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Foreword

When | first began playing the AD& D® game (more years ago than | careto
remember), the system seemed to offer rulesfor every concelivable eventuality—indeed,
the books contained more systems and procedures than any player or DM could possibly
need.

It didn’t take long to disabuse mysdlf of that notion. As| recdl, it was the first time
the players asked me, the DM, if their characters could swim. How well? How fast, and
for how long? And if their characters couldn’t swim, could they float for awhile? And
how many gold pieces could you carry before you sank like a stone?

Many of those questions have been subsequently answered in accessories and, most
sgnificantly, in the AD&D 2nd Edition game rules. However, for every Situation defined
by rules, and every new procedure introduced to the game, more questions were asked by
cregtive (dare | say ‘devious ?) players, and more systems were improvised by every
DM.

It would nice the say that the Player’s Option™: Skills & Powers system will put dl
that to res—but we'd al recognize that as an exaggeration, to say the least. Nor would
that be aredidtic objective. Part of adventure gaming is the discovery of the unknown
and the unexpected, and we'll dways need a referee to oversee this.

However, | believe that this book adds alot to the game, and | hope you will agree
that it does so without increasing the game' s complexity. The word ‘option’ isin thetitle
for avery good reason: We have attempted to add to the number of choices available to
players and DMs dike, without adding to the complications of resolving these choices.

| sincerely hope that you' | decide that we have succeeded.

Doug Niles, April 25, 1995

All things in nature must evolve in order to keegp pace with their surroundings.
Organisms must adapt as their environment changesif they wish to thrive. Thisdsois
true in gaming. The AD&D game is one of the oldest role-playing rules systems around.
And it'sagreat system; itslongevity is proof enough of thet. But in the time that the
AD& D game has exiged, gaming itsdf has evolved, and s0 has the game. The origind
AD& D game evolved from the D&D game in the late 1970s. Then, in the early *80s, the
Unearthed Arcana book, the first mgor evolution of the AD& D game, was published.
More evolutions followed, culminating in 1989 with the publication of the AD&D 2nd
Edition game rules. Now, the Player’ s Option books (and the DM ™ Option: High-leve
Handbook to be published later this year) represent the latest evolutions of the AD&D
game.

The centra concept behind the Player’ s Option books is player choice. We wanted to
expand the AD& D game in ways that had never been explored before. We hoped to offer
the players and DMs of the AD& D game more options (ther€' sthat word again) than



they ever had. We wanted to give those who play the AD& D game more choices, more
control over their game and their characters than was previoudy considered possible. We
hope we' ve succeeded, but in truth, that decision is not in our hands. Y ou, the DMs and
players of the game will have the find say in this matter.

We hope you use these rules in your games. We dso hope you'll give us your
feedback on these rules and the AD& D games you play using them, thus insuring that the

game will continue to evolve.

Me, I'm just happy to have had an impact on the game that has influenced my life for

SO many years.
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Chapter 1.
Character Points

| ntroduction Welcome to Player’ s Option Skills & Powers, the companion to the
Payer’s Option Combat & Tactics book. This volume unveils new role-playing
possibilities without increasing the complexity of the AD&D® game. Just as the Combat
& Tactics book widened the scope of encounters, this tome expands character creation.
Together, these books heighten players  involvement with their characters, the campaign,
and the AD&D game as awhole. Use what you like, change what you don't like, and
above dl have fun!

The chaptersin this book are building blocks for constructing Player’s Option
characters. AD& D game players will find severa familiar terms, such askits. But these
kits are different than those presented in supplements such as The Compl ete Fighter’s
Handbook. Instead, Player’ s Option kits are packages coupled with specia skillsthat add
depth and flavor to characters. There are other changes and additions, and these will
unfold as you read this book. One such change is selecting character abilitiesusing a
character point system. Here' s an overview of what character points do:

Character Points Every character begins play with anumber of character points

determined by his race and class. Further, every time a character advances alevel, he
gains 3 to 5 character points. The character point system is anew concept for the AD&D



game. The points serve numerous purposes, and these are summarized below. Note: This
book assumes that atypicd campaign will award 3 CPs per level, and that most
characters will use one of these during play (see below). Larger character point awards
will result in ahigher- powered campaign, but if both DM and players agree, that’ s fine—
enjoy yoursalves.

Character points are used to purchase weapon proficiencies. New weapon
proficiencies usudly cost 2 or 3 character points. Thisis discussed in chapter seven.
Similarly, character points are used to purchase nonwegpon proficiencies. Purchasing
a nonweapon proficiency usudly cogts from 2 to 5 points. Also, character points are
used to purchase traits, and bonus character points are awarded for taking
disadvantages. Thisis discussed in chapter Six.

Points can be used to increase proficiency scores. One character point improves a
proficiency score by a+1 permanent bonus. For example, A wizard with an
Intelligence of 17 has a pdlcraft proficiency score of 11. The character will
successtully use this proficiency on ad20 roll of 11 or less. The wizard could
improve this score from 11 to 12 by spending 1 character point. Thisis covered in
chapter Six.

Points can be spent to acquire racid abilities for demihumans, such asinfravison or
the elves' attack bonus with swords or bows. Racia abilities cost 5 to 10 character
points. Humans have no racid abilities and can spend their pointsin other ways. This
is discussed in chapter three.

Player characters can spend points on acquiring class abilities, such asthe pdadin’s
capacity to lay on hands. Each class ability usualy costs 10 character points. Thereis
more information about this in chapter four.

Priests and wizards can spend points to gain extra spells. Only one additiond
enchantment per level can be purchased this way, and the cost is 2 points plus 1 point
per level of the spell purchased. Priests and wizards cannot purchase higher leve
spdls than they can cast. Look to chapters four and eight for more information on
magic and character points.

Points can be spent to improve a character’ sroll for additiond hit points when
advancing alevd. For every 2 character points spent, the player can roll one
additiona die when determining new hit points, taking the highest number from the
dicerolled.

Character points aso can be used in the course of play, not just during character
creation or between adventures. During a game session, a player can spend saved
points to give his character a second chance to accomplish afeat, or to reroll afalled
attack, saving throw, proficiency check, or even alow damagerall.

For example, Leon chooses to save 2 character points after creating his fighter.
During agame, Leon' sfighter tries to strike an ogre. The attack roll fails. However, the
ogre strikes the fighter, wounding him badly. In the next round, fearing for hisfighter's
life, Leon declares that he will spend a character point if his attack misses. The roll
indeed fails, and Leon now can spend apoint and reroll his atack. If this attack roll
succeeds, thefirgt roll isignored and Leon' s fighter has struck the ogre. If the reroll
faled, Leon’s character ill misses and play continues.



Regardless of any reroll’ s success, any character points spent are lost. Players can
continue to spend points as long as they declare so before rolling any dice—and aslong
as they have points to spend. This mechanic alows characters a second chance to
accomplish important tasks or to achieve feats vita to the Sory.

More information about character points can be found throughout this volume. The
following section discusses establishing character Satitics.

Character Generation The Player’s Handbook details severa methods for
determining a character’ s Sx ability scores. These are summarized below, in additionto a
few new ideas that alow players more control over their characters. DMs should review
al the options and choose one for their campaign so that dl characters are crested using
the same method.

The sx systems of character creetion from the Player’ s Handbook generate different
types of heroes. Methods | and 111 yield characters with few scores of 15 or above. These
methods are best for campaigns in which the heroes arise from the common people.

These characters usudly have average ability scores, and are often less capable of
amazing feats. Low-fantasy or low-magic campaigns with agrim or gritty tone are the
perfect settings for such characters.

However, if epic gory linesfilled with rousing adventure and swashbuckling action
are preferred—and the characters are expected to perform three miraculous quests before
breakfast—higher ability scores are called for. Characters generated using Method IV are
particularly suited for this type of campaign. The other generation methods give varying
results.

M ethod I: Roll 3d6 for each of acharacter’s six ability scores and record the dice
totd in the following order: Strength, Dexterity, Condtitution, Intelligence, Wisdom, and
Charisma.

Method I1: Roll 3d6 twice for each ability. Choose the highest total of each pair of
rolls and record the scores in the order: Strength, Dexterity, Congtitution, Intelligence,
Wisdom, and Charisma.

Method I11: Roll 3d6 six times, noting each total. Players place the totasin the
abilities of their choice.

Method 1V: Rall 3d6 12 times and note the totds. Players can choose the six highest
totals and assign those Six to abilities in any order they want.

Method V: Playersroll 4d6 for each ability score and sdect the three highest
numbers. Then the numbers are assigned to characters abilities as desired.

Method V1: All sx ahilities begin with a score of 8. The player has an additiond 7d6
to divide among those scores. All the points from adé must be gpplied to one ability
score. Scores of 18 are possible only if the total of one or more dice, added to the base of
8, add up to exactly 18. Scores higher than 18 are not possible—except in some
campaigns, such asthe Dark SUn® setting.

Example: Leon wants to use Method V1 to create his character. His 7d6 rolls are: 5,
1,5, 1, 3, 3, and 4. Remember, his PC dready has the following base points as well:



Strength 8
Dexterity 8

Condtitution 8

Intelligence 8
Wisdom 8

Charisma 8

Leon wants to create a cleric, who should be wise but also capable of defending
himsdf well in combat. Leon chooses to place the points he rolled on the 7d6 as such:

Strength 8+5 =13
Dexterity 8+4 =12
Condtitution 8+3 =11
Intelligence 8+3 =11
Wisdom 8+5+1 =14
Charisma8+1 =9

Leon need not add any of his 7d6 results to an ability score if heiswilling to accept
an 8in one or more abilities.

New Systems

Here are four new methods of determining a character’s Six ability scores.

Method V11: Each player has 75 points to divide among a character’ s Sx ability
scores. No score can be lower than 3, and none can be higher than 18. Also, dl racia
maximums and minimums must be observed. When dl sx ahilities have numbers
assigned, double-check the math by adding the ability scores together. They should total
75. If not, thereis amistake somewhere. Start again.

Leon wantsto create awizard character using this system, and divides his 75 points
asfollows

Strength 9
Dexterity 15
Conditution 15
Intelligence 18
Wisdom 9
Charisma9

Method VI11: The player assgns 24d6 among a character’s Sx ability scores. Each
ability score must have at least 3d6, but no more 6d6, devoted to it. If the player desiresa
character with ahigh Strength, he could devote 4d6, 5d6, or even 6d6 to that ability.

Next, the appropriate number of dice are rolled for each ability, and the total of the three
highest results become the score. Any and dl other dice rolled for that ability are
discarded.

For example, Leon wants to creste a rogue character using this method. He decidesto
divide his 24d6 as follows:



Strength 4d6
Dexterity 6d6
Condtitution 3d6
Intelligence 4d6
Wisdom 3d6
Charisma 4d6

Leon ralls the number of dice he assigned to each ability and records the resuilts:

Strength 5, 2, 5, 4
Dexteity 6,5, 3,1, 3,4
Conditution 6, 1, 2
Intelligence 5, 4, 3, 3
Wisdom 4, 4, 2
Charismab, 4, 2, 4

Taking the three highest results from each set of dice and discarding the results of the
other dice, Leon’s rogue character has the following ability scores.

Strength 14
Dexterity 15
Condtitution 9
Intelligence 12
Wisdom 10
Charisma 14

Method | X: A player rolls 2d6 to randomly determine the number of points that can
be divided among his character’ s six ahilities and the maximum score of each ability. No
ability score can be lower than 3. The 2d6 result is found on the chart below.

Point Generation

2d6 rall Points Maximum
2 68 18
3 70 18
4 72 17
5 72 18
6 74 17
7 74 18
8 76 17
9 76 16
10 78 16
11 78 15
12 80 15

For example, Leon wants to create a character using this method. His 2d6 result isa



4. Consulting the chart, Leon notes that he has 72 points to work with, and no ability
scores can exceed 17 (excepting racid bonuses, etc.) Leon isnow freeto assign his 72
points.

Method X: Players use character pointsto creete their adventurer’ s statistics. A
player divides 75 points anong his PC's Strength, Intdlligence, Wisdom, Dexterity,
Condtitution, and Charisma scores. Fighters can purchase 10 points of exceptional
Strength for each extra character point spent. For example, it costs 21 of the 75 character
pointsto give afighter an 18/30 Strength (18+3=21). Racid minimums and maximums
must be observed.

Character Backgrounds Now thet the character’s numbers have been generated, it's
time to flesh out a background. This Player’ s Option book introduces severd new
elements to developing characters histories and persondities. Two of these eements,
traits and disadvantages, are detailed in chapter Sx. Brigfly, traits are minor benefits or
advantages that players can purchase with character points. These include: interna
compass, keen eyesight, light deeper, lucky, and precise memory.

Disadvantages are minor hindrances or inconveniences that yield bonus character
points. Some disadvantages are: dlergies, clumsy, colorblind, greedy, lazy, unlucky, and
anumber of phobias. Players might want to look ahead to the traits and disadvantages
section of chapter S to get an idea of which traits and disadvantages they want to work
into a character’ s background.

Background Events

Another new aspect of character creation is determining the events that turned a
player’s character into an adventurer.

Bdow isalig of 20 sample events that might have sent a character on alife of
adventure. After dl, every character needs some reason to live such a dangerous life. The
list can be expanded, and details can be added about each event. Recommended
nonwegpon proficiencies that could fit with the listed background event are included for
reference and inspiration. Roll 1d20 to randomly determine a background, or choose one
that suits the character.

Table 1: Background Events

1d20 Event
Accused of acrime
Apprenticeship
Endaved
Exiled
Failed business venture
Fdlinlove
Hed adisaster
Found or stole avauable item
Homdess
Ideologicd differences
Joined the circus
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12 Kidnapped

13 Killed someone

14 Made a powerful enemy
15 Orphaned

16 Ran away from home
17 Reformed

18 Touched by magic

19 Went to sea

20 Witnessed acrime

Accused of a crime: The character is publicly accused of acrime he did not commit.
It might be a case of mistaken identity, or the character could have been framed for a
crime. The character was forced to flee and become an adventurer rather than face certain
punishment. Suggested NWPs: Any.

Apprenticeship: The character entered into an apprenticeship—an arrangement
where a practiced craftsman taught him a skill in exchange for money or services.
Apprenticeships need not be limited to mundane trades; characters can enter into
gpprenticeships with other adventurers. Many afighter began his career as a mere squire,
and more than one young person with ataent for the Art Sgned with the local hedge
wizard. Suggested NWPs: Vocationd skills such as animd handling, animd training,
blacksmithing, boat pilating, cobbling, engineering, gem cutting, sculpting, weaving, and
30 on. Adventuring skills such as blind-fighting or spellcraft so might be learned.

Endaved: The character was adave or indentured servant. The details of the
character’ s escape are | eft to the player and the DM. It islikely such a character will carry
agrudge againg those who owned him or will strive fervently to free other daves.
Suggested NWPs: Survivd, hunting, fishing, foraging, bowyer/fletcher, and
wegpongmithing.

Exiled: For some reason—bad behavior, an unacceptable professon, an incompatible
alignment, shady associates, etc.—the character is banished from his family. Or perhaps
the character is cast out from the society in which he was raised. The offense could be a
breach of sometriba or community law or religious taboo. With nowhere to turn, the
character isforced to live by hiswits. The PC might develop many skills, including
thieving abilities. Suggested NWPs: Fire-building, fishing, tracking, hunting, hedling,
herbalism, sat snares, and survivdl.

Failed business venture: Perhaps the character was a cobbler and opened a shoe store.
Maybe he owned a tavern, was a brewer, or made aliving painting portraits. No matter
the character’ s profession, his business venture failed and he had to pursue another line of
work—as an adventurer. Suggested NWPs: Any gppropriate to the character’ s previous
profession.

Fell in love: The character becomes attracted to someone, and their relationship
propels the character toward an adventuring career. Perhapsthe love interest isan
adventurer, whom the character accompanies on quests. The love interest might be
outside the character’ s socid class, and either or both families could protest or attempt to
end the courtship. The outcome of the romance is lft to the player and the DM. Questing
to find alost love or to avenge the loss of one can make for powerful role-playing and
exciting adventures. Suggested NWPs: Dancing, eiquette, gaming, musica insrument,



and so on.

Fled a disaster: The character's homeland suffered a tremendous disaster—an
earthquake, flood, plague, or war. The character managed to escape, perhaps just barely.
Without a home to return to, the character becomes an adventurer, maybe with the goal of
preventing the spread or future occurrence of the disaster that cost his home. Or it could
be he searches for loved ones lost when the disaster struck. Suggested NWPs: Hunting,
fishing, set snares, fire-building, and surviva.

Found or stole a valuable item: The character uncovered or stole something of
vaue or interest to others. It could be gold; jewelry or gems; aminor magical item; amap
to adungeon, logt city, or treasure hoard; a prized horse and carriage; or a glass dipper.
Whatever the item, someone wants it back. The previous owner might believe the
character stole the item—whether the PC actudly did. Or the owner might try to reward
the observant character for recovering the item. Either way, this item can be the cause of
along-term relationship between the character and the owner. This background event
aso helps explain how a 1g-leve rogue gained his abilities. Suggested NWPs:
Appraisng, forgery, gem cuiting, heraldry, and other kills that allow the character to
notice the item’ s true worth.

Homeless: The character has no place to live. Perhaps he sold the homestead to raise
money for an adventuring career. Maybe his property was seized by unscrupulous means.
The landlord could have foreclosed, or the land could have been confiscated by the crown
for back taxes. With nothing to hold the character in one place, he sets out on alife of
adventure—and, perhaps, revenge. Suggested NWPs: Agriculture, mining, carpentry, and
locd higory.

I deological differences. The character wasn't comfortable in the society in which he
was rased. The character could be religious in an agnogtic culture, lawfully-indined in a
chaotic society, or disgusted by his homeland' s evil practices. One example of the latter
is Drizzt Do’ Urden and hisloathing of the drow culture from which he came. The
character leaves his society behind to find one that suits him better. Suggested NWPs:
Any.

Joined the circus: Many are fascinated by the color, excitement, and romance of a
traveling troupe of performers. The character was one such person, and he left home and
hearth behind to take up alife with entertainers. Suggested NWPs: Juggling, jumping,
musical ingrument, tightrope walking, throwing, Snging, dancing, tumbling, and
ventriloquiam.

Kidnapped: The character was kidnapped as a young child. The kidnappers could be
evil relatives, people wandering through the character’s homeland, mongters, or smply
strangers who want to raise afamily and can't have children of their own. The details are
|eft to the player and DM. As many kidnappers might not make effective parents, the
character likely would become sdlf-sufficient. Perhaps the character is obsessed with
finding his natura parents or discovering where heisfrom and who heredly is.

Suggested NWPs. Survivd, hunting, fishing, foraging, bowyer/fletcher, and
wegponamithing.

Killed someone: Either through intent or accident, someone dies and the character is
accused. The authorities and the victim' s relaives are after the character, and if caught,
the character will likdly face death. Suggested NWPs: kills such as disguise, survivd,
and forgery would be useful in evading capture.



Made an enemy: The character has an eternd foe. Thisfoe could be a business
compstitor, ariva for alover, ardative overcome by jedousy, or avillain the character
defeated but did not kill. Whatever the case, this enemy caused the character to flee and
take up the adventuring life. Suggested NWPs. Any.

Orphaned: The character’ s parents died when the character was young. Causes
include: sickness, war, nation, accident, or mysterious disappearance. Parents who
mysterioudy vanished might be dive, but they’ ve been gone so long that everyone,
induding the character, believes them lost forever. Perhaps the character wasraised in a
group home or in astate or rdigious ingtitution. Maybe the character became a street
urchin with budding thief skills. The particulars are | ft for the player and the DM.
Suggested NWPs. Any.

Ran away from home: The character fled home early in life. Possible reasons
include: boredom, wanting to see the world, breaking free from an unhappy home life,
and wanderlust. Perhaps someone searches for the character, and the character believes
someone is hounding him. Suggested NWPs. Any.

Reformed: The character was a crimina who decided to change hislifestyle. Perhaps
he saw how his villainous acts hurt others, or maybe he became a victim, too, and
decided it was time to change professions. Because the character is likely wanted in one
or more communities, he had to take on the adventuring life, traveling from place to place
with no plansto settle down. Such an individua might go out of hisway to help those
victimized by crimes or to prevent young people from pursuing crimina careers.
Suggested NWPs: Appraisng, forgery, disguise, gaming, and gem cutting.

Touched by magic: The character became an adventurer because something megical
happened in hislife. Perhaps he was ripped from his home world or plane because he
unknowingly triggered a portd. Maybe he was an anima who became a man because of a
wizard' s experiment. Or he could have been a priest killed in a disaster and reincarnated
into a new form—and he must sart a career from scratch. The possibilities are endless.
Suggested NWPs: Any.

Went to sea: The character isfrom an ocean-going community or culture and decides
to seek his fortune on the waves. The many lands and peoples he encounters open his
gyesto the diversity in the world. Suggested NWPs. Boat piloting, rope use, seamanship,
navigation, and weather sense.

Witnessed a crime: The character saw, heard, or has evidence that aterrible crime
took place. However, turning in the culpritsis not possible. The culprits might be
powerful inloca poalitics, they could be foreign spies or saboteurs, or the crime may be
S0 out of character for them that Smply no one would believe the character’ s outrageous
accusation againg them. In any case, the culprits would not be made to pay for their
crimes and thus would be free to take vengeance againgt the witness. Perhaps the player
character’ sfamily sent him away to avoid retribution. Or maybe the character fled on his
own to protect others. Suggested NWPs: To flee the criminds, the character might need
to learn disguise, reading lips, running, endurance, ventriloquism, navigation, boat
piloting, charioteering, and seamanship.

Chapter 2



Ability Scores

Once aplayer character’s Sx ability scores have been established, it stime to introduce
the Player’ s Option concept of subabilities. Each standard ability score—Strength,
Intelligence, Wisdom, Dexterity, Condtitution, and Charisma—is divided into two
subahilities. These are more specific definitions of what makes up a character. For
example, acharacter’s Strength score is divided into the subahiilities of Stamina, which
reflects being able to physcaly exert onesdf over a period of time, and Muscle, which
measures the raw power needed to force open locked doors or overturn banquet tables.

To determine a character’ s subabilities, smply double the score of the parent ability
(Strength, Wisdom, etc.) and divide that tota between the subabilities. The scores for the
two subabilities must be within four points of each other. Only whole numbers are
alowed, no subability score can be lower than 3, and—uwith the exception of Strength—
no subability score can be higher than 18. Racid modifiersto ability scores are
exceptions to thisrule. Also, subabilities can exceed racid ability maximums and
minimums.

For example, Leon is determining the subabilitiesfor hisfighter. The fighter’ s six ability scores are:

Strength 16 Intelligence 12
Dexterity 14 Wisdom 8
Condtitution 12 Charisma 11

Leon doubles the fighter’ s Strength score (16x2=32), and divides the 32 points as
folows Stamina—15, Muscle—17 (15+17=32). Leon records this on his character’'s
record sheet.

Strength 16 Condtitution 12
Stamina 15 Intelligence 12
Muscle 17 Wisdom 8
Dexterity 14 Charisma 1l

Subahilities are used as the base numbers for many proficienciesin the Player’s
Option system. See chapter x for more information.

Subahility scores dso are used in place of the Sx stlandard ability scores when ability
checks are called for. For example, if Leon'sfighter wanted to lift alarge piece of falen
masonry that is trapping a fellow adventurer, the DM normaly would cal for one
Strength check to seeif the fighter is cgpable of lifting the heavy block of stone, and
another Strength check to seeif the fighter can hold the block doft long enough for the
other character to crawl free. Without subabilities, the fighter stands an equa chance of
succeeding at both attempts.

Using the same scenario with the Player’ s Option system, the DM would cal for a
Muscle check (Muscle score of 17) to seeif the fighter has the sheer power to lift the
stone block off hisfriend. Assuming thet rall is successful, next a Stamina check
(Stamina 15) would be needed to hold the masonry in the air long enough for hisfriend to
move out from under it.

The 12 subahilities are listed below, dong with their effects on characters.



Strength  The subabilities derived from a character’s Strength score are Stamina and
Muscle, and these are the only subabilities that can have scores higher than 18—provided
the character isawarrior. Such characters can have exceptiona subability scores, just as
they can have exceptiona Strength scores. If awarrior qudifies for exceptiond subability
scores, roll percentile dice (1d100) and consult the charts under Staminaand Muscle. A
warrior with an 18 Strength score might decide to have 18sin both subabilities, a which
point he would roll percentile dice for both. Or, the warrior might have a 20 Stamina or
Muscle, with the other subability having a score of 16—or any combination in between.

Characters from other classes can have scores of 18 in Strength subabilities, but
cannot have exceptiond subability scores, and do not roll percentile dice for these
subabilities.

Stamina

The Stamina subability score determines muscle efficiency. A character with a
Stamina score higher than his Muscle score may not have masses of huge muscles, but
the muscles he has will be rock hard. Characters like these may surprise others—not
because they can lift four hay bales at once, but because they can lift one or two at atime
for 10 hours straight.

Table 2: Stamina
Stamina Score . Weight Allowance

3 5
4-5 10
67 20
89 35
10-11 40
12-13 45
14-15 55
16 70
17 85
18 110
18/01-50 135
18/51-75 160
18/76-90 185
18/91-99 235
18/00 335
19 485
20 535
21 635
22 785
23 935
24 1,235
25 1,535

Weight Allowance: Thisisthe weght in pounds a character can carry without being



encumbered (see Encumbrance, chapter seven, for more information). Characters
carrying less than or equd to their weight alowance move at their full norma speed.
Sprinting: Saminais used when a character needs to make a Sprinting check.
Fatigue: A character’s Staminainfluences when he becomes fatigued.
Proficiencies: Staminais the base number for proficiencies such as svimming,
carpentry, and stonemasonry.

Muscle

The Muscle subability measures the sheer power a character can exert at amoment’s
notice. A character with aMuscle score higher than his Stamina score will ook quite
grong. Madeswill have bulging biceps, broad chests, and wide shoulders. While females
don't generate the muscle mass of males, they will have well-defined, strongly toned
forms.

Table 3: Muscle
Muscle Att. Dam. Max. Open BendBarg
Score Adi. Adj. Press Doors Lift Gates

3 -3 -1 10 2 0%
4-5 -2 -1 25 3 0%
67 -1 0 55 4 0%
8-9 0 0 90 5 1%
10-11 0 0 115 6 2%
12-13 0 0 140 7 4%
14-15 0 0 170 8 7%
16 0 +1 195 9 10%
17 +1 +1 220 10 13%
18 +1 +3 255 11 16%

18/01-50 +1 +3 280 12 20%
18/51-75 +2 +3 305 13 25%
18/76-90 +2 +4 330 14 30%
18/91-99 +2 +5 380  15(3) 35%
18/00 +3 +6 480  16(6) 40%

19 +3  +7 640  16(8) 50%
20 +3  +8 700  17(10) 60%
21 +4  +9 810  17(12) 70%
22 +4  +10 970  18(14) 80%
23 +5  +11 1,130 18(16) 90%
24 +6  +12 1440 19(17) 95%
25 +7  +14 1535 19(18) 99%

Attack Adjustment: This modifier is subtracted from or added to d20 rolls during
combat. A bonus with a+ sign makes an opponent easier to hit, while a pendty with a—
sign makes an opponent more difficult to drike.

Damage Adjustment: Thismodifier is applied to damage rolls after successful
physica attacks in combat.

Maximum Press: Thisisthe most weight a character can lift over hishead. He



cannot walk more than afew steps with it, nor can he hold it very long.

Open Doors: Thisindicates the chance a character has to force open a heavy door or
onethat is stuck closed. To open such adoor, aplayer rolls 1d20. If the result isequal to
or less than the number listed for the character’s Muscle score, the door opens. A
character who failed can try again, but each successive attempt takes more time and
mekes more noise. The numbersin parentheses are a character’ s chances to open a
locked, barred, or magically held door. Only one attempt for each such door is alowed.

Bend Bar gL ift Gates: This represents the character’ s chance (rolled on 1d100) to
bend iron bars, lift avertica gate or portcullis, or perform asmilar fest of Muscle power.
If the number rolled on 1d100 is equa to or less than the listed score, the character bends
the bars or liftsthe gate. If the roll fails, the character cannot attempt the same feet again.
The character could, however, atempt to bend the bars of a gate he failed to lift, or vice
versa

Proficiencies: One example of aproficiency that uses the Muscle score as a base
number isjumping—an ability that utilizes the muscles explosve power rather than
endurance.

Dexterity This ability score is divided into the subabilities of Aim, which represents
hand-eye coordination and manua acuity, and Baance, which denotes reflexes and
overdl agility. Leon chooses to use these Dexterity subabilities for his character:

Strength 16 Dexterity 14
Stamina 15 Aim 12
Muscle 17 Balance 16

Condtitution 12 Wisdom 8

Intelligence 12 Charisma 1l

Aim

A character with ahigh Aim score might be an expert marksman or a deight-of-hand
atis.

Table4: Aim
Aim Missile Pick Open
Score Adj. Pockets Locks
3 -3 -30%  -30%
4 —2 -25%  -25%
5 -1 -25%  —20%
6 0 -20%  —-20%
7 0 -20%  -15%
8 0 -15%  -15%
9 0 -15%  -10%
10 0 -10% —5%
11 0 —5% 0%
12-15 0 0% 0%

16 +1 0% +5%



17 +2 +5%  +10%

18 +2 +10%  +15%
19 +3 +15%  +20%
20 +3 +20%  +20%
21 +4 +20%  +25%
22 +4 +25%  +25%
23 +4 +25%  +30%
24 +5 +30%  +30%
25 +5 +30%  +35%

Missile Adjustment: This modifier is applied to the d20 combat roll whenever a
character attacks with a missile weapon, such asfiring arrows or hurling a spear. As
above, negative modifiers are pendtiesto the die roll, and positive numbers are bonuses.

Pick Pockets: Thismodifier gpplies only to rogue characters who have the ability to
pick another character’s pockets (see chapter four).

Open Locks: Smilarly, thismodifier is used only by rogue characters with the open
locks ability.

Proficiencies: Thejuggling, cobbling, pottery, rope use, seamstress/tailor, forgery,
and gem cutting proficiencies dl use Aim as their base number.

Balance

A character possessing a high Balance score may be an acrobat or atightrope walker.
A new rule for the Player’s Option system isthat dl unarmored warrior and rogue
characters gain an additionad +2 bonus to armor class while unencumbered. Thisbonusis
in addition to any the characters might receive for high Balance scores.

Table5: Balance
Bdance Reac. De. Move dimb
Score Adi. Ad. Sletly Wadls

3 -3 +4 -30% —-30%
4 -2 +3 -30% —25%
5 -1 +2 -30% —20%
6 0 +1 —25% —20%
7 0 0 —25% -15%
8 0 0 -20% —-15%
9 0 0 —20% -10%
10 0 0 -15% 5%
11 0 0 -10% 0%
12 0 0 —5% 0%
13-14 0 0 0% 0%
15 0 -1 0% 0%
16 +1 -2 0% 0%
17 +2 -3 +5% +5%
18 +2 —4 +10% +10%
19 +3 —4 +15% +15%
20 +3 -4 +15% +20%



21 +4 -5 +20% +20%

22 +4 -5 +20% +25%
23 +5 -6 +25% +25%
24 +5 -6 +25%  +30%
25 +5 —6 +30% +30%

Reaction Adjustment: Thismodifier is applied to ad10 to determine if a character is
surprised by an unexpected encounter. The more positive the vaue, the lesslikdy the
character is to be surprised.

Defensive Adjustment: Thismodifier is applicable to a character’ s saving throws
versus attacks that can be dodged, such as lightning bolt spells, hurled boulders, etc. It
aso0 modifies the character’s armor class, representing the character’ s ability to dodge
normal missle attacks and parry melee attacks. The lower the negative value, the more
difficult the character will be to strike.

Move Silently: This concerns only those rogue characters who have the move slently
ability. The higher the pogitive value, the easier the skill becomes for the character.

Climb Walls: Thismodifier also applies to those rogue characters with the climb
wadlls aility.

Proficiencies: Bdanceis usaed as a base number for such proficiencies as tumbling,
dancing, seamanship, tightrope walking, and charioteering.

Constitution Contitution is divided into the subabilities of Hedlth, whichisa
measurement of a character’ s ability to resist diseases and other hardships, and Fitness,
which indicates overal physica condition and the character’ s ability to endure
punishment. Leon sets up his character’ s Condtitution subabilities like this:

Strength 16 Congtitution 12
Stamina 15 Hedlth 12
Muscle 17 Fitness 12

Dexterity 14 Intelligence 12
Aim 12 Wisdom 8
Balance 16 Charisma 11

Hedlth

A character with a high Hedlth score would seldom get sick and be little affected by
dlergies and other allments.

Table 6: Health

Health  System Poison
Score Shock Save
3 35% 0

4 40% 0

5 45% 0

6 50% 0

7 55% 0



8

9

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

System Shock: Thisisthe percentage chance (on a 1d100) that the character has to
aurvive magica effects that age or dter his body—such as petrification (and reversing it),
polymorphing, magicd aging, etc. If the system shock result is equd to or lessthan the
listed chance, the character survives the process of dteration.

Poison Save: Thismodifier applies to saving throws made versus poisons.

Fitness
A character with ahigh Fitness score has great endurance and can suffer more
damage than other characters while continuing to function.

Table 7: Fitness
Fitness  Hit Point
Score
3 -2
4 -1
5 -1
6 -1
7 0
8 0
9 0
10 0
11 0
12 0
13 0
14 0
15 +1
16 +2

60%
65%
70%
75%
80%
85%
88%
90%
95%
97%
99%
99%
99%
99%
99%
99%
99%
100%

Adjustment
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+4

Resurrection
Chance

40%
45%
50%
55%
60%
65%
70%
75%
80%
85%
90%
92%
94%
96%



17 +2(+3) 98%

18 +2(+4) 100%
19 +2(+5) 100%
20 +2(+5) 1 100%
21 +2(+6) 2 100%
22 +2(+6) 2 100%
23 +2(+6) 3 100%
24 +2(+7) 3 100%
25 +2(+7) 3 100%

Parenthetical bonuses apply only to warrior characters. All other character classes are
limited to a+2 maximum bonus per hit die.

1 All 1srolled on hit dice are considered 2s.
2 All 1sand 2srolled on hit dice are conddered 3s.
3 All 1s, 2s, and 3srolled on hit dice are considered 4s.

Hit Point Adjustment: This modifier is goplied to the hit diceroll every timea
character advancesto anew experience level. No roll yields fewer than 1 hit point,
regardiess of any modifier.

This bonus ends when a character reaches 10th leve (Sth for warriors and priests).
Hit points gained &fter this are given on the experience point table for each class. Seethe
Player’s Handbook for details.

Resurrection Chance: Thisis the percentage chance (on a 1d100) that a dead
character has of being successfully brought back to life through magica resurrection or
raise dead spdls. If theroll isequd to or less than the listed chance, the character is
brought back to life.

Proficiencies: Fitness serves as the base number for such proficiencies as Endurance.

Intelligence This becomes the subabilities of Reason, which measures a character’s
capacity for learning and deduction, and Knowledge, which shows a generd leve of
educetion, experience, and the ability to remember information. Leon assigns his
character’ s subability scoreslikethis:

Strength 16 Congtitution 12
Stamina 15 Hedth 12
Muscle 17 Fitness 12

Dexterity 14 Intelligence 12
Aim 12 Reason 11
Badance 16 Knowledge 13

Wisdom 8 Charisma 11

Reason

This ability defines how well a character handles new information. A character with a
high Reason score would be good at solving riddles and puzzles, and would be talented a



using deductive, logica thinking.

Table 8: Reason

Reason Spdl Max.#  Spdl
Score L evel Spells I mmunity
3-8 — — —

9 4th 6 —
10-11 5th 7 —
12 6th 7 —
13 6th 9 —
14 7th 9 —
15 7th 11 —
16 8th 11 —
17 8th 14 —
18 Sth 18 —
19 Sth All 1

20 9th All 2

21 9th All 3

22 Sth All 4

23 9th All 5

24 9th All 6

25 Sth All 7

Spell Level: Thisisthe highest level of magica spelsthat can be cast by wizards
with corresponding Reason scores.

Max. # Spells: Thisisthe most spells per leve that awizard with that Reason score
can memorize.

Spdl Immunity: Thisisthelevd of illuson/phantasm spdls that a character with
that Reason score isimmune to. All immunities are cumuletive, o a character with a21
Reason score isimmune to firdt-, second-, and third-levd illuson spdlls.

Proficiencies: Reason is used as the base number for such proficiencies as
engineering, navigation, and spellcraft.

Knowledge

This score is ameasurement of the character’ s educational experiences—whether ina
school or on the Streets, his grasp of languages, and his memory capacity. A character
with a high Knowledge score can speak many languages, knows something about severa
subjects, and can remember the dightest detail of a past event.

Table 9: Knowledge
Knowledge Bonus# % Learn

Score Profs. Spell
3-8 1 —
9 2 35%
10 2 40%
11 2 45%



12 3 50%
13 3 55%
14 4 60%
15 4 65%
16 5 70%
17 6 75%
18 7 85%
19 8 95%
20 9 96%
21 10 97%
22 11 98%
23 12 99%
24 15 100%
25 20 100%

Bonus# Proficiencies: Thisis the maximum number of additional languages a
character with the gppropriate Knowledge score can learn. If you are using the character
point system introduced in the previous chapter, thisis the number of bonus character
points the character gains when buying proficiencies. For example, Theodor the fighter
has an Intelligence/lKnowledge of 12, which gives him 3 bonus proficiencies under the
standard rules, or 3 extra character points under the character point system.

% Learn Spell: Thisisthe percentage chance (on 1d100) that awizard can learn to
cast apaticular spdl. If theroll isequa to or less than the listed chance, the wizard can
learn the spdll. If the rall is higher than the listed chance, the wizard can try to learn the
gpell |ater—after gaining an experience leve.

Proficiencies: Knowledge is the base number used with proficiencies such as ancient
and locd higtory, ancient and modern languages, and reading/writing.

Wisdom Wisdom is divided into the subabilities of Intuition—which determines the
character’ s awareness of his surroundings, grasp of a Situation, and understanding of
other people, and Willpower—which measures the character’ s strength of will and
commitment. Leon decides his character has little Willpower. The character’ s Satistics
now read:

Strength 16 Intelligence 12
Stamina 15 Reason 11
Muscle 17 Knowledge 13

Dexterity 14 Wisdom 8
Aim 12 Intuition 10
Baance 16 Willpower 6

Congtitution 12 Charisma 11
Hedth 12
Fitness 12

Intuition



A character with ahigh Intuition score likely would be very perceptive and good at
making educated guesses, and would be difficult to fool or lieto effectively.

Table 10: Intuition

Intuition Bonus % Spdll
Score Spells Failure
3 0 50%
4 0 45%
5 0 40%
6 0 35%
7 0 30%
8 0 25%
9 0 20%
10 0 15%
11 0 10%
12 0 5%
13 1st 0%
14 1st 0%
15 2nd 0%
16 2nd 0%
17 3rd 0%
18 4th 0%
19 1st, 3rd 0%
20 2nd, 4th 0%
21 3rd, 5th 0%
22 4th, 5th 0%
23 1<, 6th 0%
24 5th, 6th 0%
25 6th, 7th 0%

Bonus Spéells: Thisisthe number of additiond spellsthat priest characters receive,
according to their Intuition scores. Note that the extra spells are cumulative, and the priest
can cast only those spdls dlowed by his experience leve.

% Spell Failure: Thisisthe percentage chance that a priest’s spell will fail when
cast. Those priests with low Intuition scores run the risk of having spells misfire,

Proficiencies: Intuition is the base number for such diverse proficiencies as tracking,
healing, orienteering, weeather knowledge, religion, and hunting.

Willpower

This score gauges a character’ s strength of will, ability to resst magicd forces, and
sense of commitment to acause. A character with a high Willpower would be difficult to
harm with mind- affecting magic spells, could be quite stubborn, and would resist
interrogation.

Table 11: Willpower
Willpower  Magic Def. Spell



Score Ad. [ mmunity
3 -3 —
4 -2 —
5 -1 —
6 -1 —
7 -1 —
8-14 — —
15 +1 —
16 +2 —
17 +3 —
18 +4 —
19 +4 1*
20 +4 2*
21 +4 3*
22 +4 4*
23 +4 5*
24 +4 6*
25 +4 *

Magic Defense Adjustment: This modifier gppliesto the character’ s saving throws
versus magica pdlsthat affect the victim’s mind—beguiling, charm, fear, hypnosis,
possession, suggestion, etc. This modifier is goplied automaticaly, without any effort on
the part of the character or player making the saving throw.

Spell Immunity: This grants those characters with extremely high Knowledge scores
protection from the spells listed under each number below. These immunities are
cumulative,

1. Immunity to: cause fear, charm person or mammal, command, friends, and

hypnotism spdlls.

2. Immunity to: forget, hold person, ray of enfeeblement, and scare.

3. Immunity to: fear.

4. Immunity to: charm monster, confusion, emotion, fumble, and suggestion.

5. Immunity to: chaos, feeblemind, hold monster, magic jar, and quest.

6. Immunity to: geas, mass suggestion, and rods of rulership.

7. Immunity to: antipathy/sympathy, death spell, and mass charm.

Proficiencies: This score serves as the base number for such proficiencies as animd
handling, animd training, riding—Iland-based, and riding—airborne.

Charisma Charismais split into the subabilities of Leadership, which measures
forcefulness of persondity and how willing others are to follow the character’ s lead, and
Appearance, which gauges physical attractiveness, presence, and poise. Leon decides his
character will have these L eadership and Appearance scores.

Strength 16 Intelligence 12
Stamina 15 Reason 11



Muscle 17 Knowledge 13

Dexterity 14 Wisdom 8
Aim 12 Intuition 10
Baance 16 Willpower 6
Congtitution 12 Charisma 11
Hedlth 12 Leadership 10
Fitness 12 Appearance 12
Leadership

A character with ahigh Leadership often may be agroup’s leader, or at least its
gpokesman. Generads and those who can cam or incite amob with afew words dl have
good L eadership scores.

Table 12: Leadership
Leadership Loyalty #of

Score Base Henchmen
3 -6 1
4 -5 1
5 -4 2
6 -3 2
7 -2 3
8 -1 3
9-11 0 4
12-13 0 5
14 +1 6
15 +3 7
16 +4 8
17 +6 10
18 +8 15
19 +10 20
20 +12 25
21 +14 30
22 +16 35
23 +18 40
24 +20 45
25 +20 50

L oyalty Base: Thismodifier is gpplied to henchmen’s loyaty scores (seethe
Dungeon Master® Guide). This modifier can be crucid during bettles, where good
mordeisvitd.

Max. # of Henchmen: Thisis the maximum number of permanent dliesand
retainers a character can attract. This does not affect the number of hirdings,
mercenaries, or other servitors a character can have.

Proficiencies: Thisscoreis used as the base number for such nonwegpon
proficiencies as gaming and disguise.



Appearance

This determines the physical presence and attractiveness of the character. A character
with a high Appearance score would be handsome or beautiful, perhaps even famous for
outstanding looks (such as Helen of Troy).

Table 13: Appearance

Appearance Reaction
Score Adjustment
3 -5
4 —4
5 -3
6 —2
7 -1
8-12 0
13 +1
14 +2
15 +3
16 +5
17 +6
18 +7
19 +8
20 +9
21 +10
22 +11
23 +12
24 +13
25 +14

Reaction Adjustment: This number modifies the Reaction Roll made when a
character interacts with NPCs and intelligent creatures for the first time (seethe DMG).
Obnoxious behavior can negate bonuses for a high Appearance score, just as solicitous
manners can overcome a weskness.

Proficiencies: This score acts as the base number for proficiencies such as dancing
and etiquette.

Alternate Subability Method

Rether than smply assgning numbers to subability scores, players can determine the
scores randomly. First, generate the basic ability score; for example, Leon rolls 3d6 for
his character’ s Strength score and gets a 13. Second, the player assigns the base score to
one of the subability scores, Leon assigns hisrall of 13 to his character's
Strength/Stamina score. Third, roll adie or flip acoin to seeif the remaining subability
score will be better or worse than the base score. Leon rolls 1d6 and gets a4, so his
character’ s Strength/Muscle score will be higher than Strength/Stamina. Last, add or
subtract 1d4 to the base score to determine the what the second subability actudly is;
Leonrollsa3, so his character’ s Strength/Muscle score is 16.



Subability Checks Subabilities are more specific definitions of a character’s aptitudes.
They can be used more often to determine the success of actions beyond smple
proficiency checks. The concept of ability checks was introduced in the Player’s
Handbook. This concept is expanded with subabilities. Specific examples of the various
subahility checks follow. The lists are not intended to be al-encompassing, but sSmply
guidelines of the uses of subability checks.

Stamina: This subability is used to ascertain acharacter’ s physica exertion over a
period of time. Sample opportunitiesto call for Stamina checks include a character
holding a heavy weight or propping up a collapsing celling. When a character isin
pursuit of an NPC or mongter that has the same movement rate, the Stamina check
determines who will tire firgt. Other checks could involve long-term physica exertion
such as swvimming vast distances, defending the castle walls from attackers over the
course of hours or days, or staying awake long enough to memorize spdls for the next
day—after along day of adventuring.

Muscle: Timesto cdl for Muscle checks include when characterstry to pick up
heavy objects, leagp chasms, arm wrestle, and display feats of strength.

Aim: Potentia timesto use Aim checks include when characters enter games of kill,
such as darts, when they try deight-of-hand maneuvers, and when they try to catch things
thrown at them, such as balls, coins, or books.

Balance: Baance checks can be caled for when a character waks dong a narrow
ledge to reach awindow, when he flees across a rope bridge while trying to avoid
attackers missile wegpons, and when he catches a handhold after an enemy damages that
rope bridge and causes it to collapse.

Health: Hedlth checks can be used to determine a character’ s resistance to a disease,
and to find out if a character catches the flu going around the kingdom. They dso
determine a character’ s resistance to intoxicants, drugs, or poisons.

Fitness: Fitness checks can be used to gauge an adventurer’ s resstance to
longer-term hardships such as forced marches, food or water deprivation, and non-letha
torture.

Reason: Good timesto cal for Reason checks include when a character is searching
for clues at the scene of a crime, when someone istrying to learn new information, or
when a character is attempting to read a code or decipher a cryptic message.

K nowledge: Knowledge checks can be used when characters try to understand a
gtrange language or recal bits of information they have seemingly forgotten.

Intuition: These checks are cdled for when adventurers think they are being
followed, that their NPC friend is acting strangely, or when someone attempts to con
them.

Willpower: Willpower checks are needed when a character’ sforce of will is
challenged, such aswhen heis offered a bribe, is interrogated, or is blackmailed. Other
possibilities include when a character tries to persuade an NPC about an important issue
or point, or when a character is tortured to surrender valugble information.

L eadership: Stuations caling for Leadership checks include when an adventurer
leads NPCs into battle, when one adventurer asks afavor of another, or when a character
attemptsto indill abelief or atitude into a crowd or mob.



Appear ance: Appearance checks can be used in socid circumstances where the
involved character has no established reputation. Or the checks might determine if an
NPC becomes romanticaly interested in the character.

One problem with ability checks as they now stand follows:
“Leon, seeif your 17 Muscle fighter can lift that iron chest.”
(Rolling a d20) “Missediit. | rolled a19.”
“Tomas, check if your 6 Musclewizard cando it.”
“Y esl—I mede it with a4!”

The above reflects that sometimes a character with a high score will fail, only to have
acharacter with alower score get lucky and succeed. Depending on the number of points
in each subability score, the character can make additiond attempts a fegts. Theruleis
for each point in a subability above 15, the player can roll an additional 1d20 for checks
againg that subability. For example, because Leon' sfighter hasa 17 Muscle, the
character can make up to three checks—theinitia check, plustwo more. Soif Leon's
fighter wants to force open atrap door, Leon rolls 3d20. If any of the dice register a
successful check, the fighter opens the door. Tomas' character, with a6 Muscle only rolls
1d20.

This multiple d20 system does not eiminate the possibility of a character with alow
ability score succeeding where a character with a higher ability scorefails. But the
system does reduce the number of times such an improbable incident will occur.

Heightened Difficulties An additiona benefit of this system isthat the DM can et
particularly difficult checks for characters with high ability scores—requiring two or
more successes on the characters multiple d20 rolls.

For example, if theiron chest Leon’s fighter wants to lift had been welded in place,
the DM could claim that two or even dl three of the fighter’s d20 rolls be successful for
the chest to come free. This further reinforces the idea that characters with low scores are
not as capable as their comrades with higher scores.

For those occasions when alone adventurer cannot succeed at an ability check due to
insufficient dice, additiona characters might be able to help. If the DM rules that more
than one character can attempt the feet, roll the d20s of the character with the highest
ability score, then add 1d20 for each additiona character asssting the primary character.

This system aso can be used to determine the outcome of direct ability-vs.-ability
contests between characters. The winner of such a contest is the one who successfully
rolls the highest result—if that result is equa to or under the ability score in question. For
example, if two characters with 14 Aim scores compete to see who can hit a far-off
boulder with thrown stones—and the results of the d20 rolls are a 14 and a 6—the
character who rolled the 14 wins the contest and strikes the boulder first. Both characters
rolls succeeded, but the 14 is a higher degree of success than the 6. If the character with
the 14 result had instead rolled a 15 or a5, the other competitor would have won, in the
first case because 15 is not a successful Aim check, and in the second because a6 is
higher than a 5.

Anacther common example of such a contest is an arm-wrestling maich. Marshdl has
aranger with a Strength of 15 and subability scores of Stamina 13 and Muscle 17. Brian



has a fighter with a Strength of 13 and subability scores of 13 in both Stamina and
Muscle. These characters decide to arm wrestle to see who gets the first choice of
treasure. The first ability check would be against Muscle to seeif ether character could
overwhelm the other with aburst of Strength. Marshall and Brian roll 1d20, and both
Muscle check results are 11. The characters have matched power for power.

The next check (and al subsequent checks) would be againgt Staminato see which
character tires first. Marshdl rollsa 7 and Brian rollsa 12. Both are successes, but
Brian'sroll was higher. Brian's character wins the arm-wrestling match despite having
lower Strength and Muscle scores. Smply put, Brian's character got lucky, and the next
match between the characters could turn out differently.

Abiltiesvs. Thief SKills A note should be made regarding ability checks that mirror
the class abilities of rogues. Characters with high Balance scores may, by the numbers,
seem to be better at thieving skills than some rogues, especidly low-level ones. DMs
should take care not to let nonrogue characters stedl the spotlight away from the red
rogues. The climb walls ability isagood example. Most characters with above average
Bdance scores would have ardatively smple time climbing a craggy rock face or dliff,
but only thieves can climb brick walls or sheer surfaces.

DMswho wish to grant characters with high ability scores some chance of success at
feats amilar to thieving abilities could require multiple successes for such charactersto
succeed.

Chapter 3:
Racial Requirements

Player’s Option characters can be humans, dves, dwarves, gnomes, and haflings—or
they might be half-dves, hdf-orcs, or even haf-ogres. DMs can devise additiona races
for characters, too, S0 the choices can be as wide and as colorful asthe campaignin
which they adventure.

Payers should conauit the following table, which lists minimum and maximum
ability scores for the common races. Minimum scores are listed to the left of the dashes,
maximums to the right. Starting character atistics must fal within these ranges, though
the gtatistics can increase and decrease during the course of play. For example, if an df
has his Dexterity score reduced to less than 6 because he fell afoul of amagicd curse, the
character isdill an df. If ahdfling drank a potion that increased his Intelligence to 19, he
isdill ahdfling.

Table 14: Racial Requirements
Ability Dwaf Hf Gnome Hdf-df Hdf-orc  Hdf-ogre Hdfling Human

Str 818 318 6/18 3/18 6/18 14/18 7/18* 3/18
Dex 3/17 6/18 3/18 6/18 3/17 3/12 7/18 3/18
Con 11/18 7/18 8/18 6/18 8/18 14/18 10/18  3/18

Int 3/18 8/18 6/18 4/18 3/17 3/12 6/18 3/18



Wis 3/18 3/18 3/18 3/18 314 312 3/17 3/18
Cha 317 8/18 3/18 3/18 312 3/8 3/18 3/18

*  Hafling fighters cannot possess exceptiona Strength scores.

Racia Ability Adjustments Once the character’ s ability scores have been
determined, the race chosen, and the Raciad Requirements table consulted, modify the
ability scores based on the Racia Adjustments table—and determine the subability scores
as per therulesin chapter two.

Table 15: Racial Adjustments

Race Adjustments

Dwarf +1 Con, —1 Cha

Eif +1 Dex, —1 Con

Gnome +1 Int, =1 Wis

Haf-df None

Hdf-orc +1 Str, +1 Con, -2 Cha
Haf-ogre +1 Str, +1 Con, -1 Int, =1 Cha
Hdfling +1 Dex, —1 Str

Human None

Racia Levd Limits TheRadid Leve Limits chart lists the maximum experience
leves atainable by the various races. For more on classes, see chapter four.

Table 16: Racial Leve Limits
Class Dwarf EIf Gnome Half-elf Half-orc Half-ogre Halfling Human

Bard — — — U — — — U
Cleric 10 12 9 14 4 4 8 U
Druid — — — 9 — — — U
Fghter 15 12 11 14 10 12 9 U
lllusonig — — 15 — — — — U
Mage — 15 — 12 — — — U
Pdadin — — — — — — — U
Rager — 15 — 16 — — — U
Thief 12 12 13 12 8 — 15 U

U Thissymboal represents unlimited class advancement for characters of those races.
— A member of this race cannot choose this class.

Exceeding These Limits

The Dungeon Master Guide included an optiond rule where demihuman characters
could exceed leve limitsif they possessed high prime-requisite ability scores. Thisruleis
officd inthe Player’ s Option system. See the chart below for bonus levels granted to
those characters with high scoresin their class prime requisites.



Table 17: Prime Requisite Bonuses
Ability Score Bonus L evels

14-15 +1
16-17 +2
18 +3
19 +4
20+ +5

The bonus levels are added to the character’ s maximum experience level shown in the
Racid Leve Limitstable.

Character Points Each race detailed below receives anumber of character points that
can be spent on racid skills and other abilities. This lets players persondize their
characters. No longer must dl dwarves have exactly the same abilities, kills, and
bonuses. Players can purchase packages of abilities, or they can customize their
characters.

Demihumans can save 5 character points from this process and gpply them at any
other point in the character creation process. Humans can save 10 points. Nonstandard
races such as lizard men and thri-kreen cannot save any racia character points—any
points not spent on racid abilities are logt.

Racid Variants

Numerous off-shoot races can be player characters. For example, aplayer fond of
dwarven characters could choose from the hill, mountain, gray, or deep varieties. Players
who sdlect such a character purchase the standard package of abilities for the subrace.
Optiondly, aplayer can cusomize a character by choosing individud abilities from the
ligt for thet race. Generdly, buying a package of abilitiesisthe mogt efficient way to
spend character points.

Racial Languages: A character from a demihuman subrace recaives an initid
package of languages for no additional cost in character points. However, no character
can know more languages than his or her Intelligence/K nowledge score dlows (see Table
9). If aracid package offers more languages than a character can know, the player can
choose which languages the character knows.

Dwarves Dwarves are ashort, stocky race, averaging about 4-41 2 tall. They often
have ruddy complexions, dark hair, and piercing, dark eyes. The naturd life span for a
dwarf isabout 350 years. They are aserious|aot, given rardly to frivolity. They prefer a
good, hard day’ s work. Though sometimes considered dour or taciturn, few doubt the
dwarves courage or bravery. They have little talent for magic, but excd at fighting, war
craft, and arts such as engineering.

Dwarvestypicdly livein hilly or mountainous regions, enjoying the srength of the
earth and rocks that make up their underground homes. Dwarves mine the earth for
precious metals and gems, and they are particularly fond of gold.

Because of their resstance to magic, dwarves have difficulty usng enchanted items.
All magica items not specidly suited to the dwarf’ s character class have a20% (on



1d100 roll) to mafunction. A check for mafunction is made every time the dwarf
attempts to use theitem. If the check is passed, the item works until it is turned off, put
away, or its duration expires. If the check fails, the magica qualities of the item cannot
be called upon, though the item might function normaly the next time the dwarf triesto
use it. Mafunction checks apply to magica wands, rods, staves, rings, anulets, potions,
horns, and jewds. The checks do not apply to dwarven clerics using clerica magicd
items, and to weapons, shields, armor, gauntlets, and girdles. If adwarf possessesa
cursed item and it mafunctions, the dwarf will recognize the nature of the item and can
safely dispose of it.

The standard dwarven subraces are: hill, mountain, deep, and gray. A dwarven
character might choose to be afighter, cleric, or thief. A dwarf aso can be multi-classed
asafighter/deric or afighter/thief.

