ability
Bribery, Thief Skill

C

Captivate, Warrior Skill

Cause Disease,

Monster Ability

Cause Fear, Mongter Ability

Characters

Beyond 30th Leve
Demihumaen

Divine Ascenson
illsfor high leve
Powers After 20th Leve

Priest

Holy Army
Increased Spell Selection

Rogue
Bard

Thief

Warrior
Fighter

Ranger

Pdadin

Wizard

Extra Thieving Skills
Improved Scroll Use
Improved Item Identification
Magicd Item Use

Magical Item Cregtion

Spell Progression Table

Extra Thieving Skills
Improved Scroll Use

Breech Immunity
Intimidation

Extra Followers

Scroll and Magical Item Use
Scroll Writing

Sarying

Disease Immunity

Scroll and Magical Item Use
Scroll Writing

Sage Ability
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Chronological Aspects of Worlds
Classfy Traps, Rogue kill
Combeat Planning
Attack Power
Information
Mohility
Organization
Terran
Creating Magicd Items
Experience Points for
Materids Required
Miscellaneous Magic
Potions
Processes Required
Rings
Rods, Staves, and Wands
Crush, Mongter Ability

D

Desath Blow, Warrior Kill
Demiplanes
Demographics

Detect Deception, Priest SKill
Detect llluson, Thief Skill
Detect Magic, Thief SKill
Divine Ascenson

Divine Strength, Priest Skill
Divine Voice, Priest SKill
Divine Will, Priest il
Druid

E

Ecological Aspects of Worlds

Eminence, Priest Kill

Encounters

Types

Combat
Deception
Delay
Dilemma
Event
Guardian
Interaction
Obgtacle
Puzzle
Skirmish



Surprise

Trap
Enhanced Melee Damage, Mongter Ability
Enhanced Movement, Mongter Ability
Escape Bonds, Thief Skill
Experience Points

FL

Fal/Jump, Rogue Skill

Featherfoot, Rogue Skill

Fighter

Frighten/Challenge, Warrior Skill

Gaze Weapon, Monger Ability
Hardiness, Warrior Skill

Holy Water

Improvised Attack, Rogue SKill

Innate Magic

Innate Magic Resistance, Mongter Ability
Inner Focus, Rogue kil

Inner Focus, Warrior Skill

Invincibility, Priest Skill

Invulnerability (Elementd), Mongter Ability
Invulnerability (Magic), Monger Ability
Invulnerability (Physica), Monger Ability
Loan, Priest SKill

M
Magic
10th-Leved Magic
Buying Magicd Items
Contralling
Creeting Magicd Items
Memorizing Spells
Removing Magicd Items
Sodl Duds
Magic Resstance, Monger Ability
Magica Aspects of Worlds
Magicd Items
Amulet of Life Protection
Bag of Holding
Books
Cloak of Digplacement
Contract of Nepthas
Cresting
Crysd Bdls
Daern’s Instant Fortress



Deck of Many Things
Experience Point Vaues
Extradimensiona Spaces
Flatbox
Hight Items
Gem of Ingght
Girdle of Many Pouches
Heward' s Handy Haversack
Iron Bands of Bilarro
Javein of Lightning
Librams (see Books)
Manuals (see Books)
Meddlion of ESP
Mirror of Mental Prowess
Perigpt of Proof Against Poison
Panar dterationsto
Portable Hole
Potions
Potion of Vitdity
Pouch of Accessihility
Quiver of Ehlonna
Ring of Blinking
Ring of Contrariness
Ring of Regeneration
Recharging
Rod of Absorption
Rod of Beguiling
Rod of Resurrection
Rod of Rulership
Rod of Security
Rope of Entanglement
Spdl Scralls
Sphere of Annihilation
Staff of the Magi
Saff of Withering
Stone of Good Luck
Tomes (see Books)
Wand of Negation
Mental Focus, Wizard Skill
Mongters
Ability Scores
Altering
Legendary
Powers
Breath Weapon
Cause Disesse



Cause Fear

Crush

Enhanced Meee Damage
Enhanced Movement
Gaze Weapon

Innate Magic
Invulnerability (Elementd)
Invulnerability (Magic)
Invulnerahility (Physicd)

Magic Resstance
Regeneration
Wounding
N-O
Nondetection, Rogue Skill
Opponents
Handling Defeat
Minimizing Risks
Moativations for Attacking
P-R
Pdadin
Panes
Pocket Dimensions
Priegt
Quest Sdls
in Duds
Obtaining
vs. True Dweomers
Ranger

Recharging Magicd Items
Regeneration, Mongter Ability

S
Saving Throws
By Caster Levd
Automatic Fallure
Minimum Score
Modifiers for Caster Level
Sense Danger, Rogue Skill
Sense Danger, Warrior SKkill
Shadow Hight, Rogue Skill
Shadow Travel, Rogue kil
Signature Item, Warrior SKill
Sgnaure Item, Wizard il
Signature Mount, Warrior Skill



ills
Acquiring
Character Points
Priest
Divine Strength
DivineVoice
Divine Will
Detect Deception
Eminence
Invinaibility
Loan
Smite
Spdl Tdisman
Rogue
Adaptation
Classfy Traps
Evason
Fal/Jump
Featherfoot
Improvised Attack
Inner Focus
Nondetection
Sense Danger
Shadow Hight
Shadow Travel
Warrior
Adaptation
All-Around Attack
Bravery
Captivate
Death Blow
Frighter/Chdlenge
Hardiness
Inner Focus
Sense Danger
Signature Item
Signature Mount
Wizad
Menta Focus
Signature Item
Spdl Sculpting
Smite, Priest Skill
Sdls
10th Leve
Dally Acquigtion
Duds



Priegt
Age Cresature
Bregth of Life
Combine
Dispd Evil
Dispd Magic
Dragonbane
Draw Upon Holy Might
Extradimensiona Pocket
Imbue with Spel Ability
Know Time
Magic Font
Mind Read
Migaken Missive
Music of the Spheres
Nap
Plane Shift
Protection from Evil
Reflecting Pool
Spesk with Dead
Unceasing Vigilance of the Holy Sentinel
Planar dterationsto
Wizad
Abi-Ddzim’s Horrid Wilting
Alecrity
Antimagic Shll
Adtrd Spel
Blink
Clairvoyance
Clairaudience
Color Spray
Cone of Cold
Continud Light
Delayed Blast Fireball
Dispd Magic
ESP
Feether Fall
Hy
Fear
Haste
| dentify
Invighility
Light
Limited Wish
Magic Staff
Magic Mirror



Otiluke s Digpelling Screen

Permanency

Polymorph Any Object

Polymorph Other

Polymorph Sdf

Power Word, Stun

Protection from Evil

Rope Trick

Shape Change

Stinking Cloud

Stoneskin

Teleport

Teeport Without Error

Unseen Servant

Web

Wish

Panar dterationsto
Spd| Sculpting, Wizard Skill

-V
Technological Aspects of Worlds
THACO
Automatic Miss
Minimum Score
Thief
Tunnding, Thief Skill

W-Z
Warrior
Wishes
World Hopping
Properties of Worlds
Chronologica
Ecologicd
Magica
Quirks
Technologica
Types of Worlds
Demiplane
Pane
Pocket Dimension
Wounding, Mongter Ability