Player swho choose dwarvesfor their characters have 45 character pointsto
spend on racial abilities. These points can be spent to customize a dwarf from the
generd sKill list below, or they can be used to purchase a subrace’ s skill package. Only 5
points can be retained for use later in the character creation process.

Deep Dwarves

Character point cost: 45

Asthar nameimplies, degp dwarves live farther underground than their hill or mountain
relatives. They prefer the security and the isolation that living far benegth the earth
provides.

Thetypica deep dwarf is4-41 2' tal and weighs 120 pounds. They are large-boned,
but thinner than their cousns who live closer to the surface. And they can move easily
through the narrow tunnels they dig in the bedrock.

Deep dwarves seldom have contact with creatures from the surface—few such
creatures can reach remote underground places—and the deep dwarves fed no need to
dig tunnelsto the surface. Most deep dwarves are neutra, lawful neutra, or chaotic
neutra. Players may choose any aignment for their deep dwarf characters.

Languages: Degp dwarves can speak their own racid didect, gray dwarf, illithid,
troglodyte, degp gnome, and undercommon (the trade language of al Underdark races).

Deep Dwarves Special Abilities
Infravison, 90 Saving Throw Bonuses
Melee Combat Bonuses* Mining Detection Abilities

* Attack bonus applies vs. drow, troglodytes, and orcs.

Deep Dwarf Racial Penalties

Deep dwarves suffer a—1 pendty to dl rolls when in bright sunlight or within the
radius of acontinual light spdll. Light spellsand al other light sources have no effect on
adeep dwarf.

Gray Dwarves
Character point cost: 45
Also known as duergar, gray dwarves live far underground—at times even beyond the



deep dwarves. However, since they occasiondly reside near each other, gray and deep
dwarves tend to come into conflict over the resources of the Underdark.

An average gray dwarf is about 4' tall and weighs 120 pounds. The thinnest of the
subraces, gray dwarves amost appear emaciated. Most are bad, and those who are not
usudly shave ther heads. Their beards are white. Gray dwarves rarely venture above
ground, as they find sunlight to be painful to their eyes.

Mosgt gray dwarves are lawful evil in dignment, with neutral tendencies. Player
character gray dwarves can be of any dignment.

L anguages: Duergar begin play with knowledge of their own tongue, deep dwarf,
dark df, illithid, kuo-toa, troglodyte, and undercommon.

Gray Dwarves Special Abilities

Infravison, 120 Saving Throw Bonuses
Melee Combat Bonuses* Stedth

Mining Detection Abilities

* No attack bonus applies, the character receives only the defensive benefits.

Gray Dwarf Racial Penalties

Gray dwarves suffer a—1 pendty on dl rolls when exposed to bright sunlight or
continual light spells. Other light sources do not impair them. Other types of dwarves
distrust duergar, and as such, duergar suffer an initid —2 pendty to reaction rollsfrom
their cousins.

Hill Dwarves

Character point cost: 40

Hill dwarveslive in areas of rolling headlands—often dwelling underground, though they
are known to have outposts on the surface.

A typicd hill dwarf gands 4' tdl and weighs about 150 pounds. He is well-muscled
and stocky, with tan or brown skin, dark hair, and bright eyes. Hill dwarves prefer earth
tones and seldom wear jewdry. They are the most common of al the dwarven varieties,
asthey adapt well to life above and below ground. Mogt hill dwarves are lawful good, but
player characters can be of any dignment.

L anguages: Hill dwarves can speak their own tongue as well as other dwarven
didects. In addition, hill dwarves can spesk gnome, goblin, orc, and gnall.

Hill Dwarf Special Abilities

Hill dwarves have the following racid abilities: the dwarven saving throw bonuses
versus poison and magica attack; the dwarven melee combat bonus; infravisonto a
range of 60 feet; and the dwarven mining detection abilities.

Hill Dwarves Special Abilities
Infravison, 60 Saving Throw Bonuses
Melee Combat Bonuses Mining Detection Abilities

Hill Dwarf Racial Penalties



Hill dwarves are not accustomed to traveling over water. They suffer a—2 pendty to
reaction rolls when they arein or adjacent to rivers, lakes, and sess.

Mountain Dwarves

Character point cost: 40

Thisvarigty of dwarf lives benegth the mountains in isolated strongholds. Most mountain
dwarves vdue ther privacy and avoid contact with outsders. A typicd mountain dwarf
dands41 2' tal and weighs 170 pounds. Their hair islighter than their hill dwarf
cousins, and their skin tends to have areddish tint.

Mountain dwarves are often wary of hill dwarves, asthey are suspicious of their
cousins dedings with the outer world. Most mountain dwarves are lawful good, but
player characters can be any dignment.

L anguages. Mountain dwarves can begin with their own tongue, hill dwarf, gnome,
hill giant, gnoll, bugbear, and common.

Mountain Dwarves Special Abilities
Infravison, 60 Saving Throw Bonuses
Melee Combat Bonuses Mining Detection Abilities

Mountain Dwarf Racial Penalties

Like hill dwarves, mountain dwarves are not accustomed to traveling over weter.
However, they are comfortable around rivers and small |akes. They suffer a—2 pendty to
reaction rolls only when on board sea-going vessals or when in large bodies of weter.

Dwarven Abilities A character with leftover character points may select additional
racid abilities after taking one of the standard subrace packages. Or, if the player wishes
to create his own customized dwarven character, he can pick and choose from theligt of
dwarven abilities listed below. Abilities cost either 5 or 10 character points; refer to the
descriptions below.

Axe bonus (5): +1 to attack rolls with hand or battle axes.

Better Balance (10): +1 to the Balance subability score. This alows a dwarven
character to have more than a4 point difference in the Dexterity subabilities.

Brewing (5): +2 to the Brewing proficiency score. The dwarf must have this
proficiency to gain this benefit.

Closeto the earth (5): Dwarveswith this ability hedl faster in subterranean settings.
When this character is underground, he hedls 2 points of damage overnight rather
than the 1 point normally healed by other races. This bonus does not gpply if the
character is above ground.

Constitution/Health bonus (10): A Constitution/Health score bonus of +1, because
the dwarf is accustomed to the cold and often damp Underdark.

Crossbow bonus (5): Because dwarves favor crossbows, they gain a +1 attack bonus
with any crossbow. Hurled weapons are limited in tunnels, and other bows require
large pieces of wood which are not readily accessible.

Determine stability (5): The character is an expert a determining if the ground is
gable. By concentrating for one round, the character can determine if there will bea



dangerous tremor, collapse, rockfal or dide when the character enters an area. The
chance of successis 14 on 1d6.
Determine age (5): By examining abuilding or ruins, the dwarf stands an excdlent
chance of determining the approximate age of the structure. The chance of successis
1-5 on 1d6.
Dense skin (10): If the dwarf is struck by a blunt wegpon, the character suffers only
haf the damage the attack would normdly inflict.
Detect poison (5): By sniffing food or drink, the dwarf can determineiif it has been
poisoned. The chance of successis 1-4 on 1d6.
Evaluate gems (5): A dwarf with this ability can determine within 10% the vaue of
any given gem.
Expert haggler (5): Thisdwarf drives a hard bargain. Anything he purchases costs
10% less than the listed price.
Hit point bonus (10): The dwarf gains an additiond hit point each time the character
atansanew leve.
[llusion resistant (5): These dwarves gain a+2 bonus on attempts to disbeieve
illusons.
Improved Stamina (10): +1 to the Stamina subability score. This alows a dwarven
character to have more than a4 point difference in the Strength subabilities.
Infravision (10): Dwarves have infravision to 60 feet—the ability to see hesat patterns
given off by living warm:-blooded creatures in the dark.
Mace bonus (5): +1 to attack rolls with the footman’s mace.
Meld into stone (10): Once aday adwarf with this adility can meld into stone asa
priest of the same levd.
Melee combat (10): Dwarves have a+1 bonusto their attack rolls vs. orcs, haf-orcs,
goblins, and hobgoblins. Further, when ogres, haf-ogres, ogre magi, trolls, giants, or
titans fight dwarves, these aggressors suffer a—4 penaty on dl attack rolls. Dwarves
are smal and have defensive tactics againg these large foes.
Mining Detection Abilities (10): A character with this kill isfamiliar with mining,
tunneling and stonework. By concentrating for one round the character can:
Determine the approximate depth underground, 1-3 on 1d6.
Detect any diding or shifting wals or rooms, 1-4 on 1d6.
Detect any grade or dope in the passage they are passing through, 1-5 on 1d6.
Detect stonework traps, pits, and deadfdls, 1-3 on 1d6.
Detect new congtruction in stonework., 1-5 on 1d6.
More muscles (10): +1 to the Muscle subability score. This dlows a dwarven
character to have more than a4 point difference in the Strength subahilities.
Pick bonus (5): +1 to atack rolls with military picks.
Saving Throw Bonuses (10): Dwarves gain bonuses to saving throws vs. poison and
againg magica attacks from rods, wands, and spells based on their
Condtitution/Hedlth scores. Determine the dwarf’ s Congtitution/Health score and
consult the chart below:

Score Bonus
46 +1



7-10 +2

11-13 +3
1417 +4
18-20 +5

Short sword bonus (5): +1 to attack rolls with short swords.

Stealth (10): If the dwarf isnot in metd armor, a—2 pendty is applied to opponent’s
aurpriserollsif the dwarf is at least 90 feet ahead of a party of characters without this
ability, or accompanied only by characters with equivadent stedlth skills. The dwarf is
aso difficult to surprise himsdf and receives a+2 bonus to his own surprise ralls.
Stonetell (10): Once aday adwarf with this ability can use the onetdl ahility, asa
priest of the same level.

Warhammer bonus (5): +1 to attack rolls with the war hammer.

Elves Elvestend to be taler than dwarves, and shorter and dimmer than humans. Their
features are angular and findy chisded, and athough elves may gppear thin and wesk,
they are actudly quick and strong. When circumstances dictate, elves can befierce
warriors, taking any steps necessary to protect themsalves, their homes, and their friends.
Mogt elves are between 5 and 5 1/2' tall and weigh about 110 pounds. They prefer to live
in natural settings such as secluded forests and groves. They are chaotic by nature, and
other races sometimes consider dves frivolous and aoof.

Elves are an extremdy long-lived race, averaging about 1,200 years. This may
explain some of ther attitudes—life isto be taken dowly and enjoyed; never rush about
to accomplish things, there is plenty of timefor dl activities. Elves enjoy singing,
dancing, and looking for the naturd beauty in everything they see.

Perhaps because they live so long, evesfind it difficult to make friends with the
shorter-lived races. Some eves don’t want to bother getting close to humans when those
friends will die of old age so soon. However, eves who do make friends outside their
race treat their comrades as equals. Friends—and enemies—are never forgotten.

Elves are fascinated by magic and devote time and energy to studying arcane forces.
Even powerful human mages respect and admire eves understanding of magic.

The standard elven subraces are: aguatic, dark, gray, high, and wood. Player character
elves can be the following classes: fighter, mage, cleric, or thief. They dso can take the
fallowing multi-class combinations: fighter/mage, fighter/thief, fighter/magefthief, or
mege/thief.

Player swho choose elves for their character s have 45 character pointsto spend
on racial abilities. These points can be spent to customize an ef from the generd skill
list below, or they can be used to purchase a subrace’ s skill package. Only 5 points can be
retained for use later in the character creation process.

Aquatic Elves

Character point cost: 40

Aquatic dves, dso caled seaeves, live in oceans, lagoons, inlets, bays, and other bodies
of st water. They patrol the shalows and depths and rule from their courts of living
cord. Though not often seen, when they are encountered it is common to find dolphins

among them.



Agquatic eves serve to keep the evil inhabitants of the depths in check. Sahuagin are
particularly hated foes, as are sharks that are large enough to threaten seafolk.

Skin colors vary from slver-green to pae blue. Hair is usudly green or blue-green,
matching the kelp beds where most sea elves make their homes. Their coloring helps
conced the eves from their naturd predators. Aquatic eves have gill ditslike fish, and
they process the air they need out of the water. Unlike most fish, aquatic dves can live
for some time out of weter.

Aquatic elves can move about on land for a number of days equd to their Fitness
scores. However, the longer they spend out of water, the weaker they become. For every
two days spent out of the water, aquatic elves suffer a—1 pendty to dl ability scores, and
to proficiency checks and attack and damage rolls. If any ability or subability score
reaches zero, the df dies. Weakened elves recover within two turns when they return to
sdt water. Elves who enter fresh water do not recover, but the process of dehydration
hdts. Aquatic elves can Say in fresh water indefinitely. However, if an aguatic df leaves
fresh water, the dehydration process starts again.

Mogt aquatic elves are chaotic good, but player characters can be any alignment.

L anguages. Aquatic eves begin play with knowledge of their own tongue, kuo-toa,
sahuagin, dolphin. merman, and undersea. common.

Aquatic Elves Special Abilities

Confer Water Breathing Stedlth
Resstance Trident Bonus
Secret doors

Aquatic EIf Racial Penalties

Aquatic eves can be out of water only for anumber of days equd to their Fitness
scores. They cannot gain the even attack bonus for bows, as such weapons are
ineffective underweter.

Dark Elves

Character point cost: 45

The dark eves, dso known as drow, live underground. Nearly al of them are evil, and
they have used their cunning to become masters of much of the Underdark. Most
inteligent creatures shun them. In many ways, dark eves are the twisted, corrupt
versons of their above-ground relatives.

Drow have jet black skin, the better to hide their movements underground. And they
tend to be shorter than other eves. The only other physicd difference drow exhibit is
their eyes, which glow aferd red—evidence, perhaps, of the hatred that burnsin their
hearts and minds.

Very few dark eves are of good dignment, and these are usudly player characters.

L anguages: Dark eves begin play with: drow, df, gray dwarf, illithid,
undercommon, kuo-toa, bugbear, and orcish.

Dark Elves Special Abilities
Infravison, 120 Spell abilities
Resistance Stedth



Secret doors

Dark EIf Racial Penalties

Dark eves suffer a—1 pendty on dl rolls when exposed to bright sunlight or
continua light spells. Lesser light sources do not bother them. All other eves hate dark
elves, reaulting in aninitid reaction roll pendty of —2.

Gray Elves

Character point cost: 45

Gray dves are consdered the most noble and reclusive of evenkind, devoting timeto
improving their minds. Also known as the faerie, this race has withdrawn from the world
around them, stepping forth only to combat greet evils. To some—even other elves—this
retiring nature makes gray elves seem doof and uncaring. Indeed, the fagrie can be
haughty, disdaining contact with their cousins and considering themsdves to be the
highest, purest, most noble form of €.

Tdl and dender, gray eves have amber or violet eyes and Slver or pale golden hair.
They prefer to dressin white, slver, or golden ydlow with cloaks of dark tones such as
deep blue or purple.

Most gray eves are chaotic good, though player characters can be any aignment.

Languages. Gray dves begin with 9x languages of their choice. The languages are
subject to the DM’ s gpproval.

Gray Elves Special Abilities

Bow bonus Secret doors
Infravison, 60' Stedth
Resistance Sword bonus
Reason bonus

Gray EIf Racial Penalties

Dueto their reclusve and often haughty ways, gray df characters suffer a—1 reaction
roll pendty when dedling with other eves, and a—2 penaty when encountering other
races.

High Elves
Character point cost: 40
The most common type of ef, these are a so the most open, friendly, and cooperative.
High elves set the physicd standards for eves, being about 5' tall and weighing about
110 pounds. High elves are the palest of al eves, with a skin tone resembling the color
of fine cream. High dves usudly have blond hair and blue eyes or darker hair, ranging
from sandy brown to jet black, with intensdy green eyes. High elveslike to wear pastel
shades. When out on a hunt or adventuring in the forest, high evestypicaly cover
themsdlvesin acloak of forest green in the spring and summer and one of tan or russet in
the autumn.

Mogt high elves are chaotic good, though as player characters they can be any
dignment.

L anguages. High eves begin with high df, common, df, gnome, hafling, goblin,



hobgoblin, orc, and gnall.

High Elves Special Abilities

Bow bonus Secret doors
Infravison, 60' Stedlth
Resstance Sword bonus

High Elf Racial Penalties

Because high elves are so friendly and open, they often take things—induding
illusons—at face vaue. High dves attempting to dishelieve something which is actualy
an illuson suffer a—2 pendty to the attempt.

Sylvan (Wood) Elves

Character point cost: 40

Sylvan elves, or wood elves as they aso are known, descended from the same stock as
other elves. However, they prefer to live amore primitive lifestyle, more in touch with
their roots in the primeva forests they have made their homes. They are geared toward
smple survival, and they concentrate on their environment rather than on philosophical
debates and the study of magic. Sylvan dves enjoy the beauty of asinging bird, the
patterns of an intricate spider web, and their own practice of tattooing. They are the most
temperamental and emationd elves.

Sylvan dves are more muscular than other dves, and their complexions are darker.
They have ydlow to coppery-red hair and brown eyes, though some rare cases of hazel or
blue eyes are known. Any sylvan df born with hazel or blue eyesis consdered a good
omen for the tribe, believed to be destined for persond greainess. Sylvan elves normdly
dressin browns and greens, the better to blend in with the forest.

Unlike mogt of their brethren, sylvan dves tend toward neutral dignments, though
player characters can be of any dignment.

L anguages. Sylvan eves begin with their own diaect, in addition to f, centaur,
pixie, dryad, treant, and brownie. Sylvan dvesrardy learn the common tongue, as they
wishto have aslittle to do with the outside world as possible.

Sylvan Elves Special Abilities

Bow bonus Secret doors
Infravison, 60' Stedth
Resistance Spear bonus

Sylvan EIf Racial Penalties

On rare occasions when a sylvan €f leaves hisforest (most often as a player
character), the df’ s discomfort is vishle. Anyone encountering asylvan df outade his
home suffersa—1 reaction roll pendty, asthe df is uneasy around strangers.

Elven Abilities A character with |eftover character points may select additiond racia
abilities after taking one of the standard subrace packages. Or, if the player wishesto
creete his own customized even character, he can pick and choose from the list of elven
abilities listed below. Ahilities cost 5 to 15 character points; refer to the descriptions



below.

Aim bonus (10): +1 to the Aim subability score. This negates the requirement that
Dexterity subabilities must be within 4 points of each other. They can be within 5.
Balance bonus (10): +1 to the character’ s Balance subability score. This negates the
requirement that Dexterity subabilities must be within 4 points of each other. They

can be within 5.

Bow bonus (5): +1 on attacks with long or short bows.

Cold resistance (5): +1 bonus on saving throws vs. cold- and ice-based attacks, as
the ef’ sbody isless susceptible to extreme temperatures.

Companion (10): The ef gains the companionship of a cooshee or an elven cat. See
the Anima Master kit for more specifics on companion animas.

Confer water breathing (10): Once aday, the ef can confer the ability to breathe
water upon ancther individua or creature. This ability lasts one hour for every leve

of the df conferring the ability. For example, a 6th level aguatic df thief could confer
water breathing on another for Sx hours.

Dagger bonus (5): +1 attack roll bonus with daggers.

Heat resistance (5): +1 bonus on saving throws vs. hest- and fire-based attacks, as
the df’ s body isless susceptible to extreme temperatures.

Infravision (10): 60 infravison range.

Javelin bonus (5): +1 attack roll bonus when using ajavdin.

Lesssleep (5): Thedf requires only four hours worth of deep to be rested. Thisis
especidly valuable to spdlcasters.

Magic identification (10): A 5% chance per experience level of identifying the
generd purpose and function of any magicd item, reflecting their interest in the

arcane. Thisis as per the bard ability—see The Player’ s Handbook for more
information.

Reason bonus (10): +1 to the Reason subability, due to gray elves devotion to
developing their intellects.

Resistance (10): 90 percent resistant to deep and charm-related spells.

Secret doors (5): because of their acute senses, elves are quick to spot concealed
doors and hidden entranceways. Merely passing within 10" of a concealed door alows
an df aone-in-9x chance (a1 on 1d6) to naticeit. If actively searching, an df’s
chances improve to atwo-in-six chance (1 or 2 on 1d6) to find secret doors, and a
three-in-six (1, 2, or 3 on 1d6) to notice a concealed door.

Speak with plants (10): Once aday, the ef can use the speak with plants ability, asa
priest of the same levd.

Spear bonus (5): +1 attack roll bonus when using a spear.

Spell Abilities (15): Once aday the éf can cast faerie fire, dancing lights, and
darkness as a priest or wizard of the same level. When the character reaches 4th levd,
he can add, levitate, detect magic, and know alignment.

Stealth (10): When the df isdone and is not wearing meta armor, he gains a bonus
to surprise opponents. The opponent suffers a—4 pendty, a—2 if the elf hasto open a
door.

Sword bonus (5): +1 on attack rolls using a short sword or along sword.



Trident bonus (5): +1 on attack rolls when using atrident.

Gnomes Digtantly related to dwarves, gnomes are smalle—averaging 3-31_2' tall and
weighing about 70 pounds. Gnomes have deep tan or brown skin and white hair. The
mogt distinguishing feature are their noses, in which they take great pride. For some
reason, dl gnomes have very large noses—compared to the rest of their facia features.

The average life span for agnomeis 350 years. Gnomes tend to live in hilly meadows
and rocky woodlands. Their smal sze makes them wary of larger races, though gnomes
are not hodtile unless the larger folk are evil.

Gnomes are much less dour than their dwarven rdaives, with dy and lively senses of
humor. Many people—mosily gnomes—say that gnomes have elevated practica jokesto
an at form. Gnomes dso love living things and findy wrought items of al types. But
most especidly they love gems and jewdry and are consdered by many to be the best
gem cutters and jewelersin existence.

Gnomes have some difficulty using enchanted items. All magical items used by a
gnome—that are not specialy suited to his class—have a 20% chance (on 1d100 roll) to
mafunction. A check for mafunction is made every time the character attemptsto use
the item, and a mafunction affects only the current atempt. If the check is passed, the
item performs until it isturned off, put away, or its duraion expires. Mafunction checks
apply to magical wands, rods, staves, rings, amulets, potions, horns, jewels, and dl other
items except weapons, shields, armor, gauntlets, illusionit trgppings, girdles, and—if the
gnome is a thie—items that mimic thieving abilities. Mafunction checks do not gpply to
gnome priests using clericd magicd items.

Also like dwarves, if agnome possesses a cursed item that mafunctions, he will
recognize the nature of the item and can safely dispose of it.

The standard gnomish subraces are deep, rock, and forest gnomes. Gnome characters
can choose from the following classes: fighter, thief, dleric, or illusonist. Gnomes dso
can be multi-dassed, mixing any two—»but not more—of the above classes.

Player swho choose gnomesfor their characters have 45 character pointsto
spend on racial abilities. These points can be spent to customize a gnome from the
generd kill list below, or they can be used to purchase a subrace’ s skill package. Only 5
points can be retained for use later in the character creation process.

Deep Gnomes

Character point cost: 45

Most surface dwellers consider degp gnomes, or svirfneblin asthey cdl themsealves, to be
the gnomish equivaents of gray dwarves and dark eves—evil counterparts of their
above-ground cousins. Thisis untrue. Degp gnomes are no more or less evil than their
surface-dwelling cousins, and their notorious reputation is aresult of ignorance and
mistaken association.

Deep gnomes tend to be smdler than other gnomes, but their wiry frames are just as
strong. They dso prefer to wear cool tones that reflect their stony underground habitats.
Most maes are bald, while females tend to have stringy gray hair.

The mgority of degp gnomes are neutral with good tendencies, but player characters
can be of any dignment.

L anguages. Degp gnomes begin with the following languages. svirfneblin, gnome,



common, undercommon, dark ef, kuo-toa, and the bizarre language of earth dementals.

Deep Gnomes Special Abilities

Dart bonus Mining detection abilities
Freeze Saving throw bonus
Infravision, 120 Stedlth

Melee combat bonus*

* Svirfneblin only gain defengve adjusments; they have no attack roll bonuses versus
particular enemies.

Deep Gnome Racial Penalties
Due to their unfortunate reputation, deep gnomes suffer a—2 reaction roll penaty
when initidly encountering individuals of other races.

Forest Gnomes

Character point cost: 45

Forest gnomes are less common than rock gnomes. They fill an important niche in the
ecology of the woodlands, caring for smal plants and animals that other races sometimes
overlook. Unlike other gnomes, forest gnomes prefer to make their homes above ground
insmdl log cabinsor in large, hollow trees.

The smalest of gnomes, they average only 212 in height. They share the physique
of rock gnomes—though their noses are not quite as large. Forest gnomes wear their hair
and beards long, and the color runs from brown to black in their youth, fading to gray or
white with age. Their skin tends toward a greenish cadt to tan, rather like some tree barks,
and their eyes are blue or brown.

Although most forest gnomes are neutra good, player characters can clam any
dignment.

L anguages. Forest gnomes speak their own diaect, gnome, treant, dryad, brownie,
satyr, and pixie.

Forest Gnomes Special Abilities

Animd friendship Melee combat bonuses*
Forest movement Saving throw bonus
Hide

* Forest gnomes may apply their defensve adjustment when fighting any man-sized or
larger creatures, their racia enemies are orcs, lizard men, troglodytes, or any creature
which they have directly observed damaging woodlands.

Forest Gnome Racial Penalties
Forest gnomes cannot have infravision.

Rock Gnomes
Character point cost: 40
Rock gnomes are the most common gnomes, and they can be encountered in avariety of



climates and environments. The most noticesble feature of the rock gnomeis his nose.
All gnomes have large noses, but rock gnomes sport the biggest noses of al. Rock
gnomes love gems, especidly diamonds bigger than their noses,

Rock gnomes stand about 31 _2' tall and weigh about 70 pounds. Eye color is
predominatdly blue, athough green or brown are seen occasiondly. Their hair isusudly
white or pae gray.

Rock gnomes are typically neutral good, but player characters can choose any
dignment.

L anguages: Rock gnome player characters start with: common, dwarf, gnome,
hafling, goblin, kobold, and the smple languages of burrowing mammas—moles,
badgers, etc.

Rock Gnomes' Special Abilities
Infravison, 60 Mining detection abilities
Melee combat bonuses Saving throw bonus

Rock Gnome Racial Penalties
None.

Gnome Abilities A character with leftover character points may sdect additiond
racid abilities after taking one of the standard subrace packages. Or, if the player wishes
to create his own customized gnome character, he can pick and choose from the list of
gnome abilities listed below. Abilities cost either 5 or 10 character points; refer to the
descriptions below.

Animal friendship (10): Once aday agnome gains an animal friendship spdl
ability, asthe priest spdll, with respect to burrowing animals.

Melee Combat bonus (10): +1 bonus on their attack rolls vs. kobolds and goblins—
the gnomes' traditiond rivals for space and resources. Also, gnolls, bugbears, ogres,
half-ogres, ogre magi, trolls, giants, and titans suffer a—4 penaty on their attack rolls
VS. gnomes.

Dagger bonus (5): +1 to attack rolls with daggers.

Dart bonus (5): +1 to attack rolls with darts, their preferred missile weapon.
Defensive bonus (5): +1 to Armor Class when in their native underground
environmen.

Engineering bonus (5): If the gnome has the engineering proficiency, he gainsa +2
bonus to the proficiency score.

Forest movement (10): The &bility to pass without trace through their native
woodland as the druidic ability.

Freeze (10): the ability to “freeze’ in place in thair underground environment. This
gives them a 60% chance not to be noticed by passersby.

Hide (10): the ability to hide in woods with a chance equd to athief of the same
leve’s hide in shadows dhility.

Infravision (10): 60 infravison range.

Mining Detection Abilities (10): A character with this kill isfamiliar with mining,
tunneling and stonework. By concentrating for one round the character can:



Determine the approximate depth underground, 1-4 on 1d6.

Determine gpproximate direction underground, 1-3 on 1d6.

Detect any grade or dope in the passage they are passing through, 1-5 on 1d6.

Detect unsafe walls, ceilings, or floors, 1-7 on 1d10.
Short sword bonus (5): +1 to attack rolls with short swords.
Saving Throw Bonus (5): like dwarves, gnomes are resistant to most magic. This
grants them abonus to al saving throws vs. magica wands, Saves, rods, and spells.
This bonus is determined by the character’ s Health sub-ability score. For every 3 1/2
points of Congtitution/Hedlth, the gnome receives a+1 bonus. These bonuses are
summarized on the chart below.

Score Bonus

4-6 +1
7-10 +2
11-13 +3
14-17 +4
18-20 +5

Potion identification (5): A gnome with this ability has a percentage chance equa to
his Wisdom score of identifying a potion by appearance and scent.

Reason bonus (10): +1 bonus to the Reason subability.

Sling bonus (5): +1 bonus “to hit” when usng ading.

Stealth (10): If the gnomeisnot in meta armor, a—4 pendty is applied to opponent’s
aurpriserollsif the gnomeis at least 90 feet ahead of a party of characters without

this ability, or accompanied only by characters with equivadent sedth skills. The
gnomeis aso difficult to surprise himself and receives a+2 bonus to his own surprise
rolls.

Halfling Most halflings are about 3 tall and weigh 60 to 70 pounds. They are generaly
plump, with round, broad, and often florid faces. They have curly hair aop their heads
and on the tops of their typicaly bare feet. The average life expectancy of ahdfling is
150 years.

Haflings are asturdy and industrious people, generdly quiet and peaceful. They
enjoy dl the creature comforts, and while not overly ambitious, they are friendly and
open. Their homes are wdll-furnished burrows, and most of their work is done out in the
sunshine. Halflings get dong with the others races, including humans, and they can be
found in practicaly any cvilization.

The standard halfling subraces are; hairfoot, stout, and tallfellow. Halfling characters
can be of the following classes: deric, fighter, or thief. The race s multi-class options are
limited to fighter/thief.

Player swho choose halflingsfor their characters have 35 character pointsto
spend on racial abilities. These points can be spent to customize a hdfling from the
generd kill list below, or they can be used to purchase a subrace' s skill package. Only 5
points can be retained for use later in the character creation process.

Hairfoot Halflings



Character point cost: 30
The most common hdfling, hairfoots prefer rurd settings. They are apractica people,
and there are many bakers, millers, farmers, and innkeepersin their society. Averaging 3
tal, hairfoots are stockier than their cousins. Their complexions run from pae peach to
ruddy to dark brown, and their eyes are usualy black or dark brown. Their hair can be
blond, brown, red, black, and shades in between—though with few exceptionsit is
aways curly. Harfoots are digtinguished from other haflings by their lack of facid hair.
Mogt hairfoots are lawful good, though player characters can be of any dignment.
L anguages. Hairfoots can begin with any four hafling, human, or f didects

Hairfoots Special Abilities
Attack bonus Stedth
Saving throw bonuses

Hairfoot Racial Penalties
None.

Stout HAflings
Character point cost: 35
Stouts are not as common as hairfoots, and they tend to be stockier. Asaresult, they dso
tend to be stronger. Stouts usudly live gpart from human societies, choosing ingtead to
live near dwarves. There may be some dwarven blood somewhere in the souts' ancient
past.
Ruddy in complexion, stouts vividly blush when pleased or embarrassed. Their hair
tendsto be light, and their eyes usudly are blue, gray, or green. They favor practicd,
sturdy clothes, such as well-cured leather. They are the most industrious of dl hdflings,
and are even comfortable around bodies of water and boats.

Mogt stouts are lawful good, though players can choose any dignment for their
characters.

L anguages. Stouts can begin with any sx hdfling, human, or dwarven didects

Stout Racial Abilities

Attack bonus Saving throw bonuses
Infravison, 60 Stedlth

Mining detection abilities

Stout Racial Penalties
Stouts suffer a—1 pendty on reaction rolls from eves because of the haflings
friendship with dwarves.

Tdlfdlow Haflings
Character point cost: 35
These hdflings are the tallest and dimmest of their kind, averaging alittle over 4 tal.
Their favorite locae is temperate woodlands. As such, they often live nearer to evesthan
humans

They usudly wear their hair long, sometimes covered with smdl caps. And they tend



to wear clothes of greens and tans to help them blend into the woods. Tallfelows are the
best carpenters, and they often live in spacious above-ground wooden houses. When they
need to trave, talfellows prefer riding smal poniesto walking.

Mog talfellows are lawful good, but player characters can be of any dignment.

L anguages: Tdlfelows begin with the following languages: common, hdfling, df,
gnome, centaur and dryad.

Tallfellow Racial Abilities

Attack bonus Secret Doors
Hide Stedth
Saving throw bonuses

Tallfellow Racial Penalties
Tdlfelows suffer a—2 reaction roll pendty vs. dwarves, due to the haflings
friendship with elves.

A character with leftover character points may select additiond racid abilities after

taking one of the standard subrace packages. Or, if the player wishesto create hisown
customized hafling character, he can pick and choose from the list of hdfling abilities
listed below. Abilities cost ether 5 or 10 character points; refer to the descriptions below.

Aim bonus (10): +1 to the hafling’s Aim subability score.

Attack bonus (5): +1 attack bonus with hurled weapons and dings.

Balance bonus (10): +1 to the Baance subability. This dlows the character to have
up to adifference of 5 in the Dexterity subability scores.

Detect evil (5): Haflings are very perceptive. Once aday ahdfling with this ability
can detect evil in cregtures or individuals. This ability does not function onitems or
locations.

Detect secret doors (5): The hdfling can detect secret and conceded doors, as an df
Hide (10): the ability to hide in woods with a chance equd to athief of the same
levd’s hide in shadows ahility.

Health bonus (10): +1 to the hafling’'s Hedlth subakility score.

Infravison (5): Infravison with a30' range, which indicates some stout blood in the
character’ s lineage.

Mining Detection Abilities (5): A character with this skill is familiar with mining,
tunnding and stonework. By concentrating for one round the character can:

Determine gpproximate direction underground, 1-3 on 1d6.

Detect any grade or dope in the passage they are passing through, 1-3 on 1d4.
Reaction bonus (5): +1 to reaction rolls due to other races acceptance of halflings.
Saving Throw Bonuses (10): Haflings have a high resstance to magica spells and
poison. This naturdl block grants hafling characters abonusto al saving throws vs.
magica wands, aves, rods, and spells, and gpplies vs. any poisonous or toxic
substances. This bonusis determined by the character’ s Congtitution/Hedlth score.
For every 3 1/2 points of Hedlth, the character receives a+1 bonus. These bonuses are
summarized below. Haflings—unlike dwarves and gnomes—are not hindered when
usng magicd items.



Score Bonus

46 +1
7-10 +2
11-13 +3
14-17 +4
1820 +5

Stealth (10): Like eves, hdflings gain a bonus to surprise opponents, but only if the
hafling is not wearing metdl armor. The hafling can move so quietly that opponents
suffer a—4 pendty to their surpriseralls. If the hafling must open a door or move
aside some other obstruction, this pendlty is reduced to —2.

Taunt (5): Once aday the hafling can taunt someone, as per the 1<t level wizard
spdl.

Haf-Elves Hdf-dves are the offspring of human and df parents. They average 5 1/2
tall and weigh about 150 pounds. They possess dements of both parents' heritages, and
can be the following classes: cleric, druid, fighter, ranger, mage, speciaist wizard, thief,
or bard. Multi-class combinations are: cleric (or druid)/fighter, cleric (or
druid)/fighter/mage, cleric/ranger, cleric (or druid)/mage, fighter/mage, fighter/thief,
fighter/mage/thief, and mage/thief.

Haf-eves can be any dignment.

Haf-elves comprise a single subrace (see below).

Player swho choose half-elvesfor their charactershave 25 character pointsto
spend on racial abilities. These points can be spent to customize a hdf-df from the
generd sKill list below, or they can be used to purchase the subrace’ s skill package. Only
5 points can be retained for use later in the character creation process.

Half-Elf Standard Racial Abilities (20)
Infravison, 60 Resigstance
Languages* Secret Doors

* Common, ef, gnome, hdfling, goblin, hobgoblin, orc, and gnall

If the player wishesto create his own customized haf-elf character, he can pick and
choose from the lit of haf-ef abilities listed below. Abilities cost either 5 or 10
character points; refer to the descriptions below.

Bow bonus (5): +1 to attack rolls with any bows other than crosshows.

Cold resistance (5): +1 bonus on saving throws vs. cold- and ice-based attacks, as
the df’ s body isless susceptible to extreme temperatures.

Detect secret doors (5): because of their acute senses, haf-elves are quick to spot
conceded doors and hidden entranceways. Merdly passing within 10' of a concealed
door dlows an df aone-in-six chance (a1 on 1d6) to notice it. If actively searching,
an df’s chancesimprove to atwo-in-six chance (1 or 2 on 1d6) to find secret doors,
and athree-in-six (1, 2, or 3 on 1d6) to notice a concealed door.



Health bonus (10): +1 bonusto the character’ s Hedlth subability score; the score can
be up to 5 points higher than the character’ s Fitness score.

Heat resistance (5): +1 bonus on saving throws vs. heat- and fire-based attacks, as
the ef’ sbody isless susceptible to extreme temperatures.

Infravision (10): Infravison with arange of 60.

Lesssleep (5): Thehdf-éf requires only four hours worth of deep to be rested. This
is especidly vauable to spellcagters.

Resistance (5): 30% resistance to deep and charm spells.

Stealth (10): When the hdf-ef isaone and is not wearing metd armor, he gainsa
bonus to surprise opponents. The opponent suffers a—4 penalty, a—2 if he hasto open
adoor.

Sword bonus (5): +1 to attacks with long swords or short swords.

Haf-Orc Another example of ahybrid, half-orcs are products of human and orc
parents. Of aheight smilar to haf-eves, haf-orcs usudly resemble their human parent
enough to pass for ahuman in public. Their skin ranges from peach to dlive to deep tan,
and their hair can be blond, red, brown, black, gray, and shades in between. Half-orcs can
be members of the following classes: fighter, cleric, or thief. They can be multi-classed in
any two classes, but not three. Half-orcs can be of any dignment.

Playerswho choose half-orcsfor their charactershave 15 character pointsto
spend on racial abilities. These points can be spent to customize a half-orc from the
generd skill list below, or they can be used to purchase the subrace’ s skill package. Only
5 points can be retained for use later in the character creation process.

Half-Orc Standard
Racial Abilities (10)
Infravison, 60'
Languages®

* Common, orc, dwarf, goblin, hobgaoblin, and ogre.

Half-orc Penalties
In human socities, haf-orcs suffer a—2 reaction roll pendlty.

If the player wishesto create his own customized haf-orc character, he can pick and
choose from the list of orc ahilities listed below. Abilities cost either 5 or 10 character
points; refer to the descriptions below.

Active sense of smell (5): The character's sense of samdll is sengtive enough to give a
+1 bonusto surpriseralls.

Acutetaste (5): The character’s sense of taste is S0 sendtive he gains a+2 bonusto
saving throws vs. imbibed poisons.

Attack bonus (5): +1 attack bonus with one wegpon of the player’s choice.

Damage bonus (5): +1 damage bonus with one weapon of the player’s choice.
Fitness bonus (10): +1 bonus to the character’ s Fitness subability score, due to his
hardy heritage. The character’ s Fitness score may be up to 5 points higher than his



Hedth subability score.

Infravision (10): Infravison with a60' range.

Mining Detection Abilities (5): A character with this skill is familiar with mining,

tunneling and stonework. By concentrating for one round the character can:
Detect any grade or dope in the passage they are passing through, 1 on 1d4.
Detect new congtruction in stonework., 1-2 on 1d6.

Stamina bonus (10): +.1 bonus to the character’ s Stamina subability score. The

character’s Stamina score may be up to 5 points higher than his Muscle subability

score.

Haf-Ogre This hybrid comes from ogre and human parents. They average 7-8' tall,
have ruddy complexions, dark hair, and dark eyes. They look like huge humans.
Half-ogres can be fighters or clerics, and they cannot be multi-classed. Half-ogres can be
any dignment.

Player swho choose half-ogresfor their charactershave 15 character pointsto
spend on racial abilities. These points can be spent to customize a haf-ogre from the
genera skill list below, or they can be used to purchase the subrace’ s skill package. Only
5 points can be retained for use later in the character creation process.

Half-Ogre Standard Racial Abilities (10)
Languages*
Tough Hide

* Common, ogre, orc, troll, sone giant, and gnoall.

Half-ogre Penalties
Haf-ogres qudify as Large creatures and suffer more damage from many wegpons.
Also, certain smaller races enjoy combat bonuses againgt haf-ogres.

If the player wishesto create his own customized haf-ogre character, he can pick and
choose from the list of haf-ogre abilities listed below. Abilities cost elther 5 or 10
character points; refer to the descriptions below.

Attack bonus (5): +1 attack bonus with one melee wegpon.

Damage bonus (5): +1 to damage rolls with one melee weapon

Fitness bonus (10): +1 bonus to the character’ s Fitness subability score, dueto his
hardy heritage. The character’ s Fitness score may be up to 5 points higher than his
Hesdlth subability score.

Hit point bonus (10): One additiond hit point whenever new hit points (for
advancing to anew level) arerolled.

Infravison (5): Infravison with a30' range.

Muscle bonus (10): +1 bonus to the character’s Muscle subability score, due to his
great Sze. The character' s Muscle score may be up to 5 points higher than his
Stamina subability score.

Poison resistance (5): +1 to saving throws versus poison.

Tough hide (5): Haf-ogres have anaturd Armor Class of 8. If the character wears



armor that would improve his AC to better than 8, this ability has no effect. If the
character wears armor that gives him an AC of 8 or worse, he may add a +1 bonusto
his Armor Class.

Humans Humans can advance without limit in dl character dlasses. Thisis a standard
human ability and costs no character points. Humansreceive 10 character points.
These can be spent on various wegpon or honweapon proficiencies or saved for use
during the game. In addition, humans can spend the points to choose from the following
abilities.

Attack bonus (5): +1 to attack with any wegpon of the human’s choice.

Balance bonus (10): +1 bonusto the character’ s Balance subability score. The
character’ s Bdance score may be up to 5 points higher than his Aim subability score.
Experience bonus (10): +5% experience point bonus. Thisis cumulativeif the
human meets the class requirements to gain a 10% experience point bonus.

Health bonus (10): +1 bonus to the character’ s Hedlth subability score. The
character’s Hedlth score may be up to 5 points higher than his Fitness subability
score.

Hit point bonus (10): One additiond hit point whenever new hit points (for
advancing to anew level) arerolled.

Secret doors (10): A human with atrace of dven blood may have the ability to oot
conceded doors and hidden entranceways. Merdly passing within 10" of a concealed
door alows the character aone-in-sx chance (a1 on 1d6) to noticeit. If actively
searching, the character’ s chances improve to a two-in-six chance (1 or 2 on 1d6) to
find secret doors, and athree-in-six (1, 2, or 3 on 1d6) to notice a concealed door.
Tough hide (10): A few rare human characters have anatural Armor Classof 8. If
the character wears armor that would improve his AC to better than 8, this ability has
no effect. If the character wears armor that gives him an AC of 8 or worse, he may
add a+1 bonusto his Armor Class.

Other Races At the DM’ s option, players may choose amost any manner of being asa
player character. For example, the Dark Sun® campaign dlows players to run half-giant
characters, dwarf/human crossbreeds, or feral halflings—al with ability scoresranging
from 5to 20 instead of 3 to 18. If aplayer has a specific character race from an unusua
campaign world that he wishes to use, DMs can smply skip the sdlection of Racid
Abilities and take the character race with dl its benefits and hindrances exactly asiit
appears. Generaly, players may not customize these unusud races, and they receive zero
character points for selecting a non-standard race.

For the DM’ s convenience, ashort list of common humanoid and monstrous character
races is provided on page 42, with standard abilities and hindrances. These creatures
appear in The Complete Book of Humanoids and The Monstrous Manual ™, and more
detailed descriptions of thelr lifestyles and societies can be found in those books. A
player can choose one of these races for his character if the DM agrees, but the character
gains no additiond character pointsin this step.

The races described hereinclude: aarakocra, daghi, bugbear, bullywug, centaur,
flind, giff, githzera, gnall, goblin, hobgoblin, kobold, lizard man, minotaur, mongreman,



ogre, orc, satyr, swanmay, thri-kreen, and wemic.

Ability Score Requirements

Jugt like demihumans, characters must qualify for these optiond races by meeting
certain ability score criteria. The ability score adjustments noted are gpplied after a
character has met the required scores. Some of these adjustments can elevate a humanoid
or monstrous character to ability scores of 19 or 20, or reduce a characteristic to 2.

Race Str Dex Con Int Wis Cha
Aarakocra 4/17 7/17 6/17 3/18 3/17 3/18
Alaghi 10/17 3/17 12/18 5/18 3/16 3/16
Bugbear 7/17 8/17 8/18 4/17 3/18 4/15
Bullywug 6/18 4/18 6/18 4/15 3/16 4/15
Centaur 11/18 5/18 10/17 3/16 3/17 3/18
Hind 7/17 6/18 6/18 3/16 3/16 4/17
Giff 14/18 3/15 10/18 3/15 3/16 3/17
Githzerai 3/18 3/18 3/18 3/18 3/18 3/18
Gnall 5/17 5/18 5/18 4/15 3/16 4/15
Goblin 5/16 4/17 5/16 3/18 3/18 4/13
Hobgoblin 6/18 6/18 5/18 3/18 3/18 4/15
Kobold 4/17 4/18 5/16 3/17 3/18 3/14

Lizadman  8/18 3/18 6/18 3/17 3/18 3/16
Minotaur 10/18 5/14 10/18 5/14 5/18 5/18
Mongrdman 6/17 6/18 8/18 4/18 3/18 3/9

Ogre 14/18 3/8  12/18 4/10 3/9  4/10
Orc 5/17 3/17 8/18 3/16 3/16 5/14
Satyr 6/18 8/18 6/17 4/18 3/18 3/17

Swanmay 13/18 12/17 14/18 9/18 13/17 9/18
Thri-kreen 8/18 12/18 5/18 5/18 5/18 3/15
Wemic 10/17 7/18 11/18 3/18 3/18 3/18

Racial Ability Score Adjustments
After sdlecting arace, modify the character’ s ability scores as shown below.

Race Adjustments
Aarakocra  +1 Dexterity,-1 Strength, —1 Congtitution
Alaghi +2 Strength, —2 Intelligence

Bugbear +1 Strength,-1 Intdligence, —1 Charisma
Bullywug +1 Dexterity,- 1 Intelligence, —1 Charisma

Centaur +1 Condtitution, +1 Wisdom, —2 Dexterity
Hind +1 Strength, —1 Charisma

Giff +2 Strength, —1 Dexterity, —1 Intelligence

Githzera None

Gnall +1 Strength, —1 Intdligence, —1 Charisma

Goblin —1 Strength, —1 Charisma

Hobgoblin —1 Charisma



Kobold —1 Strength, —1 Condtitution

Lizard man None

Minotaur +2 Strength, +2 Condtitution, —2 Wisdom, —2 Charisma
Mongrdman -1 Inteligence, —1 Charisma, +1 one other score

Ogre +2 Strength, +2 Congtitution, —2 Intelligence, —2 Charisma
Orc +1 Strength, —2 Charisma
Satyr +1 Dexterity, +1 Condtitution, —1 Intelligence, —1 Charisma

Swanmay +1 Dexterity, +1 Wisdom

Thri-kreen +1 Dexterity, +1 Wisdom, —1 Intelligence, —1 Charisma

Wemic +1 Strength, —1 Dexterity

Humanoid and M onstr ous Char acter
Level Limitsby Class

Race Fighter Ranger
Aarakocra 11 -
Alaghi 12 -
Bugbear 12 -
Bullywug 10 -
Centaur 12 10
Hind 12 -
Giff 11 -
Githzerai 9 -
Gnall 11 -
Goblin 10 -
Hobgoblin 11 -
Kobold 8 -
Lizard man 12 -
Minotaur 12 8
Mongrdman 10 -
Ogre 12 -
Orc 10 -
Satyr 11 7
Swanmay - 14
Thri-kreen 16 12
Waemic 12 -

Abilities and Restrictions

Priest
7

Druid 12
Cleric 8
7

Druid 14
Cleric9
Cleic 8

Cleric9
Cleric9
Cleic9
Cleic9
7
7
Cleric 10
3
Cleric9

Druid 12
12
7

Thief

a. Charge Attack: The creature is capable of making a charge attack, gaining a+2
bonus to attack and inflicting double damage with an impaling wegpon such as a speer,
javelin, or lance. Aarakocra perform a diving attack, centaurs charge like knights, and

bullywugs legp & their enemies.

b. Move Silently: The creature can move slently, as the thief ability, with abase

success of 40%, +5% per level.

c. Hidein natural settings: The cregture can hide in naturd settings, just as athief



can hide in shadows. The base success chance is 35%, plus 5% per leve. If aflat
percentage score appears next to this ability, use this score instead; for example, a satyr's
abilities include c(90%), which means that a satyr has this ability with a 90% success
chance.

d. Infravison: The character possesses infravison (the ability to see in the dark) to a
range of 60 feet.

e. Surprise opponents. When done or with agroup of smilarly stedthy creatures,
the character gains a bonus on his chance to surprise his enemies. Bugbearsinflict a—3
penaty on opponents surprise checks A bullywug using its chameleon power inflictsa—
2 penalty to opponent’ s surprise checks, or a—6 if the bullywug attacks with alegp from a
place of concea ment.

f. Amphibious: The character is a homein either water or ar environments. Combat
pendties for fighting in water do not apply to the character, dthough usng Type Sor B
wegpons underwater is ill very difficult. Bullywugs are true amphibians and can bregthe
water; lizard men are il ar-breeathers, but they can hold their breath for anumber of
rounds equal to 2_3 their Congtitution score before checking for drowning.

0. Leap: The character’s powerful leg muscles enable him to make astounding legps,
bounding up to 30 feet forward or 10 feet into the air. Legping to close with an enemy is
considered a charge attack, and the character suffers double damage if he lands on a spear
or smilar wegpon set againg a charge. Bullywugs gain the specid ability to inflict
double damage with a legp. Note that thri-kreen can actualy legp 50 feet forward or 20
feet inthe ar, but they do not gain this ability until they reach 3rd levd.

h. Detect new construction: The cregture has naturd skills for mining, and can spot
new or unusual congtruction with the percentage score noted. Thisis Smilar to the
dwarven or gnome abilities as described earlier in this chapter.

i. Detect sloping passages: The creature can note subtle grades or dopesin
underground passageways and chambers with the percentage score noted.

J. Detect diding or shifting walls: The creature can detect walls that move or shift
with the percentage score noted.

k. Attacked last: The character comes from arace notorious for its cowardice and
ineffectiveness in combat. Consequently, enemies are likely to dismiss the character asa
negligible threat and concentrate their attacks on other, more impressive, members of the
character’ s party unless the character displays some unusua prowess, powerful magic, or
«ill.

|. Hard to surprise: The mongtrous character’ s keen senses make it very difficult to
surprise him. The character receives a+2 bonusto al surprise checks.

m. Tracking: The character’s sense of smell is so acute that he can track, as per the
tracking proficiency, with a 50% chance of success. Norma modifiersfor old or
confused trails may apply.

n. Spell immunity: Minotaurs have the unique power of immunity to maze spells,
due to their familiarity with labyrinths and other such places.

0. Fearlessness: Minotaurs aso enjoy a+3 saving throw bonus versus fear, including
fear, scare, cause fear, or emotion spells, dragon fear, and smilar effects.

p. Sound mimicry: Mongrelmen have the ability to perfectly imitate any sound they
hear. They cannot create magicd effects such as a harpy’ s song, a sphinx’sroar, or a
shout spdll by imitating these sounds, dthough they can duplicate the non-magicd



aspects of these sounds exactly.

g. Pick pockets: Mongrelmen aso have the ability to pick pockets as the thief ability,
with a success chance of 70% plus 5% per leve.

r. Create magical pipes: Satyrs can create pan pipes that can cast charm, sleep, or
cause fear effectswithin a60 foot radius. To gain this ability, the satyr must invest 4
character pointsin the music/instrument trait when first created, and then devote 2
character points to the Music proficiency at least three times. He can’t spend more than 2
character points per level on the proficiency, so the earliest he can gain this aaility isat
3rd leve. The pipes themselves are easily crafted and have no magicd properties; it' sthe
satyr's unearthly sKill that creates the magica effects.

s. Magic resistance: The character is magic resstant. Giff have aflat 10% magic
resstance, while githzeral have a magic resstance of 5% per level—for example, a
6th-level githzerai has a magic resstance of 30%.

t. Antennae: A thri-kreen’s antennae give it a sengtivity to motion and serveto
lessen darkness-based combat pendties by 1 point while fighting enemies within 15 feet.

u. Paralyzing bite: At 5th leve, athri-kreen gainsthe ability to paralyzeiits prey
with abite. The victim must save versus poison or be paralyzed 2—16 rounds (1-8 rounds
if larger than man-Sized, or only 1 round if Sze H or larger.)

v. Dodge missiles: At 7th leve, athri-kreen gains the ability to dodge thrown or fired
missleswith aroll of 9 or better on a d20.

w. Racial weapons: At 5th levd, athri-kreen automaticaly gains proficiency in the
chatkcha, a crygtdline throwing wedge commonly used by the mantiswarriors. At 7th
level, the character gains proficiency in the gythka, a thri-kreen polearm. Consider these
weapons to be equal to ajavelin and ahill-guisarme respectively for damage, range
modifiers, etc—but note that the chatkcha returnsto its thrower if it missesits target.

X. Swan form: Swanmays may polymor ph themsdvesinto a swan form at will.
Whilein swan form, they can only be struck by +1 or better weapons, can fly at the listed
rate, and have amagic resstance of 2% per level. A swanmay’ s equipment and
belongings remain behind when she transforms. The swanmay requires ameagica token
(acloak, ring, or amilar item) to perform her transformation, and if shelosesit she can
no longer transform until she getsit back.

Pendties

y. Claustrophobia: Aarakocra are extremely claustrophobic and are uncomfortable
indoors or underground. An aarakocra character suffers a—3 pendty to attack rallsin
such settings.

z. Size: A number of mongirous characters enjoy the mixed blessngs of being aSize
Large (L) creature. While this permits them to wield large wegponsin asingle hand, or
even use huge wegpons with both hands, it aso means thet they suffer damage aslarge
crestures.

aa. Dehydration: A character with thisredriction is vulnerable to dehydration if he
spends too much time out of the water. The character must wet his entire body (a water
skin full will do) three times per day, or lose 2 points of Congtitution per missed bath. If
the character’ s Condtitution falls to O, he dies of dehydration.

bb. Light: Many humanoids are accustomed to darkness, and they find bright light to



be disorienting and painful. A character with this weskness suffers a—1 penalty to attacks
in daylight or within the radius of continual light spells.

cc. Racial enmity: Some humanoids are the natural enemies of common demihuman
races, who have evolved specid fighting techniques to combat them. Dwarves gain a+1
bonus to attack rolls againgt orcs, goblins, and hobgoblins, gnomes gain a+1 bonus to
attack rolls againgt kobolds and goblins. In addition, ogres suffer a—4 pendty to hit
dwarves, and ogres, bugbears, and gnolls suffer a—4 pendty to hit gnomes.

dd. Hideous appear ance: Mongrelmen are so warped in appearance that they have
an effective Charisma of 1 (a—7 penalty) for purposes of Reaction Checks.

ee. Eadlly distracted: Satyrs are very susceptible to distraction. Encountering a
femae of 15 or higher Charisma causes the satyr to forget everything except the idea of
wooing the woman for 1-6 full turns, or even moreif sheisat dl friendly. Even abitter
enemy can fascinate the satyr if she makes any effort a al, and in dl circumstances
satyrs have to succeed in asaving throw versus spells to conscioudy harm a beautiful
woman—or ignore her. A bottle of strong drink can have the same effect.

ff. Inhuman form: Some monstrous characters are restricted from wearing armor or
some magica items by their body form. For example, thri-kreen and aaghi cannot wear
armor; centaurs, wemics, or bullywugs can’t wear magica boots or magica armor dueto
their unusual shapes, and so on. In aquestionable case, the DM should decide if a
character can use a piece of equipment or not using his best judgment of the Stuation.

The Races

Aarakocra

Aarakocraare arace of intdligent bird-men who live among the highest mountain
peaks. The average aarakocra stands about five feet tal, with awingspan of nearly 20
feet. An aarakocra sfeet are powerful talons that can be used to grasp and manipulate
objects, and it dso has smal wing-hands about halfway aong the leading edge of each
wing. Like al true avians, aarakocra have hollow bones, and most weigh no more than 80
or 90 pounds. The aarakocras voices are not well-suited for common, and they punctuate
their speech with caws, screeches, and whistles.

Aarakocraare srong and swift fliers, and they can make a specia diving attack with a
drop of 200 feet or more. They receive no pendtiesfor aerid missile fire. Aarakocra
avoid grappling or combat on the ground, but their talons and beak serve as formidable
weapons in apinch. As arace, aarakocra are extremely claustrophobic, and didike being
indoors or underground.

Alaghi

Digant cousins of the yeti, daghi are foret-dweling humanoids with barrd chedts,
short legs, and long, powerful arms. Their necks are thick and short, and their heads tend
to be broad and flat with wide jaws. Alaghi are covered from toe to crown in long, thick
har ranging in hue from charcod gray to reddish brown. Alaghi stand well over six feet
tall and weigh more than 300 pounds.

Mot daghi live as semi-nomeadic hunter-gatherers. They tend to be shy and peaceful



creatures, with adriving sense of curiosity. Alaghi love riddles and games of Strategy,
especidly agood game of chess. Alaghi tend to hoot and hiss when they spesk, and thelr
fearsome size and power can often frighten people who are not used to them.

Bugbear

Bugbears are the largest variety of goblinkind, standing about seven feet tal with
muscular frames. They have light yelow to light brown hides, with thick coarse hair and
bestid eyes. Their ears are large and prominent, and their mouths are full of sharp fangs.
Bugbears are true carnivores, with keen sight and hearing, and they can move with
amazing sedth when they try.

Most bugbears live by plundering and ambush, taking daves and egting anything they
kill. A player character bugbear is an extremey unusud representative of his specieswho
must struggle to control a vicious temperament and naturd inclination to bully those
weaker than himsdlf. Even the most honorable bugbears can be fatdly mided by
avariciousness and hunger for power.

Bullywug

Bullywugs are bipeda frog-like amphibians inhabiting swamps, marshes, and other
dank locations. They are covered with smooth, mottled green hide, with huge frog-like
faces and bulging eyes. Bullywugs are sirong swimmers and comfortable in water or out
of it, but they are vulnerable to dehydration once they leave their native svamps.

A player character bullywug is actudly amember of an advanced variety of this
gpecies, snce most bullywugs are savages and marauders of the worst sort. Common
bullywugs are scarcely able to wield a stone spear or club, but advanced bullywugs are
able to wear armor and use most human wegpons with little trouble.

Centaur

These powerful and noble creatures have the torso and upper body of a human and
the lower body of a horse. They are a strong and proud race, easly offended and
impulsive. Centaurs can make use of any human wegpon, but they’ re especidly fond of
oaken clubs, longbows, and medium lances, the latter of which they can widd inthe
same fashion as a human rider on a medium warhorse.

Centaur society is generaly pastord and peaceful, but they can be fierce warriors
when the need arises. Like many woodland crestures, they have a great respect for
nature' s balance, and try not to disturb the world they live in. Centaurs are on good terms
with elves, gnomes, and hdflings, but they are suspicious of humans and dwarves.

Flind

Flinds are warlike humanoids with many of the worst traits of hyenas and smilar
scavengers. They are covered with mangy brown or reddishbrown fur, with bestid
muzzles and long, muscular limbs. Hinds are closaly rdated to gnalls, but are stronger,
smarter, and more fierce than their cousins. Gnolls look upon flinds as leaders, heroes,
and champions.

Unlike the chaotic pack-like society of most gnolls, flind society tends to be
organized and less savage. Flinds are quick to resort to violence, just like gnolls, but
unlike their lesser cousins they’ re much more likely to consder the consequences and



riksfirg, and then carefully plan their attack.

Giff

The giff are arace of hulking, powerfully-muscled mercenaries that resemble bipeda
hippopotami. Ther legs are cylindrica and stocky, with a heavy torso and clumsy but
gtrong thick-fingered hands. Their faces are very hippopotamus-like, with smal eyes and
ears, and their skulls are exceedingly dense and strong. Giff are not known as towering
intellectuds, but they are immensdy strong and loyd to their employers.

The life of soldiering has become the only occupation in giff society, and bands of
giff hire out their servicesto al causes. Therefore, agiff consdersit hisonly purposein
life to keep himsdlf fit, strong, and ready for action. They are fascinated by wegpons (the
more complicated, the better) and the trappings of military life, such asregimenta
higtories, parades, and other forms of spit and polish.

Githzeral

Native to the chaotic plane of Limbo, the githzeral are amonastic race of travelers
and traders who can be found in dmog dl the infinite planes. Githzeral appear human,
but they tend to be thin and gaunt, with drawn faces and sharp features. They favor plain
clothing and conservative tones.

Githzeral society is extremey chaotic, but it is not without its own laws and mores.
Anindividud githzerai isusudly strongly loya to hisrace, evenif heis completdy out
of contact with hisfellows. It isnot unusud for agithzera to spend yearsat atimeina
sngle plane, wandering and adventuring.

Gnoll

Gnalls are hyena-like humanoids with mangy yellow or brown fur, drooling muzzles
full of long, sharp teeth, and gaunt but powerful frames. They give theimpresson of
garving scavengers, with the dispostion to match, and they are among the most chaotic
and faithless of dl humanoids. Gnalls have a hard time seeing past the moment, and
patience is avirtue unheard of in gnall society.

Player character gnolls must work hard to overcome the strong (and generdly
wedll-judtified) prgudices they will encounter in the world outside their band. Their short
tempers and begtid habits are not much help in digpelling these bdliefs. Despite these
distagteful qudities, gnolls can be brave and fierce fighters and va uable companions—
provided they’re not given too many tests of honor, honesty, or loyalty.

Goblin

Goblins are smdl humanoids standing about four feet tal, with long arms, bandy
legs, and harsh mannerisms. A goblin’sfaceis broad and flat, with awide fang-filled
mouth, pointed ears, and an dlive or dull yellow coloration. Goblins are generdly
cowardly, opportunigtic, and untrustworthy.

Goblin society isfarly savage, and each tribe has an exact pecking order. Moving up
thisladder by pulling down those above them isthe typical dream of most goblins, and
cooperation with others of their kind is dways hafhearted. Typicdly, a goblin will et
others do hiswork or fighting for him any time he can, and then strike from ambush only
after he' s sure his enemies have been weakened to the point where they can't threaten



him. Or, if the wrong side is winning the fight, a goblin isn’'t above reevauaing his
dlegiancesin the middle of a baitle.

Hobgoblin

Hobgoblins are stocky humanoids with hairy hides of dark red to gray, and they stand
about sx and ahdf feet tal. They have ydlow eyes and sharp yellow teeth, and favor
dressing in brightly colored outfits. Hobgoblins wage a perpetud war with dl other
intelligent creatures, epecidly the other humanoid races. And they are proud of their
datus as the pariahs of the humanoid cultures. They fed that they are only weakened by
aliances or treaties with other cregtures.

Hobgoblin society is built around war, with military organization, and they seek out
conflict wherever they can find it. Unlike the giff, who bdievein the “rules’ of warfare,
hobgoblins seek to terrify and antagonize their enemies a dl times. A player character
hobgoblinisarare individua indeed, snce association with “weeklings’ and “inferiors’
is taken as a sign of weskness and decadence in hobgoblin society.

Kobold

The smalest and weakest race of goblinkind is the race of kobolds. A kobold stands
about three feet in height, with ascay hide of dark brown to rusty black, and glowing red
eyesin avagudy dog-like face. Kobolds tend to be cowards and whiners, but are quick to
turn on their enemies when they find themselves with an advantage of numbers or
position. Due to their lack of physica prowess, kobolds specidize in dirty tricks,
digtractions, and traps, using these to incapacitate or distract larger foes.

Kobolds strive to be taken serioudy by larger races, and often try to make up for their
shortcomings with ferocity and tenacity. Kobold PCs are unusua examples of the race,
but even the most pleasant kobolds are still meanspirited and spiteful from time to time.

Lizard man

A lizard man is areptilian humanoid standing between six and seven feet tdl. They
weigh between 200 and 250 pounds, and their hides are covered with tough scales of dark
green to brown. Lizard men have long, dangerous claws and thick, powerful tals up to
four feet in length. They are exceptional swvimmers and can hold their bresth twice as
long as mogt other air-breathing creatures, but they are dow and somewhat clumsy on
land.

Generdly, lizard men are dim savages who have not even mastered the use of the
most basic tools and weapons, but PC lizard men are members of amore advanced
variety that is cgpable of usng wegpons and armor. Despite this, lizard men are
barbarians by any definition of the word, and human society and behavior is baffling to
them. Unlike some other barbarians, lizard men are likdly to react to this with violence
ingeed of curiogity.

Minotaur

These are not the minotaurs of the Dragonlance® game setting, but instead standard
minotaurs as described in the Monstrous Manud. Mogt are cursed humans, or the
offsoring of minotaurs and humans. Minotaurs are powerfully built and tower more than
seven fedt in height, with the head of a bull and the body of a human mae. Minotaurs



revere physica srength above dl dse, and they bdieve that the strong should naturally
rule the weak. Minotaurs view surrender as an admission of weakness, and are likdly to
fight to the death regardless of the circumstances.

Many minotaurs are brutd savages, but they are not dways mindless killers. They are
ruthless, harsh, and stubborn, but they can be surprisingly intelligent and introspective.

Mongrelman

Mongrelmen combine the worst festures of many species, including humans, orcs,
gnalls, ogres, bugbears, and more questionable heritages. No two look dike, but all
gppear to be poorly congtructed combinations of various humanoid races, with misshapen
limbs of different shapes and proportions. Without exception, mongrelmen are hideoudy
ugly, and most are ashamed of their gppearance and go to greet lengths to conced their
bodies from others.

Mongrelmen are often endaved by evil societies, and ostracized even by good ones.
Without a place in the world, they have developed great patience and a surprising degree
of human kindness and compassion within their misshapen forms. They tend to avoid
bloodshed when they can, staying in the shadows and living by petty theft and

scavenging.

Ogre

Ogres are gresat brutes standing more than nine feet tal, with thick torsos, heavy
limbs, stringy hair, and warty hides. They are usudly ill-tempered beings who enjoy
violence for its own sake, indulging in al manner of cruety to entertain themsdves.
Ogres are extremey strong and hardy, but their lack of menta prowess is the stuff of
legend.

Ogreslive by raiding and scavenging, taking what they want from those too wesk to
defend themselves. A player character ogre israre in the extreme—the intelligence and
character necessary to rise beyond the petty crudties and gppetites of their kind just isn't

found in many ogres.

Orc

Orcs resemble primitive humans, with gray-green skin and coarse hair. They stoop
dightly, have low, jutting foreheads, snouts, canine teeth, and short pointed ears. They
stand between five and a hdf and six feet tdl, and often have powerful, socky builds.
Orcs are aggressive hunters and raiders who constantly seek to expand their territory at
the expense of their neighbors.

Orcs respect kill in battle, and from time to time an orc champion approaches human
standards of bravery and honor in battle. A player character orc is one of these heroes.
Even the best orcs are quick to take offense and are somewhat bloodthirsty.

Satyr

The hdf-human, haf-goat satyrs are arace of pleasure-loving beings, Likethe sylvan
locations they dwdll in, satyrs are personifications of nature, embodiments of dl that is
wild and carefree. Satyrs have the head, torso, and arms of ahuman, with the hind legs of
agoat. Two sharp black hornsjut through the coarse, curly hair on top of the head. They
love to spend their days and nights in sport, and they never miss an opportunity to chase



after wood nymphs or other comely creatures.

Satyrs are an inoffensve race—they just want to have fun. And when one takes up
the life of an adventurer, he' s usualy looking for entertainment. They don’t understand
seriousness or violence, and while they can fight with the best, they’ re more likely to
view abattle as just another kind of contest or game. Satyrs are very impulsive, and are
generdly unreliable companions despite their good intentions.

Swanmay

Swanmays are human femaes who are gifted with the magica power to transform
themsdves into swans. In human form, they are indigtinguishable from other people,
athough they' re frequently women of striking looks and grace. In swan form, they are
great white birds of extraordinary beauty. All swanmays carry a magica token of some
kind—aring, cloak, or belt, for instance—that alows them to change shape.

Swanmays belong to a specid ssterhood of druids and rangers, living in communa
lodges in hidden forests. Their homes are ways near slent lakes or marshes. They
oppose poachers, raiders, and others who disturb the natura order of the land, and they
act asfriends and protectors of the forest folk. Many swanmays give up routine
adventuring to guard their homes againgt the forces of evil, but afew—player character
swvanmays—wander the land to fight evil wherever they find it.

Thri-kreen

The thri-kreen are arace of large, intdlligent insects often referred to as mantis
warriors. They roam the deserts and savannas, existing as nomadic hunters. Mature
thri-kreen are roughly seven feet tdl at the shoulder, with six limbs and a tough,
sandy-colored exoskeleton. They have black compound eyes, short antennae, and a
complicated jaw structure. The thri-kreen's uppermost four limbs are equipped with
opposable claws that can grasp tools or weapons, or serve as weapons themselves. The
thri-kreen language is made up of dicks and grindings, and they have difficulty learning
the common tongue.

Thri-kreen are organized into hunting packs, and they constantly roam their territory.
It'sunusud for athri-kreen to leave its pack-mates and travel done, and even more
unusua for one to take up with others not of itskind. A PC thri-kreen has probably lost
itstrue family in some disaster or another, and accepts its companions as a substitute
family.

Wemic

Wemics are part human and part lion, combining the two as centaurs combine human
and horse. The wemic's leonine body has a human torso where the lion’s neck and head
would be. The leonine body is covered with dusky golden fur, with awhite underbely,
while the human haf tends toward atawny skin tone and adight catlike cast to the face
and eyes. Wemics are aorigina nomads who live through hunting—they use fire and
craft wegpons and tools, but rarely build any kind of permanent dwelling. Wemics
believe that everything in the world is aliving thing, from the skies to the sun or earth,
and they are very superdtitious.

Wemics are playful and curious as cubs, and asmall number never grow out of this
stage. Wemic adventurers are most often characters of this sort, dthough other wemics



may choose to trade with humans or sell their services as guides, and come into contact
with aplayer character party in that fashion.

Racia Abilities and Restrictions

Naturdly, each of the unique races described in this section have their own specid
powers, benefits, and hindrances. When a player selects a character, he must accept the
sandard abilities and restrictions of that race—there are no optiona variations or
abilities, such as those described for dwarves, eves, or the other slandard demihuman
races. The racid abilities are summed up on the chart below.

Race AC hp MV Natural Attacks Characteristics
Aarakocra 7 +0 6, Fl 36(C)  1d3/1d3/1d3 ay,ff
(talons, beak)
Alaghi 4 +9 12 2d6 (fist) b, c, ff, z
Bugbear 10 +3 9 — dez
Bullywug 6 +0 6, Sw 15 — a c(75%), e f, g, aa
Centaur 5 +4 18 1d6/1d6 (hooves) a z ff
Hind 10 +2 12 — c
Giff 6 +4 6 2d6 (head buitt) S (10%), z
Githzera 10 +0 12 — ds
Gnall 10 +2 12 — cc
Goblin 10 +0 6 — d, h (25%), bb, cc
Hobgoblin 10 +0 9 — d, h(40%), i1(40%),
1(40%),cc
Kobold 10 +0 6 — d, k, bb, cc
Lizadman 5 +0 6, Sw 12 1d3/1d3/1d6 f,aa
(cdlaws, tal)
Minotaur 6 +6 12 2d6 (head buitt) d,l,mn, o,z
Mongrdman 5 +0 9 — ¢ (80%), p, g, dd
Ogre 5 +4 9 — z
Orc 10 +0 12 — d, h(35%), i1(25%),
bb, cc
Sayr 5 +0 18 2d4 (head butt) c (90%), d, I, r, ee
Swanmay 7 +0 15 H 19(D) — X
Thri-kreen 5 +0 18 1d4 (x4), 2-5 o tuv,w,ff
(claws, bite)
Waemic 6 +5 12 1d4/1d4 (claws) g (50), z, ff

AC isthe creature s naturd Armor Class. If the creature wears armor that is superior to
its naturd defenses, it may use the better value asits AC. If the creature wears armor that
isinferior to its naturd AC, its AC improves by only 1 place. For example, alizard man
(ACY5) inleather armor (AC 8) isactudly AC 4, Snce the leather armor provides asmal
measure of extra protection. However, alizard man in plate mail (AC 3) isAC 3.

HP isthe creature s bonus hit points at first level. After the character determines his hit
points normally for his dlass and level, he may add this number to his hit point totdl.



MYV isthe cresture s norma movement rate while unencumbered. Several monstrous
character races dlow flying or swvimming as dternative means of movement.

Natural attacks describe any natura attacks the character can make without any
weapons. Generdly, acharacter must choose to either use his natural attacks or fight with
awegpon in around, but there are three exceptions: centaurs and wemics can attack with
awegpon and use their naturd attacks at the same time, and thri-kreen can attack with a
weapon and use ther bite at the same time.

Chapter 4.
Character Classes

The next step in creating a Player’s Option hero is choosing a vocation. There are four
basic types of charactersin the AD&D game: warriors, wizards, priests, and rogues.

Each character receives a number of pointsto spend on class abilities. That means priests of the same
faith no longer are carbon copies of each other. Warriors can have widely varying skills. Characters are
limited only by their players’ imaginations.

Character points are used to purchase skills, and the number of points available vary
with classes.

Character classes share common terminology. Three of the most-used terms are:

Experience points—the measure of a character’ slearning. They are awarded by the
DM after each adventure in response to a character’ s actions and accomplishments. When
acharacter gains enough experience points, he advances alevel and his abilitiesimprove.

L evel—refersto the stage of the character’ s development in his class. A beginning
character isfirst level. When the character earns enough experience points, he advances
to second, then third, and so on. Different classes advance at different rates.

Primerequiste—isthe term that refers to the ability score most important to a
particular class. For example, Strength is the prime requisite for fighters. A character
needs to meet dl ability score and prime requisite requirements to become a member of a
certain class. Some classes have more than one prime requisite. Any character with a
prime requisite score of 16 or greater receives an extra 10% bonus to experience point

awards.

Warriors Warriors make their way in the world by the strength of their muscles and the
swiftness of their swords. Warrior classes include the fighter, paladin, and ranger. Using
the Player’ s Option system, al members of the warrior group:

Have the ability to select any wegpon and wear any type of armor available in the
campaign.

Rall d10sto determine their hit points from 1<t to 9th level. Theredfter, they gain
three hit points per levd.

Are prevented from using certain magicd items.

Can become proficient in “shield,” which grants them an Armor Class bonus. See the



proficiencies section for more details.

At higher levels make additional melee attacks in acombat round. The chart below

details this progression.

Table 18: Warrior Melee Attacks By L evel

L evel Attacks/Round
1-6 1/round

7-12 3/2 rounds

13+ 2/round

Use the table below to determine the rate at which they advancein levels,

Table 19: Warrior Experience Levels

Paladin/ Hit dice
L evel Fighter Ranger (d10)
1 0 0 1
2 2,000 2,250 2
3 4,000 4,500 3
4 8,000 9,000 4
5 16,000 18,000 5
6 32,000 36,000 6
7 64,000 75,000 7
8 125,000 150,000 8
9 250,000 300,000 9
10 500,000 600,000 9+3
11 750,000 900,000 9+6
12 1,000,000 1,200,000 9+9
13 1,250,000 1,500,000 9+12
14 1,500,000 1,800,000 9+15
15 1,750,000 2,100,000 9+18
16 2,000,000 2,400,000 9+21
17 2,250,000 2,700,000 9+24
18 2,500,000 3,000,000 9+27
19 2,750,000 3,300,000 9+30
20 3,000,000 3,600,000 9+33
Fighter
Ability Requirements: Strength 9
Prime Requisite: Strength
Allowed Races: All

Fighters are experts with wegpons, and they are often masters of tactics and strategy.
Perseus, Hercules, Hiawatha, Beowulf, and Sinbad are fighters of legend. Hannibd,
Alexander the Great, Charlemagne, and Spartacus are red-world warriors,

The principd attribute of afighter is Strength, as he needs to heft and use his



weapons and carry the weight of his armor for long periods. Good scores in Dexterity and
Condtitution also are desirable. Fighters can be of any dignment.

Building a Fighter
with Character Points

Fighters have 15 character points to spend on abilities. Each of the abilities below
cost 5 to 10 character points. Any unspent points can be used to acquire nonwegpon
proficiencies or saved for use during the game. A standard fighter spends his character
points to acquire the ahilities of weapon specidization and gaining followers.

1d12 for hit points (10): Ingtead of rolling a 10-9ded die to determine initid hit
points and how many new hit points the fighter receives a each level, a12-9ded diceis
rolled instead.

Building (5): The knowledge to congtruct heavy war machines, siege engines, and
Sege towers.

Defense bonus (10): +2 bonusto Armor Class if unarmored and unencumbered.

Follower s (5/10): By purchasing this kill, afighter can gain followers as described
in the Player’ s Handbook if he establishes a stronghold and is at least 9th level. If thisis
purchased as a 10-point ability, the fighter can aitract followers whenever he establishes a
stronghold, regardiess of level. Refer to the warrior section of the Player’ s Handbook for
more details on followers.

Increased movement (5): A fighter' s base movement score is 15 rather than 12.

L eader ship (5): The ability to lead large numbers of troopsinto bettle. The fighter is
able to take charge of up to 100 soldiers per level. He knows how to use messengers and
ggnds, isfamiliar with military terminology, and understands the mechanics of moving a
large number of men.

Magic resistance (10): Gain a 2% Magic Resistance for each leved. For example, a
oth levd fighter would have an 18% Magic Resstance score.

Move silently (10): A fighter with this ability has a chance to move slently likea
thief. This chanceis equd to his Dexterity score plus hislevd. For example, an 8th leve
fighter with a 17 Dexterity score has a 24% chance to move slently. The fighter cannot
wear armor above studded leather. Look to the thief table for pendties for additiona
armor.

Multiple specialization (10): Thisability can be taken in place of the 5-point ability
to specidize in asingle weagpon. A fighter with this ability can specidize in as many
wesgpons as he desires. The character point cost must be met for each individud
Specidization.

Poison resistance (5): Fighterswith poison resstance gain a+1 bonusto dl saving
throws versus poison.

Spell resistance (5): Fighterswith spell resstance gain a+1 bonusto dl saving
throws versus spdls.

Supervisor (5): The authority to supervise the construction of defensive works such
as ditches, pits, fidds of stakes, and hastily built wooden and stone barricades. With time
permitting, the fighter aso can supervise the building of semi-permanent fortifications.

War machines (5): The knowledge to operate heavy war machines and Sege engines



such as ballistae, catapults, rams, bores, and siege towers.

Weapon specialization (5): Thisfighter has the ability to specidize in aparticular
wegpon. The character point cost for acquiring the specidization must dso be met (see
page 118).

Optional Restrictions
A fighter can gain bonus character points to spend on the above abilities by accepting a

voluntary regtriction on his normal abilities. The restrictions with their point vaues
follow:

Limited armor (5/10/15): A fighter with thisregtriction is limited in his selection of
armor. If the character is redtricted to chain mail or lighter armor, this redtriction gives
him 5 CPs; if heislimited to studded lesther or lighter armor, he gains 10 CPs; and if he
cannot wear any armor a dl, this redtriction is worth 15 CPs. (The character can dways
useashidd)

Limited weapon selection (5): A fighter with this redtriction is limited in his choice
of weapons. He can choose to gain proficiency only in meee wegpons (no missle
weapons allowed); he can choose to learn only cleric weapons (bludgeoning wegpons); or
he can choose to learn only thief weapons (club, dagger, dart, hand crossbow, knife,
lasso, short bow, ding, broadsword, long sword, short sword, and staff).

Limited magical item use (5+): A fighter with this restriction distrusts magic and
refuses to use certain categories of magical items. For each category that is barred to him,
he gains 5 CPs. The categories are: potions, oils, and scralls; rings, rods, staves, and
wands, and miscellaneous magica items, wegpons, and a'mor.

Pdadin

Ability Requirements: Strength 12
Condtitution 9
Wisdom 13
Charisma 17

Prime Requisite: Strength, Charisma

Allowed Races: Human

The padadin is anoble and heroic warrior—aften literdly the knight in shining
armor—a symbol of al that isright, good, and just in the world. Examples of paadins
include Sir Lancelot, Sir Gawain, Sir Galahad of King Arthur’s Round Table, and Roland
and the 12 Peers of Charlemagne. For more on these men, see Charlemagne’ s Paladins
Higtoricad Reference book for the AD& D game. Such awarrior has high idedsto
maintain at al times.

Only humans can become paadins. A paadin must be lavful good in dignment. Any
pal adin who changes dignment loses dl his specid powers. Thisloss might be temporary
or permanent, depending on the circumstances. A paadin who conscioudy commits a
chaotic act must find alawful good cleric of at least 7th level, confess the act, and seek
penance. If a paadin knowingly commits an evil act, the character’ s satus as apaadin is
forever logt. If such an act is committed by the paadin under duress (enchanted or



controlled by magic), the loss of atus remainsin effect until the paadin completes a
magor quest for the cause of good. The paadin gains no experience points for this quest,
but if successfully completed, he regains the status and powers of his paadinhood. All
paadins have the following redtrictions.

Cannot possess more than 10 magica items. Further, these items must not exceed one
set of armor, one shield, four weapons (magica arrows and bolts don’t count), and
four other objects.

Can never retain wedlth. He can kegp enough treasure to support himself, pay his
henchmen, and so on, but al excess monies must be donated to worthy causes. Other
characters do not qualify as worthy causes. In addition, 10% of al treasure garnered
must be given to alawful good rdigious inditution of the paladin’s choice.

Cannot attract a body of followers. However, he can hire soldiers and specidists—so
long as those individuals are lawful good.

Will not abide the company of those he knowsto be evil. Those of other dignments
will betolerated as long as they behave themselves.

Pdadins receive 60 character points with which to purchase class ahilities. Each of
the abilities below cost 5 to 10 character points. Any unspent points can be used to
acquire nonweapon proficiencies or saved for use during the game. A standard paadin
spends his character pointsto acquire the abilities of circle of power 5, curative 10,
detection 5, faithful mount 5, hedling 5, hedth 5, protection from evil 5, saving throw
bonus 10, and turn undead 10.

Circle of power (5): If the paladin has aholy sword, he can project acircle of power
10 in diameter. Thiscircle disods hostile magic at aleve equd to the experience levd of
the paladin

Curative (10): Cure diseases of al types once aweek for every five experience
levels. For example, a 10th level paadin can use his cure disease ability two timesa
week. (This ability isineffective againgt lycanthropy.)

Detection (5): Detect evil mongters or crestures up to 60" away by concentrating. A
paladin can do this as often as he wishes, but each use takes one round.

Faithful mount (5): The pdadin can summon a pecid steed at 4th leved. This
faithful steed might not be a horse—it may be any creature the DM deems appropriate.
This steed is bonded to the paladin. However, this steed does not smply appear when
cdled. The paadin likely must find his mount in a memorable way, such as on a quest.

Healing (5): The &bility to hed himsdf or ancther by the laying on of hands once a
day. The padadin can restore two hit points per his experience leve.

Health (5): Immunity to al forms of disease. (Pdadins are not immuneto
lycanthropy and mummy rot.)

Poison resistance (10): The character gainsa+1 bonusto dl saving throws versus
poison.

Priest spells (10): The Player’s Handbook states thet a 9th level a pdadin can cast
priest spdlls from the following spheres: combet, divination, healing, and protection.
However, by purchasing this ability, paadins can cast spells beginning at 4th level.
Pdadins do not gain extra spdls for paossessng high Intuition scores, nor can they cast



spellsfrom cleric or druid scrolls. The spdll progression chart for paadins appears below.

Table 20: Paladin Spell Progression

Paladin  Cagting Spell level

L evel Level 1 2 3 4
4 1 1 — — —
5 1 1 — — —
6 2 2 — — —
7 2 2 1 — —
8 3 2 1 — —
9 3 2 2 — —
10 4 2 2 1 —
11 4 2 2 2 —
12 5 3 2 2 —
13 5 3 2 2 —
14 6 3 2 2 1
15 7 3 3 2 1
16 8 3 3 3 1
17 o* 3 3 3 1
18 o* 3 3 3 2
19 9* 3 3 3 3
20 o* 4 3 3 3

*  Maximum leve of spdl ability

Protection from evil (5): The pdadin has anaturd aurawith a 10 radius. Within this
aura, summoned or evil crestures suffer a—1 pendty to al attack rolls. Creatures affected
by this auraknow the paadin to be the source of their discomfort.

Resist charm (10): Pdadinswith this ability gain a+2 bonus to saving throws versus
charm:like spdlls and ahilities.

Saving Throw Bonus (10): Pdadins with this ability gain a+2 bonusto dl saving
throws.

Turn undead (10): When the paladin atains 3rd level he can turn undead. This
ability functions asif the paladin were a deric two levels lower. For example, a6th leve
paladin would turn undead as a 4th leve cleric. See the Player’s Handbook for
information on turning undead.

Weapon specialization (10): This paadin can specidize in a particular wegpon. The
character point cost must be met in addition.

Optional Redtrictions

A paadin can gain bonus character points to spend on the above abilities by accepting
voluntary regtrictions on his warrior ghilities. The redirictions are the same as those listed
for Fighters.

Ranger



Ability Requirements: Strength 13
Dexterity 13
Condtitution 14
Wisdom 14

Prime Requisite: Strength, Dexterity,
Wisdom

Allowed Races: Humen, df, haf-df

Theranger is a hunter and awoodsman who lives in the wilderness. Robin Hood,
Orion, and Jack the Giant Killer al are examples of rangers. Rangers must be of one of
these dignments. lawful good, neutra good, or chaotic good. They must abide by the
following redrictions:

Mugt retain his good dignment. If he intentionaly commits an evil act, he loses dll

his ranger abilities and becomes afighter of the same level. His ranger status never
can be regained. If aranger commits evil under duress or because he has no choice,
he cannot gain experience points until he has deansed himsdf. This may entall
correcting the wrongs done by his evil act, avenging himself on those who forced him
to the act, etc. The DM should determine the appropriate actions.

Can retain only what treasure he and his mount can carry. All other treasure must be
donated to aworthy cause.

Ranger characters receive 60 character points to purchase class abilities. Each of the
abilities below costs 5 to 10 character points. Any unspent points can be used to acquire
nonwegpon proficiencies or saved for use during the game. A standard ranger spends his
character points to acquire the abilities of empathy with animals, followers, hidein
shadows, move silently, priest spells, specia enemy, two-wegpon style, and tracking
proficiency.

Table21: Rangers Spell-Casting Abilities
Ranger Cagting Spell level
Level Level 2 3
8 -

9

10
11
12
13
14
15
16
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* Maximum spell ability

Table 22: Ranger Abilities By level
Ranger’s Hidein Move
L evel Shadows**  Silently



1 10% 15%
2 15% 21%
3 20% 27%
4 25% 33%
5 31% 40%
6 37% 47%
7 43% 55%
8 49% 62%
9 56% 70%
10 63% 78%
11 70% 86%
12 77% 94%
13 85% 99%*
14 93% 99%*
15 99%* 99%*

*  Maximum percentile score
**  Als0 used to determine the character’ s climbing score.

Bow bonus (5): A ranger with this ability gains a +1 attack bonus when using any
type of bow.

Climbing (10): A ranger can climb trees, cliffs, and other naturd formations. The
ranger’s climbing score is equd to his Dexterity/Baance score plus the hide in shadows
percentage (see Table 22) for acharacter of hislevel. Note that aranger does not have to
have the hide in shadows ability to have aclimbing ahility, the two skill Smply use
Smilar numbers.

Detect noise (10): Asthethief ability. Use the ranger’s Intuition score plus his move
dlently percentage to determine his chance for success.

Empathy with animals (10): When dedling with a domestic or non-hostile animd,
the ranger can approach and befriend it automaticaly. The ranger aso can discern the
hedlth and nature of such animas. When approaching wild animals or those trained to
attack, the anima must make a saving throw vs. rodsto resist the ranger’ s friendly
overtures. Thereisa—1 pendty to theroll for every three experience levels of the ranger.
For example, if the approaching ranger is 7th level, the anima’ s saving throw pendty is—
2. If the animdl fails the save, the ranger can adjust the animd’ s reaction by one category.

Find and remove wildernesstraps (10): These trapsinclude pits, snares, etc. A
ranger’ s chance for successis equal to his move slently percentage. See the table farther
below.

Followers (10): At 10th level, the ranger attracts 2d6 followers. Use Table 19 in the
Player’s Handbook to determine what kind of creatures the ranger attracts. The ranger
does not need to build a stronghold or fort.

Hidein Shadows (5): A ranger can hide in shadows, asthe thief ability, in natura
surroundings if he iswearing studded lesther or lighter armor. See Table 22 for the
ranger’ s chance of success. The ranger aso can attempt to use this ability in other
Settings, but his chance of successis haved

Move silently (5): A ranger can move slently, asthe thief ability, in naturd



surroundings if he iswearing studded lesther or lighter armor. See Table 22 for the
ranger’ s chance of success. The ranger dso can attempt to use this ability in other
Settings, but his chance of successis halved.

Pass Without Trace (10): By sdlecting this ability a character creation, aranger
gansthe druid ability to pass without trace once aday.

Priest spells (10): Starting at level eight, aranger can learn priest spells of the plant
and anima spheres. He follows the normd rules for priest spells, though he does not gain
extraspdls for ahigh WisdomvIntuition score. A ranger cannot use clericd scrolls. The
ranger’s spell progression is presented on Table 21.

Sneak attack (10): If aranger successfully moves slently and hidesin shadows, he
can sneak-attack in natural settings, as the thief’ s backstab ability. The ranger strikes and
does backstab damage as athief of the same levd.

Speak with animals (5): Once aday aranger can speak with animals, asthe spell.

Special enemy (10): Rangers focus their efforts on one exceedingly bothersome type
of creature. A ranger must choose his specid enemy before reaching 2nd levd. Sample
enemiesinclude orcs, trolls, bugbears, and lizard men. The DM must gpprove the
player’s choice. From that point on, the ranger gains a +4 bonus to his attack rolls when
encountering that type of creature. The ranger can attempt to hide the enmity he feels for
these creatures, but he suffers a—4 penaty on reaction rolls vs. that type of cregture.
Further, the ranger should seek out such crestures over other foesin combat, unlessthere
IS some greater danger.

Tracking proficiency (5): Theranger gains the tracking proficiency, and the
character’ stracking skill automatically improves by +1 for every three levels. For
example, a 10th level ranger improves his tracking score by +3.

Two-weapon style (5): A ranger can fight with two wegpons and suffer no pendties
to his attacks rolls. No shield can be used when aranger fightsin this manner. If the
ranger wears armor heavier than studded leather, the standard penalties fro two-weapon
fighting goply.

Weapon specialization (10): Thisranger can specidize in aparticular weapon. The
character point cost must be met in addition.

Optional Redtrictions

A ranger can gain bonus character points to spend on the above abilities by accepting
voluntary restrictions on his warrior abilities. The restrictions are the same as those for
Fighters.

Rogues Rogues are scoundrels, living by their wits day to day—often at the expense of
others. Not dl rogues are outright criminas, but many of them possess a shady past

they’ d rather not have made public. Rogues have severd specid abilities, the success of
which is determined by using percentile dice. Refer to the rogue section of the Player’s
Handbook for more information. There are two classes of rogues—thieves and bards.
Both use the following table to dictate their level advancements. All roguesroll 1d6 for
their hit points from 1t through 10th level. After thet, rogues add 2 hit points per level.

Thief



Ability Requirements: Dexterity 9
Prime Requisite: Dexterity
Allowed Races: All

The profession of thief is not a particularly honorable one. However, many famous
folk heroes have been thieves, robbing from the corrupt and wedlthy and giving to the
poor and hungry. The thief can be aromantic figure, even a siwashbuckling one.
Examples are Oliver Twigt, Hanse Shadowspawn, Ali Babba, Aladdin, and Bilbo
Baggins

Thieves are limited in their selection of weaponsto: club, dagger, dart, hand
crosshow, knife, lasso, short bow, ding, broad sword, long sword, short sword, and staff.

Table 23: Rogue Experience Levels

L evel Rogue Hit dice (d6)
1 0 1

2 1,250 2

3 2,500 3

4 5,000 4

5 10,000 5

6 20,000 6

7 40,000 7

8 70,000 8

9 110,000 9

10 160,000 10

11 220,000 10+2
12 440,000 10+4
13 660,000 10+6
14 880,000 10+8
15 1,100,000 10+10
16 1,320,000 10+12
17 1,540,000 10+14
18 1,760,000 10+16
19 1,980,000 10+18
20 2,200,000 10+20

Thieves receive 80 character points to spend on skills from the following list. Skills
cost 5to 15 points. Any unspent points can be used to acquire nonweapon proficiencies
or saved for use during the game. Many of the skills can be improved as thieves advance
levels Thisis explaned after the skill section.

Skills marked with an asterisk (*) can beimproved as athief advancesin level. Refer
to the appropriate table.

Backstab (10): Thievesare practiced in the art of quietly diminating guards and
sentries. If athief srikes atarget from behind with surprise, the thief gains a+4 bonus on
his atack roll, and the blow does additiona damage. Table 24 defines the extra damage:



Table 24. Backstab Damage M ultiplier
Thief’s Level Damage Multiplier

14 X2
58 X3
9-12 x4
13+ x5

Bribe* (5): A thief can bribe an officid with gifts of money or merchandise. Only
one bribe can be attempted per target. If the attempt fails, the DM should make areaction
roll for the target to determine how he counters the bribe.

Climb walls* (5): Thisskill lets thieves climb smooth or vertica surfaces.

Defense bonus (10): +2 bonusto Armor Class when unarmored and unencumbered.

Detect illuson* (10): Thieves can see detect illusons within their line of Sght, up to
90 feet away. They percave theilluson as atranducent image, seeing through it as
though it were alight mist.

Detect magic* (10): Thieves can spot magica radiations within their line of sight, up
to 60 feet away. They can determine the intensty of the magic—dim, faint, moderate,
grong, and overwheming.

Detect noise* (5): Thisisthe ahility to hear sounds others usudly can't.

Escaping bonds* (10): There comesatimein every thief’ s career when his luck runs
out and the he is gpprehended. The ability to escape bonds such as ropes, leather thongs,
manacles, chains, and even sraight jacketsis afeat of contortion and determination. The
thief must roll to bresk every device binding him. If he'stied a the wrigts and at the
ankles, then he must make two successtul rollsto free himsdlf. This skill takesfive
roundsto use. A thief might hurry his efforts, but he suffers a—5% pendty for each round
he triesto shave. Locked items aso require the thief to successfully pick the locks. A
falure on any attempt means that the thief cannot |oose that bond or pick the lock.

Find/removetraps* (10): Many people try to protect their important belongings
from thieves with smal mechanica traps or darms. As aresult, thieves have developed
skillsto find and disarm these traps.

Follower s (5/10): By purchasing thiskill, athief can gain followers as described in
the Player’ s Handbook if he establishes a stronghold and is at least 10th levd. If thisis
purchased as a 10-point ability, the thief can attract followers whenever he establishes a
stronghold, regardless of level. Refer to the thief section of the Player’ s Handbook for
more details on followers.

Hidein shadows* (5): A thief can attempt to disgppear in shadows, bushes, and
crannies. A successful thief will be effectively invisble aslong as heremainsdl but
motionless. Slow, deliberate movements are alowed.

Move silently* (5): Thisisthe ability to move without making noise. The movement
rate of athief attempting thisis reduced to 1/3 his normd rate.

Open locks* (10): A thief can try to pick dl types of locks using skill, tools, finesse,
and luck. If athief failsto open alock, he cannot attempt to open that lock again until
advancing alevd.

Pick pockets* (10): A thief usesthiskill to pilfer smdl items from the pouches,
pockets, belts, deeves, packs, etc. of others. A failed attempt means the thief did not



come away with an item, but it does not indicate the thief was caught in the act. To
determine if athief’ s attempt was noticed, subtract three times the victim’s experience
level from 100. If the thief’ sroll was equd to or higher than this number, the attempt was
noticed. For example, if the thief tried to pick the pocket of a 5th leve fighter and
falled—and the thief’ s roll was 85 or higher—the thief is noticed. (5x3 = 15. 100-15 =
85.)

Read languages* (5): A thief needs every edge he can get, and the ahility to read
languages can help.

Scroll use (5/10): At 10th leve, athief can use magica pell scrolls By purchasing
this skill asa 10-point ability, he has a chance to read scrolls a any leve. If athief fails
to accurately reed the scroll, usualy something detrimental occurs, such as the spell
backfiring. Consult Table 25 for the thief’s chance to read a scrall:

Table 25:; Thief Scroll Use
Thief Leve % Chance

1-2 10%
34 20%
5-6 30%
7 40%
8 50%
9 60%
10 70%
11+ 80%

Thieves cant (5): Thieves use dang terms when referring to their illega operations.
This lets them converse about such dealings in the open without others knowing what
they are talking about.

Tunnding* (10): A thief might need to dig atunnd to get to acache of riches. His
success at tunneling depends on severd factors. The tunnding table below shows the
time required to dig through 10 feet of earth with adequate tools. Every 10 feet, the thief
must make a skill check, failure meaning that the front of the tunnd collapses. It can be
re-dug at the loose earth rate.

Table 26: Tunnéeling

Type of earth Modifier Time
Sand/loose earth -10% 5 hours
Packed earth — 10 hours
Rock +10% 30 hours
Table 27: Thieving Skill Base Scores

Skill Base Chance

Pick Pockets 15%

Open Locks 10%

Find/Remove Traps 5%

Move Slently 10%

Hide in Shadows 5%

Detect Noise 15%



Climb Wadls 60%

Read Languages 0%
Detect magic 5%
Detect illuson 10%
Bribe 5%
Tunnding 15%
Escape bonds 10%

Weapon specialization (15): Thisthief can specidize in aparticular wegpon. The
character point cost for gaining proficiency and specidization in the wegpon must be met
in addition.

Skill points: After athief’ s kills are selected, consult the thieving tables to
determine base scores for certain abilities and how to modify those abilities based on
race, Dexterity, and armor or lack thereof.

Next, allocate 60 additiond discretionary points among the thief’ s “ scored” sKills.
These skillsinclude: pick pockets, open locks, find/remove trgps, move slently, hidein
shadows, detect noise, climb walls, read languages, detect magic, detect illusion, bribe,
tunneling, and escape bonds.

Further, each time athief advancesaleve, heis awarded 30 discretionary pointsto
divide among those ahilities.

Table 28: Thieving Skill Racial Adjustments

Skill Dwarf EIf Gnome Half-elf Half-orc Halfling Human
Pick Pockets — +5% — +10% — +5% —
Open Locks +10% 5% +5% — — +5% —
Find/Remove Traps +15% —  +10% — +5% +5% —
Move Silently — +5% +5% — — +10% —
Hide in Shadows — +10% +5% +5% — +15% —
Detect Noise — +5% +10% — +5% +5% —
Climb Wdls -10% — —15% — — -15% —
Read Languages -5% — — — — -5% —
Detect Magic +5% +10% +5% +5% — +5% —
Detect Illuson +5% —  +10% +5% -5% — —
Bribe -5% +15% +5% +5% +10% — —
Tunneling +10% -10% +5% —5% — +5% —
Escape Bonds — — — — — +10% —

Table 29: Thieving Skill Dexterity Adjustments
Aim, Balance, or Dexterity

Skill 9 10 11 12 13-1516 17 18 19 20 21

Pick Pockets -15% -10% -5% — — — +5% +10% +15% +20% +20%
Open Locks -10% 5% — — —  +5% +10% +15% +20% +20% +25%
Find/Remove Traps —-10% -10% 5% — —_ - - +5% +10% +15% +20%
Move Silently —20% -15% -10% 5% — — +5% +10% +15% +15% +20%
Hidein Shadows -10% 5% — — — —  +5% +10% +15% +20% +25%
Climb Walls -10% 5% — — — — +5% +10% +15% +20% +20%
Tunneling -10% 5% — — —_ - = +5% +10% +15% +20%

Escape Bonds -15% -10% 5% — — —  +5% +10% +15% +20% +25%

22

+25%
+25%
+20%
+20%
+30%
+25%
+30%
+30%



Table 30: Thieving Skill Armor Adjustments

Padded or
Studded
SKill No Armor Elven Chain  Leather
Pick Pockets +5% —20% -30%
Open Locks — —5% -10%
Find/Remove Traps — —5% -10%
Move Silently +10% -10% —20%
Hidein Shadows +5% -10% —20%
Detect Noise — —5% -10%
Climb Walls +10% —20% -30%
Tunndling +10% —5% -10%
Escape bonds +5% —5% —5%
Bad
Ability Requirements: Dexterity 12
Intelligence 13
Charisma 15
Prime Requisite: Dexterity, Charigma
Allowed Races: Humen, haf-df

AD&D game bards are loosely derived from Celtic poets who sang their tribes
histories. Examples include the Pied Piper of Hamelin, Alan-a-Dde, Will Scarlet, and
Homer. A bard should be glib of tongue, light of heart, and fleet of foot.

A bard is ajack-of-dl-trades, but a master of none. He fights as rogue, but he can use
any wegpon. A bard can wear any armor up to, and including, chain mail, but he cannot
useashidd.

All bards are skilled singers, vocdigts, and musicians. A bard character automaticaly
begins play with the proficiencies of Singing and Musicd Instrument, in the instrument
of the player’s choice. The character does not have to expend character points for these
bonus proficiencies, but he may choose to use CPs to increase hisleve of ill by raisng
his proficiency scores or acquiring the appropriate traits (see Chapter Six).

Bards have 70 character points to spend on skills from the following list. Skills costs
5to 15 points. Any unspent points can be used to acquire nonwesgpon proficiencies or
saved for use during the game. Many of the skills can be improved as bards advance
levels Thisis explaned after the skill section.

Table31: Bard Scroll Use

Bard Leve % Chance
1-2 10%
34 20%
56 30%

7 40%



8 50%

9 60%
10 70%
11+ 80%

Table 32: Bard Spell Progression
Bard Spell level
Level 2 3 4 5 6
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Skills marked with an asterisk (*) can be improved as abard advancesin levd.

Alter moods (5): When performing before a non-hostile group, the bard can dter the
group’smood. This can be achieved viaan ingpiring poem, atragic tale, a collection of
jokes, or alively tune. Everyone hearing the bard’ s performance must make asaving
throw vs. parayzation. For every three experience levels the bard possesses apply a—1
modifier to each rall. If the savefalls, the group’s current attitude can be shifted one leve
in the direction chosen by the bard. See the reactions section of the Dungeon Master
Guide for more details.

Animal friendship (10): Once a day, the bard can cast the equivaent of an animal
friendship spdl by snging a soothing song.

Charm resistance (5): Bardswith this ability gain a+1 bonusto al saving throws
versus charmtlike spells and effects.

Climb walls* (5): Thisskill lets bards climb smooth or vertical surfaces.

Counter effects (10): Bards are able to counter the effects of songs and music used
asmagica attacks by performing a counter song. All characterswithin 30 of the bard are
immune to such atacks. For example, the bard’ s adventuring party would be immune to
the effects of a harpy’s song. The bard can perform no actions other than adow walk



while countering magic with hismusic. If heis struck in combat or falsany saving
throw, the effect of his counter song ends. More details of this power can be found in the
Player’ s Handbook.

Detect magic* (10): Bards can spot magicd radiations within their line of sight, up to
60 feet away. They can determine the intengty of the magic—dim, faint, moderate,
srong, and overwhelming.

Detect noise* (5): Thisisthe ahility to hear sounds others usudly can't.

History (10): In histravels, abard learns a great many things. The bard can read and
write his native language and knows his arel slocd history. In addition, abard has a 5%
chance per leve to identify the generd purpose, function, and higtory of any magica item
he comes across. The bard need not touch the item, but he must examine it closdly.

Pick pockets* (10): A bard usesthis kill to pilfer smdl items from the pouches,
pockets, belts, deeves, packs, etc. of others. A failed attempt means the bard did not
come away with an item, but it does not indicate the bard was caught in the act. To
determineif abard' s attempt was noticed, subtract three times the victim' s experience
level from 100. If the bard' sroll was equa to or higher than this number, the attempt was
noticed. For example, if the thief tried to pick the pocket of a 7th level wizard and
faled—and the thief’ sroll was 79 or higher—the thief is noticed. (7x3 = 21. 100-21 =
79.)

Rally friends (5): The bard can inspire his compatriots who are about to enter battle.
If the bard knows the nature of the threet they face, the bard can spend three full rounds
rallying his friends with one of the following effects a+1 bonus on attack rolls, a+1
bonus to saving throws, or a +2 bonus on Morae rolls during the upcoming battle. The
range is 10’ per leve of the bard, and the duration is one round per level of the bard.

Read languages* (5): A bard needs every edge he can get, and the ability to read
languages could put him aheed of his competitors.

Sound resistance (5): Bards gain a+2 bonus to saving throws vs. sound-based
magicd attacks such as: harpy’ s song, dragonne’ s roar, sphinx’ s roar, the shout spell,
yeth hound howl, and Srine song.

Scroll use (5/10): At 10th leve, any bard can use magica spdll scrolls. By
purchasing this skill as a 10-point ability, he has a chance to read scrolls at any levd. If a
bard fails to accurately read the scroll, usually something detrimenta occurs, such asthe
spell backfiring. Consult Table 31 for the bard’ s chance to read a scrall.

Weapon specialization (10): Thisbard can specidizein a particular weapon. The
character point cost must be met in addition.

Wizard spells (10): Bards are dabblersin magic, studying it in arather disorganized
fashion. They cannot specidizein aschool of magic. They can cast spells once they
reach 2nd leve, and they begin with one to four spelsin their spell books. A bard's
gpell-cagting level isequd to his actud experience level. The bard’'s spdll progression
chart follows.

After abard's skills are selected, consult the table below to determine base scores. If
the bard has skills from the table, record the appropriate scores. These skills can improve
asthe bard gainslevels.

Skill points. Next, dlocate 20 discretionary points among the bard’' s “scored” sKills.
If the bard possesses only one of those sKills, al 20 points are dlotted to it. If the bard did
not salect any of those skills, the 20 points can be spent on nonweapon proficiencies or



saved for use during the game.
Each time abard advances alevd, heis awarded 15 discretionary points to divide
among those dbilities.

Table 33: Bard Skill Base Scores

Climb Hear Pick Read Detect
walls noise pockets languages  magic
50% 20%  10% 5% 10%

Priests A priestisafollower and advocate of a particular fantasy deity—most often one
of agroup, or pantheon, of deities. He actsin a manner gppropriate to his deity, and uses
his powers and skills to help others advance the beliefs of his religion.

All priest characters can cast spells granted them by their deity, wear many types of
armor, and use many weapons.

Priest spells are divided into Spheres of Influence, which mirror the interests of the
priest’ s deity. A priest either has Mgor or Minor accessto a sphere. Mgor access means
that apriest potentially can cast any spdll in that sphere. Minor access indicates that the
priest can cast only fird- through third-level spdlsfrom that sphere. The spell
progression for a priest is presented below.

Clerics

Ability Requirements: Wisdom 9
Prime Requisite: Wisdom
Allowed Races: All

Clerics are the most common type of priest character, and they generdly are
good-digned. Clerics are surdy soldiersin the service of their deity. They can wear any
type of armor and carry ashied, but they are restricted to using only blunt, bludgeoning
wespons. They can use many magicd items, including magica versons of their armor
and wespons.

Spdlls are the cleric’s primary tool. Normally, a cleric spends character pointsto gain
major access to the spheres of al, astral, charm, combet, crestion, divination, guardian,
healing, necromantic, protection, summoning, and sun, aswall as minor accessto the
elementa sphere.

Table 34: Priest Spell Progression
Priest Spell level
Level 4 5 6* 7%
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*  Usable only by priests with 17 or greater Wisdom scores
** Usable only by priests with 18 or grester Wisdom scores

All priests gain 1d8 hit points for levels 1-9. Theresfter, priests earn 2 hit points per
leve.

Table 35: Priest Experience Levels

Hit dice
Level Cleric Druid (d8)
1 0 0 1
2 1,500 2,000 2
3 3,000 4,000 3
4 6,000 7,500 4
5 13,000 12,500 5
6 27,500 20,000 6
7 55,000 35,000 7
8 110,000 60,000 8
9 225,000 90,000 9
10 450,000 125,000 9+2
11 675,000 200,000 9+4
12 900,000 300,00 9+6
13 1,125,000 750,000 9+8
14 1,350,000 1,500,000 9+10
15 1,575,000 3,000,000 9+12
16 1,800,000 3,500,000 9+14
17 2,025,000 500,000* 9+16
18 2,250,000 1,000,000 9+18
19 2,475,000 1,500,000 9+20
20 2,700,000 2,000,000 9+22

*  Seethe Player’s Handbook section on hierophant druids.

A dleric receives 125 character points to spend on skills and abilities from the
following list. Skills cost 3 to 15 points. Any unspent points can be used to acquire



nonwegpon proficiencies or saved for use during the game.

Access to spheres: Accessto a sphere of spells costs 3 to 15 character points, as
shown on the table below:

Sphere Minor Major Sphere Minor Major
All 3 5 Heding 5 10
Animd 5 10 Law 5 10
Adtral 3 5 Necromantic 5 10
Chaos 3 5 Numbers 5 10
Charm 5 10 Pant 5 10
Combat 5 10 Protection 5 10
Cregtion 5 10 Summoning 5 10
Divination 5 10 un 3 5
Elementa 10 15 Thought 5 10
Air 3 5 Time 5 10
Earth 3 5 Travders 3 5
Fire 3 5 War 3 5
Water 3 5 Wards 5 10
Guardian 3 5 Weather 3 5

Casting reduction (5): Thederic's spdl cagting timeis reduced by 1. All spdls ill
retain aminimum casting time of 1.

Detect evil (10): Clericswith this ability can see emanations of evil from crestures or
objects within a path 10 feet wide by 60 feet long. It takes one round to scan adirection,
and the cleric cannot be attempting other actions.

Detect undead (10): Clerics can detect dl undead within a path 10 feet wide by 60
feet long. It takes one round to scan a direction, and the cleric cannot be attempting other
actions. Clerics cannot detect undead through stone or other thick materials.

Expert healer (5): Thisability dlows the character to cast one cure light wounds
gpdl aday in addition to the number of spells the priest can normdly cast.

Followers (5/10): By purchesing this skill, acleric can gain followers as described in
the Player’ s Handbook if he establishes a sronghold and is a least 8th levd. If thisis
purchased as a 10-point ability, the cleric can attract followers whenever he establishes a
stronghold, regardless of level. Refer to the priest section of the Player’ s Handbook for
more details on followers.

Hit point bonus (10): Clerics with this ability use 1d10 to determine their hit points
rather than 1d8.

Know alignment (10): This ability dlowsthe character to cast the know alignment
gpell once aday. Thisisin addition to the number of spellsthe priest can normaly cast.

Resist energy drain (5): Priestswith this ability gain a+1 bonusto saving throws vs.
the energy drain Spdl and the level-draining attacks of undead. If the attack does not
normally alow asaving throw, this ability has no effect. This ahility’s saving throw
bonus does apply to characters protected by the negative plane protection spell.

Spell duration increase (10): The duration of al non-instantaneous spells cast by the
clericincreases by 1 round for every two experience levels of the cleric. For example, a
6th level dleric has his spells durations increased by 3 rounds.



Turn undead (10): The cleric is granted power over undead, such as zombies,
skeletons, vampires, and liches. Clerics can drive away these creatures, and as clerics
advance in faith and experience levels, they can destroy some forms of undead. Below is
the chart for turning undead.

Warrior-priests (10): Priests who sdect this ability use the warrior Strength and
Condtitution bonuses for exceptiona scores. For example, apriest could have an 18/30
Strength, and he could gain bonus hit points for having a Condtitution score grester than
16.

Weapon allonwance (5): A priest with this ability can choose afavored edged wegpon
of his deity. For example, aderic of the elven deity Corellon Larethian could use along
sword, or apriest of the Norse god, Odin might wield a spear. The character must il
purchase proficiency in the dlowed wegpon.

Weapon specialization (15): This priest can specidize in a particular wegpon. The
character point cost must be met in addition.

Wizardly priests (15): These priests gain access to one school of wizard spells and
can cast them asif they were clerica pells. The priests must continue to observe the
number of various level spellsthey can cast each day.

Table 36: Turning Undead

Typeor Hit Dice Level of Priest

of Undead 1 2 3 4 5 6 7 8 9 1011 12-13 14+
Skeleton or 1 HD 10 7 4 T T D D D* D* D* D* D*
Zombie 13 10 7 4 T T D D D* D* D* D*
Ghoul or 2HD %6 13 100 7 4 T T D D D* D* D*
Shadowor3-4HD 19 16 13 10 7 4 T T D D D* D*
Wight or 5HD 20 19 1% 13 10 7 4 T T D D D*
Ghast — 20 19 1 13 10 7 4 T T D D
Wraith or 6 HD — — 20 19 16 183 10 7 4 T T D
Mummy or 7 HD — — — 20 19 16 13 10 7 4 T T
Spectreor 8HD _ - - — 20 19 16 13 10 7 4 T
Vampireor 9HD - - - — — 20 19 16 13 10 7 4
Ghost or 10 HD _ — - - — — 20 19 16 13 10 7
Lichor 11+ HD _ - - - — — — 20 19 16 13 10
Special _ - - - - - — — 2 1 16 13

T =automaticdly turns that type of undead, D= destroys that type of undead.
D* =an additional 2d4 creatures are turned

Specidty Priests
Specidty priests are encountered in campaigns where DMs develop or import a
mythaos or a particular pantheon of deities. The many possible types of specidty priests
go beyond the scope of this book. However, players and DMs interested in designing
these priests should consult the Player’ s Handbook, the Complete Priests Handbook, and
the Legends & Lore book. One example of a specidty priest, the druid, is presented
below.

Druids
Ability Requirements: Wisdom 12



Charisma 15
Prime Requisite: Wisdom, Charisma
Allowed Races; Human, hdf-df

The druids of history lived among the Germanic tribes of Western Europe and Britain
during the days of the Roman Empire. They acted as advisorsto triba chieftains. They
believed the earth was the mother of dl things, and they revered it, the sun, the moon,
and certain trees as deities.

Druidsinthe AD& D game are nature priests, protecting pristine woodlands from the
depredations of monsters and civilization. They are only loosdy based on their historical
namesakes.

A druid is dlowed to wear only leather armor and use only wooden shields—natura
materids. A druid may use only the following wegpons: club, sickle, dart, spear, dagger,
scimitar, ding, and gaff.

A druid's standard selection of spellsincludes mgor access to the spheres of dl,
animd, elemental, hedling, plant, and weether, and minor access to divination. A druid
can use magicd items alowed to priests, except for books and scrolls.

A druid has 100 character points to purchase skills. Skills costs 5 to 15 points. Any
unspent points can be used to acquire nonweapon proficiencies or saved for use during
the game.

Access to spheres: The standard druid selection (see above) costs 60 character
points. Or, the druid can purchase spheresindividualy just as clerics do (see page 57).

Bonus spell (5): Once per day the druid can cast an animal friendship spdl. Thisisa
bonus spell and does not count against the druid’ s spell tota for the day.

Cold resistance (5): +2 saving throw bonus vs. cold- or ice-based attacks.

Communicate with creatures (10): A druid can acquire the languages of woodland
cregtures, a the rate of one language per level. For example, afourth level druid could
have four such languages. Some woodland crestures include: centaurs, dryads, eves,
fauns, satyrs, gnomes, dragons, lizard men, manticores, nixies, pixies, sprites, and treants.

Elemental spell bonus (5): When the druid casts spdlls from the emental sphere, all
level-based variables (range, duration, etc.) are caculated asif the druid were one
experience leve higher than the character’ s actud levdl.

Hit point bonus (10): Druids with this ability use 1d10 to determine their hit points
rather than 1d8.

I dentify (5): At 3rd level, adruid can accuratdly identify plants, animals, and clean
water.

Immunity to charm (5/10): According to the Player’s Handbook, at 7th level adruid
becomes immune to charm spells cast by woodland creatures. However, by purchasing
this ability for 10 points, a Player’s Option druid gains this immunity immediately.

Immunity to disease (10): A druid with this ability isimmune to naturd diseases

Passwithout trace (5): At 3rd levd, adruid with this ability can pass without trace,
as per the spell, at his norma movement rate.

Purify water (5): Thisability alows the character to cast one purify food and drink
spell aday in addition to the number of spdlls he can normaly cast.



Fire/Electrical Resistance (5): a+2 bonusto al saving throwsvs. fire and eectricd
attacks.
Hidein Shadows (5): A druid can hide in shadows, as the ranger ahility, in natural
surroundings. See Table 22 in the ranger section for the chance of success.
Movesilently (5): A druid can move slently, asthe ranger ahility, in naturd
surroundings. See Table 22 in the ranger section for the chance of success,
Secret language (5): Druids can speak a secret language only they know, and they
use it to converse with each other.
Shapechange (10/15): According to the Player’s Handbook, at 7th level adruid gains
the ability to shapechange. However, by purchasing this skill for 15 character points, a
Player’ s Option druid gains the following shapechanging abilities:
At 5th leve, adruid can change into a bird once aday.
At 6th level, he can dso changeinto areptile once aday.
By 7th levd adruid can dso change into amammd.
The size and shape assumed by the druid can vary from that of a bullfrog or small
bird to that of ablack bear. The druid can assume the forms of normdal creatures only.
When assuming anew form, adruid is heded of 10-60% of any damage he has suffered
(round down). The druid also assumes the creature’ s physical characteristics (armor class,
movement mode and rate, etc.). The druid's clothing and oneitem held in each hand dso0
become part of his new shape—these reappear when the druid resumes his bipedd form.
Weapon specialization (15): Thisdruid can specidize in a particular wegpon. The
character point cost must be met in addition.

Wizards Wizards command staggering energies and make dangerous opponents. The
power to control magica energies comes from the mind, and as such, Intelligence is very
important.

Wizards cannot wear armor, asit not only interferes with the forces they control, but
aso goes againg their way of thinking. They are limited in the number of wegpons that
they can widd in combat. Permissible wegpons are: knife, dagger, s&ff, darts, and dings.

All wizards have the gbility to cast numerous offensve, defengve, and informative
gpells. The spell progression chart for wizardsis below. Just as there are spheres of
clerica spdls, there dso are schools of wizard magic. There are eight schools, and details
on them can be found in the Player’ s Handbook.

Wizards a so possess the capacity to use magical items such as wands, rods, staves,
rings, scrolls, and potions. Findly, wizards can create new magica spdlsand items—
from scrolls and dixirs to mighty wegpons.

Mage

Ability Requirements: Intelligence 9
Prime Requisite: Intelligence
Allowed Races: Humen, hdf-df, df

Mages are more versdtile than specidist wizards, who are limited to casting spells
from certain schools. Mages can cast pdls from any school of magic. Examples of
mages from legend and literature are: Merlin, Gandalf, Medea, and Circe.



Table 37: Wizard Spell Progression

Wizard Spell Level
L evel

| ™
|00
I
o
o)
~
©
©

S
oo oo oA DMMDPMMPAEADMNOWONDNERPE
mmmmmmmmhhhwwwmmml—\|
UWU1C)'IUWU'IU1(J'IU'I-I>-I>CDOO(DI\JI\JI—‘|
UWU'IU'IUWU'IU'I-b-b-bOOI\JNNI—‘l
UWU'IU'IUWU'IU'I-b-b-bCDI\JI—‘|
hwwwwmmmn—\|
OOOOOOOOI\JI—\I—"
OOOONI\JI—"
N

All wizards roll d4sto determine their hit points when they advance from 1<t through
10th levels. Thereefter, awizard gains 1 hit point per leve.

Table 38: Wizard Experience Levels

Level Wizard Hit dice (d4)
0

2,500
5,000
10,000
20,000
40,000
60,000
90,000
135,000
10 250,000
11 375,000 10+1
12 750,000 10+2
13 1,125,000 10+3
14 1,500,000 10+4
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15 1,875,000 10+5

16 2,250,000 10+6
17 2,625,000 10+7
18 3,000,000 10+8
19 3,375,000 10+9
20 3,750,000 10+10

Wizards have 40 character points to spend on skills from the following list. These
abilitiesrange from 5 to 15 character points. Any unspent points can be used to acquire
nonwegpon proficiencies or saved for use during the game.

Access to schools: It costs 5 points per school to which the wizard has access. For
example, if awizard wanted to have access to six schoals, the cost would be 30 character
points. Normaly, wizards spend 40 points to cast spells from the eight standard schools:
abjuration, dteration, conjuration/summoning, enchantment/ charm, divination,
illusion/phantasm, invocation/evocation, and necromancy. Note that the spells that make
up the optiona schools of dchemy, geometry, and dementa magic (from the Tome of
Magic) are generdly included in the standard schools of magic.

Armored wizard (15): Thiswizard can cast Spells while wearing the armor of his
choice.

Automatic spells (5): When awizard with this spell gains accessto anew leve of
spdlls, the character automaticaly gains a spell of that leve for the character’ s pellbook.

Casting reduction (5): The cagting time of dl the mage' s pellsisreduced by 1. If a
oel’s origina cagting timeis 1, it is not reduced.

Combat bonus (10): A wizard with this ability uses the rogue THACO chart.

Detect magic (10): Characters purchasing this ability can detect magic once a day for
every two levels. For example, a 7th level mage can detect magic threetimesaday. This
isin addition to any detect magic spells the mage might carry. The character can spot
magicd radiaionswithin hisline of sght, up to 60" away. He can determine the intensity
of the magic—dim, faint, moderate, strong, and overwhelming.

Extend duration (10): The duration of al non-ingtantaneous spdllsincreases by 1
round for every two experience levels of the wizard. For example, if a 6th level wizard
casts a spectra hand spdll, it will last 15 rounds rather than 12 rounds.

Hit point bonus (10): These wizards use 1d6 for determining hit points rether than
1d4.

Warrior hit point bonus (5): A wizard with this ability can enjoy the benefits of a
high Condtitution score as if he were afighter. For example, if thiswizard had a
Congtitution score of 18, he would gain 4 bonus hit points alevd, rather than 2.

Priestly wizards (15): These wizards gain access to one sphere of priest spells and
can cast them asiif they were wizard spells. These characters must continue to observe the
number of various level spellsthey can cast each day.

Read magic (5): Characters purchasing this ability can read magic once aday for
every two levels. For example, a4th level mage can read magic twice aday. Thisisin
addition to any read magic spels the mage might carry.

Resistance to sleep and charm (5): Thiswizard gansa+1 bonusto al saving
throws versus deep and charm spdlls, if the spell or effect dlows asaving throw.



Weapon specialization (15): Thiswizard can specidize in a particular wegpon. The
character point cost for gaining proficiency and then specidization must be met in
addition to this codt.

Optiona Restriction

Limited magical item use (5+): A wizard with this restriction disdains enchanted
items as a crutch for the weak and refuses to use certain categories of magicd items. For
each category that is barred to him, he gains 5 CPs. The categories are: potions, oils, and
scrolls; rings, rods, staves, and wands, and miscellaneous magica items; and al wegpons
and armor.

Specialist Wizards

Specidist wizards, such asillusionists, are those who choose to concentrate their
sudies on one particular magic school. The 12 schools of magic are: Abjuration,
Alchemy, Alteration, Conjuration/Summoning, Divination, Enchantment/Charm,
Geometry, Illusion, Invocation/Evocation, Necromancy, Shadow and Song. (In addition,
the Tome of Magic describes e ementa wizards and wild mages.) For each school of
magic, thereis an opposition school or schools. Speciaist wizards can never cast any
gpdls from as opposing school. The chart thet details dl the requirements, opposition
schooals, races digible for each specidization, and minimum ability scores follows.

Table 39: Specialist Wizard Requirements

School Races Score Opposition schools
Abjuration H 15 Wis Alteration & Illuson

Alchemy H,V2E,G 15Int Illuson & Necromancy
Alteration H,1/2E 15 Dex Abjur. & Necromancy
Conj./Summ. H, 1/2E 15 Con Gr. Divin. & Invocation
Divination H,V2E,E 16Wis Conj./Summ.

Ench/Chaam H,12E,E 16Cha Invoc. & Necromancy
Geometry H,E,V2E 15Int Enchantment/Charm & Illuson
llluson H, G 16 Dex Necro., Invoc., & Abjuration
Invoc/Evoc. H 16 Con Ench./Charm & Conj./Summ.
Necromancy H 16 Wis llluson & Ench./Charm
Shadow H 15 Int Abjur. & Invocetion/Evocation
Song H,E,JV2E 14Int Divination, Invoc./Evoc., Necromancy

H=Humans, 1/2 E=hdf-eves, E=elves, G=gnomes

All specidist wizards (illusionists, enchanters, and so on) gain 30 character pointsto
buy skills. The skills below cost 5 to 15 points each. Any remaining points can be spent
on nonwegpon proficiencies or saved for use during the game.

Accessto schools: A specidist wizard automatically has accessto al schools of
magic that are not specifically noted as opposition schools for his specidty. (Note that
spells from opposition schools that happen to be included in dternate schools such as
song magic, dchemy, or dementd magic are dill not avalladle to the specidis. Wild



magic is available only to wild mages)

Armored wizard (15): Thiswizard can cast gpells while wearing the armor of his
choice.

Automatic spells (5): Eachtimethe specidist wizard is ableto learn anew leve of
gpells, he can sdlect one spell from his specidty school to learn automaticaly (without a
check).

Bonus spells (10): Speciaist wizards gain one additiond spell per spel leve. The
extra gpd| taken must belong to the wizard' s school of specidization. For example, a5th
level mage can cast four 1t level spdlls, two 2nd level spells, and one 3rd level spell. But
a5th level specidist wizard can cadt five 14 level spells, three 2nd level spdlls, and two
3rd level spdls—provided the added spells are from his chosen schooal.

Casting reduction (5): The cagting time of dl the wizard' s spells from his chosen
schoal is reduced by 2. All spells have aminimum cadling time of 1.

Combat bonus (10): A wizard with this ability uses the rogue THACO chart.

Detect magic (10): Characters purchasing this ability can detect magic once aday for
every three levels. For example, a 7th level mage can detect magic twiceaday. Thisisin
addition to any detect magic pells the mage might memorize. The character can spot
magicd radiaions within hisline of sght, up to 60" awvay. He can determine the intengty
of the magic—dim, faint, moderate, strong, and overwhdming.

Extend duration (10): The duration of al non-ingtantaneous spells from the wizard's
chosen school increases by 1 round for every experience leve of the caster. For example,
if a6th level necromancer casts a spectral hand spdll, it will last 18 rounds rather than 12
rounds.

Intense magic (5): If agpecidist wizard casts a spell from his chosen school, the
targets of that spell suffer a—1 saving throw pendlty.

L earning bonus (5): A +15% bonus when attempting to learn new spdlls belonging
the wizard' s school of specidization.

No components (10): The ability to designate one specidty-school spdl per
character level asa spell that does not require material components. For example, a
3rd-levd specidist may have atota of three spells in his spellbook that do not require
materid components.

Range boost (5): Thereach of al ranged spells (spdls with arange other than O, sdif,
or touch) from the wizard' s chosen school isincreased by 25%. For example, the 1t
level wizard Spell charm person has arange of 120 yards. That rangeisincreased to 150
yards.

Read magic (5): Characters purchasing this ability can read magic once aday for
every two levels. For example, a4th level mage canread magic twice aday. Thisisin
addition to any read magic pdls the mage might memorize.

Resear ch bonus (5): When attempting to research and create a new spell of his
specidized schoal, treat the Spell as one leve lower than its actud leve.

Saving throw bonus (5): +1 bonus on saving throws vs. spdlls cast a them from
their school of specidization. This bonus can be purchased severd times with a
cumulive effect.

Optional Redtrictions
Learning penalty (5): A specidigt wizard with this restriction suffers a pendty of —



15% to dl learn ol rolls outsde his own specidty.

Limited magical item use (5+): A wizard with this restriction disdains enchanted
items as a crutch for the wesk and refuses to use certain categories of magicd items. For
each category that is barred to him, he gains 5 CPs. The categories are: potions, oils, and
scrolls; rings, rods, staves, and wands, and miscellaneous magica items; and dl wegpons
and armor.

M or e opposition schools (5+): A specidigt wizard with this restriction may choose
to take additiond opposing schoals, gaining 5 character points for each additiona school
in opposition to his specidty. Only standard schools (i.e., those described in the Player’s
Handbook) can be selected as additiona opposition schools.

Psionicist A psionicist receives 35 character points to spend on class abilities. Abilities
cost 5to 15 points. Any unspent points can be saved to buy proficiencies or saved for use
in the game.

All psonicigts use Table 78 Psonicist Saving Throws and MTHACOs from Table 77:
THACOs & MTHACO. Psonicists use the THACOs from Table 77 unless they purchase
better combat abilities during character cregtion. All psonicists use Table 79: Psonicist
Experience Levels. Psonicists use Table 80: Psonic Progression unless they purchase
better psychic abilities during character creation. All of these tables appear in Chapter 9
Psionics of this book.

Psonicd roll Sx-sded dice to determine hit points unless they purchase larger hit dice.

Unless sated otherwise, a character can take each ability only once and only when the
character isfirst created.

Armor Use (5/10): The psonicist can employ smal shields and padded, legther,
studded |eather, or hide armor. As a 10-point ability the psonicist can use smal or
medium shields, any of the armor types listed above, plus brigandine, chain mall, ring
mail, scde mall, or meta lamellar armor. If the psionicist does not take this ability, he
can wear no a'mor and cannot employ shields.

Attack Mode of Choice (10): The psonicist develops extraskill in using one particular
psionic attack mode and gains a+1 bonus to menta attack rolls when using that attack
mode. This ability is usdess without the contact ability.

Combat Bonus (10): The psonicist uses the priest THACO chart.

Contact (5/10): The psionicist receives the contact proficiency and gains attack modes
as shown on the Psionic Progression table in the Skills & Powers book. As a 10-point
ability, the psonicist receives extra attack modes as though he was two leves higher than
his actud level. For example, a 19-level psonicist would receives two attack modes. The
character can never have more than five attack modes. If the psionicist does not take this
power, he can purchase the contact proficiency any time he has five character points
avaladle.

Follower s (5/10): The psonicist becomes a contemplative master at Sth level. A 1«
level psionicig arrives each month to study with the master. Students serve without pay if
they receive a least 10 hours of training each week (they leave to seek new magtersiif
they do not receive sufficient training). The maximum number of students the master
attracts is equal to one haf the master's Charisma score, rounded down. If the master



builds a sanctuary, he can attract a number of students equa to his Charisma score. Asa
10-point ability, the psonicist becomes a renowned teacher and can attract sudents at
any level, subject to the limits noted above. If the psionicist does not choose this ability,
he never atracts followers, but can hire servants and henchmen for pay just as any other
character can.

Guarded Mind (5/10): The psionicist can block or resst attempts to usurp hiswill and
gainsa+1 bonusto dl saving throws againg spdlls from the enchantment/charm schoal.
As a 10-point gbility, the psionicist gains a+2 bonusto al saving throws againgt spells
from the enchantment/charm school .

Hit Point Bonus (10): Psonicigs with this &bility roll eght-sided dice for hit points
rather than Sx-sided dice. The psonicig gill gains only two extra hit points per level at
10th level and beyond.

Mental Defense (5/10): The psonicist can close his mind to psychic contact and gains
defense modes as shown on the Psionic progression table in the Skills & Powers book.
The psonicist o receives a+2 bonus to his menta armor class. Asa 10-point ahility,
the psionicist recaives extra defense modes as though he was two levels higher than his
actua levd. For example, a 1-leve psonicist would receives two defense modes. The
character can never have more than five defense modes. If the psionicist does not take
this power, he has an open mind, just asif he were anon-psionic character. If the
psionicigt does not choose this ability at the beginning of play, he can purchase the five-
point verson whenever he has five character points to spend. The 10-point versonis
avalable only at the beginning of play.

Penetrating Mind (10): The psonicist can penetrate physicd barriers with his mind
more readily than other psionicists can. It takes two inches of lead or iron, four inches of
obsidian, or two feet of rock to block the psionicist's clairsentient and telepathic powers.
Note that most psionic powers require line of sght; this ability does not negate a blocked
line of Sght (see Kills & Powers, page 150). This ability has no effect on psionic combat
and does not dlow the psonicigt to ignore magicd or psychic barriersthat block psionic
powers.

PSP bonus (10): The psonicigt has a potent mind and rolls eight-sided dice for psionic
grength points instead of Six-sided dice. The psionicist il gains only three extra PSPs
plus his Wisdom bonus per levd at 10th level and beyond.

Psychic Adept (10): The psionicist receives extra powers according to the table below
ingtead of the Psonic Progression table in the Skills & Powers book. The two disciplines
the psonicist chooses a firdt leve count as primary disciplines (see Skills & Powers,

page 154).

Psychic Adept Power Progression

Exp. Total Total Total

L evel Disciplines Sciences Devotions
1 2 2 4

2 3 2 6

3 3 3 8

4 3 3 10



5 3 4 11
6 4 4 12
7 4 5 13
8 4 5 14
9 4 6 15
10 5 6 16
11 5 7 17
12 5 7 18
13 5 8 19
14 5 8 20
15 5 9 21
16 5 9 22
17 5 10 23
18 5 10 24
19 5 11 25
20 5 11 26

Range Boost (5/10): The ranges of dl powers within the psonicig's primary discipline
increase by 25%. If the psionicist is a psychic adept he has two primary disciplines. At
base cost (5), the ranges of only one discipline's powers increase. For a cost of 10
character points, the ranges of powers for both disciplinesincrease. All powerswith
ranges of O, sdif, or touch remain unaffected by this ability.

Warrior Hit Point Bonus (5): The psonicig gains bonus hit points from ahigh
Condtitution score asif he were awarrior.

Weapon Specialization (15): The psonicigt can specidizein the use of a particular
wegpon. This ability is usdless unless the character also chooses the wespon use ability
(below), even if the psonicist choosesto specidize in amartid art or nonletha combat.
The character-point cost for gaining proficiency and specidization in the wegpon must be
met when the character chooses weapon proficiencies.

Weapon Use (5/10): The psonicist can employ the following smal wegpons. hand
crossbow, dagger, dart, dirk, knife, scourge, sickle, and short sword. As a 10-point ability
the psonicist can use any of the wegpons above, plus the following dightly larger
wegpons. short bow, club, light crossbow, hand/throwing axe, javdin, quarterstaff, ding,
spear, and war club. If the psonicist does not take this ahility, he can employ no wegpons
a dl, rdying ingead on his mental powers in combat.

Psionics and sub abilities: If the rulesfor sub abilities are in play, Condtitution/Fitness,
Intelligence/Reason, and Wisdonvintuition determine a psonicist's PSP totd. Wild talent
checks use the same set of scores.

Wisdom/Willpower determines a character's base MAC, and Intelligence/Reason
determines a character's MAC modifier.

Weapon Proficiencies: Once the psionicist has purchased class ahilities he recelves 6
character points for wegpon proficiencies. The psionicist can spend these points as
follows



Ability Character PointCost

Proficency in a single wegpon from the psonicist list. 3
Proficiency in asingle weapon from the warrior list. 4
Designating a weapon of choice. 3*
Weagpon Expertise (one weapon) 4*
Wesgpon Specidization (one wegpon) 8x*
Learning afighting gyle 1

* in addition to the cogt for proficiency in the wespon.
** in addition to the costs of proficiency in the weapon and the ability to specidize

Psonicigts can learn these fighting styles: one-handed weapon, weapon and shield, two
wegpon, missle, horse archer, thrown wegpor/ding, and specid.

Nonweapon Proficiencies. Once the psionicist has purchased class ahilities he recelves 6
character points for nonwegpon proficiencies. The psonicist can choose proficiencies
from the general and psionicist groups. Refer to the Skills & Powers book, Chapter 6, and
to the chart below:

General Group

Proficiency Cost* Initial Relevant
Rating Ability

Contact** 5 N/A WisdormyIntuition
Mentad Armor** 3 N/A Wisdom/Willpower
Psionicist Group
Gem Cutting 3 6 Dexterity/Aim
Harness 6 Wisdom/Willpower

Subconscious**
Meditative Focus** 5 8 WisdomyIntuition
Musicd Instrument 2 7 Charisma Leadership
Reading/Writing 2 8 Intelligence/K nowledge
Rguvenation** 3 6 Wisdom/Willpower

* Codt in character points
** Proficiency described in Chapter 9 of the Skills & Powers book.

Buying Wild Talents: Any character can purchase awild taent as atrait for 9
character points. The character need not make awild talent check, but must roll randomly
to determine what the wild tent is (see Skills & Powers, page 156). Note that a character
could make anorma wild talent check and use a character point to reroll if the check
fals

Multi-Classed and Dual Classed Characters All the rulesfrom the Player’s
Handbook and the Dungeon Master Guide ill gpply to multi-classed and dud-classed



characters. However, character points can enhance these divided heroes.

Multi-classed PCs

Multi-classed characters are demihumans with two or more professions-fighter/thief,
cleric/wizard, thief/wizard/ffighter, etc. Such a character gets to spend the full dlotment of
CPs granted by each class. The points from each class must be spent buying abilities from
that class'slist only. The character receives, however, only one class s dlowance of CPs
for purchasing proficiencies; he gets the largest number alowed by his various classes.
He can choose proficiencies from any of those dlowed to any of his classes. When
character points are awarded for advancing aleve, they must be divided by the number
of classes the character has (retain fractions, don' t round them up or down).

Dud-classed PCs

Dual-classed characters are humans who change their current classes and adopt new
professons. For example, a 5th leve fighter might put away his sword and become a 1st
level wizard. When he—and any other character—changes professions, any unspent
character points are lost. The 1t level wizard spends his new character point alotment
normdly, asif he were adventuring from scratch. When the wizard' s new level exceeds
that of hisfirst cass, he can fredy use the abilities of both classes—fallowing dl the
norma game rules for such a character.

Non-Adventurers Player’s Option rules gives DMs the opportunity to expand
nonplayer characters. No longer will every blacksmith, jeweler, or horse-trainer have a
THACO of 20 and be limited to 1d6 hit points. A DM’s cast of regularly-appearing NPCs
can have more substance.

NPC Tiers

Important NPCs should be created using the Player’ s Option rules. Thisincludes
generating the s ability scores, determining the 12 subability scores, and deciding the
race. Character points should be allotted for weapon and nonwegpon proficiencies. NPCs
who are not adventurers should not be avarded class-based character points. Instead, the
DM should determine how experienced the NPCs are. Three levels of expertise are
defined below.

Apprentice: These NPCs likely are young people who have not yet mastered their
trade. Roll 1d6+2 to determine their hit points (plus or minus any Condtitution modifiers
that apply). Give these NPCs 10 character points to purchase proficiencies, traits, and
disadvantages. Any character points unspent from the purchase of racid abilitiesaso
may Spent in thisway.

Skilled: These NPCstend to be young to middie-aged adults. Roll 1d8+4 to
determine thar hit points and add any Constitution bonus. Skilled NPCs also 15 character
points to spend, plus any unspent from the purchase of racid abilities.

M aster: NPCs such as these have been at their profession a number of years. Masters
have 20 character points, plus any unspent from the purchase of racid abilities. Master
NPCs can be quite hardy. Roll 2d6+6 to determine their hit points. Add any Congtitution
bonus.

If DMs advance an important NPC from one level to the next, smply supply the NPC



with an additiona 5 character points and add 2 to 6 to the NPC’ s hit point total. DMs can
expand this system if they wish, creating even more experienced NPCs.

Chapter 5:
Character Kits

Many AD&D game players are familiar with the character kits in the Player’ s Handbook
Rules Supplement series. Player’ s Option kits are different. They are packages of
descriptions, proficiencies, benefits, and hindrances that help flesh out characters. In
short, the kits give adventurers background and depth.

Player’ s Option kits are available to more characters than previouly published kits
are. No longer are fighters and thieves the only ones who can become swashbucklers.
And rogues aren’t the only characters who can excel as acrobats. With some exceptions, a
character of any class can choose any kit. Many Player’s Option kits are linked to the
socid ranks system presented below.

Sdecting a character kit isfree—it has no character point cost. However, it carriesa
character point benefit. A character with akit can purchase any of the recommended
weapon and nonwespon proficiencies listed for 1 character point less than the cost
detailed in the proficiency section.

The Socia Ranks System Rogues, fighters, wizards, and priests can come from any
background—from being the 10th son in a peasant family to the firs-born of anoble
house. As such, they can be of any socid rank.

If acampaign is set in alarge kingdom's capitd, a character with the noble kit could
be amember of one of the nation’srich, powerful families—perhaps even the favored
offspring of the rulers. His relatives, however, might not be too happy that he spends so
much time knee-deep in the filthy muck of dungeons, hacking atrocious beasts to bits for
aliving. That is hardly a suitable “noble” image. Another character might have the
barbarian kit, and the player must decide how his rough and rugged fur-clad character
cameto bein alarge city at the time the campaign arts.

A character’sinitid socid rank should not limit his advancement in society. A
peasant hero might aways fed uncomfortable when standing before hisking. But if his
heroic deeds warrant such an appearance, he should be granted the opportunity. The only
limit on how high a character can rise in society—and in socid rank—is set by his
actions.

Socid rank istied to many character kits. Players can take three approaches to
sdecting akit. A player can rall a random to determine his character’ skit; smply pick a
kit, then roll on the socid rank table underneath that kit; or, he canrall on the socid rank
table below and see what kit possibilities open up for his character.

To determine socid rank firgt, roll 2d6 on the chart below. Samples of people who
might fit into various classes follow. Some DMs might dlow players to choose arank
that fitstheir character concept.



Table 40: Social Ranks Table
2d6roll  Social rank
2-3 Lower class
4—7 Lower middle class
8-10 Upper middle class
11-12 Upper class

Lower class: Freed daves, vagabonds, indentured servants, criminals, migrant
l[aborers, beggars, herdsmen, peddlers, actors, men-at-arms, manua |aborers, tradesmen,
money-changers, fishermen, petty officers, freemen, peasants, messengers.

L ower middle class: Artisans, bakers, petty merchants, junior officers, scribes,
brewers, cobblers, landless knights, minor landowners, merchants, weavers, farmers,
mingtrels, gardeners, miners, dockhands, sailors, blacksmiths, shop owners, bodyguards,
sculptors, hedlers, gamblers, tailors, anima trainers, carpenters, lesther workers,
sionemasons.

Upper middle class: Locd officids, jeweers, sages, senior officers, minor nobles
(bannerets, barons) guild magters, herbaists, historians, armorers, wedlthy merchants,
astronomers, mgor landowners, navigators, weaponsmiths, composers, scholars, minor
military commanders, nobles (earls), ship captains, architects, engineers, shipwrights.

Upper class: Great landowners, generds, marshds, senior officids, knights, viziers,
nobles (counts, dukes), roydty, diplomats, financiers.

Table4l: Character Kit Table
Roll percentile dice to determine an adventurer’sKkit.

01-03 Acrobat 49-51 Outlaw
0406 Amazon 52-55 Peasant Hero
07-09 Animd Mager 5658 Pirate

10-12 Assassn 5962 Puglig
13-16 Barbarian 6365 Rider

17-19 Beggar 6668 Savage
2022 Cavdier 69-72 Scholar
23-25 Diploma 73-76  Scout

26-29 Explorer 77-79  Sharpshooter
30-32 Gladiator 8083 Soldier
33-35 Jedter 84-86 Smuggler
36-39 Mainer 8789 Spy

4042 Merchant 9093 Swashbuckler
43-45 Mydic 94-96 Thug

46-48 Noble 97-00 Weapon Master

Kits There are afew rulesfor playersto follow when selecting character kits.

A player may not choose a kit that is barred to his character’s class or race. In the
case of multi-classed characters, if the kit is barred to any of the character’s classes, he
may not select that kit.

A player can have only one kit per character, and the sdlection must be made during



character creation. The only exception isif these rules are added to an dready existing
AD& D game campaign. In this case, the DM and players can agree on an appropriate kit
for each character.

Once akit is chosen, the player cannot later change it. For example, if acharacter has
the peasant hero kit, and over the course of along, successful campaign he becomes the
ruler of his homeland, he does not now assume the noble kit. He remains a peasant hero.
Characters cannot change their pasts.

Remember, a character with a kit can purchase any of the recommended wegpon and
nonweapon proficiencies (but not recommended traits) listed for 1 character point less
than the cost detailed in the proficiency section.

In generd, any of the following kits can be used with any character class. Some
combinations, such as paadin/thug are not allowed. Let common sense, the campaign
seiting, and the DM serve as guides. These kits aso can apply to the NPCsinhabiting a
DM’s campaign. If aplayer wantsto randomly select akit, he can use Table 41. Thetable
also can be used to generate NPCs.

Acrobat An acrobat isagenerd term for performers of amazing physical feats. These
include jugglers, tumblers, jesters, and tightrope-wakers. Whatever their specidty, these
characters make aliving by entertaining others. Acrobats often travel in groups or with
circuses or carnivas. These shows wander from town to town and castle to castle. All
levels of society wish to be entertained. As such, successful acrobats find themselvesin
much demand.

A lifeon theroad is not an easy one, however, and many acrobets often turn to other
avenues to make money. Their dexterous skills make them vauable adventurers,
especidly if some larceny or petty theft isinvolved.

Saocial ranks: Acrobats most often occupy the middle tier of asociety. Most
lower-ranked members of a society have not the time to develop skills, like those of the
acrobat. They must concentrate on putting food on the table. Roll 2d6 to determine an
acrobat’ s socid rank at the campaign’s beginning.

2d6roll  Social rank
2-8 Lower Middle Class
9-12 Upper Middle Class

Requirements: To take this kit, a character must have aminimum Dexterity/Baance
of 14 and aminimum Strength/Stamina of 12. The acrobet kit is barred to haf-ogres, as
well as any optiond PC racethat is Sze large (restriction z from the Other Races section
of Chapter Three).

Weapon proficiencies: Smal, light weapons are preferred by acrobats, as bulky or
heavy ones would hinder their agile maneuvers. Suggested wegpons include the knife,
dagger, short sword, club, and hand axe. Thrown wegpons and those with long hafts or
handles aso are common choices among acrobats, as the weapons can be used to juggle
or pole-vault. These weapons include: quarterstaff, dart, javelin, and spear.

Recommended nonweapon proficiencies: Disguise, juggling, jumping, musicd
instrument, tightrope-walking, and tumbling.

Equipment: Acrobats prefer to be lightly armed and armored to dlow for the fullest



range of movement.

Recommended traits: Ambidexterity, double-jointed, glibness.

Benefits: If unarmored, acrobats receive a +2 bonus to tumbling, tightrope-walking,
and jumping proficiency checks. In addition, they gain a+2 bonusto Armor Class versus
hurled missle wegpons—provided they have room to dodge the attack and are not
otherwise prevented from moving fredly.

Hindrances: Any acrobat who wears armor heavier than studded leather (AC 7)
auffersa—1 pendty to tumbling, tightrope-walking, and jumping proficiency checks per
point of armor class better than AC 7. For example, an acrobat wearing chain mail—
ACbH—auffersa—2 pendty. Note that Dexterity or magica bonusesto Armor Class do
not increase this pendty. An acrobat wearing studded leather armor, aring of protection
+2, and having a 15 Dexterity would incur no pendty despite his AC 4 rating.

Wealth: Acrobats receive the norma amount of starting cash appropriate to their
class.

Amazon In Amazon cultures, the women are the leaders, rulers, generds, and warriors,
while the men are the cooks, cleaners, homemakers, and smple laborers—if not the
outright daves or property of the women. Such matriarcha societies may be large or
amall, savage or friendly. Amazon women can be seen as brusque, rude, haughty, or
domineering by those from mae-dominated cultures. The Amazons of legend were fierce
combatants and famous riders and breeders of magnificent horses. As such, many
Amazons prefer light armor, wespons, and equipment.

Saocial ranks: Amazon women can come from any economic background. Roll 2d6 to
determine the rank of an Amazon femae. Maes are consdered lower class.

2d6roll  Social rank
2 Lower class
35 Lower middle dlass
6-10 Upper middle class
1112 Upper class

Requirements: Femae characters of any demihuman or humanoid race can choose
thiskit.

Weapon proficiencies: Amazons can choose from: battle axe, bow (any), club,
dagger, hand or throwing axe, javein, knife, lance, spear, saff, swvord (any). Men are
dlowed only one initia wegpon proficiency, and it must be from the above lig.

Recommended nonweapon proficiencies: Riding (land-based), rope use,
engineering, navigation, endurance, animd training, anima handling, armorer,
bowyer/fletcher, hunting, running, set snares, surviva, tracking.

Equipment: Amazons can begin with only the following types of armor: shield,
leather, padded, studded leather, scale mail, hide, banded mail, or bronze plate mail.
Better armor can be had once a character has ventured to other cities.

Recommended traits: Allure, anima empathy, keen senses, obscure knowledge.

Benefits: Amazons are fierce, eager competitors. Many male opponents
underestimate them. As areault, in any melee combat where an Amazon isfighting a
male opponent, the Amazon gains a +2 bonus to her firgt attack and damage rall.



Thereafter combat is run normally.

Hindrances: Amazons suffer a—2 reaction roll pendty from NPCs of
mae-dominated societies. Over time, this pendty should be reduced or diminated if the
NPCs become accustomed to the strong-willed ways of the Amazon.

Wealth: Amazons begin the game with the amount of money appropriate to their
classes.

Anima Master Anima masters have an affinity with nature’ s crestures. They can be
trainers, keepers, or guardians of animas. Good-digned anima masters protect and care
for animds, evil ones use smple creatures to their own advantage. Many animd magters
spend much of their time outside with their furred, feathered, or scaed friends. Anima
meagters could include rangers, huntsmen, falconers, and druids.

Saocial ranks: Anima masters tend to be earthy folks from the lower echelons of a
community. Roll 2d6 to determine an anima master’s rank.

2d6roll  Social rank

2-5 Lower Class
6-11 Lower Middle Class
12 Upper Middle Class

Requirements: To take thiskit, a character must have aminimum
Congtitution/Fitness of 10 and a minimum Wisdonvintuition of 12. Thiskit isopento dl
player character races.

Weapon proficiencies: Anima masters can use any wegpon gppropriate to their
class.

Recommended nonweapon praoficiencies. Animd lore, survivd, agriculture, animd
traning, animd handling, fire-building, fishing, herbaism, hunting, mountaineering,
riding (any), swimming, set snares, tracking.

Equipment: Standard for the character’s class.

Recommended traits: Anima empathy, empathy, cimate sense.

Benefits: When thiskit is chosen, the player and DM must determine a suitable
animal companion for the character. There are severa factorsto consider: 1) the climate
and terrain of the anima master’ s homeland, where he acquired the companion; 2) the
character’ s dignment, as companions are attracted only to anima masters of like
demeanor; 3) the character’ s race (dwarves and gnomes might attract burrowing or
underground creatures, while elves would attract forest creatures) and; 4) the availability
of compatible creatures. All anima companions should be 9ze S (smdl). An anima
companion issmilar to awizard' s familiar in that it has abond with the anima master.
The magter can issue it smple verba commands, and the anima can convey its needs and
emations.

After making alist of available and compatible creatures, the player should choose
one creature as a companion. DMs might prefer the animd to be sdlected randomly. If
thisisthe case, roll 1d20 and consult the chart below.

Table 42: Animal Companions
Roll  Companion Roll  Companion



1 Badger 11 Raccoon

2 Dog 12 Opossum

3 Wolf 13 Fox

4 Snake 14 Skunk

5 Brushrat 15 Cat

6 Owl 16 Falcon

7 Ferret 17 Monkey

8 Raven 18 Squirrel

9 Otter 19 Hawk

10 Fg 20 Woodchuck

Hindrances: The anima master must protect his companion, not send it into
dangerous areas to spring hidden traps. Should an anima master lose his companion
through cardlessness or by capricioudy placing the animd in danger, heloses 10% of his
current experience point total, and he loses his affinity to that species. No other cresture
of that type will serve as acompanion for that anima master. No penalties are assessed if
the animd dies through natura causes, accidentaly, or while following orders of a
reasonable nature. (However, it's reasonable for animas with combat skillsto defend
their magters))

Weslth: Standard as per the character’ s class.

Assassin Thiskit isintended for evil digned characters, asthe act of killing for pay
cannot be judtified as agood act. In any society there exists an element that wishes to
dispose of rivals, business competitors, and any others deemed to be in the way. Itisto
this element that the assassin, ahired killer, caters. Unlike smple warriors or soldiers, the
assassin relies on anonymity and surprise to earn hisliving. A successful assassin may
not even be seen by histarget. Sipping out of the darkness or a crowd of friends, the
assassin does his dark deed and disappears.

Saocial ranks: Assassins tend to be well-off, as their services are expensive. Further,
they often are educated, which helps them fit into different ssgments of society to stak
their prey. Roll 2d6 to determine an assassin’'s rank.

2d6 roll Rank

2-3 Lower Class
46 Lower Middle Class
7-11 Upper Middle Class
12 Upper Class

Requirements: To take thiskit, a character must have aminimum
Intelligence/Reason of 10 and a minimum Wisdom/Willpower of 12. The assassin kit is
barred to paadins, rangers, and druids. Thiskit isopen to all player character races. The
character mugt have evil dignment.

W eapon proficiencies: An assassin can use any wegpon alowed to his class.
However, many assassins have one weapon with which they prefer to perform ther acts
of murder. As he grows more notorious, evidence of a particular wegpon becomesthe
n'scaling card.



Recommended nonweapon proficiencies. Etiquette, riding (any), heding, disguise,
forgery, modern languages, tracking, reading lips. If the DM alows poison, the assassin
must have the herbdism proficiency to use various toxins. Herbaism gives the character
the knowledge to use naturd plants and herbs to produce a variety of poultices, saves,
and toxic compounds. Poison strengths and rules are listed in the Dungeon Master Guide.

Equipment: An assassn must be able to move quickly and quietly, and travel as
lightly as possible. Light armor and smdl, easily concedled weapons are common
accouterments.

Recommended traits: Alertness, ambidexterity, glibness, precise memory.

Benefits: The assassin’ s knowledge of poisons alows him a 5% chance per leve to
identify toxic substances. If the n has the herbdism proficiency, a+10% bonusis
added to the find number. The means of identifying poisonsinclude sight, smell, taste, or
by avictim’'s symptoms. An assassin with the heding proficiency can treet poison
victimswith a+1 bonusto his proficiency check.

Hindrances: Assassns suffer a—4 reection roll pendty whenever they encounter
someone who knows their profession.

Wealth: Assassins receive 150% of the amount listed for their chosen class.

Barbarian The barbarian is perhaps the most common fantasy-fiction archetype.
Powerfully built, immensdy strong, and clad in furs and skins, the barbarian often is seen
as amuscle-bound bully. However, barbarians are more than that. They arrive in the
campaign’s setting from some digtant, primitive land where people must il fight the
environment a every turn just to survive. Playing a barbarian isdl about working the
mystique of a primitive cuture into amore “civilized” world.

Saocial ranks: Barbarians might be wedthy in their own villages, but they won't be
high on the socid or economica ladder of the civilized community they are now a part
of. Roll 2d6 to determine the barbarian’s rank.

2d6roll Rank
2-8 Lower Class
912 Lower Middle Class

Requirements: Barbarians must have minimum Strength/Staminaand
Congtitution/Hedth scores of 13. The barbarian kit is barred to paladins, clerics, and
bards. Thiskit isopento dl player character races.

W eapon proficiencies: Barbarians prefer smple, large, and dependable weapons.
Suggested weaponsinclude: axe (al), sword (al), club, dagger, knife, war hammer,
mace, ding, spear, javelin, long bow, and quarterstaff. The following weapons are likely
inappropriate for barbarians—at least until they are immersed in anew culture—
crosshow (dl), polearms (dl), flail (dl), lances (dl).

Recommended nonweapon proficiencies. Endurance, anima handling, animd
training, bowyer/fletcher, fire-building, fishing, riding (land-based), hunting,
mountaineering, running, surviva, tracking.

Equipment: A barbarian cannot initidly purchase armor heavier than splint mail,
banded mail, or bronze plate mail. Of course, once exposed to superior forms of armor in
the campaign, the barbarian may choose to purchase other armor types.



Recommended traits: Alertness, direction sense, immunities, keen senses, light
deeper, weather sense.

Benefits/Hindrances. Barbarians are intense, and NPCs tend to have very strong
reactions to them. People either are drawn by the barbarian’ s anima magnetism or
repulsed by his primitive qudities. This effect comesinto play when NPCs meet
barbarians for the first time. If the NPC’ sreaction roll result is 8 or less, an additional —2
bonusis gpplied to the result. For example, if the character is acting indifferently toward
a shopkeeper and the shopkeeper’ s reaction result isa 7, the shopkeeper isindifferent.
However, since the character is a barbarian, the —2 bonus applies, lowering the
shopkeeper’ s result to a 5—a friendly response. The shopkeeper has been won over by
the barbarian’s presence. However, if the shopkeeper’ s reaction roll was a 14 or higher,
the modifier becomes a +2 pendlty, resulting in a 16—threatening—score. For more
information on reaction results, see the Dungeon Master Guide.

Wealth: A barbarian begins with the standard amount of money for his class, but dl
of it must be spent before play begins. The DM might alow the Barbarian to retain afew
silver pieces or ahandful of coppers, but not much more.

Beggars Beggarsean aliving off the generosity of others. They are araggedy lot who
make others pity them or who deceive othersinto giving them money. A beggar might
dressin rags and huddlie on a street corner, caling out to Strangers for coppers so he can
buy food. Perhaps he pretends to be maimed, old, or senile, and begs coins from those
more fortunate. Some beggars might actualy be down on their luck and in need of a
generous handout. But most of them are capable of working. A few have begging
perfected to afine art. These are swindlers who create elaborate schemes to separate the
wedlthy from their money. Swindlers might coerce businessmen to invest in a nonexistent
company, con lords and ladies into betting on imaginary horse races, and romance people
into marriages that leaves the marks copperless and abandoned. Beggars adventure to get
out of town if city guards are giving them too much trouble or if they want to score
treasure

Social ranks: Beggars usualy occupy the lower tier of society. Roll 2d6 to determine
his socid rank at the beginning of the campaign.

2d6 roll Social rank
27 Lower Class
812 Lower Middle Class

Requirements: Beggars must be chaatic in dignment and have a
Charisma/L eadership score of at least 10. Thiskit is barred to al optiona races except
kobolds, goblins, and mongrelmen, as well as paadins, rangers, druids, and wizards of all
types.

Weapon proficiencies: Beggars prefer smal wegpons that can be concealed. That
way they look defensdess. These weapons include daggers, knives, saps, and dings.
However, when adventuring they use any weapons alowed their character class.

Recommended nonweapon proficiencies: Disguise, forgery, gaming, ventriloquism,
seamdressitailor.

Equipment: While begging, these characters dress in rags or whatever other clothing



is gppropriate to their scam. However, when adventuring they don the best armor and
wegpons they own.

Recommended traits: Glibness, impersonation, inherent immunity to cold, inherent
immunity to heat.

Benefits: Beggars receive one free nonweapon proficiency a the time of character
creation—if the proficiency comes from the above recommended list.

Hindrances: These characters are not accepted into upper middle class and upper
class socid circles—at least in the community in which the beggar is plying his trade.
This equates to a—4 reaction roll pendty if the beggar is trying to socidize with the upper
crust.

Wealth: Beggars begin with the norma starting gold for their character dlass.

Cavdier Thiskit is appropriate only for good-aigned characters, as cavdiers are of
brave heart and honorable bearing. They are the devoted heroes of the relm. Warriors,
wizards, and clerics who love their country, their sovereign, and their people can be
cavaiers. Cavdiers are the noblest of nobles, but they do not use their positionsin
society smply to further their own ends. They srive to aid the less fortunate, protect their
ruler, and save their country—whenever the need arises. Cavdiers can be independent, or
they might be employed as agents of the state, perhaps taking orders from the king or
queen.

Socid ranks: Though anyone with the right intentions and determination can be a
cavdier, it is more likely these individuals come from the higher echdons of a
community. Roll 2d6 to determine a cavdier’ srank.

2d6roll  Rank

2 Lower Class

3 Lower Middle Class
4-7 Upper Middle Class

8-12 Upper Class

Requirements: Cavaiers mugt have aminimum score of 13 in their dasssprime
requiste. Also, dl cavdiers must aminimum Charismalleedership of 14. Cavaiers can
be humans, dves, hdf-dves, or dwarves; thiskit is barred to rangers, thieves, druids, and
bards.

W eapon proficiencies: Cavaiers can choose any weapons alowable by their class.
Swords and lances are especialy appropriate for warrior cavaliers, asthey are suitably
noble wegpons for cavdiersto carry.

Recommended nonweapon proficiencies: Etiquette, riding (any), herddry, history
(locd or ancient), languages (modern or ancient), anima handling, dancing,
reading/writing, artigic ability, and gaming.

Equipment: Cavaiers can equip themselves how they choose. However, acavdier
must purchase a mount as soon as he can afford one. Not only does a handsome mount
increase the cavdier’ s noble bearing, one will likely come in very handy on his many
travels.

Recommended traits: Allure, artigtic ahility, glibness, lucky, music/singing, or
musc/ingrument.



Benefits: So good- hearted and strong-willed is the cavdier that he gainsa+2 saving
throw bonus againg dl mind- affecting magics. Such magics include, but are not
necessily limited to: charm person, friends, hypnotism, sleep, irritation, ray of
enfeeblement, fear, confusion, geas, command, enthrall, cloak of bravery, and symbol.

Hindrances: Mogt cavdiers have a strong sense of honor, meaning they will only
fight fairly and chivaroudy. For example, during acombat on a high diff-top, the
cavaier' sfoe might dip over the edge and manage to catch onto a handhold. The cavaier
could not leave the miscreant to that fate, nor would he loosen his foe' s grip on the dliff.
Rather, the cavdier would help the foe up, and then continue the combat. Neither would a
cavdier kill any enemy no longer capable of self defense or one who had surrendered in
good faith. Because of this code, a cavdier can be difficult to play properly.

Wealth: Unlessthe cavaier comes from the lower class, he begins with 150% of the
darting cash for his professon. If he comes from the lower class, he begins with the
norma sarting cash.

Diplomat In any campaign that involves government and palitics, diplomats and other
courtiers are bound to gppear. Diplomats can bring important messages to neighboring
countries. They might—as adventurers—explore uncharted regions and act as emissaries.
Or they could be attached to aforeign court astheir lord's representative, advising the
foreign ruler of the attitudes and policies of the diplomat’s homdand. Diplomats dso act
asther rulers eyesand earsin adistant court.

Social ranks: Diplomats are groomed from the higher stationsin society. Roll 2d6 to
determine their rank.

2d6rall  Rank
2-6 Upper Middle Class
7-12 Upper Class

Requirements: A diplomat must have aminimum Intelligence/K nowledge score of
10 and minimum Wisdomv/Intuition and Charisma/A ppearance scores of 12. The diplomat
kit is barred to hdf-orcs, haf-ogres, and any of the optional races except centaurs,
githzeral, satyrs, and svanmays.

Weapon proficiencies: A diplomat can wield any wegpons that fit his character
class. However, snce adiplomat is usudly apeaceful individud, if he wears heavy
armor and carries | ots of wegpons he might be viewed suspicioudy. Diplomats are at
their best appearing inoffensive.

Recommended nonweapon proficiencies: Dancing, etiquette, heradry, history
(any), languages (any, numerous preferred), reading lips, and riding (any).

Equipment: A diplomat can equip himsdf however he desires. However, his
possessions should be of superior quality and appearance.

Recommended traits: Allure, dertness, artistic ahility, glibness, music (any),
obscure knowledge, and precise memory.

Benefits: Sincethe diplomat’s nature isto put others at ease, he receives a+2 bonus
todl reaction ralls,

Hindrances: Diplomats are often far from home, essentialy at the mercy of aforeign
ruler. If the diplomat delivers a message thet the ruler doesn’t gppreciate, the ruler may



take out his anger on the messenger. During wartime, diplomats live especialy dangerous
lives, asthey frequently must travel across enemy lines and battlefields to perform their
duties.

Wealth: Diplomats begin with double the amount of gold dlotted to their class.

Explorers Explorersliveto see what' s over the next mountain or to sail beyond the
countries at the edge of amap. They yearn to discover new places, people, and wonders.
And their wanderlugt drives them ever on. They make perfect adventurers, never staying
in one town for more than afew days or weeks. And they are ways eager to explore
ruins, abandoned temples, and cave complexes. Many explorers are demihumans who,
not fitting into human-dominated towns, turned to traveling. Others are half-breeds, such
as hdf-dves, hdf-orcs, and half-ogres, who found more acceptance in the wilderness
than in ether of their parent’s communities. Of course, there are human explorers, too,
these leaving their homes smply because they had to know what's out there.

Social ranks: Explorers come from dl walks of life. Roll 2d6 to determine socid
rank at the beginning of the campaign.

2d6rall  Social rank

2-3 Lower Class

4-6 Lower Middle Class

7-10 Upper Middle Class

11-12 Upper Class

Requirements: Explorers must have aminimum of 12 for Wisdom/ Willpower and
Intelligence/K nowledge scores. Thiskit is open to dl player character races and classes.

W eapon proficiencies: These characters can select any wegpon proficiencies
alowed their adventuring classes.

Recommended nonweapon proficiencies: Direction sense, fire-building, fishing,
surviva, westher sense, seamanship, locd higtory, ancient history, reading/writing.

Equipment: Explorersare practica and try to carry dl of their ams, armor, and
belongings with them. They prize extra-dimensiona spaces and magicd carts and boxes
such as: bags of holding, Heward' s handy haversacks, quivers of Ehlonna, portable
holes, mouse carts, flatboxes, and more.

Recommended traits: Internd compass, inherent immunity to cold, inherent
immunity to heet, keen eyesight, keen hearing, precise memory.

Benefits: Explorers gain the surviva nonwegpon proficiency a no cogt, and they can
choose any two terrain typesto gpply it to. Possible terrains are: arctic, woodland, desert,
steppe, mountain, and tropical.

Hindrances: These characters cannot stay in one place too long, caling no place
home unless “home” isaship or acovered wagon. Therefore, explorers cannot spend
more than afew weeks a best in any given city or keep.

Wealth: Explorers begin with the maximum amount of gold alowed their character
class.

Gladiator Gladiators are trained to fight people and crestures for others entertainment.
Most are flashy, outlandish showmen whose battle tactics often cater to the crowd firgt,
their surviva second. Gladiators can be daves who are forced to fight, or they can be free



men who choose to make aliving thisway. If thiskit isused in acampaign, there must
ether be a culture that publicly dlows this activity, or ese the fights might be illega—
held in secret places and backed by society’ s shady element. Legd or not, the gladiator
definitely makes his living in an urban sgtting. If the campaign does’t revolve around, or
a least contain, a Szable city, this kit could be ingppropriate.

Social ranks: Gladiators can come from aimost any economic background, though it
ismore likely they come from the lower rungs of the community. Roll 2d6 to determine
the rank of agladiator.

2d6roll Rank

2-6 Lower Class

7-10 Lower Middle Class
11-12 Upper Middle Class

Requirements: A gladiator must have Strength/Muscle and Condtitution/Fitness
scores of 13 or greater. Thiskit is barred to satyrs and swvanmays. In addition, paadins,
rangers, wizards, thieves, and bards may not choose thiskit.

Weapon proficiencies: Only meee and hurled missile wegpons—no bows, dings,
etc.—can be used by such a character, as gladiatoria combats are not about firing arrows
a one another. A gladiator who kills an opponent without endangering his own lifein
mortal combat is not much of a showman. Possible gladiator wegponsinclude: daggers,
swords (al, but short swords are most common), scimitars, spears, tridents, polearms
(al), war hammers, maces (al), scourges, nets, and whips.

Recommended nonweapon proficiencies. Blind-fighting, endurance, gaming,
jumping, tumbling, armorer, wegponsmithing, heding, and rope use.

Equipment: Gladiators can have whatever wegpons fit their classes. However, they
areinitidly limited in armor types. Gladiators cannot begin with anything greater than
studded |esther.

Recommended traits: Fast heder, immunities, keen senses, light deeper, lucky.
Benefits: Gladiators enjoy a+1 bonus on atack rollswith one particular melee
weapon. For example, agladiator could choose a +1 attack bonus with the short sword.

Hindrances: Asgladiators are trained to make combats last along while and to play
to any crowd, they suffer a+1 pendty to their initiative rolls. They take thistime to show
off, display their weapon prowess, or bait their opponent.

Wealth: Standard as per the character’s class.

Jester Comedians, clowns, jokesters, and tricksters—these make up the jester kit, and
those individuas who fit thiskit live to make others laugh. Jeters strive to perfect their
humor—whether it be dapstick, dark comedy, or smple ribald jokes. Some dressin
gaudy costumes and adorn themsalves with bells and shiny buttons. Others dress like the
common man and blend in with the crowd. They spend their nightsin kings' courts, a
nobles parties, or in crowded taverns, and they tailor their humor to their audience. They
adventure to gain wedlth and friends—and to acquire materid for their next
performances. The most noted jesters are gnomes because of their exaggerated visages.
Social ranks: Jestersare found at every level in society, though the mgority of them
come from the middle class. Roll 2d6 to determine socid rank at the beginning of the



campaign.

2d6roll  Social rank

2 Lower Class
37 Lower Middle Class
8-11 Upper Middle Class
12 Upper Class

Requirements: Jesters must have a minimum Intelligence/Reason of 12 and a
minimum Charismall_eadership of 13. Dwarves, elves, and any of the optiona PC races
except for kobolds or goblins may not choose this kit. Only bards and thieves may choose
thiskit.

Weapon proficiencies: These characters can select any weapon proficiencies
alowed their adventuring classes.

Recommended nonweapon proficiencies: Singing, etiquette, modern languages,
reading/writing, ventriloquism, juggling, disguise, jumping.

Equipment: While adventuring, jesters outfit themsel ves with wegpons and armor
alowed their character class. However, they are ever on the lookout for unusua clothes,
props, noise-makers, and accouterments that can be used in their act.

Recommended traits: Precise memory, obscure knowledge, lucky, keen hearing,
empathy.

Benefits: Jesters enjoy a+1 bonus to Charisma when they are working an audience.

Hindrances: Jesters are often not taken serioudy. When trying to conduct business
deds or when socidizing, NPCs have a—1 reaction roll pendty toward them.

Weslth: Jesters begin with the norma amount of gold dlowed their character class.

Mariner Mariners are devoted to the sea. They may be young, old, poor or wealthy
enough to own the ship they sall. They travel the world's oceans because they loveit.
They livefor trading, exploring, and discovering new lands.

Social ranks: Marinerstend to be educated individuds from families with a
reasonable amount of gold. Roll 2d6 to determine the rank of amariner.

2d6roll  Rank

2-6 Lower Middle Class
7-10 Upper Middle Class
11-12 Upper Class

Requirements: A mariner must have a minimum Intelligence/K nowledge score of 9.
The mariner kit is prohibited for dwarves, aarakocra, daghi, bullywugs, centaurs,
mongrelmen, ogres, orcs, satyrs, swanmays, thri-kreen, and wemics.

Weapon proficiencies: Mariners can be versed in any weapons gpplicable to their
classes. However, weapons such as spears, pole-arms, and nets are practical.

Recommended nonweapon proficiencies. Weather sense, navigeation, fishing,
Sseamanship, swimming, rope use.

Equipment: Mariners can carry whatever equipment they desire, however much of it
should be useful in their trade. Further, these individuals tend to weer little or no armor,



as heavy armor is not practica on aship. They prize rings of protection and bracers of
defense.

Recommended traits: Keen senses, light deeper, lucky.

Benefits: Mariners enjoy a+2 bonus on reaction rolls from sailors, ship captains, and
aguatic races. And they gain a+1 to hit bonus with nets.

Hindrances: Because mariners are so a home on the seg, they are often
uncomfortable on land. When there is no water in sght, they are out of their dement, and
they suffer a—2 reaction roll pendty.

Wealth: Standard for the character’s class.

Merchants Merchants are vitd to any civilization, for they buy, sdll, or barter the goods
and sarvices that a society demands. Merchantsinclude local fishkmongers, Street
vendors, shop keepers, caravan owners, and more. Some have permanent stores
established in athriving business district. Otherstravel to distant lands to bring back rare
treasures. Adventurers are naturad merchants, as they often visit many strange and exctic
places and acquire unusua and vauable goods. Merchant adventurers have an outlet to
sdl many of the materid treasures such as tapedtries, satuary, gems, and jewdry they
often accumulate.

Sacial ranks: Merchants come from many walks of life. Roll 2d6 to determine the
rank of amerchant. Optiondly, grant that merchant the gppropriate business and income.

2d6roll Rank Business

2-3 Lower Class Works for someone else

47 Lower MiddleClass Ownsadgal or rents a storefront
8-10 Upper MiddleClass  Owns a storefront

11-12 Upper Class Owns a large storefront

Requirements: A merchant must have minimum Intelligence/K nowledge and
Charismal/Appearance scores of 9. Thiskit is closed to paladins, rangers, druids and al
charcters of the following races. daghi, minotaur, mongreman, ogre, satyr, sSvanmay,
thri-kreen, and wemic.

W eapon proficiencies: Merchants can wield any weapons appropriate to their
classes. However, amerchant who wears heavy armor and carries severd large weapons
might make their customers nervous—unless the merchant is in the business of sdling
ams and armor.

Recommended nonweapon proficiencies. Appraising, carpentry, cobbling,
eliquette, reading/writing, modern languages, locd history, forgery, tailoring, weaving.

Equipment: Merchants can carry whatever equipment they desire, however much of
it should be useful in their trade. Many merchants make sure they have plenty of lesther
sacks and other containers to store goods they might acquire. They prize bags of holding
and flatboxes.

Recommended traits: Glibness, keen senses, precise memory, alertness, obscure
knowledge.

Benefits: Because they are often welcomed into communities, merchants receive a +1
reaction roll bonusin city settings. In addition, merchants with the appraisng proficiency
gain a permanent +2 bonus to that skill.



Hindrances: While they areinitiadly welcomed for the goods and services they bring,
not dl merchants are forthright in their business dedings. Any merchant who is publicly
accused of cheating his customers (whether the accusation istrue), loses the reaction
bonus above. Further, he suffers a—2 pendty to dl reaction rolls until hisinnocenceis
proven.

Wealth: A merchant begins with the maximum amount of gold dlotted to his dass.

Mystic Thoughtful and introspective, the mystic seeks to find the answersto the
mysteries of the universe by traveling across the globe. Nonviolent by nature, the
inquisitive mystic seeks only truth, and he avoids confrontations when possible.
However, if the mystic must battle hisway to enlightenment, he will do so. Mydtics are
usudly found among cultures that place a high value on art, philosophy, and scholarship.
As seekers of knowledge, mydtics often become adventurers while they search for the
answers they seek.

Social ranks: Mystics tend to be well-educated, coming from the more affluent
segments of society. Roll 2d6 to determine the rank of amystic.

2d6rall  Rank
2—7 Upper Middle Class
8-12 Upper Class

Requirements: A mystic must have a minimum Wisdonvintuition score of 13. This
kit is closed to thieves and bards. Only characters of the following races can choose this
kit: human, df, hdf-ef, gnome, hafling, aarakocra, daghi, centaur, githzeral, svanmay,
and wemic.

Weapon proficiencies: Mystics can wield any wegpons appropriate to their classes.
However, mogt prefer lighter wegpons which do not weigh them down.

Recommended nonweapon praoficiencies. Agtrology, asronomy, religion, etiquette,
languages (modern or ancient), history, (loca or ancient), reading/writing, herddry,
riding (any), herbaism, hedling, gem cutting, musicd ingrument, navigetion.

Equipment: Mystics can select whatever equipment they desire and can afford.
However, these characters are known to travel unencumbered, so care should betakenin
what they purchase and acquire.

Recommended traits: Artigtic ability, empathy, obscure knowledge, ancient history,
precise memory.

Benefits: A mydtic can temporarily boost one of his 12 subability scoresby +2. If the
mydtic isaranger with a 16 Baance score, by meditating the score can be temporarily
increased to an 18. If the mystic isawarrior trying to boost a Muscle score of 18/30, the
bonus counts as 20% rather than 2 points—each point equates to 10%. The mystic
warrior's Muscleis temporarily increased to 18/50. To gain this subability bonus, the
mystic must meditate, building up his body and mind for this feet. The subability score
remains boosted for one-third of the mystic's meditation time. If the Mystic mediated for
three uninterrupted hours, he could boost a subability score for one hour.

Hindrances: The process of meditation requires effort. While amystic could
meditate in the cabin of a ship, he could not do o if that ship were in the midst of a
terrible storm. Attacks or very loud noises dso disrupt meditation. The time spent in



meditation does not dleviate the mystic's need for food and deep. So it isunlikely that a
mystic could spend three daysin meditation in preparation for an adventure. Further, a
mydtic cannot gain multiple meditation bonuses a onetime.

Wealth: A mydic isinterested in knowledge, not materid items. As such, he cannot
own more than he can carry. A mount is an exception, as such a beast is useful in taking
the mydtic to new places.

Nobles Nobles are those born to the highest ranks of society. They arerich, dresswell,
and they usudly spend money frivoloudy. They are the privileged few the common
people idolize. And they are the symbols of what others often consder the best in the
world.

This leads many nobles to believe they are better than everyone around them—not
just in wedth or socid standing, but in manner and abilities. This sense of superiority can
manifest itsdf as overwheming pride, arrogance, and condescending snobbery. These
nobles use their wedlth, standing, and power to take what they want from those weaker
than themsdlves. They can be as brutd, savage, and unthinking as the horrific mongters
they day.

Not dl nobles are like this, however. Some fed a certain sense of sewardship for the
unwashed hordes. These nobles consider it their duty to do dl in their power to better the
world—as long astheir lifestyles are not jeopardized. They can be chivarous toward
members of the opposite sex, and they might occasiondly stop to chat with peasants.
These nobles mean well, but they may be out of touch with what isimportant in the lives
of the common peaple.

Nobles need not be played as brutal tyrants or out- of-touch fops and dandies, but
there are plenty of wealthy individuas who fit those two archetypes.

Saocial ranks: Nobles are only found in the upper echelons of society. Roll 2d6 to
determine the rank of anable.

2d6roll  Rank
24 Upper Middle Class
5-12 Upper Class

Requirements: Nobles need only meet the requirements of their adventuring class.
Thiskit is open to dl classes and races except mongrelmen.

Weapon proficiencies: Any dlowed by their adventuring class.

Recommended nonweapon praoficiencies. Etiquette, herddry, riding (any), dancing,
languages (ancient or modern), hitory, (loca or ancient), reading/writing, religion,
gambling, musica ingrument, anima handling, hunting, and gaming.

Equipment: Regardless of his class, he must purchase a mount and tack, as no
sdf-regpecting noble would alow himsdf to be seen on foot when out and about. Further,
al armor, weapons, clothes and accouterments must be of the finest quality.

Recommended traits: Allure, artistic ability, glibness, lucky, music (any).

Benefits: Because of his superior manner of dress, speech, and decorum, NPC nobles
will recognize the player character’ s status and accord him the proper respect. Player
character nobles receive a +2 reaction roll bonus when interacting with individuasfrom
the upper class and upper middle class.



Hindrances: Because the noble demands the finest thingsin life, he pays more
money for medls, board, equipment, etc. In addition, many vendors recognize the noble
as being wedthy and raise their prices accordingly. A noble must add 25% to the price of
any item or service he wishes to purchase.

Wealth: Nobles begin with twice the norma garting gold of their classto reflect
their higher leve of resources.

Outlaw These characters spit in the face of authority and scoff at the mention of “the
law.” They are men and women wanted by the campaign’s government officids and
law-enforcement authorities.

Some outlaws are the heroic Robin Hood type. They become outlaws because they
oppose an evil, corrupt, or tyrannica regime. These outlaws are more concerned with
judtice than the drict letter of the law. And while they willingly breek laws, they do it for
the common good—robbing from the rich to give to the poor, smiting the minions of the
vile adminidration, and generaly making life as uncomfortable as possble for those
who' ve turned the law to their own wicked ends.

Other outlaws are bandits and highwaymen who inhabit the fringes of many
civilizations hoping to rob innocent passerdby of their hard-earned valuables. These
despicable louts truly give the term “outlaw” abad name.

Social ranks: Outlaws typicaly come from the poorer segments of society. Roll 2d6
to determine an outlaw’ s socia rank.

2d6roll Rank
27 Lower Class
812 Lower Middle Class

Requirements: As many Outlaws must leave the comforts of civilization behind to
avoid capture, they must be hardy souls. All outlaws must have minimum
Strength/Stamina and Condtitution/Health scores of 12. Thiskit is open to dl races and
classes, but paladin outlaws require specid gpprova from the DM.

W eapon proficiencies: Outlaws can wield whatever wegpons are dlowed by their
class. However, they tend to favor missile weapons because they like to strike at the
forces of the law from a safe distance.

Recommended nonweapon proficiencies. Rope use, set snares, surviva tracking,
fire-building, riding (any), animd lore, bowyer/fletcher, hunting, running, loca history,
disguise, tumbling.

Equipment: Characters who are on the run, such as outlaws, are pt to be lightly
equipped to dlow for quick, quiet movements.

Recommended traits. Alertness, internd compass, glibness, impersonation, keen
senses, light deeper, lucky.

Benefits: Outlaws have a designated hideaway, a place where they can fed safe.
Possible locations include agrove in the local forest, ahidden valley, the city’ s sewer
system, or anearby dungeon. The DM and player should work out the specifics.

Hindrances: Outlaws aways have someone out to get them—usudly the collective
force of the campaign’s law enforcers. They might have some player characters after
them, too, if the bounty on their head becomes tempting enough.



Wealth: Standard for the character’s class.

Peasant Hero A Peasant hero isthe “local kid done good.” Whatever his class,
whatever his ambitions, this character dways remembers that his roots are in the soil of
his home—Dbe it abusiling village, aquiet hamlet, or alone farm miles from the nearest
neighbors. He might leave his home and become a greet generd, amighty wizard, a
noble priest, or amaster thief—but his home will dways be foremost in his heart. A
peasant hero might fight againgt tyrannica nobles who are oppressing the common
people, or he could smply yearn for the wedlth of the nobles—so he can return to his
village and build homes, temples, schools, and more.

Social ranks: Peasant heroes come from the poorest of families. Roll 2d6 to
determine the hero's socid rank.

2d6roll Rank
2-9 Lower Class
1012 Lower Middle Class

Requirements: Thiskit is open to dl classes and races. There are no abilty score
requirements.

Weapon proficiencies: Although a peasant hero can wield any wegpon alowed by
his adventuring class, favored weapons include: dagger, short sword, quarterstaff, spesr,
short bow, club, hand axe, knife, sckle, ding, and saff ding.

Recommended nonweapon proficiencies. Agriculture, fishing, anima handling,
animd lore, blacksmithing, carpentry, cooking, cobbling, fire-building, pottery,
sonemasonry, weaving.

Equipment: See“Wesdth” below.

Traits: Animd empathy, empathy, immunities, climate sense.

Benefits: The disadvantaged often make it through the rough times by helping eech
other. Therefore, in his homeland, a peasant hero dways will be given shelter and any
other help hisfdlows can give. They will hide him and his friends from an evil ruler’s
troops, hedl hiswounds, and feed and clothe him. Of course, thisis conditiona—if the
peasant hero has given up his down-to-earth ways or migtreats his former friends, helll
find dl doorsin the village dosed to him.

Hindrances: Asheisviewed as something of a hero, a peasant hero will find the
people of hishomeand coming to him for assstance. If livestock are disgppearing from
the pens, or the village elder has been jailed for speaking againgt the nobles, or if another
peasant is accused of crime he didn’t commit, the peasant hero will be caled upon to
help.

Wealth: Peasant heroes begin with haf the sarting maximum gold alowed for ther
adventuring class.

Pirate Like mariners, pirates love the ocean. However, pirates aso love wedth. Evil
pirates are the scum of the sees. They'll attack a ship and kill the crew to a man—unless
there is a nobleman or wedlthy heiress on board they can hold for ransom. These
buccaneers have no lofty gods and fight for no cause other than to net the next ship full
of booty.



Privateers are neutral- or good-aigned pirates who are usualy commissoned by a
government to prey on the shipping of that government’s enemy. Privateers are often
granted Letters of Marque that state they are in the employ of their king or queen. As
representatives of a nation, privateers are expected to behave with a code of honor. They
accept surrenders, treat prisoners well, and are always deferentia to any noble captives—
especidly those of the opposite sex.

Saocial ranks: Pirates usualy come from the middle rungs of the socid ladder. Roll
2d6 to determine the rank of apirate.

2d6roll Rank
27 Lower Middle Class
8-12 Upper Middle Class

Requirements: A life on the seais rigorous and demanding. Pirates must have
minimum Condtitution/Hedth and Dexterity/Bdance scores of 12. The pirate kit is
prohibited for dwarves, aarakocra, aaghi, bullywugs, centaurs, ogres, orcs, satyrs,
swanmays, thri-kreen, and wemics. Thiskit isopento dl classes.

Weapon proficiencies: Pirates can be versed in any weapons applicable to their
classes. However, rapiers and cutlasses are suggested for swashbuckling characters.

Recommended nonweapon proficiencies. Navigation, fishing, seamanship, rope
use, gambling, tightrope walking, direction sense, swimming, weather sense.

Equipment: Pirates tend to avoid large wegpons and heavy armor. Characters who
are weighted down have a hard time climbing around in the ship’srigging and are likely
to drown if they are pitched overboard during astorm or afierce battle.

Recommended traits: Alertness, glibness, light deeper.

Benefits: Pirates are accustomed to the pitch and roll of a ship and have an advantage
when engaged in melee on deck. They gain a+1 bonus to their attack rolls while fighting
a sea. Pirates dso have a designated hideaway. Such locations include deserted ides,
hidden anchorages, a sea-cave complex beneath the port city, etc.

Hindrances: Pirates suffer a—2 pendty on reaction rolls when they enter aport. If a
pirate behaves in amanner gppropriate to the setting, this penalty may be reduced and
then diminated upon subsequent visits. Pirates often make alot of enemies. Hence,
pirates are sometimes hunted by those they plundered. Pirate characters should never get
too complacent—there' s always somebody not too far away who wants the character’s
loot or head to show that this seawolf will prowl the oceans no more.

Wealth: Standard for the character’s class.

Pugilist Pugilists are characters who prefer to fight with their bare hands. They might
make aliving by fighting in aring. Or perhaps they specidizein martid arts. They are
gtrong, tough, and fit into any society that alows professond or street fights. Pugilists
make excellent adventurers, as they have quick reflexes and are good in a brawl with
mongers. Adventuring gives them an additiond outlet for their physicd sde, and it
affords them opportunities to travel to new communities and find new fights. Players
might want to consult the Combat and Tactics book for information on unarmed combat
and martia arts,

Saocial ranks: Mot pugilists come from poorer familiesin bad parts of town where



people learned to fight to get what or smply to defend themsalves. Roll 2d6 to determine
apugilig’s socid rank at the beginning of the campaign.

2d6roll  Social rank
2-10 Lower Class
11-12 Lower Middle Class

Requirements: Pugiligts must have minimum StrengthyMuscle and
Dexterity/Baance scores of 14. Thiskit is barred to the following races: aarakocra,
daghi, bullywug, centaur, lizard man, minotaur, sSvanway, thri-kreen, and wemic. The kit
isopen to al classes except wizards.

Weapon proficiencies: These characters can sdect any wegpon proficiencies
alowed their adventuring classes. However, they prefer to fight with their hands.
Proficiency and specidization in any form of unarmed combat (punching, wrestling, or
martia arts) is recommended for the pugilist.

Recommended nonweapon proficiencies: Blind-fighting, endurance, running.

Equipment: Pugiligts prefer to fight in loose-fitting street clothes and unencumbered.
They seek magica bracers and rings to make themselves more difficult to be struck. They
will wear armor while adventuring—if their character classdlowsit.

Recommended traits: Keen eyesight, keen hearing, keen sense of touch, light
deeper, ambidexterity.

Benefits: Normally, when a character makes an unarmed attack against an armed
opponent or amonster with natura atacks, hisfoe gains an immediate attack of
opportunity with a+4 bonusto his attack roll. This makes it very dangerous for unarmed
heroes to attack most enemies. However, pugilists are skilled at fighting armed opponents
and mongters with their bare hands; they are trested asif they were armed when making
unarmed attacks.

Hindrances: Pugilists are admired when they are in aring and the crowd is cheering
them on. However, people from the middle and upper class prefer not to associate with
the ruffians. A pugilis’s Charismais effectively lowered by 1 when deding with those
from the middle class and by 2 when speaking to people from the upper class.

Weslth: Pugiligs begin with the norma amount of gold dlowed their character class.

Rider A rider isacharacter who has developed a bond with his mount. When the
character was younger, he became friends with this anima, and the rider and his mount
grew up together and grew close. They are now dl but inseparable. In fact, they share
such a bond they can sense each other’ s location and generd hedlth. Perhgpstherider is
an df who was born in the deep wilderness and who rides into the campaign’s city on a
giant boar. Maybe the rider is a hdfling lass who—with her giant lizard mount—|eaves
her village behind in pursuit of adventure.

Social Ranks: Riders can come from most walks of life. Roll 2d6 to determine the
rider’s socid rank.

2d6roll Rank
24 Lower Class
5-10 Lower Middle Class



11-12 Upper Middle Class

Requirements: Riders must have aminimum Charisma/lLeadership of 13. Thiskit is
open to the standard player character races, and to flinds, githzerai, goblins, kobolds,
orcs, and swanmays. The kit is open to al classes.

Weapon proficiencies: Riders can sdlect any wegpons thet fit with their adventuring
professions. Wegpons designed to be used while mounted are ideal. These include:
lances, bow (any), horseman’ sflail, horseman’s mace, horseman’s pick, spear, bastard
sword, long sword, scimitar, morning star.

Recommended nonweapon proficiencies: Animd lore, animd training, animd
handling, riding (any), rope use, charioteering, heradry, bowyer/fletcher.

Equipment: Riders can select any weapons, armor, and other equipment that fits
their adventuring class.

Recommended traits: Anima empathy, empeathy, dertness, keen hearing.

Benefits: When this kit is chosen, the player and DM must determine a suitable
mount for the character. There are severd factorsto consder: 1) the climate and terrain
of the character’s homeland, where he acquired the mount; 2) the character’ s race
(haflings would have a difficult time riding eephants, while hdf-ogres would be too big
for apony) and; 3) the availability of the mount. A rider’s mount isSmilar to awizard's
familiar in that the pair have abond. Each will know the generd state of hedlth of the
other, the direction the other isin, and the distance by which they are separated.
Depending on its degree of intelligence, the mount might be able to understand if its
friend isin danger. Many arider has escaped certain death on the back of a mount that
risked its own life to save him.

After making alist of possble mounts, the player should select one. DMs might
prefer the mount to be selected randomly. If thisisthe case, use the following method.

Roll 1d6. A result of 1-3 indicates the player should roll on the natura creatures
table; 4, flying creatures, 5, giant land creatures, and; 6, underwater creatures. Then rall
1d8 on the appropriate mount table.

Table43: Mounts

Natural Creatures Flying Creatures
1 Horse/pony 1 Griffon
2 Bul 2 Hugeraven
3 Camd 3 Hippogriff
4 Buffdo 4 Huge bat
5 Mue 5 Giant owl
6 Cave bear 6 Pegasus
7 Stag 7 Giant wasp
8 Eephat 8 Giateagle
Giant Land Creatures Underwater Creatures
1 Giant beetle 1 Hippocampus
2 Giatlizad 2 Giant crab
3 Giant boar 3 Seahorse
4 Giant wea 4 Dalphin



5 Giantfrog 5 Killerwhde
6 Giant badger 6 Sealion
7 Giant goat 7 Giant otter
8 Giant skunk 8 Giantray

Hindrances: If arider neglects or mistreats his mount, the DM might declare that the
mount flees—bolts during the night, kicks its way out of astable, fliesaway, ec. If this
occurs, the rider can never again experience an empathic rgpport with aanima. Further,
when the rider’ s mount dies, the rider immediately suffers 2d6 points of damage, due to
the emotiond loss resulting from the death of a close friend. This damage can be hedled.
However, if the mount’ s death occurred as aresult of the rider’ s negligence, aside from
suffering the physica damage, the rider must attempt a saving throw vs. spells. Failure
means the rider operates as if he were under afeeblemind spell for the next 2d6 hours.

Weslth: A rider begins with the amount of money dlowed his adventuring class. He
must purchase tack and anima feed with this before using what is left to purchase
wespons, armor, and equipment.

Savage Savages are characters from primitive societies, individuas who lived on their
own or in extended families. They differ from barbarians in that they have no established
villages or communities. They live off the land by hunting and foraging. They do not
herd animals or establish farms. Savages find their way into adventuring groups Smply
by crossing paths with player character heroes. They are quick to become apart of an
adventuring family, and they are comfortable traveling and exploring. However, savages
are uncomfortable in towns, and they are suspicious of civilized trappings.

Saocial ranks: Since savages do not come from a society, their sarting socid rank is
essentialy lower class,

2d6roll  Social rank
2-11 Lower Class
12 Lower Middle Class

Requirements: Savages must have a minimum Condtitution/Fitness score of 13. This
kit is open to al races except githzerai and swanmays, and to al classes except paadins.

Weapon proficiencies: At thetime of character creation, a savage must choose from
the following wooden wesgpons. quarterstaff, spear, bow, and club. As the character gains
in levels and adventures with others, he can pick up more civilized weapons, such as
maces, swords, and daggers.

Recommended nonweapon praoficiencies: Animd lore, hunting, running, set snares,
surviva, tracking, fishing, svimming.

Equipment: Savages begin without any metd equipment. Their weapons are limited
to those listed above, and they can wear nothing greater than hide armor. All of their
possessions must come from nature, such: as deerskin sacks, buffao hide blankets, vine
rope, woven baskets, clay jugs, stone arrowheads, etc.

Recommended traits: Keen eyesight, keen hearing, keen sense of touch, keen sense
of taste, light deeper, ambidexterity.

Benefits: Savages gain +1 to any three nonwegpon proficiencies scores, provided



they are sdlected from the recommended list above.

Hindrances: Player characters with thiskit are uneasy in cities. They suffer a—2
initiative pendty when traveling within the confines of atown or keep.

Wealth: Savages are dlowed to spend up to the norma wedth alowed their
character class on the wegpons, hide armor, and equipment mentioned in this kit.
However, whatever is not spent vanishes. Savages begin play with no money.

Scholar A scholar is driven by his incessant drive for knowledge about a particular
topic or family of topics. Adventuring scholars might want to study underground ruins,
abandoned temples, mythical beasts, giant insects, haunted woods, or monsters. When not
traveling (and taking copious notes at every opportunity), he' s likely to be found poring
over books, maps, scralls, and clay tablets. Scholars choose to adventure because they
know they can learn more by studying something up close than by reading about it in
musty libraries.

Social ranks: Scholars are well-educated and come from rather affluent families.
Roall 2d6 to determine ascholar’ s socid rank.

2d6rall  Rank
2-6 Upper Middle Class
7-12 Upper Class

Requirements: A scholar must have aminimum Intelligence/lKnowledge of 13. This
kit isopen to al standard player chacter races and to: centaurs, githzeral, and svanmays.
Fighters may not be scholars.

Weapon proficiencies: Those that fit with the scholar’ s adventuring class.

Recommended nonweapon proficiencies. Reading/writing, history (any), languages
(any), herddry, astrology, astronomy, herbaism, engineering, gem cutting, religion,
spdllcraft, brewing, etiquette, musical instrument.

Equipment: Scholars dways must be prepared to record some interesting new hit of
knowledge. Therefore, dl scholars must carry quills, ink, scrolls, and ajourna or diary
with which to write down any intriguing new facts or theories.

Recommended traits: Artigtic ability, keen eyesght, keen hearing, precise memory,
obscure knowledge.

Benefits: Scholars gain a+1 bonus either to Intelligence or Wisdom checks (player’s
choice)—including proficiency checks based on Intelligence or Wisdom.

Hindrances: Since scholars spend so much time reading, theorizing, and studying,
they suffer when it comes to physica combat. All scholars suffer a—1 pendty on ther
initiative rolls when fighting.

Wealth: Standard for the character’s class.

Scout Scouts are those characters who are most at home in the wilderness. They can be
hunters, loggers, trappers or furriers. Or they might be employed by the campaign’s
military forcesto patrol the country’s borders and keep afurtive eye on the nation’s
enemies. Asarule, they are brave—even daring. Few others would voluntarily crossinto
enemy territory to ascertain troop movements or the locations of the mongters

stronghold. Wildernessiis not limited to forests. Any geographic region that is untouched



by civilization quaifies. Such areas can include the desart, arctic tundra, tropicd rain
forests, mountain valeys, or even naturd cave complexes—perhaps leading to the
Underdark.

Saocial ranks: Scouts come from the lower tiers of society. Roll 2d6 to determine a
scout’s socid rank.

2d6roll Rank
2-5 Lower Class
6-12 Lower Middle Class

Requirements: Scouts must be able to discern a dangerous situation from a lethd
one. All scouts need a minimum WisdonvIntuition score of 12. Thiskit isopen to dl
races and classes.

W eapon proficiencies: Scouts can be proficient in any wegpons that fit with their
adventuring class. Since they are frequently outnumbered by foes, most scouts salect
missile wegpons to help them even the odds.

Recommended nonweapon proficiencies: Tracking, survivd, fire-building, hunting,
mountai neering, rope use, set snares, swimming, carpentry, direction sense, wegther
sense.

Equipment: Scouts do not enter the wilderness unprepared. Scouts must purchase
adeguate clothing for the season, rations and water, flint and sted, rope, bedrall, asmall
hammer, and pitons. They can purchase any wegpons, armor, and other equipment with
any gold they have remaining.

Recommended traits: Alertness, fast hedler, impersonation, keen eyesight, keen
hearing, keen sense of touch, light deeper.

Benefits: Scouts gain a+1 bonusto al nonwegpon proficiency checkswhilein the
wilderness or natura cave settings.

Hindrances: Scouts areill a ease in urban or dungeon settings. They suffer a—1
pendty on al nonwegpon proficiency checks when in such locaes.

Wealth: Standard for the character’s class.

Sharpshooter Sharpshooters devote their time and effort to becoming extremely
proficient with missile wegpons. They might be experts with thrown wegpons such asthe
dagger or hand axe. Some make their living as trick-shot artitsin carnivals and circuses.
Sharpshooters may be military specidists assigned to attack and dispose of enemy
officers, wizards, airborne foes, or even enemy sharpshooters. Others might be classic
archers, able to split an opponent’ s arrow in atarget or knock afoe' s wegpon from his
hand.

Social Ranks: Sharpshooters usualy come from middle- classed families who have
money to spend on wegpons and lessons. Roll 2d6 to determine the socid rank.

2d6roll Rank
2-6 Lower Middle Class
7-12 Upper Middle Class

Requirements. A sharpshooter must have a minimum Dexterity/Aim of 13.



Bugbears, lizard men, minotaurs, ogres, and wemics cannot become sharpshooters. This
kit is barred to wizards and priests (athough the DM may dlow some specidty priests,
such as druids, to become sharpshooters).

W eapon proficiencies: More than haf of a sharpshooter’ sinitia wegpon
proficiencies (or at least Sx character points) must be alocated on missile wegpons.
Expenditures for missile wegpon specidization or style specidizations involving missle
weapons count toward the requirements.

Nonweapon proficiencies. Bowyer/fletcher, hunting, heradry, riding,
wegpongmithing.

Equipment: A sharpshooter’ sfirst concern is making sure he has enough arrows or
other missile weagpons. After that, he can purchase whatever armor and equipment is
appropriae to his adventuring class.

Traits: Ambidexterity, keen eyesght, keen hearing, lucky.

Benefits: Sharpshooters gain a +1 bonus to attack and damage rolls with one
particular missile wegpon. The wegpon must be chosen at the time of the character’s
creation. This bonus does not gpply to a hurled missile wegpon when it isused in melee
combat. For example, if a sharpshooter threw a spear a an oncoming hobgoblin, he could
aoply the bonus. If he waited until the hobgoblin closed to melee range, the bonusis no
longer applicable.

Hindrances: Because a sharpshooter concentrates on missile weapons, he suffersa—
1 pendty on initiative rolls for melee combat.

Wealth: Standard for the character’s class.

Smuggler Characterswho earn aliving by fencing questionable goods and moving
materiad about behind the backs of government officids are consdered smugglers. They
are opportunists who have the right connections to guide stolen or suspicious property
about from place to place—at a congderable profit to themsaves. Smugglersrarely stedl
things themsalves. They consider that much more risky than transporting the goods and
feigning ignorance about the goods' origins. And they rarely keep materids they believe
stolen—better to move the objects on to another city. A few smugglers work as fences on
the sde. Smugglers love the adventuring life because it gives them the opportunity to
travel and the chance to move goods. A smuggler might jump & the opportunity to delve
into a dungeon when the authorities are on the lookout for a matched set of emerads he
hasin his bdt pouch.

Social ranks: Most smugglers come from the middle class. Roll 2d6 to determine
their rank.

2d6roll  Social rank
2-8 Lower Middle Class
9-12 Upper Middle Class

Requirements: Smugglers must have a minimum Wisdom/Willpower score of 12, as
they must have enough common sense to help them stay ahead of the law. Thiskit is
open to dl races and classes, but pdadin smugglers require specid approva from the
DM.

W eapon proficiencies: These characters can select any weapon proficiencies



dlowed their adventuring classes.

Recommended nonweapon praoficiencies: Apprasng, forgery, gem cutting, ancient
history, artitic ability, etiquette, pottery, ancient languages, reading/writing.

Equipment: Smugglers seek magica bracers and rings to make themselves more
difficult to be struck or seen. They will wear armor while adventuring—if their character
classdlowsit. However, they prefer to travel in loose-fitting street clothes and
unencumbered.

Recommended traits: Keen sense of touch, glibness, impersonation, lucky, obscure
knowledge, precise memory.

Benefits: If asmuggler chooses the gppraising nonwegpon proficiency, he gainsa +2
bonus to that proficiency score.

Hindrances: Smugglers on occasion run afoul of the law—or of individuaswho try
to pass goods via the character. When this hgppens, a smuggler might haveto rely on his
fellow adventurers for protection.

Wealth: Smugglers begin with the maximum amount of gold dlotted to their
character classto reflect the money they earn from their shady dedings.

Soldier A Soldier is aprofessiona warrior. He might be afidd officer, a career
sergeant, or asellsword. Any character class can be a soldier. Warriors and clerics can
lead troops into battle; wizards can decimate enemy armies with their powerful, offensve
spells; and rogues can infiltrate enemy-occupied positions and gain vauable intelligence.
If aplayer isinterested in this kit, he should discuss with the DM whether the soldier isa
member of a standing military organization or isamercenary. If the character isa
member of amilitary force, his military rank also must be decided.

Social ranks: Soldiers come from al waks of life. However, those from more
influentid families tend to rise higher in the military career ladder. If the soldier is part of
an organized unit, roll 2d6 to determine his socid and military rank.

2d6rall  Rank Military Title

2-5 Lower Class Man-at-armg/foot soldier
69 Lower MiddleClass  Sergeant/horse soldier
10-11 Upper Middle Class  Lieutenant

12 Upper Class Captain/commander

Requirements: Soldiers must have a minimum Condtitution/Fitness score of 12, as
military lifeis not easy. Thiskit is open to any player character race except; aarakockra,
daghi. githzeral, minotaur, mongrelman, satyr, sSwanmay, thri-kreen, and wemic. The kit
isopento dl classes.

Weapon proficiencies: Soldiers can be proficient in wegpons that fit their
adventuring class.

Recommended nonweapon proficiencies. History (ancient or local, emphasison
military events), fire-building, direction sense, animal handling, cooking, heradry, riding
(land-based), seamanship, swimming, disguise, armorer, blind-fighting, bowyer/fletcher,
charioteering, endurance, navigation, surviva, weaponsmithing, reading/writing.

Equipment: Soldiers must spend more than haf of their starting wedth on wegpons
and armor. They can wear any armor and use any wegpons alowed their adventuring



profession.

Recommended traits: Keen eyesight, keen hearing, light deeper.

Benefits: At thetime of character creation, the soldier gains one free nonweapon
proficiency, provided it is selected from the recommended list above. In addition, a
soldier acquires one weapon at no cost—agift of the military.

Hindrances: A soldier can purchase only those weapons, armor, and other pieces of
equipment that can be carried on his back or on his mount.

Weslth: Standard for the character’s class.

Spy Inany campaign thereis bound to be intrigue, conspiracies, and insidious plots.
Uncovering these secretsis the job of the spy. Asthe scout crosses enemy lines and
infiltrates dangerous wilderness areas to learn vitd information, so does the spy wend his
way through dl levels of society. He attends parties or Sitsin smoky taverns, drinking,
dancing, or gambling—all the while noting who is speaking to whom, what isbeing
discussed, (and what isn't being discussed), who's present and who's absent, and what
are the latest rumors and gossip. Spies often choose to become adventurers, as that
professionis the perfect cover. Few think twice when a new group of heroes comes into
town. In most campaigns, adventurers are just accepted—if not granted afew favorsin
case thelr unique talents are ever needed. This dlows spies to go dmost anywhere
without arisng suspicion.

If thiskit is chosen, the player should discuss with the DM exactly who the spy is
supposed to be spying on, and who the spy’s employer is. It is possble that the spy is
between missons, or is seeking additiond income as an adventurer. Spies tend to be
educated and versatile. Roll 2d6 to determine the socia rank of a spy character.

2d6roll Rank
2-4 Lower Middle Class
5-12 Upper Middle Class

Requirements: Spiesmust be able to think on their feet and smoothly tak their way
out of Stuationsin which their cover may be blown. Therefore, al spies must have
minimum Intelligence/Reason and Charisma/A ppearance scores of 13. The py kit is
barred to hdf-ogres, aswel as any optiond PC race that is Size large (restriction z from
the Other Races section of Chapter Three), and thri-kreen. The kit isopen to dl classes.

Weapon proficiencies: Spiesare only limited in wegpon choice by their adventuring
class. However, depending on their cover identity, spies may be limited in the weapons
they carry. For example, a oy impersonating awizard cannot bring his favorite bastard
sword aong as part of the disguise. Many spies prefer smal, easily concedled, or easily
disguised wegpons (awaking cane can double as a club or hide athin blade). This lets
spies defend themsalves if they are discovered. Such wegponsinclude: club, dagger,
knife, and darts. If the campaign involves much courtly intrigue, “ceremonid” wegpons
such as various swords dso qudify.

Recommended nonweapon proficiencies: Disguise, forgery, dancing, etiquette,
herddry, riding, loca history, modern languages, herbaism, reading/writing, gppraising,
gaming, musicd ingrument, reading lips, spdlcraft.

Equipment: The spy’s cover identity may dictate what equipment he can carry



without appearing incongruous.

Recommended traits: Alertness, empathy, glibness, impersonation, light deeper,
lucky, music (any), precise memory.

Benefits: Because of the spy’s suave charm, he receives a+2 bonus for al NPCs
reection rolls.

Hindrances: The foremost problem with being aspy isthat if his cover identity is
blown and he is captured, the pendlty is often death. It is dso possible that old foes may
later determine the oy’ s true identity and seek revenge againgt him.

Wealth: Standard for the character’s class.

Swashbuckler A swashbuckler isthe lightly armed and armored hero with a flashing
blade and rapier wit. Most a homein a city-based campaign (dungeons tend to ruin their
expensive, foppish dtire), the swashbuckler seemsto have stepped right out of Dumas
The Three Musketeers. Swashbucklers may be dull bureaucrats, wheezing aristocrats, or
meek scribes during the day—nbut at night they don their fanciest clothes, gird on thelr
blades, and venture out into the darkening city for an evening of raucous revelry, flippant
conversation, and a hdping of derring-do. Despite agenerdly flippant (some might say
arrogantly sarcastic) attitude, most swashbucklers have a strong sense of honor. Anyone
who dares insult the swashbuckler, his comrades, or amember of the opposite sex may
well find ablade at his throat.

Social ranks: Swashbucklers are more affluent than common fighters. Roll 2d6 to
determine asocia rank.

2d6ral  Rank
2—7 Upper Middle Class
8-12 Upper Class

Requirements: Swashbucklers should be witty, and they should be light on their feet
for those occasions when their wit goes unappreciated. As such, al swashbucklers need
minimum Dexterity/Balance and Intelligence/Reason scores of 12. Thiskit is closed to
the optiona player character races, and to rangers and druids.

Recommended weapon proficiencies. Swords are the traditiona weapons of most
swashbucklers, especidly rapiers and sabres. However, they can use any weapons that fit
their adventuring professons.

Recommended Nonweapon proficiencies: Tumbling, etiquette, dancing, riding,
blind-fighting, musica instrument, appraising, gaming, tightrope walking, jumping.

Equipment: A swashbuckler can wear any armor and weapons allowed to his class,
though they should be flashy and of good qudlity.

Recommended traits: Ambidexterity, artistic ability, glibness, music, lucky.

Benefits: When unarmored or wearing armor no heavier than studded leather,
swashbucklers gain a+2 armor class bonus. This bonusisin addition to any other AC
modifiers such as a high Dexterity and magicd defensveitems. (Thisisequd to the
optional defensive bonus class ahility, and the two cannot be combined.) Also, dueto
their roguish charm, swashbucklers gain a +2 reaction roll bonus from NPC members of
the opposite sex.

Hindrances: Asthe swashbuckler seeks out adventure, so too does adventure find



him. Life, and the DM, should conspire to make redlity interesting for the character. For
example, if aswashbuckler isfleeing the outraged sbling of one of his paramours, his
flight might carry him across the path of a defense ess peasant who is being harassed by a
gang of ruffians. Or, if aswashbuckler legps overboard to escape the buccaneers who
shanghaied him, he discovers that the waters are infested with sahuagin riding sharks.

Weslth: Standard for the character’s class, plus 20% to reflect his affluent
background.

Thug Thiskit is recommended only for non good-aigned characters. As the outlaw
makes his home and living on the fringes of civilization, the thug makes hisway in cities.
A thug knows the streets and alleys, and he knows the shadowy places best. In the darkest
parts of town he liesin wait for unsuspecting prey—such as travelers new to the city,
those who become lost in the maze of streets and aleys, and those on their way home
after having a bit too much to drink. Thugs might be street ruffians, members of press
gangs, gang enforcers, or barroom rowdies. In any case, they tend to be loud, obnoxious,
and proneto violence.

Social ranks: Mogt thugs come from low-income families, and it is this background
that leads them to their questionable lifestyle. Roll 2d6 to determine athug's socid rank.

2d6roll Rank
2-8 Lower Class
912 Lower Middle Class

Recommendations: Thugs must have minimum StrengthYMusde and
Charisma/Appearance scores of 10. Thisis barred to aarakocra, kobolds, satyrs, and
swanmays. Only fighters and thieves may select this kit.

Weapon proficiencies: Smal or easly conceded weapons are the thug' s favorites,
asthey can be carried most anywhere. These include: daggers, dirks, hand axes, knives,
blowguns, and dings. However, thugs can carry any wegpon thet is alowed by their
adventuring class.

Recommended nonweapon proficiencies: Blind-fighting, endurance, gaming,
jumping, rope use, running.

Equipment: Mogt thugs like to wear aslittle armor and carry as few pieces of
equipment as possible—as they like to move about unencumbered. However, some thugs
prefer wearing bulky armor and carrying big weapons to intimidate others.

Recommended traits. Fast heder, keen eyesight, keen hearing, keen sense of touch,
light deeper.

Benefits: Dueto their rough-and-tumble lifestyle and penchant for street brawls,
thugs gain a+1 bonusto al damageroalls.

Hindrances: Thugs are often wanted by the locd law enforcers. In arddivey
confined area such as a city, athug can never rdax. Around the next corner might be a
member of the constabulary—or the thug's next victim.

Wealth: Standard for the character’s class.

Weapon Master A weapon master is a character who, regardless of class, has chosen
to devote most of his combat training to a sngle wegpon. A wegpon master’s god isto



blend weapon and sdf into one whirling, deadly union—one lethal entity. \WWeapon
masters might display their prowess as part of acircus or carniva show—knocking lit
cigars out of unsuspecting peoples mouths—or juggling three short swords while
blind-folded. Or, weapon magters might have inherited the family heirloom weapon, and
megtering it isafamily tradition that the character feds he mugt live up to.

Social ranks: Weapon masters come from families that can afford wesgpon
ingtructors. Roll 2d6 to determine awegpon magter’ s socid rank.

2d6roll Rank
24 Lower Middle Class
59 Upper Middle Class

1012 Upper Class

Requirements. Only fighters, priests, and thieves can become wegpon masters.
Further, they must have minimum Strength/Stamina and Dexterity/Aim scores of 13. The
kit isopen to dl races.

Weapon proficiencies: Weapon masters aways choose a mel ee wegpon to study and
excd in. The character must begin play with expertise or specidization in & least one
melee wesgpon.

Recommended nonweapon proficiencies. Blind-fighting, juggling,
wegpongmithing, bowyer/fletcher, endurance.

Equipment: A wegpon master cannot wear any armor heavier than chain mail. The
wespon master begins play with one weapon ot the type he has mastered at no cost.

Recommended traits: Ambidexterity, double-jointed, keen eyesight, keen hearing,
lucky.

Benefits: A wegpon master is so skilled with one melee wegpon that he can, as he
enters combat, display his amazing levd of skill. This causes dl opponents who see the
display to suffer a—2 initiative pendty for the first two rounds of combat.

Hindrances: So totd is the wegpon master’ s devotion to his weapon that he cannot
become proficient with weapons of another type. For example, if the character’s choice
wegpon is amace, he can only gain proficiencies in bludgeoning wegpons. If the chosen
wegpon is a sword, he can only widld dashing weapons without suffering pendtiesto hit.

Wealth: Standard for the character’s class.

Creating New Kits To design additional kits, DMs should answer these questions,
What role does this kit to serve in the campaign?
What makes this unique from dl other kits?
In what waysisit smilar to any other kits?
What levels of society would generate characters that would choose this kit?

Requirements: What does a character need to take this kit? What minimum of ability
does this kit require?

W eapon proficiencies: Doesthiskit give access to wegpons not normaly dlowed
certain classes? If so, why? Are certain weapons associated with this kit?

Recommended nonweapon proficiencies: What skillswould PCswith thiskit likely
need?



Equipment: Doesthiskit grant access to equipment not normaly available to some
classes. If o, why?

Recommended traits: What characterigicsfit an individua with this kit?

Benefits: What extra ability or modifier does thiskit grant characters? Is this benefit
too powerful for akit? Isit too weak? Compare this kit's benefits with the other kit
benefitsin this chapter.

Hindrances. What penaty or modifier compensates for the above benefit without
weakening the character too much or leaving him too powerful?

Wealth: Isthe starting cash of the character affect by thiskit? If so, how much?

Once these questions have been answered, a DM should have a pretty good idea of
the compatibility of anew kit. The most important decison to make is determining if this
kit unbalances the game. Contrast and compare it with other kits. It'smuch easier to fix
the kit now than try to repair acampaign after an unbalanced kit has damaged it.

The next step isto experiment with the kitsin play. Outsde the norma campaign, put
this kit through its paces. Run different character classes through an encounter or two to
seeif it works the way it was intended. If it does, introduce it to campaign and have fun.
If it doesn't, head back to the drawing board.

Chapter 6:
Nonweapon Proficiencies

Nonweapon proficiencies are an important part of role-playing a character. The Skills and
Powers book offers severa new proficiencies and ways in which they can be employed
during agame. The new rules are taillored to the character point system.

The use of proficiencies has been modified dightly from straight ability checks,
providing more flexibility and a little more advantage to characters with less than, say, a
15 or 16 score in acertain ability. Now proficiencies can develop during the course of a
game. Though characters will often start out with less likdlihood of success when using
proficiencies, they will have many opportunities to develop those skills beyond the limits
inherent in the old ability score system.

In addition, players can select or create traits for their characters, which are innate
advantages such as taents and keen perceptions. A lig of traitsis presented in this
chapter. Countering the strengths of the traitsis a selection of disadvantages, which aso
provide opportunities for more e aborate role- playing—as well as creating countless
gtuaionsfor alittle comic relief.

Proficiencies and the Point System The point system Iets players give their
characters awider variety of skills and abilities than are available with the standard rules.
However, skillsthat are not related to a character’ s class are ill more difficult and
expensve to obtain than those tied directly to the adventurer’ s area of expertise.
Character points help determine an adventurer’ sinitid proficiencies. Players can dso
assign character points earned during play to improve their heroes' chances of success



with proficiencies, aswell asto add new proficiencies.

Unlike the origind proficiency rules, the Skills and Power s system gives each
proficiency arating—a possbility for success. Thisisinfluenced by a character’s ability
score (see Table 44: Ability Modifiers to Proficiency Scores). It isamore redigtic
approach, since proficiencies can be gradualy improved. In these rulesthereisa
sgnificant difference in performance between someone with abeginning leve of
proficiency and someone who is an expert.

In this step of the character creation process, adl player characters receive an
additiona alotment of character points, based on their classes, to purchase their initia
non-wegpon proficiencies. In addition, any leftover points fromrace or class ability
selection in the previous chapters can be used here. Findly, characters may add their CP
bonuses for their Intelligence scores to their total of character points at thistime. The
number of CPs awarded to each type of character in this step gppears in the table below.

Characters may aso choose disadvantages & this point, which can give them bonus
CPs to spend in acquiring extra skills or traits.

Warriors. 6
Wizards. 8
Priegts 8
Rogues: 6

Selecting Proficiencies

When a character is created or converted from the standard AD& D game rulesto the
ills and Power's system, character points must be expended for each proficiency
selected. The more points spent, the better the character will be at using that particular
proficiency.

Table 45: Nonwegpon Praficiency Groups ligts the proficiencies available. It is
broken into five categories—generad proficiencies, and those relating to the priest, rogue,
wizard, and warrior classes. Players can choose proficiencies from any of the ligts, though
the costs for some will be increased because they don't relate to a character’s class.

Additionaly, some characters, because of high Intelligence scores, can add bonus
proficiencies a the time of character cregtion.

Character Point Costs

A character point cost is indicated for each specific entry—that is the expenditurein
points required for playersto add that skill to their characters repertoires. The cost is
normd if the proficiency is selected from the generd ligt or the list rdding to a
character’sclass. If it is selected from a different character classlig, theinitid cost for
the proficiency isincreased by 2.

For example, Wingo the thief decidesto spend character points on an assortment of
proficdendes, incdluding fishing (for a cost of 3) from the generd group, disguise (for a
cost of 4) from the rogue group, and cryptography (listed cost 3) from the wizard’ s group.
His cogt in points is as Sated for the genera and rogue proficiencies, but he must pay 5



character points, not 3, to acquire the skill from the wizard group.

Relevant Abilities

Each proficiency on Table 45 islisted with one or two of the character abilities and/or
subahiilities that are most essentid for the use of this skill. To acquire the proficiency at
the normd cog, the character must have a score of at least 9 in each of the relevant
abilities.

A character with lower ability scoresis till alowed to purchase the skill. However,
the cost in character pointsisincreased. Add 1 to the cost for each point needed to bring
the rlevant abilitiesup to a 9.

For example, Wingo wants to become proficient at riding horses. His 15 Dexterity
scoreis no problem, but his 7 Wisdom score gives him some difficulties. Since the
norma cogt for theriding proficiency is 2 character points, and Wingo would need to add
2 more pointsto raise his Wisdom to 9, he must pay 4 points for the riding proficiency.
The additiona cost does not actualy improve Wingo's Wisdom score, it merely dlows
him to gain the riding proficiency.

Campaign Considerations/Training

The DM is encouraged to provide arationde for acquiring proficiencies. Certain
skills might not be available because they relate to vocations not employed by the
cultures of the campaign environment. Riding and blacksmithing, for example, would be
unavailable in a setting based on the pre- Columbian Aztecs, while seamanship might be
unknown to a mountain-dwelling people or a character born into atribe of desert nomads.
Of course, the DM need only introduce a traveler from a different culture to teach or
otherwise introduce a new skill to the setting.

In other cases, the DM could disallow certain proficiencies at the time characters are
generated. Adding proficiencies later is Smply amaiter of the players finding ways for
thelr charactersto learn the new skills—the mountain herder who signs on as a deckhand
for an ocean-crossng vessd will have plenty of opportunities to learn seamanship.

An NPC who possesses a proficiency generdly will have enough knowledge to
impart abasic leve of ill to an nonproficient character. The amount of time this
requires varies, but it should be amatter of a least severd weeks of intensive training, or
amuch longer time of generd exposure and experience.

In generd, ateacher cannot raise a student’s skill to ahigher leve than his own, but
here, too, are exceptions. Characters who receive proficiency bonuses for high ability
scores do not have to consider these bonuses when comparing their levelsto their
teacher’s.

Bonus Proficiencies

Characters with average to high Intelligence scores can gain bonus nonwegpon
proficiencies. The “# of languages’ rating for a character, found in the AD& D game
rules, istreated as bonus character points. Bonus character points from Intelligence
cannot be spent earlier in the character creation process.

These points can be used only to acquire languages or acquire or improve nonweapon
proficiencies which use the Intelligence score as one of the proficiency’ s relevant
abilities. However, there is one exception—warriors can use these bonus character points



as described here, or they can use them to purchase or improve weapon proficiencies.

For example, Wingo the thief has an Intelligence score of 15, while Bluto the warrior
has an Intelligence score of 12. Table 4 (in the PHB) shows that Wingo is alowed to
learn four languages, while Bluto islimited to three. Wingo thus gains 4 character points
that must be used for Intelligence- based nonwegpon proficiencies. He could purchase
ventriloguism (from the rogue group) or cooking (from the generd group), since each of
these uses Intelligence as arelevant hility.

Bluto, on the other hand, could use his 3 bonus character points to purchase cooking,
or add them to hisnormal character points to purchase the armorer proficiency (from the
warrior group). Alternately, Bluto could use his bonus character points to purchase or
improve an additiona weapon proficiency.

Improving Proficiencies Once an adventurer possesses a proficiency, spending
character points can improve the adventurer’ s performance when that proficiency is used.
The section on using proficiencies describes how to determine an initia rating—which
varies for the different proficiencies and can be modified by character ability scores.

Thisinitid rating can be improved by spending additiona character points during the
course of an adventurer’s career. For the most part, new characters will have a beginning
level of proficiency, though the DM and player may agree on arationdeto explain a
novice character’ s high degree of proficiency. A young woman who embarks on alife of
adventure, for example, after being raised beside her father’s potter’ swhed, might have a
sgnificant leve of accomplishment &t the pottery skill.

Spending character points can improve an adventurer’s proficiency performance. This
isaonefor one exchange—1 character point increases the character’ s chance of success
by one. A nonwespon proficiency only can be increased through character points once
each levd.

Asagenerd rule, adventurers can add 1 character point to agiven proficiency each
time they advance aleve of experience. They don’t have to use the point at the time they
reach the new levd.

For example, Bellerana the wizard advances from 2nd to 3rd level. She spends 1
character point to improve her rope use proficiency. And she spends another to improve
spdllcraft.

It is possible to create exceptions to this limitation. A character who ceases
adventuring for awhile, and devotes much of that time to farming or laboring in a
blacksmith shop, might continually improve his agriculture or blacksmith proficiency
even while he does not advancein levelsin his character class.

Maximum Ratings and Automatic Failure

Characters cannot improve their unmodified ratings in nonwegpon proficiencies
above 16. This can be modified upward by the characters relevant ability scores, or by a
trait that improves their score in that specific proficiency.

Regardless of how high a character’ s modified proficiency rating becomes, aroll of
20 on aproficiency check isaways afailure.

Acquiring Character Traits
Not everything an individua doesisamatter of training, practice, and educetion.



Certain things, such as artigtic talent or naturally keen senses, are inherent. These
inherited characterigtics might be combined with skills to provide ahigh level of magtery,
but the talents themselves cannot be learned—characters have them or they don’t. The
greatest magtersin any field of endeavor, of course, combine ahigh leve of naturd talent
with extengve training. A combination of atrait with ahigh leve of nonwegpon
proficiency can dlow a character to smulate thislevel of accomplishment. The greatest
mingrels of the realm, for example, possessthe trait of musica ability, probably both
vocd and ingrumental. Additiondly, they have gained through practice and learning, a
high proficiency in playing musica ingruments.

In the Skills and Power s rules, talents and other inherent abilities are represented as
traits. These traits can confer significant game advantages on a character, and can often
amplify the effects of rdlated nonwegpon proficiencies. Since they are sgnificant
enhancements, they are dso rdatively difficult to acquire.

Character points must be spent at the time of character creetion if players want to
select traits. Once atrait is assgned to acharacter, it is regarded as permanent. Unlike
proficiencies, traits cannot be improved as a character develops. For the most part
additiona traits cannot be gained by a character who aready has beeninvolved in
adventuring (though if the judge deemsit appropriate, arationae can be devised to
explain why a character suddenly discovering a hitherto unknown trait).

Selecting Character Disadvantages When a character is created, the ability scores
of that PC include inherent advantages and disadvantages. A character will be strong or
weak, fast or dow, brilliant or stupid, handsome or ugly. These categories are generd,

and players have agreat ded of freedom in interpreting the numbers for their characters.

Some disadvantages are more specific than these character ahilities, and they provide
background for players who like to role-play. A player whose character passionaely fears
spiders, or becomes tongue-tied in socid Stuations, has specific suggestions about
role-playing.

At the time of character cregtion, aplayer can select one or two disadvantages. The
choiceis purely optiona—no character must have a disadvantage. Unlike traits and
proficiencies, disadvantages do not cost character points—instead, each disadvantage
awards a certain number of points that the player can use to provide a character with
other traits, proficiencies, and racia or class abilities, or can save for later use.

Some disadvantages can be chosen at one of two levels—the disadvantage of
dlergies, for example, can be taken at a moderate or a severe rating. Characters who
choose the severe disadvantage will have lower chances of resisting the effects of the
disadvantage during play.

A character can never gain more than 15 character points by acquiring disadvantages.

Certain disadvantages will contradict traits, and these cannot be selected—a character
with keen eyesight cannot choose the colorblind disadvantage, for example. These
conflicts should be judged with common sense.

Using Proficiencies in Play The normal procedure is used for making proficiency
checks—i.e,, aplayer rolls ad20 against his character’ s chance of success. However, the
procedure for determining a character’ s rating for success has been modified.

When charactersinitiadly acquire proficiencies, their chance for success when they



attempt proficiency checksis somewhat limited. Table 45 lists, for each nonweapon
proficiency, the starting rating for success when a character usesit in play. Note that
there are till many opportunities for automatic success, so the check isonly required on
the most challenging tasks.

This base chance of success can be modified by a high or low score in ardevant
ability. Each proficiency on Table 45 ligts one or two ahilities (including subabilities) thet
are beneficia in the use of that kill. In cases where two abilities are listed, the player can
choose which ability modifies the proficiency. The modifiers are listed on Table 44.

For example, Blutor the fighter buys an anima handling proficiency, which has asits
initid chance of success a 5. Blutor has a Wisdom/Willpower of 16, however, so this +3
increases hisinitid animad handling chance to aroll of 8 or less on a d20.

Asusud, a character must have the proper tools and other materids, and a suitable
amount of time to get the job done. No successful proficiency check isgoing to dlow a
weaver to render a beautiful blanket out of raw wool in a single afternoon. The
proficiency descriptions give details on the use of each skill, as guiddines for the DM.

Table 44:

Ability M odifiersto Proficiency Scores
Ability/ Proficiency
Subability Modifier
3 -5
4 —4
5 -3
6 —2
7 -1
8-13 0
14 +1
15 +2
16 +3
17 +4
18+ +5

Table 45: Nonweapon Proficiency Groups

GENERAL

Proficiency Cost* Initial Rating  Ability

Agriculture 3 7 Intelligence/K nowledge

Animd Handling 3 7 Wisdom/Willpower

Animal Training 4 5 Wisdom/Willpower, Charisma/L eadership
Blackamithing 4 6 StrengthYMuscle, Intdlligence/Knowledge
Boat Pilating 2 6 StrengthYMuscle, Intelligence/Reason
Brewing 3 8 Intelligence/K nowledge

Carpentry 3 7 Strength/Staming, Intelligence/Knowledge
Cobbling 3 7 Dexterity/Aim, Intelligence/Knowledge
Cooking 3 7 Intelligence/Reason

Dancing 2 6 Dexterity/Badance, CharismalAppearance
Deep Diving 2 5 Dexterity/Balance, Condtitution/Hedlth



Engineering Intelligence/Reason, WisdomvIntuition
Etiquette Charisma/Appearance, WisdormvIntuition
Fire-building WisdonmvIntuition, Intelligence/Reason
FHshing WisdonvIntuition, Intelligence/Knowledge
Gaming WisdonvIntuition, Intelligence/Knowledge
Heradry Intelligence/Knowledge

Leather working Intelligence/K nowledge, Dexterity/Aim
Mining WisdonvIntuition, Strength/Stamina

Modern languages
Musicd Instrument

Intelligence/Knowledge
Charismall_eadership
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Navigation Intelligence/K nowledge, WisdomvIntuition
Orienteering Intdlligence/K nowledge, Wisdonvintuition
Painting Dexterity/Aim, Wisdorm/Intuition
Pottery Dexterity/Aim
Riding, Airborne Wisdom/Willpower, Dexterity/Baance
Riding, Land Wisdom/Willpower, Dexterity/Baance
Rope Use Dexterity/Aim, WisdonvIntuition
Sculpting Dexterity/Aim, WisdonvIntuition
Snging CharismallLeadership
Seamanghip WisdomvIntuition, Dexterity/Baance
Stonemasonry Strength/Stamina, Wisdomv/Intuition
Swimming Strength/Stamina
Talloring Dexterity/Aim, Intelligence/Reason
Weather

Knowledge 2 7 WisdonvIntuition
Weaving 3 6 Intelligence/Reason, Dexterity/Aim
PRIEST
Proficiency Cost* Initial Rating  Ability
Ancient History 3 6 Wisdom/Intuition, Intelligence/K nowledge
Ancient Languages 4 5 Intelligence/K nowledge
Adtrology 3 5 WisdonvIntuition, Intelligence/Knowledge
Heding 4 5 WisdomvIntuition, Charismall_eadership
Herbdism 3 6 Intelligence/Knowledge, Wisdonvintuition
Loca History 2 8 Intelligence/Knowledge,

Charisma/Appearance

Reading/Writing 2 8 Intelligence/Knowledge
Rdigion 2 6 WisdonvIntuition
Spdlcraft 3 7 Intelligence/Reason
Table 45: Nonweapon Proficiency Groups
ROGUE
Proficiency Cost* Initial Rating  Ability
Ancient History 3 6 Wisdom/Intuition, Intelligence/K nowledge

Apprasng 2 8 Intelligence/Reason, WisdonvIntuition
Blind-fighting 4 NA/6 WisdomyIntuition, Dexterity/Baance



C_rypt_ography
Digguise
Forgery

Gem Cuiting
Juggling
Jumping
Loca History

Reading Lips

Set Snares
Tightrope Waking
Throwing
Tumbling
Ventriloquism

WARRIOR
Proficiency
Animal Lore
Armorer
Blind-fighting
Bowyer/Hetcher
Charioteering
Endurance
Hunting
Mountaineering
Running

Set Snares
Survivd

Tracking
Wegponamithing

WIZARD
Proficiency
Ancient History

Ancient Languages
Adtrology

Adtronomy
Cryptography

Gem Cutting
Herbaism

Reading/Writing

3 6
4 5
3 5
3 6
3 7
2 8
2 8
3 7
3 6
3 5
2 8
3 7
4 5
Cost*  Initial Rating
3 7
5 5
4 NA/6
5 6
4 5
2 3
2 7
4 7
2 5
4 8
3 6
4 7
5 5
Cogt* Initial Rating
3 6

4 5

3 5

2 7

3 6

3 6

3 6

2 8

Intelligence/Reason, WisdormvIntuition

Wisdonvintuition, Charisma/Leadership

Dexterity/Aim, Wisdom/Willpower

Dexterity/Aim

Dexterity/Aim

Strength/Muscle, Dexterity/Baance

Intelligence/Knowledge,
Charismal/Appearance

Intelligence/K nowledge, Wisdomy/Intuition

Dexterity/Aim, Wisdom /Intuition

Dexterity/Baance

Dexterity/Aim, Strength/Muscle

Dexterity/Baance, Strength/Muscle

Intelligence/K nowledge,
Charismall_eadership

Ability
Intelligence/K nowledge, Wisdom/Intuition
Intelligence/Knowledge, Strength/Muscle
WisdonvIntuition, Dexterity/Baance
Intelligence/Knowledge, Dexterity/Aim
Dexterity/Ba ance, Wisdom/Willpower
Condtitution/Fitness
Wisdormy/Intuition
Strength/Stamina, Wisdom/Will power
Strength/Stamina, Condtitution/Fitness
Dexterity/Aim, WisdomvIntuition
Intelligence/Knowledge,
Wisdom/Willpower
WisdonvIntuition
Intelligence/Knowledge, Dexterity/Aim

Ability
Wisdom/Intuition,
Intelligence/Knowledge

Intelligence/Knowledge
WisdormvIntuition,
Intlligence/Knowledge
Intelligence/Knowledge
Intelligence/Reason,
Wisdom/Intuition
Dexterity/Aim
Intelligence/Knowledge,
Wisdom/Intuition
Intelligence/K nowledge



Rdigion 2 6 WisdonvIntuition
Spdllcraft 3 7 Intelligence/Reason

*Cost in character points

Effects of Traits

Traits often benefit characters use of proficiencies, improving their chances for
success. These improvements are explained in the trait descriptions, together with which
proficiencies they modify.

Therolethat traits play on proficiencies should be factored into the number needed
for success and should be listed on the character sheet.

Table 46: Traits

Trait Cost (CPs)
Allure

Alertness

Ambidexterity

Anima Empeathy

Artigic Ability

Climate Sense
Double-jointed

Empathy

Fast Healer

Glibness

Impersonation

Inherent Immunity/Poison
Inherent Immunity/Disease
Inherent Immunity/Cold
Inherent Immunity/Heet
Internal Compass

Keen eyesght

Keen Hearing

Keen Smdl

Keen Taste

Keen Touch

Light Sleeper

Lucky

Musc/Singing
Musc/Ingrument
Obscure Knowledge
Precise Memory
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Automatic Success

Nearly dl proficiencies include skills that will not require rolls for success. Many of
these are functions of crafts and trades, and may have little use in the game beyond their



economic functions. Given ashop, raw materias, and plenty of time, a potter can make a
pot, aleather worker can make atent, and a cobbler can make apair of shoes or boots
without rolling to seeif the attempt is successful.

Modifying Proficiency Rolls Asbefore, DMs are free to modify proficiency rolls
for factors that will influence success—for good or for ill. If atask isunusudly difficult,
aoply a pendty to the proficiency rating. Standard negative modifiers are—2 for a
somewhat difficult task, —4 for amoderately difficult task, and —8 for something where
successisared long shot.

Asagenerd rule, a proficiency should not be modified to greater than 19, or lessthan
2; aroll of 20 isaways afailure on a proficiency check. Conversaly, aroll of 1 aways
should be successful. Remember, if automatic success is assured, no roll is necessary.

Modifiers should be congdered for some of the following factors:

Time: If the task mugt be performed in a hurry, the difficulty is naturaly increased.
Some proficiency checks that might be automatic successes under most circumstances
could require checks smply because they must be performed under adeadline. A cobbler
aways can make apair of shoes, but if they need to be done in two hours, a proficiency
check might be cdled for.

M aterials: Tasks performed in the field might require jury-rigging of equipment or
materias, and these can influence success—or require a check where the task might
otherwise by automatic. Our cobbler will need to make a check if he'sgoing to repair a
mangled boot in the depths of awilderness forest; the same repair in his shop would be
an automatic success.

Danger: Doing atask under a shower of arrows, or under the threat of imminent
attack, adds a strong eement of tension to the proficient character. A task might again be
rendered more difficult than usud, or require a check instead of automatic success, when
thereis a serious hazard nearby.

Uniqueness: If an unskilled character tries to perform anew task, a check might be
required. If our cobbler is required to make apair of silken dippers studded with rubies,
for example, he might have to experiment a bit before he getsit right. A unique problem
can adso modify atask that would aready require a check. An anima handler used to
bresking and training horses might suffer a—4 pendty if asked to do the samewith a
pegasus.

Intricacy: A task that is more involved than any the character has attempted before
may require a check, perhaps with a pendty assgned. A character with the agriculture
proficiency is normaly able to plant and harvest crops—no proficiency check is
necessary. However, if the character is placed in charge of afarming project where land
must be cleared, irrigation arranged, pests controlled, and precise timing used on the
harvest, an agriculture proficiency check probably will be required.

Proficiencies and Level Advancement

Each time a character advances alevd, he gains character points (the DM decides
how many, see Chapter One) to use on weapon and nonweapon proficiencies or to hold
for use during the game. A character can add only one new wespon or nonweapon
proficiency per level advancement unless that character has a specid class ability that
dlows otherwise. For example, Blutor has just reach 7th level and currently has 5



character points. He can spend these point on one wegpon proficiency or one nonweapon
proficiency, but not both. If he has points left after buying a proficiency, he can spend
them to improve his other proficiencies or same them to use during the game.

Use of Proficiencies by Nonproficient Characters In generd, characters will not
be able to perform atask unless they have some leved of proficiency init. However, the
DM can dlow nonproficient adventurers to attempt proficiency tasks, under afew
circumgtances. In generd, the tasks performed must be very smple, and the character
will not be able to perform them very well. Tasks that nonproficient characters attempt
would generdly fal into the automatic success category if they were attempted by a
proficient character. A nonproficient character must roll a successful check using the
proficiency’sinitia successrating, modified by the character’ srelevant dbility. If atrait
isrelevant to the use of the proficiency (see proficiency descriptions), a nonproficient
character with that trait can claim this modifier when attempting a check.

Severd consderations might alow these types of checks:

Lifeor Death: A non svimmer who falsin the water might be alowed to make a
swimming proficiency check. Success means the character is able to stay afloat, perhaps
moving dowly toward shore. Note that this would be an automatic success for any
character with the svimming proficiency. If modifiers exist that would require a
proficient character to check (the PC is encumbered, or the water is very rough) then the
nonproficient character will certainly fall.

All the Timein the World: A character who does not have the agriculture
proficiency, but iswilling to spend two weeks planting a smdl plot of land, should be
alowed to make a proficiency check. Success means some kind of useful crop.

Excellent Instruction: If the blacksmith’sarm is broken, but he can St next to the
forge and describe to the novice every step of the procedure, the nonproficient character
should be alowed a proficiency check to create a smple object such as ahorseshoe or a
nail. Anything thet would require the blacksmith to make a proficiency check, however,
would be beyond the skills of the nonproficient character.

Using Disadvantages Disadvantages work well to enhance the role-playing of a
character, and as such they should be the player’ s respongbility to remember and
employ. A character with an irritating persondity, for example, can be role-playedin
such away that the DM never has to do anything to enforce the disadvantage. Good
role-players will create their own trouble, so to spesk.

However, some aspects of disadvantages require DM input. Somewhere amid copious
volumes of notes, the DM should keep alist of each character’ s disadvantages, making
sure than none of them are overlooked. For example, if a character has a phobia of
spiders, the DM can insure there will be a chance every once in awhile to encounter some
big, hairy-legged arachnids.

If adisadvantage fdlsto the player’s repongbility, and that player tendsto ignoreit,
the DM should create afew sSituations where the disadvantage is impossible to overlook.
For example, if the player does not role-play the character’ sirritating persondity
disadvantage, NPCs might suddenly become enraged at the character for imagined
dights—inaults that the NPCs claim result from the PC' sirritating persondity.



M oderate/ Severe Disadvantages

A character with a moderate disadvantage checks againgt ability or sub-ability scores,
while a character with a severe disadvantage rolls at haf of the ability scores, rounded
up.

For example, a character with a Wisdom/Willpower score of 17 would need to roll a9
or lessto resst the effects of a severe disadvantage, whereas aroll of 17 or lower would
resst the effects of a moderate disadvantage.

Table 47: Disadvantages
Character Point Bonus

Disadvantage Moderate  Severe
Allergies 3 8
Bad Tempered 6 —
Bruise Eadlly 8 —
Clumsy 4 8
Colorblind 3 —
Compulsive Honesty 8 —
Cowardice 7 15
Deep Sleeper 7 —
Fanaticism 8 —
Greed 7 —
Irritating Persondlity 6 —
Lazy 7 —
Powerful Enemy 10 —
Phobia: Crowds 4 10
Phobia Darkness 5 11
Phobia: Enclosed Spaces 5 11
Phobia: Heights 5 10
Phobia Magic 8 14
Phobia: Mongter (specific) 4 9
Phobia: Snakes 5 10
Phobia: Spiders 5 10
Phobia Undead 8 14
Phobia Water 6 12
Tongue-tied 6 —
Unlucky 8 —

Removing Disadvantages

If the DM is agreedble, a player can remove a character’ s disadvantage by spending
character points. Disadvantages rated as moderate can be diminated, while severe
disadvantages can be reduced to moderate at one level advancement for a character, and
then removed a a subsequent advancement.

The cost to remove a disadvantage is 1 character point more than the points gained
when the disadvantage isfirst acquired. For example, the colorblind disadvantage gains 3
character points. Removing this disadvantage costs 4 points.

A severe disadvantage is reduced to a moderate disadvantage for 1 more character



point than the difference between the severe and moderate costs. For example, severe
dlergies award 8 character points, moderate alergies 3—a difference of 5 points. Thus,
the cost to reduce severe dlergies to moderate is 6 character points.

Proficiency Descriptions The proficiencies are arranged a phabeticaly. Each
description suggests tasks of varying difficulty that characters can accomplish with that
kill, aswdl as an overview of materias and time required.

Tasksthat are automaticaly successful are suggested, but these are not completeligts.
They are intended to give players and DMs an accurate idea about a skill’ s area of
expertise.

The AD&D Player’s Handbook includes descriptions of many of these proficiencies.
The kills and Power s entries are designed to complement the Player’ s Handbook,
adding details and rules that have been modified by the character point system.

Agriculture Thisskill includes automatic success at planting, harvesting, storing
crops, using an exiging irrigation system, tending animals, and butchering. Tasks that
require proficiency checks include designing or making an irrigation system, and weed
and pest control. The anima empathy and climate sense traits each provide +2 bonuses to
relevant agriculture proficiency checks.

Ancient History: Characters with this proficiency are familiar with the legends,
rulers, and writings of a gpecific historica period in the campaign world. They will
recognize, without a proficiency check, items, scrolls, artwork, etc. of that period. They
will know the main historicd figures, such as kings and powerful villains, and the mgor
circumstances of thoseindividuas' lives and deaths. With a successful proficiency check
they will recal lesser figures, such aslords, knights, and heroes, and recall legendary
tales, important sgils, and perhaps be able to decipher asmadl bit of text, symbols, or
hieroglyphics. The obscure knowledge trait provides a +3 to this character’ s proficiency
rating.

Ancient Languages: Adventurers with this proficiency are familiar with at least one
ancient language—i..e. they have the reading/writing proficiency with the chosen
languages. If confronted with an example of a historicaly-related language, they can
decipher about a paragraph of that tongue with a successful proficiency check. For each
character point spent on this proficiency (after initidly acquiring it) add one additiona
ancient language to the ligt of languages a character knows fluently. The precise memory
trait provides a +2 to this proficiency rating.

Animal Handling: This proficiency alows characters to automaticaly steer carts,
plow horses, etc. With a successful proficiency check, they can soothe domesticated
animas and beasts of burden which become agitated or frightened. The characters
receive a+1 bonus to proficiency checks made with any of the anima-riding
proficiencies, and they receive a +2 bonusto their proficiency rating if they have the
animal empeathy trait.

Animal Lore Adventurers with anima lore have astore of knowledge about animd



behavior, and without any proficiency check will know the basic feeding and socid
habits (i.e. herding, nesting, etc.) of animals with which they have past experience.

With a proficiency check, a character can determine whether an observed animd is
intending to attack or to flee, or predict that animas will come aong atrail a acertain
time of day. This character gets a+2 bonus to checks made using the set snares
proficiency.

The character can imitate the calls of wild animals (except for very large creatures). A
successful check meansthat the imitation is virtudly perfect, and even fools animds of
the same type. A faled check might fool other characters, but will not deceive the
animas.

Animal Training: When players choose this proficiency, they must declare what
type of creature their characters will learn to train. Suggestions include dogs, falcons,
parrots, horses, pigeons, €l ephants, and ferrets. More exotic animal's can be chosen at the
DM’s option. Mongters with animal intelligence are another possihility, though they can
be difficult to control—in effect, requiring more frequent proficiency checks.

Training of an animd requires arather lengthy period of time—a matter of weeks, at
least, for even the most basic tasks. A character who spends this amount of timewill
succeed at the training (no check necessary). Such tasksinclude dogs being trained to
stay, come when summoned, and guard a specific location; pigeons returning to the roost;
facons hunting and killing game; and horses bearing saddles and obeying smpleriding
commands.

More elaborate tasks also take time to teach, and these require proficiency checks:
dogs patralling a circuit, or retrieving specific objects, and horses performing the
maneuvers of aknightly charger are examples.

A character with the anima empathy trait gains a+1 bonus to this proficiency rating.

Appraisng: Thisskill dlowsthe character to make generdly accurate (+ or —10%)
assessments of common objects, including items made of precious metals and gemstones.
The character can also assess, to + or —25%, the value of objects of art, tapestries,
furniture, weagpons, etc—provided a variety of these items are present in the game world.
These assessments require no proficiency checks, and the DM can roll (d20 or d100) to
determine the accuracy of the gppraisal.

A character who passes a proficiency check will be able to identify aforgery of a
vauable object, to make a very accurate assessment of the value of acommon item
(within 5%), or to make agenera assessment of the worth of an uncommon item,
including artifacts. The DM may wish to rall this check, and on aroll of 20 the character
makes awildly inaccurate assessment.

Armorer: A character with this proficiency can make the types of armor typicaly
avalable in the campaign world. The armorer requires the proper raw materias (plate
metal, tough lesther, etc.) and enough time to do the job properly. Time ranges from
about two weeks for ashied to 20 weeks for a suit of plate mail armor. No proficiency
check isrequired generaly, though if the armorer tries to rush the job or work with less
than adequate materids a proficiency check should be rolled to determine if the character
IS successul.



The armorer can al'so make fidd repairs to armor that has been damaged through use.
These repairs dways require proficiency checks, and if the check fails the armor or shield
islog.

Astrology: Thischaracter has agenera understanding of the movement of celestia
bodies, and the influence of that movement upon the beings of the campaign world. The
adrologer can identify numerous congdlations, and knows many of the legends behind
their naming. The character can make limited predictions for the future, dways in vague
terms—whether these are accurate is up to the DM. A character with this proficiency
gains+2 on dl checks made using the navigation proficiency, providing the stars can be
seen. A character with the trait of empathy gains a +1 bonus to the astrology proficiency

rating.

Astronomy: A character proficient in this skill has a detailed knowledge of the
relaive movement of stars, moons, and planets. The character can predict with complete
accuracy the arriva of eclipses, comets, and other cosmic phenomena (evening and
morning stars, full moons, etc.) The astronomer can identify numerous stars and
congdlations, and gains a+3 bonusto al checks made using the navigation proficiency,
providing that the stars can be seen.

Blacksmithing: A character with the blacksmithing proficiency can handle aforge,
bellows, hammer and tongs, to create tools and other objects out of iron. The character
cannot make weapons or armor, but can make—without a proficiency check—smple
items such as horseshoes, nails, brackets and buckles. By making a successful proficiency
check, the character can create intricate objects such aswire cages and locks. A
blacksmith can make an iron hoop for awhed that has been made by a carpenter; this
combination of proficienciesis required for a strong whed!.

Blind-fighting: Thisalows charactersto ignore many of the problemsinherent in
fighting without being able to see. In total darkness, the character suffers—2 (not —4) to
attack rolls, and suffers no pendties to AC versus melee attacks. In starlight or
moonlight, the character suffers only a—1 penalty to attack rolls.

When moving in darkness, the character is allowed to make a proficiency check at the
beginning of around; success means no movement pendties are assessed because of the
darkness, while faillure means the normal pendty applies.

When in combat with an invisble creaiure, the character with blind-fighting
proficiency suffers only a—2 to attack rolls, but gains no benefit toward discovering the
Creature.

Boat Piloting: Thisproficiency isussful for negotiating chalenging waters with a
rowboat, canoe, or smal dory. When shooting arapids, trying to stay afloat in astorm, or
trying to row upstream againgt a strong current, the character will succeed without a
proficiency check—unless the water conditions are very extreme. In this case, the DM
will require an appropriately modified roll; a successful roll means that the character
negotiates the chalenge and no further checks are necessary (until the next stretch of
rapids, etc.). Failure does not necessarily mean that the boat sinks, but it gets svept away



by the current, or turned about, or moderately swamped—with everything and everyone
insde getting wet. If the rough water continues, the character must make additiona
proficiency checks (every 1-6 rounds). The character’ s proficiency rating suffersa—1
modifier for each failed check, indicating the difficulty of steering aboat thet is dowly
filling with water.

The character dso knows the basics of sailing, and can effectively maneuver a
sngle-masted sailboat. As above, challengeswill require proficiency checks, with failed
checks leading to increasingly dire draits.

Bowyer/Fletcher: This character can make bows and arrows (but not arrowheads) of
the types available in the campaign world. Given appropriate materias, the character can
successfully make abow or 2-12 arrows in aday. (Note that finding the right branch for
the bow, or the proper shafts and feathers for the arrows might take several days of
searching!)

Wegponsmiths are required to make good stedl arrowheads. If none are available, the
character can fire harden the wooden tips of his arrows, but these weapons suffer a—1
pendty on dl damage rolls, and any arrow that missesitstarget is 50% likely to be
broken.

Brewing: This category includes the brewing of mat beverages, the making of wine,
and the didtilling of stronger drink. A character can perform dl the basic functions of the
brewer’s art without requiring a proficiency check. If the brewer chooses to make the
check, failure means that a batch has been wasted, but success meansthat a particularly
fine vintage has been created.

Carpentry: This character knows the basics of working with wood and can creste—
with no check required—smal structures, fences, platforns, cabinets, carts and wagons.
The carpenter can make wooden whedls, but a blacksmith must form the iron rim or the
whed will have avery short life expectancy.

A carpenter might build a short footbridge, awooden clock, or adumbwaiter
system—these tasks will require a proficiency check. Larger projects such as mgjor
bridges, boats, or catapults, require the aid of a character with the engineering

proficiency.

Charioteering: A character with this skill can move a chariot at its norma speed, and
effectively drive it over asmooth, wide road. The proficient character requires no check
to drive or steer the chariot, including traveling across relatively flat, open countryside,
charging into battle, and performing the turns, stops, and starts that might be required on
the baitlefidd.

By making a proficiency check, the character can guide the chariot through obstacles
such as deep fords, steeply-climbing terrain, ditches, and rough or rocky ground. Also,
with a successful check, the character can add 1/3 to a chariot’'s movement rate for the
duration of a charge or amarch. However, failure of this check means that the chariot
moves at its normd rate, but that the horses fatigue in haf the norma time. Characters
with the anima empathy trait gain a+1 borusto their ratings with this proficiency.

Note that certain obstacles are smply impassable to chariots, including wals, water



too deep (or too muddy on the bottom) to ford, thick forests, and mountainous terrain.

Cobbling: A character with this skill can makes shoes, boots, and sandals. No checks
are normally required, but if the character attempts afield repair of damaged footwear, or
tries to fashion shoes from wood or |eather that has been scrounged up, a successful
check is needed.

Cooking: This character knows the basics of food preparation, and he can generdly
cook, bake, fry, and so forth without a proficiency check. Checks are required if the
character attempts to prepare truly gourmet medls, or tries to make a paatable dinner out
of unpdatable ingredients—grubs, roots, and bark, for example.

Cryptography: The character with this proficiency has some training and kill in
deciphering hidden messages and codes. In its basic form, the character is dlowed to
make a proficiency check when confronted with a coded message. If successful, the DM
can reved agenerd overview of the secret missive.

This proficiency is more fun when used as an ad to role-playing. 1dedly, the use of
the cryptography proficiency requires agreat ded of involvement from the player—and a
certain amount of puzzle design by the DM—ingtead of smply passng a check and
demanding that a coded message be explained by the DM.

Rather, acharacter with the cryptography proficiency should have the chance of
recognizing a code concealed within awritten or spoken message, or perhaps hidden by
some other medium—an intricately woven tapestry or sculpted piece of herddry, for
example. The DM will usudly roll this check secretly, announcing that the character
observes something unusud.

If the character notices the encoded sigil, the DM should describe it in considerable
detall—word for word, if it is awritten message. The character can make an additiona
proficiency check during the course of the decoding; if successful, the DM can provide a
ggnificant due—aname, place, or date that is mentioned, for example. The bulk of the
decoding should ill be performed by the player.

Dancing: The character knows and can perform the moves of many types of dances,
including some that involve precise and detailed steps. All dances common to the
character’s society will be familiar. Rare, archaic, or unusud dances will be known with
aproficiency check. Also, characters who have had a chance to observe an unknown
dance can perform it (=2 modifier, +1 for each time after thefird that it is seen
performed).

Truly spectacular dances—the kind that win character’ s campaign-wide acclam—
combine eements of dance proficiency with skills of tumbling, tightrope waking, and
Jumping.

Deep Diving: A character with this proficiency can add 10 feet per round to his speed
of descent when diving into the water, or from the surface. Thus, a character with the
deep diving proficiency can descend 30 feet per round, plus modifiers for encumbrance,
running dart, and height. Likewise, a character with the deegp diving proficiency can
surface at arate of 30 feet (not 20 feet) per round.



This proficiency provides characters with the ability to hold their bresth for 2/3 their
Condtitution scoresin rounds, not the 1/3 alowed to most characters. Effects of
exceading the dlotted time are the same, regardless of proficiency ratings.

Disguise: Characterstrained in this proficiency can conced their appearance through
makeup and costuming. If they seek smply to dter their gppearance without concedling
Sze, seX, or race—for example, to go out in a city without anyone discovering what they
look like—they can succeed without a proficiency check.

If the task is more difficult—the character in disguise meets and talks with an
acquaintance, for example—a successful proficiency check isrequired. Characters who
try to dter the gppearance of their sex, race, or Sze, must make successful proficiency
checkswith a—2 pendlty for each category.

Characters who attempt to disguise themsdlves as specific persons must make
proficiency checks when they encounter and speak with someone who knows the other
individuds. All of these checks suffer an inherent —2 pendity.

Note that the talent of impersonation (see traits) can improve a character’ s success
with the disguise proficiency.

Endurance: A character with this proficiency can perform continual strenuous
physical activity for twice aslong asanorma character before becoming exhausted. If
the character is ever required to make a Strength/Stamina check or a Congtitution/Fitness
check, the character can add his endurance score to his success number. If the fatigue
rules from the Player’ s Option: Combat & Tactics book are in play, the endurance
proficiency is treated differently (see Combat & Tactics, Chapter One).

Engineering: Thisproficiency isrequired for the design and congiruction of objects
and ingalations of dl sizes. Note that carpentry, ssonemasonry, blacksmithing, or other
proficiencies d'so might be necessary for the actud building. Characters can design and
supervise the building of houses, boats, small bridges, palisades, and towers—of up to
about 30 feet high without proficiency checks.

Characters with this skill can try to design large bridges, fortresses, ships, war
machines, locks and dams, and other more complicated projects. Plans for these types of
objects generdly require at least a week—moreif an exceptionaly large project is being
attempted. Complicated tasks require successful proficiency checks before aworkable
design can be made. If a check faillson aroll of lessthan 20, however, the engineer will
be aware of the failure and can seek to create a new design—go back to the drawing
board, so to speak. On aroll of 20, the design is flawed but the danger will not be
discovered until after the object is built.

Etiquette: Characters with this skill are familiar with the typica manners of forma
interaction—at least as they relate to the culture in the campaign world. They know what
fanfares are required to greet roya visitors, how to sedt the lords and ladies a atable,
how to organize the reception line, and how everyone isto be addressed. None of these
tasks require a proficiency check.

When dealing with aforeign or completely unknown culture, the characters must pass
proficiency checksto correctly gauge the required etiquette. The check should be



modified—+2 if the foreigners are the same race as the character, +1 or moreif the
character has had some time to observe the foreigners.
Characters with the empathy trait gain a+2 bonus to their rating with this proficiency.

Fire-building: A character with this proficiency can build afire in 1d20 minutes, as
long asthereis dry wood and some small bits of tinder. Add another d20 minutes for
each of these factors: the wood (or tinder) iswet, it’sraining or foggy, or the winds are
srong. A proficiency check is required if conditions are bad and the character isforced to
work without shelter.

Fishing: A character with this proficiency knows how to catch fish with hook and
line, net, and spear. If fish are present in abody of water, a successful proficiency check
means the character has caught something. Typicdly, with a successful check, the
fisherman he will catch 1d6 fish in an hour. This number can be doubled if many fish are
present. It is reduced to one fish per hour if the character is seeking large quarry—such as
sturgeon, muske lunge, giant carp, or sdt-water fish.

Forgery: Thisproficiency indicates askill a creating fase documents, mimicking
the handwriting of others, and detecting forgeries. No check is required if the character is
smply trying to duplicate a style of writing—theissuing of an anonymous military
decree, for example. Characterstrying to duplicate the signatures of specific individuas
must see those signatures, the DM rolls the proficiency checks secretly to seeif the
forgeries are successful. If acharacter writes alonger message in a specific hand, the DM
rolls the check with a—2 modifier. The DM should dso roll the check if a character seeks
to determine if another document isaforgery. On a 20, the character makes the wrong
assumption, whereas afailure with less than 20 means that the character is not sure of the
truth or fasehood of the sample.

Gaming: A character with this proficiency is familiar with al manner of gambling
games. A successful proficiency check means the character will win agiven game being
played with NPCs—athough cumulaive negetive modifiers should be assigned for each
NPC with the gaming proficiency. Subtract 1 for each proficient NPC, with —2 for those
with higher than basic gaming expertise.

The character might try to cheat, which confers a+3 to the gaming proficiency score
and requires a check. If the proficiency check rolled is a 20, the character gets caught
chesating, even if no NPCs have the gaming proficiency. Add one to this spread for each
NPC with gaming proficiency—i.e,, if two others have this ill, the cheeter will be
caught on aroll of 18-20.

Gem-cutting: A character with this proficiency each day can work 1d10 uncut stones
into finished gems. The worker needs good light and an assortment of chisels, hammers,
and hard cutting blades.

The gem cutter can do decent work without a proficiency check; the stones cut will be
vaued in thetypica range for that type of gem. However, if the cutter seeksto do a
unique and very high-quality job, a proficiency check is cdled for. Fallure meansthe
soneis destroyed, but success resultsin agem of double the usud vaue.



Healing: Characters with this proficiency can perform first aid on fresh wounds and
can supervise the recovery of themsalves and others. If the characters tend awound on
the round immediatdy &fter it isinflicted, a successful proficiency check meansthat 1d3
points of damage have been restored (to a maximum of the damage inflicted the previous
round). If they tend awound within one hour of itsinfliction, they can hed 1 point with a
successful check. No character can benefit from this proficiency more than once a day.

This proficiency can dso help with long-term hedling and resisting poison and
disease; these procedures are detailed in the Player’ s Handbook.

Heraldry: These characters are familiar with the heraldic symbols of their own lands,
and those of neighboring lands. The characters can make proficiency checks when
confronted with unusual or rare symbols; success means that they can identify the
symbols. A character with the obscure knowledge trait gains a +2 bonus to the use of this

proficiency.

Herbalism: Thisskill indicates that a character isfamiliar with the uses of naturd
plant products for good and ill. If a character spends a day searching the woods, and
makes a successtul proficiency check, enough herbs, fungi, roots, leaves, pollen, and pulp
has been gleaned for 2d6 doses.

The most common use of these herbsis as an aid to hedling; one dose of herbs can be
used in conjunction with the hedling proficiency (by the herbdist or another hedler). This
dose adds +1 point to the wounds cured by a successful hedling proficiency check. Even
if the hedling check fails, the herbs till restore the 1 hit point. With no heding
proficiency, the herbs can il be used, but the herbalist needs to roll a successful check
to restore the 1 hit point.

The herbs aso can be used to create a poison, either ingested or injected. A single use
of poison requires two doses of herbs. The lethality or other effects of the poison
(paralysis, unconsciousness, delusions, etc.) must be worked out with the DM.

Hunting: The hunting proficiency dlows a character to find game and get reasonably
closetoit. The actud kill is handled using rallsto hit and for damage. Hunting isa
proficiency that always requires a successful proficiency check when it is used.

If the check is successful, the hunter will reach a position within 1d100 + 100 yards
of the quarry. Generaly it will take about 2—12 daylight hours to reach this position,
though an abundance or scarcity of game can decrease or increase thistime at the DM’s
option. Night hunting might be possible for characters with infravison.

The hunter aso possesses abasic kill a removing skin from an animd, and
butchering the carcass into usable mest. These tasks require no checks.

Juggling: A character with this proficiency can juggle up to three smal objects
without a proficiency check. Additional objects can be added, but a check is required; use
a—1 modifier for each item beyond the fourth. Checks are aso required for spectacular
feats, such asjuggling lighted torches or whirling scimitars, with failure meaning that 1d4
items are dropped. The potential for damage or disaster isleft to the DM.

Thiskill is primarily ussful for entertainment or diversons, though characters with



the juggling proficiency have a chance to catch small objects—such as darts or daggers—
that are thrown at them. They must be facing the source of the attack to make such an
attempt, and they must meke a proficiency check with a—2 modifier. Fallure meansthey
are automaticaly hit by the thrown objects.

Jumping: Thisskill meansthat a character has unusud abilities to jump across
distances, legp incredible heights, and vault with apole.

A human or even character with the jumping proficiency can perform arunning
broad jump of 20 feet without a proficiency check; ajump of more than 20 feet requiresa
check, with a—1 modifier for each foot above 20. The jumper can do a standing broad
jump of 8 feet without a check; longer jumps require proficiency checks with the same
pendlties.

The character can high jump 4 feet without a check, higher obstacles require a check,
with a—1 modifier for every 6" of additiond height. If jumping from asanding start, the
beginning height is 3 fet, not 4 feet.

Dwarves, gnomes, and hdflings are more limited in their jumping ability. For these
characters, the basic distances in each category are reduced to 75% of the listed
amount—e.g. 15 feet instead of 20 for the broad jump.

A vaulting pole must be at least astall as the character using it, but no more than
twice astall. The character can vault over obstacles up to the height of the pole. If the
obstacles are within 2 feet of the pol€ slength, however, the character must make a
proficiency check. The vaulter can aso jump across a space no more than 112 the width
of the pole slength. If the gap is greater than the length of the pole, a proficiency check is
required.

Leather working: The character with this skill can skin animals, tan lesther, and work
that leather into clothing, armor, backpacks and saddlebags, harnesses, etc. These tasks
are automatic successes, but the leather worker will have to make a proficiency check
when attempting unusua jobs—making aleather patch for aboat hull, for example, or
making a usable tent of scraps of hide.

Local History: The character knows dl about the background of a specific areain the
campaign world and can use this knowledge to entertain and enlighten others, gaining a
+2 bonus to the reaction rolls of NPCs from that area. If a specific question comes up—
the identity of aknight’s banner seen in the distance, for example—the character can
make a proficiency check, with success indicating the correct tidbit of information. A
character with the obscure knowledge trait gains a +3 bonus to the proficiency rating.

Mining: A character with the mining proficiency can select the Ste of amine and
supervise its excavation and operation. Mining proficiency checks are best made for a
player by the DM, since the character will not learn for some time whether his
suppositions about a potential mine were accurate.

The Player’ s Handbook contains a more detailed description of how to role-play a
miner’s proficiency use.

Modern Languages: The character has learned one or more languages, other than his



native tongue, that are contemporary to the campaign world. For each additiona
character point spent on modern Languages, the character can speak one additiona

language.

Mountaineering: A character with this proficiency is skilled in the use of hammer
and pitons (spikes) to secure aroute up amountainsde. He aso knows how to use the
rope and brackets that can link a party of climbers. A proficient character can make a
route across a steep section of rocks, and by the use of ropes alow other, non-proficient
charactersto follow.

No proficiency check is required unless the DM declaresthat aroute is very
perilous—steeply pitched, with few hand- and foot-holds, and those that exist are tiny or
loose. If acharacter connected to the mountaineer by rope fals, the mountaineering
character can make a proficiency check; success means that the other’ sfall has been
arrested. Failure means that the other character continuesto fdl, and failure by aroll of
20 means that the mountaineer is pulled down, too.

Characters with the mountaineering proficiency can add their proficiency rating to
their percentage chance of climbing any surface; thisincudes thieves using the dimb
walls specid aility.

Musical Instrument: The character can play a specific type of musicd instrument,
adding an extrainstrument for every character point expended on this proficiency after its
initid purchase. The kill enables the character to play the instrument very wdll, though a
proficiency check might be required when attempting a very difficult piece,

A character with the music/instrumentd trait knows how to play two instruments
immediately (when this proficiency is selected). For each character point spent, two (not
one) additiond instruments can be learned.

Navigation: Characters with the navigation proficiency know how to fix their
locations on the seas and oceans of the campaign world by observing ceestid clues.
Characters with a sextant (not necessarily available in dl campaigns) and a compass, and
who can see the stars or observe a sunrise or sunset, will know where they are—no
proficiency check is necessary. Such a skilled character can navigate across entire oceans
without becoming lost, though bad westher can obscure the celestid clues and blow a
vess far off course.

If acharacter does not have the proper tools, or isforced to work with only a genera
idea of direction (fog obscures the sunset, for example), the DM should secretly make the
proficiency check. Success means the character is reasonably accurate in plotting the
day’ s course. Failure means an off-course error that varies by the extent of the fallure—a
roll of 20 has the character going practicaly the exact opposite direction!

Orienteering: Thisisthe ability to keep one' s bearings on roadless, trackless land.
Proficient characters will not get lost aslong as they can either see the ky or have the use
of acompass. This meansthat they can maintain track of a given direction, kesping
themsdalves and their companions traveling in astraight line.

Characters who possess a map and can track their direction of travel can arrive at
specific points—towns, ferry crossings, bridges, monuments, wells, springs, etic.—



without proficiency checks.

If the map is dightly erroneous, or lacking in crucid details, the characters will have
to make successtul proficiency checks to accurately arrive at a specific point. This check
can be modified for increased difficulty based on poor weeather or mgjor problems with
the map.

Painting: A character with this proficiency is skilled a rendering images with ail,
brush, and canvas. The artist can create reasonable portrayals of people, landscapes, and
mongters, and he possesses a knowledge of perspective, shading, and compostion. If this
proficiency is coupled with the artistic talent trait, the character receives +2 to his base
painting score and can create sunningly redlistic works, capable of tirring profound
reactions in observers—and perhaps worth gold to wedlthy NPCs.

Pottery: The character can create ceramic vessels—jars, bottles, plates, bowls, etc.—
of whatever type arein use in the campaign world. A serviceable piece of crockery can
be made without a proficiency check. If the character attempts to make a fine-quality
piece, it will take about three days for an average-sized object—and a successful
proficiency check. Failure means the object is usdless; successindicates the degree of
excdlence, with aradll of 1 indicating that the character has created awork of unique
vaue.

A character with the artigtic talent trait gains a +2 to the pottery proficiency rating.
Masterpieces of pottery are sculpted by these talented characters.

Reading/Writing: The character is literate in alanguage that is contemporary to the
campaign world, provided that the character can speak it (see the modern languages
proficiency), For each additional character point spent on reading/writing, the character is
literate in one additiond language.

Reading Lips: Characters possessng this proficiency have a chance to understand
the speech of those they can see but not hear. The speaker must be clearly visible, less
than 30 feet away, and well-illuminated—characters cannot lip-read with infravison. If
the speaker is addressing the lip reader and intends to be understood, no proficiency
check is necessary. If lip readers attempt to “overhear” speech not directed to them,
proficiency checks are required. Success means the gist of the words come through. The
trait of empathy adds +2 to checks using this skill.

Religion: A character with this proficiency is familiar with the basic tenets of the
mgor and minor faiths practiced in the campaign world. Observing an act of religious
sgnificance—a blessing of warriors before battle, for example—means the character
understands the importance of the ritua without a proficiency check. Checks are required
to understand the activities of unique or foreign religions. Additiona character points
gpent on this proficiency can expand a character’ s knowledge to include other rdligions,
or can increase the leve of detailed knowledge about the faiths already studied.

Riding, Airborne and Riding, Land: Theriding proficiencies are well-detailed in
the Player’ s Handbook. Characters using the Skills and Powers rules can add +2 to their



proficiency scorein ether category of riding if they possessthe trait of anima empathy,
and +1if they have the additiond proficiency in animd training. These modifiers are
cumulative,

Rope Use: A character with this proficiency can tie knots of dl kinds without a
proficiency check. The character adds +2 to al mountaineering proficiency checks that
involve rope and dso gains +10% to climbing chances—if the climb involves arope.

If the character istied up with ropes, or seeksto untie a permanent knot, a proficiency
check isrequired. Success means that the bonds or knots come undone in 2d6 minutes.

Running: Characters can add 1_3 their normal top speed to their movement rates for
up to 1 turn. After this, they must spend aturn resting, or 6 turns engaged in norma
activity before they can sprint again.

Also, characters can jog steadily, moving at twice their norma movement rates over
the course of aday. Eight hours of rest is mandatory after such a stint. Following rest, the
characters can make praficiency checks. Success means they can run normaly during the
upcoming day; failure indicates they cannot use the running ability that day.

Sculpting: The character with this proficiency can render redistic objects out of
sone and clay. A high leve of sculpting proficiency, coupled with the artidtic talent trait,
means the character can create statues, statuettes, busts, and other objects of rare and

vauable beauty.

Seamanship: These characters are trained to help operate galleys and saling ships.
They can row, hang rigging, steer a helm, patch canvas, and repair hulls (with tar or
pitch). This proficiency does not allow characters to navigete,

The captain of avessdl, who presumably possesses this skill a ahigh leve, must
make proficiency checks to avoid certain hazards of the sea. Such a seaman might take
the ship into aresf-lined bay with no difficulty if alocd pilot isthereto act asaguide.

But if the cgptain hasto pick a path through coasta breakers, afailed check might mean a
bump on the bottom of the hull, or that the ship has run aground. Bad wesather and
treacherous currents can pendlize these proficiency checks, while fair breezes and superb
vighility should convey postive modifiers.

Set Snares: A character with this skill can place smdl trgps and shares dong agame
trall—a useful ad to gaining food in anon-civilized setting. Given proper materials—
supple branches, bowstring or heavy thread—the character can make two snaresinan
hour without a proficiency check. The character can check the snares after eight hours,
rolling a proficiency check for each. These checks can be modified by +2 if the character
has the anima lore proficiency, and an additiona +2 for the anima empathy trait.

Success means that a small animal, such as arabbit or partridge, has been snared. The
checks can be modified up or down by the DM, to reflect the population of animalsin the
area

The character can create alarger snare, such as a pit trap, by making a proficiency
check. An 8 deep, 6 square pit requires at least eight hours to make if the ground is soft
and a decent shovd is available. Rocky ground, larger pits, and makeshift equipment can



increase this time dramatically. Whether anything fdls into the large pit is a matter of the
DM’s interpretation and generosity.

Singing: The character knows and can perform the many types of songs, including
some that involve complex or difficult notes. All songs common to the character’ s society
will be familiar. Rare, archaic, or unusua songswill be known with a proficiency check.
Also, characters who have had a chance to hear an unknown song can perform it (-2
modifier, +1 for each time after the firgt that it is heard).

The character can compose his own songs, including chora works, with a successful
proficiency check. If the character aso has the Music/Singing Taent, the character can
add +2 to his base score.

Spellcraft: A character with this proficiency gains no actua spell use ahilities, but
does possess significant knowledge about spellcasting. Observing or overhearing a spell
being cast, or agetting agood look at the spell components, lets the character make a
proficiency check. Success means the enchantment is recognized. Modify the check by
+2 if the character can both see and hear, and add another +2 if the spell components are
spotted.

Wizards using this proficiency gain +2 to checks made if the spell being sudied is
one from their own specidty or school. Characters with this proficiency can dso make
checksto determine if an item is enchanted.

Stonemasonry: A character with this skill knows how to excavate sone from
quarries, cut that stone into blocks, make bricks, mix mortar, lay stone or brick, and carve
ample desgns ad symbols into stone. The mason can lay cobblestones or bricks for
roads and courtyards, and the work can include smal arches and cantilevered platforms.
None of these tasks require proficiency checks. The character’ s tools include hammers,
chisds, trowds, block and tackle, plumb lines, shoves, and wedges. If fully equipped, a
typica mason can build awall, 10" long, 5' high and 1' thick, in one day—if the Soneis
dready cut. The character can erect wals, buildings, pillars, stone abutments for bridges,
etc.

The character can step up the work by making a proficiency check. Also, if the
stonemason doesn’'t have the benefit of the engineering proficiency, checks must be made
for wall sections higher than 10, and for structures involving arches or elaorate corners.

A dwarven character receives a +2 bonus when taking this proficiency.

Survival: A character with this proficiency has a basic knowledge of the dangers and
chdlengesin certain wildernessterrain: arctic, woodland, desert, plains, or tropicd.
Mountains are not usualy a separate terrain type—a mountain range may be tropica,
wooded, snow-covered, etc.

Surviva skill means the character has a good chance of finding food or water in that
environment—if there is any to be found. The character can roll a proficiency check once
aday for each category. Success means food, water, or shelter isfound. Typicaly it will
take 1d6 hoursto find water, and 2d6 turns to forage enough food for one person.

A character with this skill dso understands the perils inherent in sudden storms and
dangerous topical features—avaanches, quicksand, sandstorms, and landdides, for



example. The DM might dlow aplayer to rall a proficiency check when one of these
dangers appears on the horizon—success means the character has noticed the menace.

Swimming: This useful proficiency dlows characters to swim according to the
AD&D game rulesfor water movement (see the Player’ s Handbook for more
information). Characters without this proficiency are consdered untrained svimmers,
and they can do little more than hold their bresth and float. Proficient characters can
perform most swimming tasks without any checks.

For each character point added to this proficiency after itsinitial purchase, svimmers
can add 1 to their movement rates in water.

Talloring: A character with this proficiency can sew garments out of al types of
cloth—woal, cotton, silk, and well-tanned legther being the most common in the typica
campaign world. The character can use needle and thread. The amount of time required
for ajob naturdly varies by its complexity, but proficiency checks are only required if the
tallor is attempting to make something truly unique and spectacular—a coronation gown
for the queen, perhaps.

Thetallor can dso make field repairs on clothing that has been damaged by the
vagaries of adventuring. These repairs typically require proficiency checks, with falure
indicating that the patch will hold for only avery short time. A hdfling character gainsa
+1 to this proficiency rating.

Throwing: Characters with this proficiency add 10' to each range category of thrown
weapons, and increases the damage or the attack roll by +1 each time they throw a
weapon. The player can eect to improve ether the damage or attack roll, but the choice
must be announced before the attack is made.

For each character point spent on this proficiency (after itsinitia purchase) a
character adds another 5' to thrown weapon ranges. For every 4 additional character
points spent, another +1 on the damage or attack rolls is gained—this can be used asa +2
on one or the other, or split asa+1 to attack and +1 to damage.

Tightrope Walking: The character with this proficiency can balance on ropes, wires,
dender beams, and other narrow, perilous surfaces. A typical movement rate is 60 feet a
round, though an upward angle will dow this. Ascents and descents of 45 degrees or
more are not possible.

The character does not require a proficiency check if the surfaceis a least 4" wide.
Narrower surfaces require checks, with fallure indicating afal. If waking on aflat
surface more than an inch wide, the character receives a+3 modifier to the check. A
baance pole adds another +2 modifier, though high winds or a moving surface can
contribute sgnificant negatives.

If the character makes an attack or suffers damage while balanced on arope, a
proficiency check isrequired. Fallure sgndsafal. Subtract the number of points of
damage the character suffered from the proficiency rating when this check is made.
Attacks made while on the rope suffer -5 pendties on attack rolls. Also, a character
walking on atightrope has limited maneuverability and therefore does not gain an AC
bonus for Dexterity.



Tracking: The detailed tracking procedure described in the Player’ s Handbook is
modified as follows for the Skills and Powers rules:

No characters suffer the integral —6 pendlty to their ability scores, this differenceis
reflected in the proficiency rating itself.

Rangers gain a +5 bonus to ther tracking rating.

Characters with the anima empathy trait gain +2 to their proficiency score when
tracking non-domesticated animals.

Characters with the anima lore proficiency gain +2 to their proficiency rating when
tracking animas—either wild or domesticated.

Tumbling: Characters with this proficiency can roll, somersault, sland on their hands,
flip forward and backward, and otherwise perform feats of acrobatics. They can only
perform tumbling featsif unencumbered or lightly encumbered.

Tumbling characters can improve their AC by 4 on agiven round if: they avoiding
attacks directed againgt them, win initiative, and elect not to attack that round. A
tumbling cheracter can move up to 20 feet, or remain in one place, during the course of
this evason. In unarmed combat a character with tumbling ability improves attack rolls
by +2.

The character can attempt to dodge through obstacles or escape through narrow
apertures, but successful proficiency checks are required. If the character topples from a
height of 60 feet or less, asuccessful proficiency check resultsin suffering only half

damage from thefdll.

Ventriloquism: Characters using this skill can make others believe that sounds and
voices are coming from somewhere else. Such a character must pass a proficiency check
to deceive an audience. Thisroll might be modified by some of these factors: the
intelligence of the ligeners (+/-3); the distance from the ventriloquist to the gpparent
source of the sound (not more than 20 feet); the believability of the ventriloquist’ s words
and sounds,; whether the audience can observe the proficient character; and the length of
the ventriloquism dislay.

Weaponsmithing: This proficiency alows a character to creste meta wegpons. The
Player' s Handbook gives the time and materid cost requirements for various types of
weapons.

A character who seeks to create atruly exceptiona wegpon, can make a proficiency
check after the item is completed. If the check fails, the wegpon is usdless, melted down
for its bare metdl; if the check succeeds, the character has created a wegpon that is worth
50% more than the typical example. These are the kinds of weapons selected by wizards
for enchantment.

Dwarves get a+1 bonusto their rating with this proficiency.

Weather Knowledge: A character with this proficiency has a knowledge of winds,
humidity, clouds, and seasons and can accuratdly predict the immediate weather smply
by looking at the sky. With a proficiency check the character can predict what will
happen during the next 12 hours. Modify the check up to +/—6, with a0 modifier to



predictions for the weather six hours ahead.

Weaving: A character with this skill can weave yarn into cloth, and he can creste
tapestries, cloaks, and other large swaths from thread. The character can spin wool into
yarn with aspinning whedl, and he needs aloom to artfully weave that yarn. A character
with the artidtic talent trait can use this kill to creste exceptiondly beautiful cloth.
Haflings get a+1 bonusto their rating with this proficiency.

Trait Descriptions Allure: Thistrait alows acharacter to atract romantic atention
from NPCs, a the player’ s option. The character can concedl thetrat any time, but when
itisin effect it can modify the reaction rolls of NPCs who might be affected—perhaps by
asmuch as +3. Thetrait isonly effectiveif thereis a reasonable chance of the PC
drawing romantic attention from the NPC—at the very least the NPC must be of the
opposite sex and of at least young adult age.

A character with the dlure trait can receive one henchman above the normal
maximum—if at least one of the henchmen has a romantic interest, however unrequited
and hopeless, with the player character. Elves can purchase thistrait for 1 less character
point than the listed amount.

Alertness: These characters are blessed with a combination of periphera vison, good
hearing, and menta stamina that makes them very resistant to surprise. Such characters
receive a+1 bonus when the DM determinesif the dert characters and their party must
roll for surprise.

Ambidexterity: This character is equaly skilled with the use of either hand. This
trait carries over into training, so that the PC can use weapons, bear a shield, and perform
acts of strength equdly well with the right or Ieft hand. The character is good at the two
wegpon fighting style, suffering no pendty for the first hand, and only a—2 pendty for
off-hand use.

Animal Empathy: The character possesses an inherent ability to relate to animals.
The character will generdly receive a positive reaction from domesticated animals, and
can soothe the fears of captive wild animas with remarkable consistency. For example,
with asuccessful Wisdom/Willpower check, the character can encourage a domesticated
animal to approach, or silence a barking watchdog. The character, as arule, cannot
persuade wild animalsto lose their fear of humans. Also, thetrait is usdessif the
character attempts to deceive an animd into gpproaching for the cause of harming it—i.e.
the cow won't be persuaded to walk over to the fence so that the character can butcher it.

Artistic Ability: The character has taent with the use of brushes and paint, charcoa
sketching, and the sculptor’ s knife. Even without any related proficiency the character
can render redistic maps and mold smple objects from clay. When thistrait is coupled
with training, the character can create works of red artistic merit. Whether these have
worth in monetary terms or as relating to the character’s status in the campaign world are
circumstances that must be adjudicated by the DM. Asagenerd rule, the character’s
work as a potter, tailor, weaver, painter, blacksmith, leather worker, or sculptor will fetch



1-50% more than the typical cost for such products.

Climate Sense: Thistrait provides a character with an innate sense of impending
(within one hour) changesin the weether. The DM might require a Wisdom/Intuition
check before the character can make the determination. Other circumstances may be
obvious enough that the character will know with certainty thet the temperature will fall
dragticdly, or that atremendous rainstorm is about to begin.

Double-jointed: The character has a unique ability to wriggle out of ropes, manacles,
brackets, chains, and other bonds. The bound character can make a Dexterity/Agility
check when attempting to twist free of the bonds. Such an escape requires 1d6 rounds for
each limb that is bound. If the character is secured by metal brackets or chains, the check
ismadeat 1 2 (rounded up) of the Agility score. Halflings add a +1 bonus to their
modified Agility score when using this proficiency.

Empathy: The character with thistrait has an innate ability to sense the motivations,
emotions, and possibly the intentions, of others. If the character can observe a group of
NPCsfor 1d6 rounds, the DM can dlow a WisdormvIntuition Check. Success means that
the character has understood something significant about the discussion or plans of those
NPCs. The empathetic character does not have to spesk the language of the NPCs
(though the DM can dlow a+2 modifier if the tongue is known).

If the NPCs are of avery different race (such as monsters), the check can be modified
to 1 2 the character’ s Wisdom/Intuition score. However, the DM can aso add positive or
negative modifiers if the character has an extralong or short time to observe, or watches
from an especidly advantageous or disadvantageous position.

Fast Healer: Thishighly useful trait allows a character to recover 1 hit point of
damage within 2-12 turns of recelving awound. Also, the character naturdly hedsat a
rate of 2 hit points, not 1, per day.

Glibness. The character has the knack of dissuading the suspicions of NPCs. The PC
must speak the same language as those he is trying to impress, and players are
encouraged to role-play the glibness attempt.

Situations where this might arise include characters trying to talk their way past the
guards a acity gate, turning asde the hodlility of abullying thug, or disarming the
suspicions of amerchant who suspects the PCs of thievery. Characters can make
WisdomvIntuition checks to seeif their glibnessis successful.

Of course, if the guards are looking for a smuggler that fits one of the characters
descriptions, or the bully redly wants to beat up, say, ablond even rogue, or the
merchant saw the fellow stedl abracelet, no glibness attempt is possible.

Halflings can purchase thistrait for 1 less character point than the listed amount.

I mpersonation: Thistrait represents the acting taent in the modern world—the
character has anatura ability to fal into arole, and to project that role believably to
others. A character with the impersonation trait gains a+2 bonusto al rolls made usng
the disguise proficiency.



Additiondly, the character can assume a disguise immediately—i.e., without benefit
of costume or makeup. Such an impromptu disguise cannot dter the character to assume
aspecific identity, nor can it ater the appearance of hisrace or, except under unusua
circumstances, sex.

Inherent Immunity/Poison: Thistrait enhances the character’ s naturd resistance to
poisons—inhaled, ingested, and injected. The character receivesa+1 bonusto al saving
throws versus any kind of toxin. Additiondly, the damage done by virulent poisonsis
reduced by —1 point per die (to aminimum of 1), and the duration of paralytic and other
temporary poisons is reduced by 1 round (or turn) per dierolled.

Dwarves can purchase thistrait for 1 less character point than the listed amount.

Inherent Immunity/Disease: The character with thistrait has a strong resstance to
diseases of dl types. When a saving throw is dlowed againgt a possble infection, the
character gainsa+3 bonus. If there is an infection, the duration of the diseaseis
reduced—Dby one day, week, etc.,—for each die rolled to determine thistime period. This
immunity does not apply to magica enchantments and curses, such as lycanthropy.

Inherent Immunity/Cold: This character is able to remain comfortablein
temperatures that most find chilling, and he can sometimes avoid the worst effects of
cold-based attacks such as white dragon breath. In game terms, the character gainsa+2
bonus to saving throws againgt cold attacks (but only physica cold; not, for example,
againg the chilling touch of awight).

Additiondly, the character can reduce hisleve of encumbrance caused by winter
garments. In those cases where the DM might require some pendty for a party that must
bundle up in furs, parkas, mittens, and boots, the character with thistrait can dress one
level of encumbrance lighter and gtill avoid the effects of the wesather.

Inherent Immunity/Heat: Like the immunity to cold, thistrait confers an advantage
on the character in certain types of climates, and improves saving throw chances againgt
fire- and heat-based attack forms. The saving throw bonusisa+1, and appliesto saving
throws againgt such magica infernos as red dragon bresth and againgt the effects of lava
or normd fire,

The DM can determine the benefits conferred by thistrait againgt environmenta hest,
such as deserts and tropical westher. In generd, under these types of conditions, a
character with this type of immunity can travel twice as far as his companions without
uffering faigue.

Internal Compass: Characters with thistrait have a generd idea of where they are,
and in which direction they are facing when out of doors. In the wilderness, this means
that their chance of becoming logt is reduced by 5%. When using the navigation
proficiency, characters with thistrait receive a+1 bonus to their proficiency score.

K een Eyesight: These characters have “eagle eyes.” That is, they can perceive details
at about twice the range of characters with norma vison. Keen eyesight does not
improve a character’ s ability to seein the dark, nor does it convey unique periphera



vison. However, if agroup of companions make out a party in the distance, the
keen-eyed character might be able to tell the whether the party congsts of humans or
goblins. When the others can discern the race of the distant party, this character can tell
how they’ re armed and how they’ re dressed.

A character with the keen eyesight trait recaeives a+1 bonus on dl rallsto hit with a
missile weapon a long range.

Elves can purchase thistrait for 1 less character point than the listed amount.

Keen Hearing: This trait means that the character possesses excellent aura acuity—
able to hear the proverbid pin drop. In cases where hearing can be afactor in avoiding
surprise, this character receives a+1 bonus. This applies whenever the PC gpproaches an
ambush, unless background noise (awaterfall, bustling marketplace, windstorm, etc.)
could be expected to drown out the inadvertent sounds of the ambushers.

If the character is athief, thistrait adds +10% to every atempt to detect noise.
Haflings can purchase this trait for 1 less character point than the listed amount.

Keen Olfactory Sense: Thisvauabletrait elevates the character’ s sense of smell to
an uncanny level. In any case where the character might detect an gpproaching encounter
by amdling the other party, this character gets a +1 bonus on chances of being surprised.
In addition, thistrait gives the character a +2 bonus when using the hunting proficiency.
At the DM’ s discretion, the character can make a Wisdom/Intuition check to determine
whether food or drink has been poisoned or otherwise tainted.

Keen Taste Sense: Thistrait dlows characters to detect foreign substances and
unnaturd dterationsin anything they taste. Characters can make WisdonvIntuition
checks with a+3 modifier. Success means they realize some sort of ateration has been
doneto the food or drink. Halflings can purchase thistrait for 1 less character point than
the listed amount.

Keen Touch Sense: A character with thistrait has unusualy sengtive tactile senses,
ableto fed the difference between a silver and gold piece, for example. If the character
with thistrait isathief, thisinherent advantage gives a +5% bonus to pick pockets and
open locks attempts. Gnomes can purchase thistrait for 1 less character point than the
listed amount.

Light Sleeper: This character will awaken at the dightest disturbance—a sgnificant
advantage to asmadl party on the trail where companions would quickly fatigue from
dternating watch duty through the night. The character will awaken if he hears any
unusud noise, such as the unmuffled footsteps of someone gpproaching the camp. This
includes the approach of anyone wearing metal armor, or crestures carrying weapons or
conversing.

If the deeping character is approached by someone who isworking very hard at being
gedthy, the DM can dlow the light deegpers to make Wisdomv/Intuition checks, success
means they become aware of the intruder, while failure means they continue to deep.
This latter category includes NPCsin lesther armor, and monsters with natura stelth and
which are not encumbered by weapons and armor.



If alight deeper is gpproached by athief who is successful a a move silently attempt,
then the deeping character is not alowed the Intuition check, since thereis no sound to
dert the deeper.

Lucky: Theluck that seemsto bless this character is not a matter of improving the
odds of various die ralls, nor of gaining increased benefits to other game Stuations.
Rather, it isthat this character seems to have a knack for being in the right place at the
right time. The DM may require a WisdonvIntuition check to determineif the character
will be lucky.

If the party is searching for away to cross adeep, placid river—and the lucky
character can make an Intuition check, the party will sumble upon a boat hidden in the
reeds by the shore.

Music/Singing: Thistrat provides the character with afindy-pitched,
well-modulated voice—the kind of snging voice that everyone likes to hear. If thistaent
is combined with the singing proficiency, the character can impress nobles and
commoners dike with musica performances, perhaps becoming abard or mingrd of
some repute. This talent aso adds +2 bonus to the character’ s Singing proficiency score.

Music/Instrument: The character with thistrait has the manua dexterity and
musica senshility to skillfully operate an instrument such as a harp, flute, lyre, drum,
etc. While the trait does not convey the knowledge of how to play any insrument—that
must come from a proficiency—this inherent talent assures that the character may quite
possibly riseto aggnificant level of fame for hismusica performances. The character
can more reedily learn to play musical insruments as note in the musical insrument
proficiency description.

Obscure Knowledge: The character with thistrait isthe fantasy verson of thetrivia
buff. The character has amind that gragps, permanently, little bits of information from
here and there—itemsthat, at firgt blush, might not have any useful application. The
typica procedure for the character using thistrait would require an Intelligence/Learning
check. If the check is successful, the character has stored away sometrivia bit of
information about atopic at hand.

The use of thistrait is up to the DM, though the player can make requests when an
opportunity arises. For example, as the character approaches Castle Dunleven, the player
might ask the DM if his character remembers anything about the castle or its occupants.
If the Intelligence/lLearning check is successful, the DM can inform the character that
Lord Dunleven is an derly widower, who has a beautiful daughter whom he jedoudy
guards againgt any potentia suitors. Or, just as likely, the character might remember that
Dunleven is known for its fine wines or cheeses, and that the vintage of five years back is
particularly prized. Gnomes can purchase this Trait for 1 character point less than the
listed amount.

Precise Memory: Thistrait indicates a character who has a* photographic memory.”
For example, once seeing a piece of herddry, the character will remember what house or
noble that symbol represents. If this character looks a a map, and has the time to study it



in detail, he can be expected to remember that map with agreat dedl of accuracy. In most
circumgances this memory isfarly automatic. But in cases of intricate detall, or if along
time lapses since the character first observed something, the DM can require an
Intelligence/Learning check before providing the player with the information.

Thistrait refers primarily to the recollection of things that the character has seen
written down or rendered in artwork. If the character has the reading/writing proficiency,
it gpplies aso to things that he has read.

Disadvantage Descriptions Aller gies: This disadvantage is typically ahay fever
problem, where the character is subject to sneezing outdoors. The actua campaign
environment makes agreat ded of difference—in winter seitings, thisisn't much of a
problem, for example. The DM should be careful to creste some settings where the
character’ s dlergies are in fact a disadvantage.

The game effects of dlergies can come up in severd ways. A Wisdom/Willpower
check can be called upon to stifle a sneeze when the character’ s party is setting up an
ambush dong aforest trall. If the character suffers from severe dlergies, his
Strength/Stamina score and Congtitution/Health scores must be reduced by 1-6 points
when the pollen count is high.

Other dlergies can be created. A character who is dlergic to mold, for example,
might suffer these same effects when in a damp, underground location. Aswel, he might
suffer double damage from mold-based attacks. An allergy to bee stings or to certain
types of food or animds are lesslikely to affect the game, but the DM could offer to
negotiate alower character point bonus for the character who has alesser dlergy asa
disadvantage.

Bad Tempered: Thischaracter has difficulties with the niceties of socid interaction,
and is quick to takeinsult a any number of dights—red or imagined. The DM should
require the player to make Wisdom/Willpower checks when the character is given some
cause to be insulted. If the check falls, the character islikdy to shoot off his mouth ina
rude fashion. (Usudly, the bad temper will not cause the character to attack others, and
certainly not with weapons). However, it is not inconceivable that the character’ s remarks
will insult the NPC to the point where combat results. More often, however, the
character’ s bad temper will cause a non-violent Situation—negotiations with a merchant
are broken off, a nobleman who was thinking of hiring the PCs changes hismind, or a
guardsman denies the party entrance to acity or castle. Dwarves receive 1 extra character
point when they choose this disadvantage.

Bruise Easily: This disadvantage can be areal drawback for a character who spends
alot of timein harm’sway. Every time the character suffers damage from a blunt
wegpon, or amishap such as afal, he suffers 1 extra point of damage for each die of
damage rolled. This damageis not as long-lasting as normal damage, recovering &t arate
of 1 hit point per turn after the fight. However, if a character’s hit points are reduced to
zero, and some of the points of damage are bruise damage, he is rendered unconscious
but not dead—much like the damage inflicted by punching.

Clumsy: The character with this disadvantage has the unfortunate habit of dropping



things, tripping, or knocking things over a inopportune times. The DM will occasiondly
require the character to make a Dexterity check. Failure means the character loses his

grip, ssumbles, or trips. The check can be required as often asthe DM desires, though asa
generd rule two or three times a gaming session probably will be adequate.

Colorblind: Thisrdatively innocuous disadvantage means that the character cannot
digtinguish colors. For game purposes, he seesthingsin black, white, and shades of gray.

Compulsive Honesty: The character with this disadvantage cannot tell alie and
cannot behave in a deceitful fashion. He tends to be blunt rather than tactful, even if this
means insulting someone who he and his companions are trying to impress.

The character could participate in a deception—but only if it isametter of life and
degth. Even then, the character must make a Wisdom/Willpower check every time heis
caled upon to spesk afdsehood or to act out arole in front of witnesses. Failure of the
role means that the character shrugs and comes clean—" You're right, my lord. I’ m not
here in the marketplace to shop for rugs, but to steal the plans for the castle’s defenses.”

Cowardice: Thisisahefty disadvantage for an adventuring character. The character
might want to be brave and to fight heroically, but an inner voice of caution congtantly
suggedts the merits of flight or concedment. Halflings receive 1 extra character point
when they choose this disadvantage.

When aviolent encounter begins, the character must pass a Wisdom/Willpower check
to overcome his cowardice. Therall is 1/2 the character’s Wisdom/Willpower if thisisa
severe disadvantage. If the check is successful, the character can behave in any fashion
for the duration of the encounter. If the check fails, however, the character will seek to
leave, to hide behind friends, or to otherwise cravenly attempt to avoid the fight.

The character is dlowed to make another Wisdom/Willpower check each subsequent
round during the encounter. He flees or hides as long as he fails, but as soon as he passes
the check he can perform normally—and is exempt from any further checks. (Of course,
if hetried to hide behind his friends, a second violent encounter might occur immediately
after thefirgt isresolved!)

Deep Sleeper: The character with this disadvantage will only awaken when disturbed
by avery loud noise, or by physica prodding, shaking, etc. When the character does
wake up, it will take 1-6 rounds before he is capable of any action other than groggily
gtting up and trying to figure out what's going on.

Fanaticism: This can be asubstantid disadvantage for a character, though it requires
aggnificant role-playing commitment on the part of the player. The fanaicism can be
dedication to a particular cult, religion, or god, or it can be more worldly-based, in the
sense of overwhelming loydty to a state, to a military presence, or to a particular leader.

Whatever their sources, the different types of fanaticism have severd thingsin
common. If acertain code of behavior is caled for by the belief, then the character must
conform to that behavior—even if it conflicts with the immediate gods of the PC and his
companions. While fanaticism is not necessarily evil, it may certainly become tiresome to
those who do not share the fanatic' s beliefs.



Greed: A character with this disadvantage is compelled to seek riches by whatever
means possible. His greed will interfere with the sharing of expedition poils, and may
cause the character to dienate powerful NPCs who would otherwise be inclined to help.

Alternately, a character with this disadvantage can be described as greedy for power.
In this case, he will seek to control others by persuasion, threats, and even force. He will
seek to amass as many henchmen as possible, and he will not hesitate to employ these
agents to add to his base of power. Dwarves receive 1 extra character point when they
choose this disadvantage.

Irritating Personality: This disadvantage can makeit difficult for the character to
obtain cooperation and aid from others. During encounters with NPCs, the DM should
require the character to make a Wisdom/Willpower check to resist the effects of the
disadvantage. A failed check means the irritating aspects of the PC's persondity rise to
the surface.

It is best to role-play the specifics of the character’ s behavior—is afighter
exceptiondly critica, does awizard laugh at inappropriate times, or does athief behave
in avery uncouth fashion? The player isfree to devise the irritating e ements of the
character’ s persona, and if encounters are role- played the disadvantage will take care of
itsdlf.

Lazy: A lazy character will never do any more work than is absolutely necessary. He
will rely on his companions to do things such as build campfires, cook, and keep watch
through the night. The character will generaly neglect details of preparednessin favor of
catching a few minutes more deep. However, if he redly wants to do something that does
not have aclear and urgent need (digging a trench around a camp in case an attack is
made againgt them, for example) the character can roll a Wisdom/Willpower check. A —4
modifier gpplies to the character’ s Willpower score, however, and failure of the check
means that the character decides the time could be better used by catching alittle
shut-eye—or at least by lying in the shade somewhere.

Phobias: A character who is consstently afraid of one particular thing (or category of
things) can have ared problem while adventuring. The phobia disadvantages are worth
varying degrees of character points, based on the frequency of encountering that which
the character fears, and whether the player chooses a disadvantage that is moderate or
severe.

The effects are generdly the same. If the character is threatened by aviolent
encounter with the object of the phobia, he must roll a Wisdom/Willpower check (1/2
Wisdom/Willpower, if the phobiaiis savere). If successful, the character can function
normaly, but if the check fails he must flee or otherwise seek to avoid the encounter for
1-6 rounds. After thistime, check again, and continue to do so each 1-6 rounds until a
check succeeds.

The DM can modify the Willpower checks for phobic characters. Someone who hates
enclosed places but is being pursued by a dragon, for example, might overcome the
phobiain favor of saving his life—perhaps gaining a +5 modifier to the phobia check.



Phobia—Crowds: The character becomes panicked when surrounded by people,
demihumans, humanoids, etc. Shopping in marketplaces, dining a massve feasts, and
ceebrating a festivals are dl problems. The character must make a successtul
Wisdom/Willpower check to enter such a setting. If a crowd gathers, the character must
check as soon as the DM judges that the PC isin the midst of athrong. If the character
fails the Willpower check, he will seek a private nook or cranny to get out of sght, or try
to leave the premises dtogether. Even if he passes, the success only lasts 2—-12 turns—
then the character must make another check.

Phobia—Dar kness: A red drawback for a dungeon crawler, this disadvantage
compels a character find or create, some source of light when surrounded by utter
darkness. The character will be reluctant to enter darkened settings, only doing so after a
successful Wisdom/Willpower check. He can repest the check every 1-6 turns, if
necessary, perhaps modified by persuasion or cgjolery by comrades. The check is not
necessary if some light is present, though the character till will be nervous and
uncomfortable in arole-playing sense.

If the character passes the check, he can force himself to enter the darkness. He dso
must check if suddenly immersed in darkness—for example, if the party’ storches are
suddenly doused within the dungeon. Failure of this check can result in the character
fleeing headlong down a corridor or freezing, terrified, in place (clinging to a
subterranean cliff, perhaps). If circumstances do not dictate one or the other, flip a coin to
determine which reaction the character suffers.

Phobia—Enclosed Spaces: This has effects smilar to the darkness phobia, though of
course the presence of light isimmeateria—this phobia can strike in alighted room or ina
narrow, winding tunne. In generd, when the ceiling is no more than two feet overhead,
and the walls are within two feet of the character’s outstretched hands, he' Il have trouble.
Aswith the fear of darkness, the character must check Wisdom/Willpower before
entering an enclosed area.

Phobia—Heights: This character has difficulty dimbing ladders and ropes, perching
on wals, and negotiaing steep, diff-sdetralls. He will be eager to look for another way
around if such aclimbiscdled for, but if he makes a successful Wisdom/Willpower
check he can overcome hisfear. If the check fails, however, the character will do
everything possible to avoid the climb. Another check is dlowed 2—-12 turns later.

Phobia—M agic: The character with thisfear is nervous about al things magica—
gpdlls, creatures, and items. Although he may wear and use magicd items that do not
have visble effects (including magica weapons and armor, rings of protection, and the
like), he will not ingest potions, wear aring of invighility, or learn or cast pdls.

If attacked by a magic-wielder usng a spdl with visble effects, the character must
make a Wisdom/Willpower check or flee as described in the introduction to the phobia
section. The gppearance of amagica creature, such as agenie, lycanthrope, or undead,
will aso force this check.

Phobia—M onster: The player and DM must agree upon a specific mongter the



character fears. It must be a not-infrequently encountered cregture in the campaign
world—perhaps goblins, orcs, ogres, trolls, giants, etc. When the character encounters the
feared monster, a check as described above is required.

Phobia—Snakes: Thisisamilar to the monster phobia, except that it rlatesto dl
0rts of snakes and worms. It includes creatures, such as medusae, which have snakdike
parts.

Phobia—Spiders: Like the monster phobia, this character has a problem with
arachnids of al shgpes and sizes, naturdly including the mongtrous varieties,
Additiondly, this character must make a Wisdom/Willpower check with a—4 modifier if
ensnared in aweb spdll. Failure means the character panics to such an extent that he
enwraps himsdlf in the web for the maximum duration of the spdll’ s effect.

Phobia—Undead: Aswith the other specific creature phobias, this fear requiresa
Wisdom/Willpower check at the beginning of an encounter. Further, the character must
pass a check before he can enter alocation where he reasonably expects undead to be.
This latter check can be repeated at 2—12 turn intervas, if necessary.

Phobia—W ater: This character cannot have a swimming proficiency. He fears boats
and narrow footbridges, and he will not be compelled to enter water that is much deeper
than hiswas.

Powerful Enemy: A powerful enemy is a disadvantage that must be incorporated
into the background and story of a campaign—obvioudy, with alat of input from the
DM. A character with a powerful enemy acquired that bitter foe before the sart of the
campaign. The enemy can be amongter, or perhgps ahigh level wizard or cleric, or it can
be a nobleman, demihuman ruler, or perhaps a bandit chieftain. The reason for this
vendetta should be defined by the DM, and can go back even to before the character’s
birth—a family feud, for example, or a need to remove the last heir to aline,

Whatever the enemy’ s nature, it must be powerful and pervasive enough to affect the
character wherever he goesin the campaign. While this does not mean that the PC'slife
is one long chase scene, he will need to keep awary eye over his shoulder. The enemy
will routindy send agents after the character. Also, the enemy should have good conduits
of information, being able to keep genera tabs on the PC in city, town, and perhaps even
wilderness environments.

Tongue-Tied: This disadvantage crops up when the character tries to discuss
important topics with companions and NPCs. The character has the tendency to
incorrectly date facts, forget names, and just generdly say the wrong thing. Themain
effect of the disadvantage is to enhance role-playing, though the DM should modify NPC
reaction rolls, typicaly by —2.

Unlucky: The character with this disadvantage does not suffer pendties on hisdie
rolls. However, he has the knack for being in the wrong place at the right time. He can be
in acity of 10,000 people—and if there' s one person he doesn’t want to see, chances are



good that individua is gpproaching around the next corner. If this character makes a pass
a ayoung woman, she turns out to be the Captain of the Guard’ s daughter. And if only
one member of the party loses his bedroll in a downpour, the unlucky PC is naturdly the
one to deep on the cold, muddy ground.

Chapter 7:
Weapon Proficiency & Mastery

The weapon proficiency rules of the AD& D game have been expanded with the Skills
and Powers campaign. Now there is more flexibility in slecting wegpon proficiencies,
and there are opportunities to develop those proficiencies to high degrees of expertise.

Fighters can Hill specidize in specific types of wegpons, gaining bonuses for
specidization. Character points can be used to advance the wegpon specidization to
meagtery, which gives afighter significant advantages in the use of awegpon.

Characters of other classes, through the use of character points, can gain lesser levels
of accomplishment in favorite wegpons—thisis called weapon expertise.

Weapon Proficiencies and
the Character Point System

Character pointstailor various levels of advancement, making improved combat
abilitiesavallable to dl characters. Whileit isrelatively easy for fighters to become
accomplished in weapons use, it is more difficult fo—and requires more dedication
from—characters of different classes who wish to become truly accomplished with a

wegpon.

In this step of the character creation process, dl player charactersreceive afind
dlotment of character points to purchase their initia wegpon proficiencies. Any |eftover
points from the previous chapters can be used here, or saved for use during play or to
acquire abilitieslater in the character’s career. The number of CPs awarded to each type
of character in this step appears below.

Warriors. 8
Wizards. 3
Priests. 8
Rogues 6

Selecting Weapon Proficiencies

Weapon proficiencies can be acquired when a character isfirst created, and
additionally during the course of that character’ s adventuring career.

A warrior (including multi- classed warriors) must pay 2 character points for each



weapon proficiency dot. A character who is not awarrior must spend 3 character points
for each wegpon proficiency dot.

Table 48: Weapon Proficiency CP Costs

Class Cost
Warrior 2
Rogue 3
Priest 3
Wizad 3

Character Class Restrictions Non-warrior characters are normally restricted by the
rules dictating the types of weapons they can acquire proficiencies for. However, by
gpending extra character points for aweapon proficiency dot, acharacter can purchase a
proficiency that he would otherwise not be able to possess.

A rogue or apriest can acquire a proficiency for awegpon that is normaly restricted
to awarrior’s use. One additional character point must be spent when the dot is
purchased—the dot will cost 4 points, instead of the 3 rogues and priests usudly pay.

A wizard can spend 2 additiona character points to become proficient in awegpon
normaly alowed to apriest or arogue. If the wizard wishes to become proficient with a
wegpon that is normaly limited to fighters, however, he must spend 3 extra character

ints.
P For example, if awizard wishesto purchase aproficiency in the short bow, he must pay 5 character
points (since the short bow can be used by arogue, he adds 2 points to his base cost of 3 character points

per slot). If he wantsto learn to use the longbow, however, he'll have to pay 3 extra character points (for a
total of 6), since thisweapon is normally limited to warriors.

Using Weapon Proficiency Sots

A character can learn to use a weapon through severd different means. Weapon
proficiency dots aso can be used to acquire abilities in unarmed combet, skill with
shields, and advanced levels of proficiency such as weapon mastery or weapon expertise.

There are varying levels of ability in weapons use described in the Skills and Powers
rules. The lowest is nonproficiency, then wegpon familiarity, wegpon proficiency, and
weapon expertise. Characters can advance additionally through the level's of weapon
Specidization, wegpon mastery, and, ultimately, wegpon grand mastery. Primarily this
progression is used by fighters, but characters of other classes can advance to high levels
of accomplishment by the expenditure of additiona character points.

Weapon Groups Many weapons are categorized into groups, either tight groups, or
broad groups. Often awegpon will be part of atight group, and that tight group will in
turn be part of abroad group. A character’s proficiency with aweapon or group will
often convey wegpon familiarity with other related wegpons.

Table 49 illustrates wegpons in their various tight and broad groups. Note that there is
ggnificant overlgp in many categories—a broadsword is listed in the ancient, Roman, and
medium tight groups because it can be used in avariety of cultures and styles.

If acharacter knows severd different fighting styles (explained later in this chepter)
he can use aweapon in any of the styles he knows. If he has only learned one style,
however, his proficiency only applies when he uses that wegpon with the gppropriate



syle.

Table 49: Weapon Groups

As noted in previous chapters, wegpons can be classfied into tight and broad groups.
All weapons in atight group are considered to be related to one another; a character
proficient in one automaticaly has familiarity with the rest. Note that awegpon
proficiency includes sone or bone versons of the same wegpon.

In the listing below, broad groups are noted in bold type, and tight groups arein
itdics

AXxes, Picks, and Hammers

Axes: battle axe, hand/throwing axe, hatchet, two-handed axe, sword-axe, mace-axe
Picks: horseman’s pick, footman’s pick, pick

Hammers: war hammer, maul, dedge

Unrelated: adze

Bows
Short bow, composite short bow, long bow, composite long bow

Clubs, M aces, and Flails

Maces. footman’s mace, horseman’s mace, mace-axe
Clubs: club, grest club, war club, ankus, morning star
Flails: horseman’sflail, footman'sflall

Crossbows
Hand crossbow, light crossbow, heavy crossbow, pellet bow, cho-ku-no

Daggers & Knives
Dagger, diletto, jambiya, main-gauche, parrying dagger, knife, katar

Lances
Light, medium, heavy, jousting

Polearms

Soear-like polearms: awl pike, partisan, ranseur, spetum

Poleaxes. bardiche, haberd, voulge

Bills: bill, bill-guisarme, glave-guisarme, guissrme-voulge, hook fauchard
Glaives: glaive, fauchard, naginata, nagimaki, fauchard-fork

Beaked: bec de corbin, lucern hammer

Unrelated: military fork, tetsubo, lgatang

Spears & Javelins

Spears. spear, long spear, awl pike
Javelins: javein, pilum, dart

Unrelated: harpoon, trident, brandistock



Swords

Ancient: broadsword, sapara, khopesh, sword-axe, short sword

Roman: broadsword, drusus, gladius, spatha

Middle Eastern: short sword, scimitar, great scimitar, tulwar

Oriental: cutlass, katana, wakizashi, no-dachi, ninja-to

Short: short sword, gladius, drusus, sapara, dagger, tulwar

Medium: broadsword, long sword, cutlass, sabre, falchion, estoc

Large: bastard sword, claymore, two-handed sword, great scimitar, no-dachi
Fencing weapons: rapier, sabre, main-gauche, parrying dagger

Chain & Rope Weapons
Chain, kau sin ke, kusari-gama, kawanaga, chijikiri

Martial Arts Weapons
Sa, jitte, nunchaku, sang kauw, three-piece rod, bo stick

Firearms

Hand match weapons. arquebus, hand gunne
Matchlocks: arquebus, caliver, musket

Wheellocks: arquebus, bt pistol, horse pistol

Shaplocks and Flintlocks: musket, belt pistol, horse pistol

If aweagpon does not appear in the preceding listings, it belongs to no weapon group.
For example, weagpons such as the bolas, the boomerang, or the mancatcher are so unique
in their employment thet nothing even comes close to being Smilar.

Proficiency and Weapon Familiarity If A character who is not proficient in atype
of wegpon suffers penaties on attack rolls when using that wegpon. The pendties vary by
character class—for example, fighters are much more likely to understand an unfamiliar
wegpon than wizards. The pendlties are shown on Table 50: Nonproficiency Attack
Pendlties.

However, in some cases a character can be familiar enough with aweapon that he
does not suffer al nonproficiency pendties. Thisis caled wegpon familiarity. And while
the character cannot fight as effectively as someone with awegpon proficiency, nether is
he as inept as a nonproficient character.

A character is assumed to be familiar with wegpons that are related to ones with
which heis proficient. Wegpons in the same tight group as a character’ s wegpon of
proficiency are familiar to that character. If a character has proficiency in an entire tight
group of wegpons, heisfamiliar with al wegponsin areated broad group.

Table 50: Nonproficiency Attack Penalties

Class Nonproficiency Familiarity
Warrior —2 -1
Wizad -5 -3
Priegt -3 —2

Rogue -3 -2



Psonicis 4 —2
Nonclassed NPC 4 2

A character usng aweapon with which heis not proficient cannot perform any
gpecid combat maneuvers, such as disarms or parries, with that wegpon. Heislimited to
basic atacks, with the die roll penaties shown above. If he hits, however, he makes a
normd roll for damage.

Weapon Proficiencies

A single weapon proficiency dot can be used to acquire proficiency in a specific type
of wegpon. Such proficiency means that the character can wield that wegpon normaly,
without pendties on hisrollsto hit or damage.

Weapon Group Proficiencies By spending 2 proficiency dots (4 character points), a
warrior can gain aproficiency in al the wegpons in a specific tight group. If that tight
group is part of abroad group, then the character aso possesses wegpon familiarity with
al wesponsin the broad group.

By spending 3 dots (6 character points), awarrior can learn a broad group weapon
proficiency. Heis assumed to be fully proficient in every wegpon in that broad group.

This group proficiency option isonly available to warriors. All other characters must
spend asingle proficiency dot to become proficient with a specific type of wegpon.

Special Weapon Proficiencies

Weapon proficiency dots can be spent to gain severa types of bonuses that are not,
technicaly, “weapon proficiencies.” These are dl relevant to combat Situations, however,
and improve the character’ s chances to defend or to attack effectively—both with and
without a wesgpon.

Shield Proficiency A weapon proficiency ot can be spent to gain ashield
proficiency. Warriors can gain this proficiency by spending 1 dot; other characters must
spend 2 weapon proficiency dots to become proficient in shield use. Obvioudy, a
character must be able to use a shield to acquire this proficiency.

Shield proficiency improves a character’s AC againgt one or more attacks per round
fromin front or from the sde faced by the shidd. This proficiency does not help against
rear atacks or atacks coming from the flank opposite the shield.

Like other wegpon proficiencies, the shidd proficiency must be taken for a specific
type of equipment—Ilisted on Table 51: Shidd Proficiency Effects. The bonuses
conferred vary by the type of shield the character chooses, and are added to the normal
AC benefits of carrying ashield. The Number of Attackers category indicates how many
attacks, per round, the shidd proficiency can help againgt. If a character with abuckler,
for example, is attacked by three enemies at once, his shidd proficiency will only benefit
his AC againg one of those attacks. The player should designate which enemy hewill
guard againgt before attack rolls are made.

Table 51: Shidd Proficiency Effects
Shidd Type AC Bonus #Attackers



Buckler +1 One

Smdl +2 Two
Medium +3 Three
Body +3/+4 vs. missiles Four

Armor Proficiency A character can spend aweapon proficiency sot to buy the armor
proficiency, which indicates that he has become used to wearing a protective shell.
Unlike the shidld proficiency, the armor proficiency does not improve armor class.
Instead, it reduces the encumbrance pendlties for the wearing of a particular kind of
amor. Thus, a character who isfully proficient with the use of his plate mall, for
example, can move around alot more easily and quickly than can a character who does
not have this proficiency.

A character with the armor proficiency suffers only half the normal encumbrance load of hisarmor.
For example, full plate armor weighs 70 pounds. However, if acharacter is proficient with that type of

armor, the armor has the encumbrance effect of only 35 pounds. Naturally, the armor retainsits full weight
for all other purposes—such as swimming!

Fighting Style Specidization Fighting styles represent broad categories of battle
tactics that can be employed by characters. They are described in detail in the Combat
and Tactics book. Even without that volume, however, players of the Skills and Powers
rules can spend wegpon proficiencies on fighting styles, gaining some bonuses in battle.

There is adifference between knowing astyle and specidizing in that Syle. Every
character with a weapon proficiency knows at least one fighting style—the style used
with that wegpon. There is no cost to acquire the fighting style; it comes with the
proficiency. Indeed, if aweapon can be used with two or more different styles, the
character is assumed to know al of those styles. A long sword, for example, can be used
with the one-handed weapon fighting style, the wegpon and shidd fighting style, or the
two-handed wegpon fighting style. Thus, a character with proficiency in the long sword
knows dl three of these fighting styles.

Character classes put some limitations on learning fighting styles. Table 52 showsthe
clases that can normdly learn a specific style. While arogue, for example, can use a
long sword, he does not automaticaly learn the two-handed weapon style with this blade.

A character can spend an additiona character point when he purchases a weapon
proficiency to learn a style that is not normaly provided to his character class. The rogue,
for example, spends 3 character points for hislong sword proficiency dot, but only learns
it as a one-handed wespon. If he spends a 4th character point, he can learn the
two-handed style or the weapon and shidd style aswell; or he can spend atotd of 5
character points and learn the long sword and dl three of its styles.

Table 52: Fighting Styles by Character Class

Fighting Style Eligible Classes
One-handed Weapon All

Wegpon and Shidd Warriors, Priests
Two-handed Weapon Warriors, Priests, Mages
Two Weapon Warriors, Rogues
Missle Warriors, Rogues

Horse Archer Warriors, Rogues



Thrown Weapon/Sling All

Specid* Varies

*This category includes styles specific to certain wegpons and/or cultura backgrounds.
Examples include the net and trident style used by some Roman gladiators, or the twin
sasof askilled ninja

A character can spend aweapon proficiency dot to specidize in the use of one of
these fighting styles, aslong as he dready knows that style. Warriors can specidizein as
many styles as they wish to purchase. Priests and rogues can only specidize in one style.
Wizards can spedidizein asinglefighting style, but only by paying an extra character
point to acquire the weapon proficiency dot.

Each of the styles has specific benefits when acquired as a specidization. These are
described below:

One-handed Weapon

The character can use his empty hand as a secondary weapon, using it to punch, grab,
throw, etc. while heiswidding his one-handed wegpon. Norma pendties for usng two
weapons apply.

A character who speciaizesin the one-handed weapon style of beattle gainsan AC
bonus of +1 when he fights with awegpon in one hand, and no shield or weapon in his
other hand. By spending 2 additional character points, the character can improve thisAC
bonus to a maximum of +2.

If the character is dso familiar with the two-handed wegpon style, and iswidlding a
weapon that can be used either way, he can switch back and forth at the start of every
round of combat.

Weapon and Shield

A character who specidizesin this style can gain a+1 benefit to his AC (in addition
to hisregular shield effects) or a+1 on hisattack roll during any melee round when he
holds a shidd and wields awegpon. Alternatdly, this benefit can be superseded by the
more detailed shidd rulesin the Combat and Tactics book.

Two-handed Weapon

A character who specidizesin the two-handed wegpon style improves (lowers) the
speed factor of aweapon by 3—if that wegpon iswielded with two hands. In addition, if
the character is using a one-handed weapon with two hands, the weapon gains a+1 bonus
to dl damagerolls.

Two Weapon

The proficiency dot spent to specidize in this difficult style requires 1 additiona
character point when it is first acquired—except for rangers, who can buy it for the same
cod as any other fighting style specidization.

A character who specidizesin the two weapon style counters some of the pendties
inherent in using two wegpons. Normally, a character suffers a—2 to attacks with the
primary hand, and —4 to attacks with the secondary hand; this specialization reduces the
pendty to O for the primary hand, and —2 for the secondary hand. Additiondly, if a



character hasthe trait of ambidexterity coupled with this specidization, he suffers no
pendty for either hand.

The secondary wegpon must be one size smdler than the primary wegpon—unlessthe
primary wegpon issize S. If a character spends 2 additiond character points on this
specidization, however, he can learn to use two weapons of equal size, so long as each of
the weapons can be wielded in one hand.

Missle

A character who specidizesin the missle fighting style gains a sgnificant bonus. He
can move up to haf his norma movement rate and still make dl of hisdlowed missle
attacks during aturn. Or he can move his full movement rate and make half as mary
attacks.

Additionaly, a character who has specidized in this fighting style gains a +1 bonusto
his AC when attacked by misslefire, but only if the specidist character isalso using a
missile wegpon and attacking on that round.

Horse Archery

A character who specidizesin the horse archery fighting style can shoot with
accuracy even while mounted. The normd pendties for shooting from the saddle are
reduced by 2. Thus, archers suffer no pendty if the horse is moving at up to hdf its
norma speed, and they suffer only a—2 pendty if the horse is moving fadter.

Thrown Weapon
A character who specidizesin this fighting style gains the same bonuses as a
character who specidizes in the missle fighting style.

Specid

There are numerous types of fighting styles that originated and were perfected in
different historica and geographical aress. A character can spend a proficiency dot to
gpecidize in one of these types, though the DM isthe find arbiter of what types of
fighting syles might be alowed. Players are encouraged to do alittle research before
they try to build a case for a pecific fighting style.

Some suggested benefits for the use of one of these stylesinclude:

—1 bonusto Armor Class.

+1 bonusto hit or damagerolls.

The character can ignore pendties for fighting with two wegpons.

The character gets afree kick or punch as well as his wegpon attack.

Weapon Specialization and Mastery Gaining awegpon proficiency indicates that a
character istrained in the use of that particular weapon, but heis not at the pinnacle of
accomplishment. Fighters, and possibly other characters, can devote a great ded of effort
and energy (reflected in character points) to improve their skills with awegpon beyond
the standard of basic proficiency.

In the Skills and Power s rules, characters of al classes can improve their skillswith
wegpons. The cost in character pointsis higher for non-fighter classes, but if a player
wants his wizard character to emulate the wizard Gandaf and wield amighty blade such



as Orcrid, it ispossible.

Ranks of Weapon Mastery

The rules of this section begin with the assumption that a character has dready
acquired awegpon proficiency.

Two additiond levels of magtery (high mastery and grand mastery) might be
available to sngle-classed fighters. These are described in the Combat and Tactics book.

Weapon of Choice

A character can designate a specific weapon as his favorite. He must be proficient
with that wegpon dready, and even if the proficiency he possesses appliesto an entire
tight or broad group, the weapon of choice must be designated.

Characters of al classes can designate a wegpon of choice. Warriors can do so for a
cost of 2 character points, rogues and priests for 3 points, and wizards must spend 4
points.

A player can declare aweapon of choice when he first creates a character, or at any
point thereafter—as long as he has the character points. They should receive some
training or extensve practice from awarrior who is proficient in the same wegpon and
has ahigher experience level than the trainee. Alternately, any character can train
someoneif he possesses a higher level of wegpon mastery (weapon expertise or better)
with that weapon.

A character receivesa+1 bonuson dl attack rolls when using his wegpon of choice.
Weapon Expertise

Wegpon expertiseis amore limited version of wegpon specidization. Unlike
specidization, however, it is available to non-warriors. Before gaining wegpon expertise,
the character must be proficient in the use of the selected weapon. It may or may not
aready be the character’ s weapon of choice (see above).

Weagpon expertise costs aranger, paladin, or multi-classed warrior 2 character points
(or 1if the weapon is dready the character’ s wegpon of choice). Rogues and priests must
spend 4 character points (or 3, if the wegpon is dready the weapon of choice). Wizards
can purchase wegpon expertise for a cost of 5 character points, though if the weapon is
aready the character’ s weapon of choice the cogt is only 4 additiond points.

Aswith weapon of choice, a player can declare aweapon of expertise when hefirst
creates a character, or at any point thereafter—as long as he has the character points. If
the selection is made by an active character, he should receive extensve training from a
warrior who is proficient in the same wegpon and has a higher experience leved than the
trainee.

Weagpon expertise dlows a character to gain extra attacks as if awegpon specidist. At
firg levd, an expert with along sword can attack three times every two rounds. Weapon
expertise does not confer extra attack or damage bonuses, though the character may
receive an attack benefit if he has wegpon expertise in the use of his wegpon of choice, as
explained above.

Weapon Specialization
A character recalves extra bonuses for using a specific wegpon by spending character
points on specidization. Single-classed fighters can become wegpon specidists at any



point in their careers Smply by spending a second wegpon proficiency dot on aweapon
with which they are dready proficient.

Characters of afighter subclass, or multi-classed fighters, can specidize in weapon
use, though at an increased cost in character points. In addition, other characters must
achieve certain minimum levels of experience before they can attain awegpon
Specidization. These cods, and the minimum experience leve, are shown on Table 53:

Gaining Wegpon Specidization.

Table 53: Gaining Weapon Specialization

Character Minimum
Character Class Point Cost Leved
Fighter 2 1
Multi-class Fighter 4 2
Ranger/Pdadin 4 3
Priest 6 5
Rogues 8 6
Wizards 10 7

A character who receives aweapon specidization during a campaign must be trained
by acharacter with a specidization (or higher) leve of skill in that same weapon. The
training requires a number of months equd to the character point cost to purchase the
gpecidization, and thistraining is a full-time occupation.

The effects of wegpon specidization vary by the type of weapon, asfollows. If a
specialist weapon (such as a spear) can be used as a melee or amissile weapon, the
character gets the appropriate benefits for each type of use.

M elee Weapons: The character gets a+1 bonusto attack rolls and +2 to damagerolls
when using the wegpon. Also, the character gets one extra attack every two rounds. At
firs levd, for example, a specidist with the long sword would be able to make three
attacks every two rounds.

Missile Weapons: This category includes dings and thrown wegpons. The character
gainsa+1 attack bonus at al range categories. In addition, speciaists enjoy an increased
number of missle attacks. Thisis detailed in the Player’ s Handbook. At the DM’s
option, players can eect to use the more detailed specidist attack rules in the Combat and
Tactics book.

Also, acharacter who specidizesin any type of bow or crossbow gains a benefit for a
new range category: point blank. Point blank shotsinflict +2 points of damage. Point
blank ranges are 30" for bows, and 60 for crossbows. In addition, if the character hasa
missile loaded and aimed, he can shoot a the beginning of a melee round—even before
initiative is determined.

Unarmed Combat Specialization

A character can choose to specidizein atype of unarmed combat—either punching
(pummding in the Combat and Tactics book), wrestling, or martia arts. Fighters,
multi-classed fighters, and fighter subclasses can elect to specidize in unarmed combat.
Like any other specidization, the type of unarmed combat chosen isthe character’ s only
area of specidization—nhe cannot also specidize in aweapon.



Specidigts in unarmed combet receive a+1 bonus on attack rolls and a +2 on damage
rolls. In addition, they recelve the same number of extra attacks any other specidist
recelves—typically one extra attack every two rounds.

Unarmed combat procedures, levels of skill, and specidization are covered to amuch
greater extent in Combat and Tactics . That book a so introduces afast, detailed system
for martid arts combat.

Weapon Mastery

Wegpon mastery designates those characters who strive toward the ultimate level of
skill with their weapon of specidization. Wegpon masters are generdly individuds of
consderable reputation and note in their campaign worlds, often sought by younger
charactersfor their knowledge. Many of these masters take apprentices, acting as mentors
for the training and development of aspiring masters. Other wegpon masters live solitary,
even hermit-like lives, obsessng on some important task that will dlow no interference
from the rest of the world.

The most common wegpons employed by masters are swords, though bows, axes, and
spears are dso dlowed. If aplayer wishes his character to master in a different wegpon,
he mugt cregte (with DM input) arationde for astrong cultural or campaign historical
background. An archetype such as William Tdll, for example, can be used to judtify a
mastery in the crossbow in amedieva-type campaign. If the DM will not dlow aweapon
to be mastered, the player should be informed before the character specidizesin that
weapon.

A fighter character must have reached a minimum of 5th level before he can become
aweapon master; other characters must progress even farther. The minimum leve for
wegpon madtery in every character dassis4 higher than the minimum for specidization,
shown on Table 54. A character must possess weapon speciaization in the weapon he
will attempt to master. When these criteria are met, character points must be spent based
on the character’s class (see Table 54 below) to gain a mastery.

In addition, the character must find an existing master and be trained in wegpon
medtery. The master will often demand a sgnificant payment for thistraining, or else
require that the apprentice perform a quest or some other task before he will be accepted
as a sudent. Training for weapon mastery requires twice as many months as training for
weagpon specidization (i.e. twice the character point cogts to gain the mastery, shown on
Table 54).

Effects of Mastery: A master’s attack and damage bonuses with a melee weapon are
both +3. With amissile wegpon, the attack bonus becomes a +2 at al ranges beyond
point blank. At point blank range the attack and damage bonuses are each +3.

Table 54: Gaining Weapon Mastery

Character Minimum
Character Class Point Cost  Level
Fighter 2 5
Multi-class Fighter 8 6
Ranger/Pdadin 8 7

Monsters and Weapon Mastery No player would be so unfair asto fed that his



character should benefit from weagpon mastery rules, while the mongtersretain their
previous level of mediocre ill. (Well, okay—no DM would want to alow thidl) Ina
campaign where characters can achieve levels of specidization and mastery, o, too, can
the mongters. As with PCs, the development of specidization and mastery skills for
mongters should reflect an unusud level of dedication and training.

Determining Monster Weapon Mastery

Naturally, not al monsters have even the basic requirements for one of their number
to become a weapon master.

While the fina adjudication of monster wegpon magtery is up to the DM, some basic
elements should be taken into account:

Wesapons

The monger in question must use an actua weapon—mastery cannot be obtained in
the use of fangs, claws, breath wegpons, etc. Neither can smple wegpons such as clubs or
thrown boulders be effectively mastered.

Additionaly, the wegpon must be fairly common in that mongter’s culture. Such
wegpons are usudly listed in the monster description as part of the monster type' s combat
repertoire. Some examples: a goblin might become a master in the spear or short sword; a
wemic, the javelin or short sword; troglodytes have been known to specidize in their
unique javdin; tritons, the trident; kuo-toa, the pincer staff or harpoon; and gnolls, the
pole arm or battle axe.

Intelligence

Asagenad rule, amonster must have aminimum Intelligence score of 8 to magter a
wegpon. The higher the intelligence, the greater the likelihood of encountering awegpon
master among a group of the creatures.

If the crestures are known to be very intdligent, one of them might reach the levd of
magtery. Only mongters of high intelligence or greeter can aspire to grand mastery.

Additiondly, intelligence should be the primary indicator of how many specidigts
and masters might be encountered in the mongters population. The relatively stupid
goblinswill have very few individuds even of specidist leve, while the exceptiondly
intelligent githyanki will likely indude a number of masters and probably a grand mester
in each Szabletribe.

Population

Aswith characters, the greater the number of mongters in a campaign world, the
greater the odds that one or more of them will reach the highest levels of wegpon megtery
avallable. Though this does not rule out the case of the solitary firbolg giant being a
grand madter in the use of the haberd, it is more likdy that such askilled individua will
be the chieftain of atribe—or at least the important bodyguard sanding dertly at the high
chief’'sdde.

For those mongters ranked with improved hit dice for their subchiefs, battle leaders,
cgptains, etc, the specidists and magters will invariably fal among the improved HD
members of the band. If thereis more than one type of dite mongter, the lowest of these
will be no more than specidists, with the masters and grand masters found among the
second and third tiers.



Restrictions

Undead cannot become weapon masters. Likewise lycanthropes, highly chaotic
creatures, and those of good dignment and a generdly pacifistic nature will be very
unlikely to generate wegpon masters from among their numbers. Mongters of low
intelligence (or less) will be incagpable of any level of wegpon madtery.

Effects of Monster Weapon Mastery

Monster wegpon magters should be more than just beasts with increased attack and
damage chances—though, naturdly, they should receive dl the benefits commensurate
with their level of wegpon skill. Additiondly, the DM might create some specid combat
benefits for amonster wegpon master, reflecting the generd tactics of that mongter in
play. A troglodyte who masters the use of hisjavelin, for example, might modify it by
barbing the head and attaching some kind of light rope. If the wegpon hits atarget, the
mongter can red in the victim—unless that victim can work free with a successful
Strength check. However, the victim gill suffers extra damage from the wegpon.

Beyond these battle consderations, however, monster wegpon masters should add
important story and role-playing eements to the campaign. Because of their increased
power and fearsome reputations, these creatures will be generaly feared and obeyed by
the lesser mongters of their clan. They will command these lackeys, sending them on
raids or posting them to guard the lair.

Through encounters with these lackeys, the player characters should learn details
about the wegpon master. Beyond his mere existence, the monster should become a
fearsome figure to the PCs. Perhaps its extermination can be used as the impetus behind
an ongoing campaign adventure.

Equipment Every adventurer wants to outfit himsdlf with the best equipment—and
plenty of it. The ddlicate balance of equipment versus encumbrance is a routine problem
for any character. So, too, is the matter of finding those items the character desires, and
coming up with the money (or other barter) needed to acquire them.

This chapter presents new ways that characters can earn money, and some smple,
accurate options for recording the amount of equipment carried—aboth as bulk and
weight. Equipment is discussed in terms of campaign environments, with different tables
ranging from the primitive to periods of the late Renaissance.

Money, Equipment, and Character Points Character points can have a number of
effects on the ways that characters earn, maintain, and spend their treasure.

A player can exchange his character’s money for character points when that character
isfirgt cregted (after initia funds are determined, of course), and then a maximum of
once per levd, including firdt level, throughout that character’s career. This opportunity
isnot cumulative—if a player makes no money/point exchange before his character
reaches second leve, he can till only make one such exchange before the character
becomes third level. Within the bounds of this restriction, however, a player can make
such an exchange whenever he wants—he doesn't need to wait until the moment of leve
advancement.

The procedure for making this exchange is dways the same: The player determines
how much total wedlth the character has, as defined in Character Wedth, Treasure, and



Money, below. He can only make the exchange if the totd is at least 30 gp, except that a
character can dways make the exchange with hisinitid funds.

Thistota wedth isdivided by three. One character point costs one third of the
character’ s wedlth, and he can buy amaximum of three points by spending dl of the
character’s money. The deductions occur immediately, though the character does not get
to spend or give away hislost wedth. The DM will decide the exact campaign Stuation.
Coins and gems are stolen, for example, while livestock falls to disease, trade goods rot,
ships sink, etc.

Character points, as agenerd rule, cannot be expended for money or items of
equipment. However, the DM can make an exception during character cregtion. If a
player wishesto start out with an unusua amount of wedth, he can cashinasingle
character point for an extraroll on the Initid Character Funds Table in the Player’s
Handbook.

Character Wealth, Treasure, and Money

A character’ sfinancid worth can be counted in many ways—only two of which are
relevant in making atrade for character points as described above.

The most obvious, of course, remains the metd coins, precious baubles, and
ornamented jewelry that have been standards of wedth for millennia. In game terms; this
treasure is represented by a value measured in gold pieces.

Secondly, wedlth can be measured in personal possessions (including weapons,
armor, and magica items), al manner of trade goods, livestock and beasts of burden,
wagons, tack and harness, boats and ships.

The totd of these two categories equas the character’ s wedlth for purposes of the
money-for-points trade explaned above. When making this total, however, the character
is alowed to hold one wegpon and one other possession (armor, magica item, horse, etc.)
out of the equation.

The DM should insure that players are straightforward about their wedlth when
making such an exchange. There are severad forms of wealth discussed below which are
not relevant for purposes of the money/character point trade. However, aplayer who
converts most of his assets into another form (purchasing an estate for 10,000 gp, for
example, in the process spending everything but hislast 60 gp) should not be alowed to
immediately trade 20 gp increments for character points. In this case, the land and
holdings should count toward the total, and immediately suffer a 1/3 devauation of their
worth. Flooding, earthquakes, tornadoes, or locusts are afew suggested DM tools for
accomplishing this price decrease.

Different Forms of Wealth There are severa other kinds of character wealth not
totaled into the assets when trading for character points. But they can till represent
important aspects of a character’ sfinancid status.

Land and Holdings

In many medieva societies, land is the clearest measure of a character’ s wealth.
Large holdings will often include obligations for taxes from those who live on the land.
At the same time, a character such as aknight who owns an estate of his own will likely
owe some type of fedty to ahigher lord, who will in turn owe loyaty to aking.



Although the taxes levied (and owed) by such a character will probably be measured
in gold pieces, the land and buildings themselves exist asthey are. Any attempt to render
their worth into coinage will be only vaguely accurate, & best.

In addition, any kind of estate or holding will require maintenance of its buildings and
lands, aswell as the hiring and feeding of a potentidly very large saff of servantsto
perform avariety of tasks.

The specifics of these costs are beyond the scope of this book (See The Castle Guide
for more information). Players should be aware that owning lands is not Smply a matter
of gaining apiece of property for their characters and then stting back and watching the

money rall in.

Titles

Titles of nobility can Sgnify wedth in severd different ways. Occasondly, atitle
will include a straightforward annua sdary in gold pieces. More often it will entitle the
owner to a certain amount of tax revenue, based on those who labor under the titled
character’ s protection. It is even possible that the gaining of atitle may cost a character
money, depending on the deeds and needs of the titled character and hisliege.

Sometimes atitle will include the right to own an estate (see Land and Holdings
above). Even if an estate is not included, a newly titled character may be forced to
purchase an appropriate piece of property to do justice to his exalted rank.

Partnerships

A character who owns a shop or other business—or who has contributed money to the
owner of such an establishment—has a form of wedlth represented by the business. This
includes the building where the shop is located, as well as the materia goods within.
Some examplesinclude the clay, potter’ swhed, and finished crockery in a potter’ s shop,
and barrels of de and foodstuffs for an inn.

The businessitsdf is often an intangible, but nevertheless very red, aspect of a
character’ swedth. If “Blutar’s Place’ establishes areputation in acity asafriendly inn
for mercenaries, even if the building burns down and is rebuilt in anew location, chances
are good that the mercenaries will find it and keep coming back. (Of course, if they’re the
ones who burned it down in the firgt place, the owners might want to try and upgrade
their clientele!)

Thistype of asset ismogt likdly to occur in aMiddle Ages or later campaign setting.

Debts

Debts can be owed in exchange for value or services provided by one character to
another. Indeed, for atransent adventurer, being owed money and/or services by others
isnot a bad way to maintain wedth.

For example, Blutar the fighter drives apack of bullies out of a comfortable inn. The
innkeeper, in gratitude, awards Blutar the best room in the place—and free food and
drink—whenever heisin town. Because of this debt, Blutar, even when he' s broke, can
live pretty high on the hog.

Of course, characters need to take some care about their debtors. Someone who gets a
lot of cash as aloan might suddenly decide to relocate, and then the debt is no good. Or,
our aforementioned tavern owner might get sck of Blutar’ s gpparently insatiable gppetite



and find an even better fighter to drive Blutar out of the inn—so much for the debt.

Still, if acharacter goes through the campaign world frequently helping others with
service and treasure, he stands a much grester chance of finding others willing to help
him in times of need.

Ways to Spend and Save Money The economies of campaign worlds vary widely.
At the mog primitive level, money is an unknown concept—"economics’ isameatter of
finding someone with the proficiency to do a certain task, and then bartering, persuading,
or cgolinghimtodoit.

In amore typicd game environment, however, characters will have means of
counting their money, and an interest in acquiring as much of it asthey can get their
hands on.

But what to do when that treasure sack gets too heavy to carry around? Of course, a
character can aways convert slver to gold, and then gold to gems, as a means of keeping
his money portable. For those players who want to take a little more practica approach to
the problem, here are some suggestions.

Moneylending
As explained under Debits, above, a character’ s wedth includes those funds owed him
by other characters. Whether he wants to charge interest, a character can keep alarge sum
of money in his own name by alowing someone elseto use it for awhile.
There are, of course, risks. Even the most trusting character will want to get
something inwriting (which may entail finding a scribe or some forma witness). Then
there is the matter of the debtor’ s honesty, not to mention the misfortunes that might
befdl the fortune. Still, by lending his money and taking an 1.O.U in exchange, a
character relieves himsdlf of the need to cart dl that treasure around.

Entrepreneurism

The entrepreneurid spirit exigsin virtudly every environment where money isa
quantifiable entity. In a campaign, the entrepreneur is anybody who spends his money on
arisky venture that ands a chance of making him a greater return than hisinitia
invesment.

There are severd means of doing this—a player needs to decide if he wants his
character involved in the daily work of the venture, or if he wishesto give hismoney to a
trusted NPC and see what happens.

A character can offer to sponsor atalented NPC (or PC, for that matter). If an
apprentice displays agreat ded of pottery skill, the sponsor might buy him awhed, clay,
dyes, and asmdl shop in which to work. In return, the potter would pay a portion of his
earnings to his sponsor—either on an ongoing basis, or until the debt and interest have
been paid off.

Other subjects of sponsorship can include entertainers—jugglers, mingrels, acting
companies, and the like—merchants (see Trading, below), and any character who would
like to open asmdl shop or tavern of his own.

Business opportunities aso can be found in many campaign worlds. Whether a player
wants to open his own business, or pay for another character to take his chances, money
can be spent to set up shops, inns, ferry and other trangport services, and so on. Virtudly



any kind of service or goods in the campaign world will require some initid investment
before a PC or NPC can get started.

Charity

Charity isnot an investment in any calculated financid sense, but it can pay big
dividends to a generous player character. Anyone who makes a practice of sharing his
wedth with those less fortunate will earn a deep and lasting sense of gratitude from those
he helps. The archetype of thisrole, of course, isthe legendary figure of Robin Hood.

This graitude can be manifest in many ways. If fortunes reverse, aformerly-wedthy
character can find that those he once aided are now willing to aid him in return. Too,
those who benefit from a PC’s charity will tend to regard their benefactor quite
protectively. They will pass dong information about the plans and intentions of the PC's
enemies, and even seek to thwart those plans by diversion, pretended ignorance, and so
forth.

Scutage

Thismedieva form of debtorship represents a payment made by a knight or other
character who owes fedlty to ahigher lord. Inlieu of joining the ruler’ s current military
campaign, the character can pay a scutage fee. Often the king will welcome a payment of
gold or gemstones even more than he would the services of one more blade. Alternatdly,
if the PC isthe ranking character, he can find his coffers swelled by the ranks of his
followers who have more important things to do than help him day the pesky dragon, or
drive off the marauding orcs.

The exact terms of scutage must be negotiated. Relevant factors will indude the
dangers of the contemplated campaign, the wedth of the underling, and the need of the
ruler to have help. Also, scutage may be demanded after the fact—if the knight didn’t
show up when he was expected, the king will probably come to see him after the
campaign. In this case the scutage fee will be sgnificantly higher than the previoudy
negotiated settlement.

Trading

One of the most time-honored means of making money involves teking something a
character hasin plenty, and carrying it where that plentiful itemisin great demand.
|dedlly, the character then gathers some cargo that will draw high prices when he returns
home. Trading missons can occur over land or water.

A character may contribute money to a sea captain who's planning to carry aload of
local wool, wine, and dye across a smdl sea. On the far shore, the seaman will barter for
spices, Sk, and stedl. When he returns and sells those goods locdly, dl the investors will
idedly receive their share of the profits.

Thetrids and tribulations faced by such traveling merchants are too numerous to
count. Ships sink, sandstorms scatter desert caravans, and bandits prey on
weekly-defended parties.

Trading expeditions can make splendid adventures, if the players are interested in
sending their characters on such atrek. Alternately, awedthy PC can put his funds a the
disposd of areputable sea captain or merchant and see what kind of profits or losses
result. The DM will need to adjudicate these attempts, factoring in distance traveled, risks



of wesather, terrain and banditry, and the relative worth of the goods in their points of
departure and arrival.

For example, a character gathers the funds to purchase 100 mules, 100 pack saddles,
and 400 bolts of fine wool. His journey will take him over a mountain range and through
aforest known to contain goblins. If the PCs accompany the caravan, the DM could
present attacks by griffons in the heights, severd harassing attacks by goblins, one maor
ambush, and a challenging river crossing. Each of these might cost the caravan one or
more mules, and severd loads might be logt in the river even if the mules make it across.
When the caravan reaches its destination, the characters can aso role-play the bartering
of the wool for other goods or treasure. In the end, the profit or loss of the mission will be
amatter of gaming adventure.

Alternatdly, the character might fund a group of NPCsto perform thismission. The
DM will then judge the risks and losses of the mission, aswdl| as the honesty of the
NPCs. After a suitable period of game time has passed, those NPCs will (hopefully) show
up a the PC's home base to give him his profits.

Disposition of Wealth—Example

Gronyard, a mighty warrior, returns from an extended adventure during which he
rescues the daughter of the king from an evil dragon, days the dragon, and acquires some
12,000 gold pieces worth of treasure—gems, coins, and a precious artifact, a comb of
gold, studded with diamonds.

Upon hisreturn to civilization, Gronyard is made a baron by the king, who is
tremendoudy grateful that his daughter was spared. Thetitle includes alarge house that
isin need of some repair, but does not include ownership of any significant lands.

Up to this point, Gronyard can cash in some of his treasure for character points—
4,000 gp for each point. However, he decides not to do this. Instead, he invests 2,000 to
fix up the house, and another 5,000 to buy alarge swath of prime farmland. He decides to
keep the golden comb (worth about 3,000) as his portable treasure, which leaves him
another 2,000 gp as spendable assets.

With that money he investsin a caravan of goods which can trave through the newly
opened mountain pass (now that Gronyard has dain the dragon that used to block the
way.)

If Gronyard now decides to buy a character point, the cost will till be 4,000 gp
because he can't divest himsalf of liquid assets just before making this trade.

Gronyard dso has some intangible wedlth, in thet the king is till going to be grateful
for his daughter’ s life. If Gronyard needs a hand, chances are that the king will remember
this debot. On the other hand, the king will also remember Gronyard as a mighty warrior—
if the monarch needs a stawart battle captain, he may demand Gronyard' s services. If our
hero is unwilling (or perhaps unable, for example if he accompanied his goods caravan),
than he might have to pay a Sgnificant scutage fee—perhaps even handing over his
treasure golden comb!

Asthe year passes, Gronyard' s wedlth will change. His house and lands will require
upkeep, and servants will have to be paid. Still, his tenants might provide him with tax
income, or his trading caravan might return with goods worth two or three times his
initid invesment!



Encumbrance and Movement The AD&D Master’s Options: Skills and Powers
rules retain the encumbrance categories (None, Light, Moderate, Heavy, Severe) familiar
to players. As dways, the level of detall for encumbrance rulesis a matter for DMs and
players dike to choose.

The rules of this section are intended to offer sreamlining options—way's that players
can retain the necessary details of encumbrance without quite so much mathemetica
precison. And, as dways, they’re designed to add afew new eements of fun.

Even the fastest sprinter won't move so quickly when he' s carrying 140 pounds of
armor, weapons, and adventuring gear. A character’s encumbrance falsinto five
categories. None, Light, Moderate, Heavy, and Severe. Encumbrance is described in the
Player’s Handbook in Chapter Six: Money and Equipment.

To determine the character’ s encumbrance category, find his Strength and read across
the table. The numbers on the table are the breakpoints for each category. A character
with a Strength of 14 is not encumbered until he has 56 pounds of gear, Lightly
encumbered until he has 86 pounds of gear, Moderately encumbered until he carries 116
pounds of gear, and Heavily encumbered up to aload of 146 pounds.

To cdculate amongter’ s strength for this purpose, add 31 2 points per Size category
(rounded down) to the mongter’s base Hit Dice (ignoring plusses).

Simplified Encumbrance

If the standard encumbrance rules aren’t worth the trouble, here' s an easier way to do
it. Most of the weight a character carriesis in armor and weapons. To streamline things,
only use the character’ sarmor, shield, and largest wegpon when figuring the total weight
caried. Thisdightly favors PCs, but it's much faster than tracking every addition of
weight.

Expanded Base Movement

Characters who have a high score in ether Dexterity/Balance or Strength/Stamina, or
both, can increase their base movement alowance above the 6 or 12 for characters of
their race.

For characters with high Strength/Stamina scores, add the character’ s Attack
adjustment (bonus added on rolls to hit) to the character’ s base movement alowance.

If acharacter has a high Dexterity/Baance score, add the character’ s Reaction/Attack
adjustment to the base movement alowance.

A character with multiple high scores can add the bonuses from both of these
categories.

Table 54: Strength and Encumbrance
Character ~ Encumbrance Category
Strength Light Moderate Heavy Severe

3 6 7 8 10
4-5 11 14 17 20
67 21 20 39 47
89 36 51 66 81
10-11 41 59 77 97

12-13 46 70 94 118



14-15 56 86 116 146

16 71 101 131 161
17 86 122 158 194
18 111 150 189 228
18/01 136 175 214 253
18/51 161 200 239 278
18/76 186 225 264 303
18/91 236 275 314 353
18/00 336 375 414 453

A cregture sfina movement isfigured by comparing current encumbrance with
natural base movemen.

Table 55: Movement and Encumbrance
Base Encumbrance Category
Move None Light Moderate Heavy Severe

1 1 1 1 1 1
2 2 2 1 1 1
3 3 2 2 1 1
4 4 3 2 1 1
5 5 4 3 1 1
6 6 4 3 2 1
7 7 5 4 2 1
8 8 6 4 2 1
9 9 7 5 2 1
10 10 7 5 3 1
11 11 8 6 3 1
12 12 9 6 3 1
13 13 10 7 3 1
14 14 11 7 4 1
15 15 12 8 4 1
16 16 12 8 4 1
17 17 13 9 4 1
18 18 14 9 5 1

In addition to affecting how far a character can move in a combat round,
encumbrance d o affects how well acharacter can fight. Moderately encumbered
characters suffer a—1 pendlty to attack rolls. Heavily encumbered characters suffer a—2
attack pendty, and their Armor Class suffersa+1 pendlty. If the character is severely
encumbered, he suffers a—4 pendlty to dl attacks and a +3 perdty to his Armor Class.

Recording Bulk (Optiona Rule)

In addition to weight, the items of equipment are given a bulk rating—an expansion
of the earlier categories S, M, and L. The bulk ratings are separate from weight, and
represent how much space each object takes up.

Smal Size(S) =0, 1, 2 bulk points

Medium Size (M) =3, 4, 5 bulk points



Large Sze (L) =6* or more bulk points

*Some large objects, particularly weapons, will actudly have lower bulk points than 6.
Since the wegpon szeis primarily afactor of length, these items can be transported with
relative ease.

Payers who want the added redlism can keep track of how many points of bulk they
are carying. Theruleis especialy useful for planning atrading caravan and cdculating
how many goods an individual porter or beast of burden can carry. Vessals such as packs
and pouches are limited in how much bulk they can carry:

Backpacks can vary in size, and they hold an amount of bulk equa to a character’s
Strength score.

Belt pouches can hold up to 3 bulk points. A single character can wear no more than
two belt pouches.

Saddlebags (horse or mule) can hold up to 4 bulk points, and each anima carries two
saddlebags. The capacities of some other animas include (per saddlebag): dog=1;
donkey/burro=3; camel=10; elephant=20.

Effects of Bulk

A human character can carry an amount of bulk equd to his Strength/Stamina score
without suffering any ill effects. If he tries to carry more bulk than his score dlows, he
suffers one pendty in encumbrance class. For example, if Blutar, with a Strength/Stamina
of 17, isloaded down with 20 bulk points of light materid, his encumbrance might only
be Light, but for game purposesit istreated as Moderate.

Smdller characters can carry less than their Strength/Stamina score in bulk before
they suffer the encumbrance pendty, asfollows:

Halflings and gnomes can carry 1/2 their Str/Stamina score in bulk.

Elves can carry thelr Strength/Stamina—3 in bulk points.

Dwar ves can carry their Strength/Stamina—1.

A character’ s wegpon does not count toward his bulk rating, though a shield does.
Armor isnot counted as bulk, but it has the effect of lowering the totd bulk the character
could otherwise bear. See the equipment tables to determine the capacity penaties for
each type of armor.

No character can carry more than twice his Strength/Stamina score in bulk.

Recording Encumbrance (Simplified)

Characters can smplify the recording of encumbrance for purposes of the Skills and
Powersrules. For most encounters, determine the character’ s encumbrance by
congdering only his armor, shield and largest weapon. These are generdly the most
sgnificant parts of hisload, and thus will provide areasonably accurate rating.

If the character is carrying camping or exploring equipment, or trade goods, extra
supplies, etc., the additiond encumbrance aso can be smplified. If the character is
carrying a backpack, figure 10 pounds if he has miscellaneous exploring equipment
(rope, lantern, ail, spikes, €tc.), 20 pounds for camping equipment (bedroll, cloak or spare
clothes, tinderbox and food). Add only five-pound increments for extra items—trade
goods, treasure, extra oil flasks, etc.



Weight
The equipment tables at the end of this chapter contain aweight for every listed item.
Payers and DMs can use these weights to caculate exact character loads.

Equipment Tables

Table 56: Stone Age/Savage Settings

(Italicized entries are only present in meta-using cultures.)

Weapons:

Adze; Axe, sone; Battle axe Blowgun—barbed dart, needle; Bola; Boomerang; Bow,
short—arrow, stone, arrow, flight; club; Dagger, Bone dagger, Stone dagger; Dart; Hand
axe; Harpoon; Bone harpoon; Javelin; Stone javdin; Knife; Bone knife; Stone knife;
Lasso; Machete Quarterdaff; Rock; Sing—3ling sone; Spear; Throwing Knife War
dub

Armor:

Cord armor; Hide armor; Leather; Padded; Studded |eather; Wood/Bone
Transportation/Livestock:

Animals. Cattle; Dog, war; Donkey; Goat; Horse—draft; Sheep

Whedled: Chariot; Cart

Water craft: Canoe; Curragh; Raft

Table 57: Bronze Age/Ancient Settings

(Italicized weapons have a limited availability based on the DM’ s discretion, as they were
not as common as the other wespons.)

Weapons:

Adze; Battle axe; Bow (long bow, short bow, composite short bow)—Arrow, flight;
Cedius, Dagger; Dart; Hand/Throwing axe; Javein; Lance, light; Mace, footman; Mace,
horseman’s, Mace-axe; Pike; Quarterstaff; Spear; Spear, long; Staff ding—stinkpot,
stone; Sword (Broad sword, Khopesh, Sapara, Short, Sword-axe; Trident; Two-handed
axe; Warhammer; War club

Armor:

Bronze plate; Cord armor; Hide armor; Leather; Light scale; Padded; Ring mail; Scae
Studded leather; Wood/Bone

Transportation/Livestock:

Animals. Cattle; Dog—war, hunting; Donkey; Goat; Horses—draft, riding, light wer;
Sheep

Wheseled: Chariot; Cart

Water craft: Canoe; Curragh; Dromond; Raft

Table 58: Culturesof the Roman Age

(Italicized weapons are associated with barbarians or empire-frontier aress.)
Weapons:

Battle axe; Bow (long bow, short bow, composite short bow)—Arrow, flight; Cestus;
Dagger; Dart; Hand/Throwing axe Javelin; Lance (light, medium); Mace, footman;
Mace, horseman’s; Net; Pilum; Quarterstaff; Spear; Spear, long; Staff sling—stinkpot,



stone; Sword (Broad sword, Drusus, Gladius, Spatha) Trident; Warhammer

Armor:

Banded Mail; Bronze plate; Leether; Light scale; Padded; Ring mail; Scale; Studded
leather

Transportation/Livestock:

Animals. Cattle; Dog—war, hunting, guard; Donkey; Elephant; Goat; Horses—draft,
riding, light war, medium war; Hunting cat; Sheep

Whedled: Chariot; Cart (2 whedled)

Water craft: Canoe; Coaster; Curragh; Dromond; Gdley; Raft

Table59: Dark Ages

(Italicized wegpons are made in more civilized relms or are late developments of the
period, and may not be available at the DM’ s discretion.)

Weapons:

Battle axe; Bow (long bow, short bow, composite short bow), Arrow (flight, shegf);
Caltrop; Crosshow (Light crossbow, Pellet bow), (Light quarrel, Pellet); Dagger; Dart;
Hand/Throwing axe; Javelin; Lance (light, medium); Mace, footman's, Mace,
horseman’s; Quarterstaff; Spear; Spear, long; Staff ding—stinkpot, stone; Sword (Broad
sword, Long sword, Sabre, Short sword); Two-handed axe; Warhammer

Armor:

Bronze plate; Chain mail; Leather; Light scae Metd lamdlar; Padded; Ring mail; Scae;
Studded leather

Transportation/Livestock:

Animals. Cattle; Dog—war, hunting, guard; Donkey; Goat; Horses—draft, riding, light
war, medium war, heavy war; Sheep

Wheedled: Chariot; Cart (2 wheeled)

Water craft: Canoe; Coaster; Curragh; Dromond; Gdley; Raft

Table 60: The Crusades

Weapons:

Battle axe; Bow (Long bow, Short bow, Composite long bow, Composite short bow),
Arrow (Flight, Sheef, Pile); Catrop; Crossbow (Light crossbow, Heavy crossbow, Pellet
bow), (Light quarrd, Heavy quarrdl, Pellet); Dagger, Stiletto; Hall, footman's, Fail,
horseman’s; Hand/Throwing axe; Javein; Lance (Light, Medium, Heavy, Joudting);
Mace, footman’'s, Mace, horseman’s, Maul; Morningstar; Pick, footman's; Pick,
horseman’s, Polearm (Awl pike, Bardiche, Bec de corbin, Bill, Bill Guisarme, Fachaurd,
Glave, Glaive-guisarme, Guisarme, Halberd, Lucern hammer, Military fork);
Quartergaff; Spear; Saff ding—stinkpot, stone; Sword (Bastard sword, Broad sword,
Fachion, Long sword, Sabre, Short sword, Two-handed sword); Warhammer

Armor:

Chain mail; Improved mail; Leather; Metd lamdlar; Padded; Plate mail; Scale; Studded
leather

Transportation/Livestock:

Animals. Cattle; Dog—war, hunting, guard; Donkey; Goat; Horses—draft, riding, light
war, medium war, heavy war; Sheep

Whesdled: Chariot; Cart (2 whedled); wagon



Water craft: Canoe; Coaster; Cog; Curragh; Dromond; Galey; Knarr; Longship;
Raft/keelboat

Table6l: Late Middle AgessRenaissance

Weapons:

Battle axe; Brandistock; Bow (Long bow, Short bow, Composite long bow, Composite
short bow), Arrow (Flight, Sheaf, Pile); Cdtrop; Crossbow (Light crossbow, Heavy
crossbow, Pdllet bow), (Light quarrel, Heavy quarrel, Pdllet); Dagger, Man-gauche,
Parrying dagger, Stiletto; FHail, footman's;, Fail, horseman’s, Hand/Throwing axe; Lance
(Light, Medium, Heavy, Jousting); Mace, footman's; Mace, horseman’s, Mancatcher;
Maul; Morningstar; Pick, footman's; Pick, horseman’s, Polearm (Awl pike, Bill,
Bill-guisarme, Glaive-guisarme, Halberd, Military fork, Partisan, Ranseur, Spetum,
Voulge); Quarterstaff; Spear; Staff ding—stinkpot, stone; Sword (Bastard sword, Broad
sword, Claymore, Cutlass, Falchion, Long sword, Rapier, Sabre, Short sword,
Two-handed sword); War hammer

Armor:

Brigandine, Chain mail; Field plate; Full plate; Leather; Metd lamdlar; Padded; Plate
mail; Splint mall; Studded |eather

Transportation/Livestock:

Animals. Cattle; Dog—war, hunting, guard; Donkey; Goat; Horses—draft, riding, light
war, medium war, heavy war; Sheep

Wheedled: Chariot; Cart (2 wheded); wagon

Water craft: Canoe, Caravel; Coaster; Cog; Curragh; Drakkar; Dromond; Galley; Great
gdley; Knarr; Longship; Raft/keeboat

Table 62: Middle Eastern Cultures

Weapons:

Ankus, Bagh nakh; Battle axe; Blowgun; Bow (Composite long bow, Composite short
bow), Arrow, flight; Chain; Chakram; Crossbow (Hand crossbow, Light crossbow, Pellet
bow), (Hand quarrel, Light quarrel, Pellet); Dagger, Jambiya, Katar; Dart; Hall,
footman's, Hall, horseman’s, Hand/Throwing axe; Javdin; Lance (Light, Medium);
Mace, footman’'s, Mace, horseman’s, Mancatcher; Polearm (Awl pike, Glaive, Halberd,
Military fork) Quarterstaff; Spear; Spear, long; Sword (Cutlass, Great scimitar, Long
sword, Sabre, Scimitar, Short sword, Tulwar); Trident

Armor:

Brigandine; Chain mail; Cord; Hide; Improved mail; Leether; Light scale; Metd

lamellar; Padded; Scae; Studded |eather

Transportation/Livestock:

Animals. Dog—war, hunting, guard; Camel Donkey; Goat; Horses—draft, riding, light
war, medium war; Sheep

Wheded: Chariot; Cart (2 whedled); wagon

Water craft: Canoe; Coaster; Cog; Dromond; Gdley; Great galley; Raft/keelboat

Table 63: Oriental Cultures
Weapons:
Ankus, Battle axe; Blowgun; Bo stick; Bow (Composite long bow, Composite short bow,



Short bow), Arrow (Hight, Sheaf); Chain; Chakram; Chijikiri; Crossbow (Cho-ku-no;
Light crossbow, Pdllet bow), (Hand quarrd, Light quarrel, Pellet); Dagger; Dart; Gunsen,
Hand axe; Javelin; Jitte; Kama; Kau sn ke; Kawanaga; Kusari-gama; Lance (Light,
Medium); Mace, footman’s; Mace, horseman’s, Mancatcher; Nunchaku; Polearm (Awl
pike, Lgatang, Nagimaki, Tetsubo); Sai; Sang kauw; Shuriken; Spear; Spear, long;
Sword (Cutlass, Katana, Ninja-to, No-dachi, Sabre, Short sword, Tulwar, Wakizashi);
Trident

Armor:

Brigandine; Chain mail; Cord; Hide; Leether; Light scale; Padded; Ring mail; Splint
mail; Studded lesther

Transportation/Livestock:

Animals. Dog—war, hunting, guard; Donkey; Elephant; Goat; Horses—draft, riding,
light war, medium war; Sheep

Whedled: Chariot; Cart (2 wheded); wagon

Water craft: Canoe; Coaster; Cog; Dromond; Galley; Raft/kee boat

Master Equipment Tables
Table 64. Weapons

Weight Speed Damage

Weapon Cost (Ibs) Size  Type Factor Sm—Med Large
Adze 3sp 4 S22 SP 4 1d4+1 1d4
Ankus 3gp 4 M@4) P/B 6 1d4 1d4
Axe, stoned 5p 6 M(3) B/S 6 1d6 1d4
Bagh nakh 4p 1 S2) S 2 ? ?
Béttle axe 590 7 M(5) S 7 1d8 1d10
Blowgun4 lgp 1 L4 — 5 — —

Barbed dart lsp 2 SO0 P — 1d3 1d2

Needle 2cp 2 SO0 P — 1 —
Bo stick 5¢cp 4 L5) B 3 1d6 1d4
Bolas 5p 2 M@3) B 8 1d3 1d2
Boomerangl S5p 2 S1) B 4 1d4 1d4
Bow

Arrow, flight 35p/12 2 S1) P — 1d6 1d6

Arrow, sheaf 356 2 S1) P — 1d8 1d8

Arrow, pile 36 2 S1) P — 1d6 1d6

Arrow, stonel 3cp/l12 2 S1) P — 1d4 1d4

Composite

short bow4 Bgp 2 MB) — 6 — —

Composite

long bow 100gp 3 L6 — 7

Long bow4 Sgp 3 L6 — 7 — —

Short bow4 Ogp 2 MB) — 7 — —
Brandistock 15gp 5 M5B) P 7 1d6 1d6
Caltrop 29p/12 2 S P — 1 1d2
Cestus lgp 2 S2) B 2 1d4 1d3



Chard

Chakram

Chijikiri4

Club

Crossbow
Cho-ku-no
Hand crossbow
Hand quarrel
Heavy crosshow
Heavy quarrel
Light crossbow
Light quarrel
Pellet bow
Pellet

Dagger
Bone daggerl
Jambiya
Katar
Man—gauche
Parrying degger
Stiletto
Stone daggerl

Dart

Hail, footman's

Hall, horsemans's

Gunsen
Hand/throwing axe

49p
1gp

Table 64: Weapons (cont.)

Weapon
Harpoon4
Bone harpoon41
Javdin
Stonejavelinl
Jite
Kama
Kau snke
Kawanagad
Knife
Bone knifel
Stone knifel
Throwing knife
Kusari—gama4
Lance,
Light5
Medium5
Heavy5

Cost
20gp
lgp
Ssp

5cp

Ssp

29p
3gp
lgp
Scp
3sp

5c¢p
S0p
4gp

69p
10gp
15gp
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L(7)
L(7)
M(4)
M(4)
S(2)
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M(4)
S(2)
(1)
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5 1d4+1 1d4
4 1d4 1d3
7 1d6 1d8
4 1d6 1d3
6 —_ _—
5 — J—
— 1d3 1d2
10 — —
— 1d8+1  1d10+1
7 — —
— 1d6+1  1d8+1
7 — —
— 1d4 1d4
2 1d4 1d3
2 1d2 1d2
3 1d4 1d4
2 1d3+1 1d3
2 1d4 1d3
2 1d3 1d3
2 1d3 1d2
2 1d3 1d2
2 1d3 1d2
7 1d6+1 2d4
6 1d4+1  1d4+1
2 1d3 1d2
4 1d6 1d4
Speed Damage
Factor Sm—Med Large
7 2d4 2d6

7 1d6 1d10
4 1d6 1d6

4 1d4 1d4

2 1d4 1d2

4 1d6 1d4

6 1d8 1d6

7 1d3 1d2

2 1d3 1d2

2 1d2 1d2

2 1d2 1d2

8 2d4 1d6+1
6 1d6 1d4

6 1d6 1d8

7 1d6+1 2d6

10 1d8+1 3d6



Joudting5
Lasso
Mace, footman’s
Mace, horseman’'s
Mace—axe
Machete
Mancatcher6
Maul
Morningstar
Net
Nunchaku
Alum
Pick, footman’'s
Pick, horseman’s
Pike34
Polearm
Awl Pike3
Bardiche
Bec de Corbind
Bill4
Bill—Guisarme4
Fauchard
Glave

Glave--Guisarmed

Guisasmed
Haberd4
Lgatang
Nagimeki5
Naginatab
Lucern hammer43
Military fork
Partisan3
Ranseur3
Spetum3
Tetsubo
Voulge
Quarterstaff
Rock

Table 64: Weapons (cont.)

Weapon
Sai
Sang Kauw4
Shuriken
Sing
Bullet
Stone

20gp
S
8gp
Sgp
12gp
8gp
30gp
4q9p
10gp
5gp
Ssp
lop
8gp
7o
50p

Sgp
79p
8gp
79p
79p
Sgp
6gp
10gp
Sgp
10gp
79p
6gp
8gp
79p
Sgp
10gp
6gp
Sgp
4gp
Sgp

Cost
lgp
Sgp
3sp
5¢p

12
12
10
15
15

10

15

L(9)
M(3)
M(4)
M(3)
M(4)
M(3)
L(7)
L(5)
M(5)
M(5)
M(3)
M(4)
M(5)
M(5)
L(7)

L(8)
L(8)
L(8)
L(7)
L(8)
L(8)
L(8)
L(9)
L(7)
L(7)
L(7)
M(5)
L(7)
L(8)
L(7)
L(7)
L(7)
L(7)
L(7)
L(8)
L(6)
S(1)

Size
(1)
L(6)
S0)
(1)
0)
S(0)
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1d3-1 1d2-1

1d6+1 1d6
1d6 1d4
2d4 1d6+1
1d8 1d8
2d4 1d10
2d4 1d6+1
1d6 1d6
1d6 1d6
1d6+1 2d4
1d4+1 1d4
1d6 1d12
1d6 1d12
2d4 2d6
1d8 1d6
2d4 1d10
2d4 1d10
1d6 1d8
1d6 1d10
2d4 2d6
2d4 1d8
1d10 2d6
1d10 1d10
1d6 1d8
1d8 1d10
2d4 1d6
1d8 2d4
1d6 1d6+1
2d4 2d4
1d6+1 2d6
1d8 1d8
2d4 2d4
1d6 1d6
1d3 1d2
Damage

Sm—Med Large
1d4 1d2
1d8 1d6
1d4 1d4
1d4+1  1d6+1
1d4 1d4



Spear3 8
One—handed —
Two—nhanded —

Spear, long34 5gp

Spear, stonel3 2sp
One—handed —
Two—nhanded —

Saff ding 25
Stinkpot 1sp
Stone —

Sword
Bastard sword 259p
One—handed —
Two—nhanded —
Broad sword 30gp
Claymore4 250p
Cutlass 12gp
Drusus 50gp
Falchion 17 gp
Gladius 10gp
Grest scimitar 60 gp
Katana 100 gp
One—handed —
Two—nhanded —
Khopesh 15gp
Long sword 15gp
Ninja—to 20 gp
No—dachi 45 gp
Rapier 15¢gp
Sabre 17gp
Sapara 10gp
Scimitar 15¢gp
Short sword 15gp
Spatha 250p
Sword-axe 20 gp
Two-handed sword 50 gp
Tulwar 17gp
Wekizashi 50 gp

Three—piecerod  2gp

Trident 15gp
One—handed —
Two—nhanded —

Two—handed axe4 15gp

Warhammer 29p

War club 29p
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1d6

1d6+1
2d6

1d4
1d6

1d3

1d4+1

1d8

2d4
2d4
2d4
1d6+1
1d6+1
1d6+1
1d6
2d6

1d10

2d6
2d4
1d8
1d8
1d10
1d6
1d6+1
1d6+1
1d8
1d6
1d8
1d8+1
1d10
1d6+1
1d8
1d6

1d6+1
1d8+1
1d10

1d4+1
1d6+1

1d8
2d6
3d6

1d6
204

1d3
1d6+1

1d12
2d8
1d6+1
2d8
1d8+1
1d8+1
1d4
1d8
4d4
1d12
2d6
1d6
1d12
1d6
1d20
1d8
1d8+1
1d4
1d8
1d8
1d12
1d12+1
3d6
2d4
1d8
1d4

2d4
3d4
2d8
1d4
1d4+1

1 Bone or stone weagpons have a1 in 6 chance of bresking any time maximum damage is



rolled.

2 These wegpons weigh little individudly; 10 equa 1 pound.

3 These wegpons inflict double damage when set to receive a charge.

4 These wegpons require two hands to use, regardless of the wielder’ s size.
5 These wespons do double damage when used in a mounted charge.

6 This wegpon dismounts a rider on a successtul hit.

Table 65: Missile Ranges and Rates of Fire

Range(x5 yds)
Missile Type ROF Short Med. Long
Blowgun 2/1 2 4 6
Bolas 1 6 12 18
Boomerang 1 4 8 12
*Bows.
Composite long bow
—flight arrow 2/1 8 16 34
—shedf arrow 2/1 8 16 34
Compositeshort bow  2/1 10 20 36
Long bow
—flight arrow 2/1 14 28 42
—shedf arrow 2/1 10 20 34
Short bow
—flight arrow 2/1 10 20 30
—stone arrow 2/1 8 16 24
Chakram 2/1 4 8 12
Club/hammer 1 2 4 6
* Crossbows:
Cho-ku-no 2/1 10 20 30
Hand crossbow 1 4 8 12
Heavy crossbow 1/2 16 32 48
Light crossbow 1 12 24 36
Range(x5 yds)
Missile Type ROF Short Med. Long
Pellet crossbow 1 8 16 24
Dagger/Knife/Stiletto 2/1 2 4 6
Dagger (bone/stone) 2/1 2 3 4
Dart 3/1 2 4 8
Hand/Throwing axe 1 2 4 6
Harpoon 1 2 4 6
Harpoon, bone 1 2 3 4
Javein 1 4 8 12
Javdin, sone 1 3 6 9
Lance, light 1 2 3 4
Lasso 1 2 4 6
Mace, horseman’s 1 2 3 4
Rock 2/1 2 4 6



Shuriken 2/1 3 6 9
Sing bullet 1 10 20 40
Sing done 1 8 16 24
Spear 1 2 4 6
Staff ding stone,

stinkpot 1 6 12 18
Trident 1 2 3 4
Table 66: Armor
Armor Type Cog (Minimum) Weight (Ibs) AC (armor only) Bulk points*
Banded mail 200 gp 35 4 3
Brigandine 120 gp 35 6 3
Bronzeplaalemal 400 gp 45 4 4
Chanmall 75 9p 40 5 2
Cord armor 10gp 15 8 2
Fed plate 2,000 gp 60 2 5
Full plate 4,000-10,000 gp 70 1 6
Hide armor 350p 30 6 2
Improved mail 180 gp 50 4 4
L esther 5gp 15 8 1
Metd lamdlar 250 gp 35 6 3
Padded 49p 10 8 2
Pate mall 600 gp 50 3 4
Ring mail 40 gp 30 7 3
Scde mail 60 gp 40 6 4
Solint mall 80 gp 40 4 4
Studded leather 20 gp 25 7 2
Wood/bonearmor 50 gp 20 6 3
Shidds Cost Weight #Foes Bulk Points*
Body (Large) 10gp 15 4 2
Buckler lgp 3 1 1
Medium 79p 7 3 1
Smdl 3gp 5 2 1

*For armor, this represents areduction in the bulk point capacity that the character can
otherwise carry.

Table 67: Miscellaneous Equipment

[tem Cost Weight Bulk Pointsl Initial Avail.
Backpack 20p 2 1(2) any
Barrel
—amdl 29p 30 6 Roman
—large 50p 80 16 Roman
Basket
—large 3 1 5(5) any
—amdl 5¢cp 3 2(2) any
Bdl lgp 1 1 Bronze age



Bdt pouch
—large
—amdl

Block and Tackle

Bolt case

Bucket

Chain (per ft.)
_My
—light

Chest—Ilarge
—amdl

Cloth (10 sg. yards)
—common
—fine
—trich

Candle

Canvas (sg. yard)

Chak

Crampons

Fishhook

Fishing net (10 xq ft.)

Hint and stedl

Glass bottle

Grappling hook

Hourglass

[ron pot

Ladder, 10 ft.

Lantern—beacon
—bullseye
—hooded

Lock
—qgood
—poor

Magnifying glass

Map/scroll case

Merchant’s scae

Mirror, smdl meta

Muscd Ingrument

Qil (per flask)
—Greek fire
—lamp

Paper (per sheet)

Papyrus (per sheet)

Parchment (sheet)

Perfume (per vid)

Piton
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any
Roman

Crusades
Crusades

Crusades
Crusades
Dark ages
Dark ages

Bronze age
Roman
Crusades
Bronze age
Roman

ay
Crusades
Roman
Bronze age
Roman
Crusades
Crusades
Crusades
Roman

ay
Crusades
Crusades
Roman

Crusades
Roman
Bronze age
Bronze ege
Bronze age
Crusades

any

Bronze age
Roman
Crusades
Bronze age
Roman
Bronze ege
Roman



Quiver
Rope (per 50Y)
—dlk

Item
Sack
—large
—amdl
Sewing needle
Sextant
Sgnd whigle
Sgnet ring/sedl
Soap(per 1b)
Spyglass/telescope
Tent, large
—pavilion
—gmdl|
Thieves picks
Torch
Water clock
Wax (per |b)
Whetstone
Wineskin
Winter blanket
Writing ink (vid)

1,000 gp

259p
100 gp

Sgp

30gp

lcp

1,000 gp

1gp
2¢cp
8p
5
8gp

1
3
3

0(2)
1
1
Bulk Points

0(6)

03

0

1

0

0

15

1

2(fol ded)
4(folded)
1(folded)
0

0
12
15

1
0()
1

0

any

Bronze age
Crusades

Initid Avall.

Bronze age
Bronze age
Roman

Late Mid. Ages
Bronze ege
Roman

Roman

Late Mid. Ages
Roman
Crusades
Bronze age
Roman

ay

Crusades
Bronze ege

any

Bronze age
Bronze ege
Roman

1 Bulk points in parentheses represent the carrying capacity of the item; the number
before the parenthesesis the bulk points when the item is empty.

2 A backpack can carry bulk points equa to the character’ s strength.
3 Theeitemsweigh little individualy; 10 weigh 1 pound and equa 1 bulk point.

Table 68: Household Provisons/Trade Goods
Weight

Item
Ale(lg. barrel)

Bamboo (100 10’ lengths)

Bread (loaf)
Butter (per Ib)
Cheese (per 1b)

Coarse sugar (per 1b)
Dry rations (1 week)

Eggs (per 100)
Figs (per Ib)

Firewood, 1 day supply

Grain (Ig barrd)
Herbs (per |b)

Ivory (per tusk)
Mest ,fresh per |b.

Cost
10gp

lgp
5¢p
2
4sp
1gp

10gp

8sp
3sp
lcp

S0P
5c¢cp

259p

1gp

50
25

12
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Bulk Pointsl

16
12
1/2
1/4
1/4
1/4
1

4
1/4
5
16
1/2
4
1/4

Initial Avail.

23333333



Nuts (per 1b)
Pickled fish, smdl barrel
Raisins (per Ib)
Rice (per 1b)
St (per 1b)
Salt pork (per 1b)
Sdlted herring (100)
Spice (per Ib)
—exotic
—rare
—uncommon
Cider (Ig barrd)
Wine (Ig barrd)
—excdlent
—far
—cheap

150p 1
29p 1
lgp 1
29p 50

250p 50

12gp 50
5gp 50

Specia Demihuman Equipment

Table 69: Dwarven Equipment*

Item

Close Combat Weapons
--Chan Hal
--Elbow Spike
--Glove Nall
--Head Spike
--Knee Spike

Portable Arch

Rockstriker Pick

Smdter
--Smdl
--Medium
--Lage

* For further information see The Complete Book of Dwarves

Table 70: Elven Equipment*
[tem
Arrows

--Fare

--Message
Elven Bow
Elven Chan Mall
Elven Harp
Elven Plate Armor
Feywine (smdl cask)
Honey Lesther (sg. yd)

Cost Weight
1lgp 5
lgp 2
29p 2

10gp 10
3gp 2

250 gp 80

100 gp 20

1000 gp 10000

2000gp 32000

5000 gp 75000

Cost Weight
10gp t
2 T
150 gp 8
1000 gp 10
500-2500

1000 gp 25
100 gp 30
50 gp T

10-100

V4

V4
V4
V4
V4

12
12
12
16

16
16
16

Bulk Points

OCRWER RLN
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1000
3500
9000

Bulk Points
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Bronze age
Bronze age

Bronze age

any

ay
Bronze ege

Roman
Bronze ege
ay



Sashling 10 gp 1 1
Thistledown (sg. yd) 100 gp T 0
* For further information see The Complete Book of Elves

Table 71: Halfling Equipment

ltem Cost Weight Bulk Poaints
Cheesemaker (converts barrel of milk to 10# of cheese)
--Sharp 12 gp 3 1
--Mild 60p 2 1
Door-knocker 50 gp 5 1
Pipe, sdf-lighting 250p 1 1
UtensIs (sdif- lighting))
--Carving Knife 10gp t 0
--Cooking Kettle 20 gp 6 2
--Ladling Spoon 8gp t 0
--Pouring Pitcher 20 gp 4 1
--Rallfrogter 10gp 1 1
--Teapot 50 gp 1 1
Table 72: Gnomish Equipment
Item Cost Wieght  Bulk Points
Coinmaker 10000 gp 1000 150
Jewel spotter gem (causes 1000 gp T 0
light to sparklein
authentic gems within
10 radius)
Jeweler’s hammer/chisel 100 gp 2 1
Polisher rag (shines 20gp T 0
al metals)
Steel etcher 100 gp 3 1

T These wiegh littleindividudly; 10 equa 1 pound

Table 73: Common Magic Items
Campaign Occurrence

[tem Low Medium High Cost Weight Bulk Points
Headling salve 05% 25% 60% 10+gp 1 14
(per dose; heals 1—3 hp)
Lock 10% 30% 7% 25+ gp 2 14
(open and close on command)
Peephole gem; allows user to seethrough 026 20% 50% 50+ gp T 0
up to 6" thickness wood or stone
Permanently—attached horseshoes 10% 3% 5% 5+gp 1 1/2
Permanently lighted gold piece 05% 20% 50%  50gp t 0
Poison antidote (per dose); 15% 50% A% 10+gp 1 1/2

allows second saving throw vs. poison

*Campaign occurrence indicates the likelihood of a character finding thisitemina
well—stocked bazaar or marketplace. The categories represent campaign settings of low,



medium, and high incidence of magica items, spells, and equipment. The cost listed is
generdly the price in ahigh magic setting; where the items are more rare, the cost will
tend to be higher.

Chapter 8:
New Schools
of Magic

This chapter introduces four new types of specidist wizards: the dchemist, geometer,
shadow mage, and song wizard. The schools of magic that these wizards specidize in are
unusud because they are artificid: they contain only spells drawn from other, existing
schools. All of the usud rules regarding specidist wizards gpply to these four, unlessthe
description states otherwise. Using these as aguide, players and DMs can experiment
with cregting their own, unique specidist wizards.

Magic The kills and Powers rules add flavor and breadith to the spellcasting character
classes. Use of these rulesis optiond, though recommended for characters created with
the Skills and Powers systems.

Wizards and Character Points

When awizard character is created, and each time he advancesin levd, the player
can eect to gpend 2 or more character points to acquire an additiona spell for his
character’s spdlbook. ThisisSmilar to the specidist wizard' s ability to automaticaly
add one spdll of his specidty to hisrepertoire each time he gainsalevd. The player is
alowed to pick any spdl his character could normaly cast (i.e., he can't pick spellsfrom
opposing schools), and no roll for learning the spell need be made.

The spdll purchased with character points must be of equa or lower spell level than
the highest-level spell currently entered into the character’ s book. The cost is 2 character
points for a 1st-level spdll, +1 character point for each level of the spell beyond first. For
example, a 3rd-level spell would cost 4 character points; a 7th-level spell would cost 8
points.

No more than one additiona spell can be acquired with character points when the
character isfirst created, and a character can add no more than one such spdll each time
he advances aleve of experience. However, this ability is cumulative with a specidist
wizard' s bonus spel—when a specidist wizard gains aleve, he learns one spell from his
specidty school free, and can spend additiond character pointsto automaticaly learn a
second spell from any school he knows.

Wizard Specialigts:
New Schools of Magic

Asmagic usersin the multitude of campaign worlds have progressed in their arts, an



ever-greater diversity of styles and types of wizardry have been developed. Growing
from the rigid schools of opposing magica powers outlined in the Player’ s Handbook,
more and more disciplines have branched out as young wizards have taken amore liberd
interpretation of their masters' teachings. These devel opments have resulted in new types
of gpellcasting, each of which focuses on the way in which magic is drawn from the
environment and bent to the wizard' swill.

When awizard character is created (or an existing AD&D character is converted to
Player’s Option rules), the player can elect for his character to specidize in one of the
following new schools of magic. These schools are Smilar to the dementa wizard or
wild mage introduced in the Tome of Magic, but the new speciaist wizards defined
here—the dchemig, the shadow mage, and the song wizard—have developed dternate
syles of spellcasting and sl organization.

The main purpose for specidizing in amagic typeis as an aid toward effective
role-playing, though the specidties can benefit and hinder charactersin various game
gtuations. The use of these new magic types, like any other subsystem inthe AD& D
game, is subject to the DM’ s gpprova. Severd of these new schools require acertain
amount of campaign or encounter background. The powers of the shadow mage, for
example, vary with the prevdent lighting conditions, and the DM must be prepared to
answer aplayer’s questions about these conditions any time the player character wishes
to cast a pdl.

Choosing a Magic School Specialty

To select a gpecidty, awizard character generdly has to meet more demanding
ability score criteria than a standard mage, and he may have certain backgrounds or
origins (in other words, character kits) barred to him. A player isfree to choose any
specidty the requirements of which his character meets. Naturdly, a player may wish to
select his character’ s specidty based on his own interests—song wizards provide good
role-playing for players indined toward music, while scientifically-minded players might
enjoy an dchemist who can congtantly fuss with odd ingredients and complicated
formulae.

Creating New Schools: The magic types listed in this chapter are the most common
examples of aternate spellcasting techniques. However, other approaches are certainly
possible. If aplayer comes up with agreat concept for defining anew school or discipline
of magic, he can do so with the DM’ s gpprovd. In turn, the DM should carefully review
the player’ s design for concept, playability, and game balance before dlowing the new
gpecidigt in game play.

Genadly, aspecidist mage should have spells that he can cast with superior skill,
baanced by aloss of pdlsfrom outside his specidty. All specidists should gain the
gtandard extra spell memorization dot at each leve, aswell as advantagesin learning
spels from their specidty and pendtiesfor learning generic spells. Last but not leest, a
specidist may have nonspellcasting benefits or hindrances, such asthe dchemist’s
ability to create potions, or modifiersto their saving throws.

Effects of Magic School Specialization

Choosing a specidty provides awizard character with a number of benefits. For dl
the schools introduced in this chapter, the following advantages apply:



A specidigt gains one additiond spdl per spell leve, provided the spell istaken inthe
gpecidist’ s schoal. Thus, a 19-level dchemist can memorize two spellsingtead of
only one, aslong as at least one of them isfrom the schoal of achemy.

Specidigs receive abonus of +15% when learning pdlls from their school, and a
pendty of —15% when learning spells from any other school. The bonus or pendty is
gpplied to the percentile roll the player must make when the character is attempting to
learn anew spdl.

Whenever a gpecidist reaches anew spell leve, he automatically gains one spell of
his school to add to his spell books. This can be sdected by the DM or he can alow
the player to pick. No learn spdisroll need be made.

When a specidigt wizard atempts to create anew spell using therules givenin the
DMG, the DM should count the new spell as one leve lower if the spdll falswithin
the schoal of the specidist. An achemist attempting to create a new 2nd-leved
achemy spdll conducts his research asif it were a 1st-level spell, since the character
has a superior understanding of his schoal.

Note that the saving throw modifiers granted to speciaists in the Player’ s Handbook
and Tome of Magic aren't abilities of the specidist wizards described in this book. They
have other ahilities that are more specific to their particular methods of spellcadting,
described later in this chapter.

Specidist wizards dso have severd sgnificant disadvantages to ba ance ther
bonuses. First and foremost, each of the new schools described here have opposition
schools, just like specidigtsin the Player’ s Handbook. A specidist cannot learn or cast
gpdlls from an opposing schooal, or use magical items that duplicate the effects of spells
from that school. Secondly, the character has a reduced chance to learn spells of other
non-opposing schoals, as noted above.

The Alchemist

Minimum Ability Requirements:
Intelligence/Knowledge 15; Dexterity/Aim 14

Races Allowed: Human, hdf-df, gnome

Prohibited Kits. Amazon, barbarian, peasant hero, savage

The puttering, scientificaly-minded wizard who enjoys working with various
materid componentsis likely to find the School of Alchemy to be awe come source of
ingpiration and magical might. Alchemigts are inventors and experimenters, dway's
griving for away to create new and greeter effects through the use of magica powders,
reagents, and potions.

The exact nature of the chemist’s materidsis not very important for game play,
dthough it is good role-playing for a player to note which substances and minerds are
vitd to his character’ s spells. Unlike most wizards, who define the world by the four
classc dements of earth, air, fire, and water, the alchemist believes that each subtle
combination of these dementsis anew eement of its own. Gold may be nothing more
than arare type of earth with asmal glimmer of firein it, but the dchemist consdersthe
properties of gold as a unique substance with no other components. In other words,
achemigts describe their world in the modern terms of a Periodic Table of Elements,



even though notions such as atoms, dectrons, or alomic weight have no meaning in their
universe.

As stientific characters, dchemigtis will dways maintain alarge and well-equipped
laboratory to pursue their experiments. The laboratory must be well-stocked with dll
kinds of materids, including samples of every metd or dloy imaginable, equipment such
as burners, beakers and bottles, and natural curiosties like magnets, incendiaries, and
other such things. An dchemist is assumed to begin play with an appropriate laboratory
in his home town or base of operations, but building and outfitting a new laboratory costs
at least 1,000 gp per character level, and existing laboratories require at least 50 gp of
materias aleve per month to be functiond. An achemigt without accessto his
laboratory loses the bonus dchemy spdl he could normaly memorize a each spell leve,
and can’'t conduct research, make potions, or add new spellsto his spellbook.

Alchemigs have no modifiers to their saving throws or their victims saving throws,
but instead they have the specid ability to create potions, starting at 6th level. The
achemig mugt fird research the potion’s formula, asif conducting norma spdll research,
consider the potion’slevel to be equd to its XP vaue divided by 100, so a potion of
clairaudience (XP value 250) is considered a 3rd-level spell, and a potion of longevity
(XPvaue 500) isa5th-leve spell. The research timeis two weeks per effective leved,
and the cost is 500 gp per effective level. The dchemist must pass alearn spells check to
successtully research the formula. Just like pdlls, the number of potion formulae the
achemigt can ever undergtand is limited by his Intelligence score Maximum Number of
Spells per Leve, except that al potions are counted together for this purpose. A character
with an Intelligence of 12 can never know how to make more than seven types of potions.

Once an dchemigt knows the potion’s formula, he can produce one dose by investing
in 300—1800 gp worth of materids and spending one uninterrupted week in his
laboratory. Again, alearn spdlsroll gppliesto seeif he followed the directions carefully,
or if he ruined the batch instead. If the DM finds that a player is abusing this ability, he
can ingst on specific adventures to acquire rare and unusud materids such asagriffon’'s
heart, a beholder’ s eye, and other such hard-to-get items.

The School of Alchemy: The school of dchemy is opposed by the Schoals of
Illusion/Phantasm (things that aren’t red are of no interest to dchemigts) and
Necromancy (smilarly, life forces and spirits are too intangible for achemy.) All the
spellsin the school of achemy are considered to have no verba component when
employed by an dchemigt, which means that an dchemigt haslittle to fear from aslence
gpell or any other magic that prevents speaking. The School of Alchemy conssts of the
following Spdlls; itdicized spells gppear in the Tome of Magic.

Affect normal fires (1st)

Fire burst (1st)

Grease (1st)

Metamor phose liquids (1st)
Protection from evil (1<)
Foal’s gold (2nd)

Glitterdust (2nd)

Mdf’'s acid arrow (2nd)
Pyrotechnics (2nd)



Sense shifting (2nd)

Stinking cloud (2nd)

Alamir’s fundamental breakdown (3rd)
Flame arrow (3rd)

Méf’s minute meteors (3rd)
Protection from evil, 10" radius (3rd)
Enchanted wesgpon (4th)

Fire charm (4th)

Firetrap (4th)

Cloudkill (5th)

Fabricate (5th)

Transmute rock to mud (5th)
Desth fog (6th)

Glassee (6th)

Stoneto flesh (6th)

Transmute water to dust (6th)
Acid gorm (7th)

Hatch the Stone from the Egg (7th)
Statue (7th)

Glassted (8th)

Incendiary cloud (8th)
Cryddbrittle (9th)

Glorious transmutation (Sth)

The Geometer

Minimum Ability Requirements.
Intelligence/Reason 15; Wisdonvintuition 14

Races Allowed: Human, df, haf-df

Prohibited Kits. Barbarian, savage

Potent magica forces can be locked in designs, symbols, and diagrams of mystica
sgnificance. Geometers are wizards who study the summoning and control of magic
through the creation of intricate geometrica patterns, ranging from runes drawn on paper
or carved in stone to free-floating constructs composed of brilliant lines of energy. For a
geometer, the somatic component of a spell—the gestures required to unlock the spdll’s
energy—represent the creation of an extra-dimengond doorway through which magic is
drawn and shaped into the form the wizard desires.

Geometers, quite naturally, excel in the cagting of any spell that involves the use of a
mark, rune, or diagram drawn upon the target of the spdll. In fact, anumber of spellsthat
are not normaly cast in this fashion have been adapted to the geometers  philosophy. For
example, geometers cast ahold portal spel by placing aminor rune of power upon the
door to be barred, and animate dead by drawing complicated designs upon the face and
hands of the cresture to be reanimated. Geometers can aso cregte effects with less
substantiad materias by sketching adesignin the ar, asif they were drawing imaginary



circles and angles, depending on the power of the spell, this design may bevisbleasa
glowing web of blue or green energy created by the motion of the geometer’ s hands.

Geometers enjoy the normal benefits and pendties of speciaist wizards, but they
have no modifier to their saving throws and do not inflict any pendtiesto their target’'s
saving throws. They do have the specid ability to create scrolls, much like achemigts can
prepare potions. At 4th level, the geometer can commit aspdll that he knows and can cast
to ascroll. He may read the scroll a any time after transcribing the spell, just like casting
anorma spdl from ascroll. However, the character may not have more than one scrall
per character level prepared at any given time—the incomplete magica diagrams become
too confusing and complex for the geometer to keep track of if he tries to keep too many
scrolls reedy for casting.

Transcribing a gpdl to a scroll requires one full day per spdl level, o preparing a
5th-leve spdl for use in this fashion would take the wizard five days of uninterrupted
work. The materids (rare inks, fine parchment, etc.) cost 100 gold pieces per spdll leve,
and the wizard requires a suitable laboratory or library to work in. The geometer can
transcribe any spell of the School of Geometry that he knows, or he can engage in norma
spell research to find a diagram to convey a spdll that he knows outside the School of
Geometry. (Once he successfully researches anew spdl diagram, it is consdered to be
part of the School of Geometry for that wizard.) In any event, the geometer must succeed
in alearn spells check to seeif he successfully transcribed the spell.

Geometers may aso attempt to create protection scrolls, beginning a 7th levd. The
geometer must first research the scroll’ s diagram through norma spell research; scrolls
with an XP vaue of 1,000 are considered to be equd to 4th-leve spells, scrollswith an
XPvaue of 1,500 are equal to 5th-level spells; scrolls with an XP vaue of 2,000 are
equd to 6th-level spdls; and scrolls with an XP vaue of 2,500 are equd to 7th-leve
spells. The research timeis two weeks per effective level, and the cost is 1000 gp per
effective level. The geometer must pass alearn spells check to successfully research the
formula. Once the geometer knows the diagram, he can produce one scroll by investing in
300-1800 gp worth of materids and spending one uninterrupted week in his laboratory.
Agan, alearn spdls roll gppliesto seeif he followed the directions correctly.

The School of Geometry: As noted above, the School of Geometry consists of both
diagrams that can be drawn on the target, as well as geometrica designsthat can be
created through gestures. Often, spdlls of this school require unusua writing
implements—the materid components for the spell—but generdly, no verba
components are necessary. The School of Geometry is opposed by the Schools of
Enchantment/Charm and Illusion.

Thefallowing pells are part of the School of Geometry; spells from the Tome of
Magic areinitdics, and spdls from The Complete Wizard' s Handbook are in boldface.

Alam (1)

Copy (1)

Erase (1)

Hold portal (1st)
Shidd (1)
Wizard mark (1st)



Knock (2nd)

Wizard lock (2nd)

Bone club (3rd)

Explosive runes (3rd)
Secret page (3rd)

Sepia snake 9gil (3rd)
Firetrap (4th)

Minor globe of invulnerability (4th)
Rainbow pattern (4th)
Thunder staff (4th)
Animate dead (5th)
Avoidance (5th)

Conjure elementd (5th)

I nvulnerability to normal
weapons (5th)

Khazd' s procurement (5th)
Mordenkainen’s private sanctum (5th)
Von Gasik' srefusal (5th)
Ensnarement (6th)

Globe of invulnerability (6th)
Guards and wards (6th)

I nvulnerability to magical
weapons (6th)

Fear ward (7th)

Phase door (7th)

Sequester (7th)

Vanish (7th)

Binding (8th)

Maze (8th)

Symbol (8th)

Trap the soul (8th)

Gete (9th)

Shape change (9th)

The Shadow Mage

Minimum Ability Requirements:.
Intelligence/Reason 15; Wisdom/Will 14

Races Allowed: Human

Prohibited Kits: Gladiator, pugilist

The places where light and darkness meet have long symbolized opposition and balance, the clash of
good and evil, even of chaos and law. The School of Shadow teaches mages to use these contrasts to reach
the secret source and union of all shadow and harness its power. Shadow mages tend to be grim sentinels
who have exchanged the bright spark of a normal existence for the power of twilight and darkness. Very
few shadow mages are of good alignment; agreat number are neutral, and some have embraced the

darkness completely and turned to ways of evil.



Shadow mages are closaly tied to the Demiplane of Shadow. They have discovered
that every shadow in the red world has a mystic connection or source in Shadowland. A
wizard with skill and a strong heart can use the most mundane shadows as a doorway to
thisrealm of dusk, cdling forth its powers for their own purposes. A number of shadow
mages eventualy become shades, or creatures whose physical forms have been
completely replaced by shadow-stuff, athough this doesn’t happen to player character
shadow mages except in extraordinary circumstances.

In addition to the norma advantages and pendties associated with specidizing ina
school of magic, a shadow mage' s effectiveness is tied to the lighting condition at the
time he cagts a gpell from this school. Naturaly, shadow mages are weakest in broad
daylight and progressively stronger in wesk daylight or dusk, partid darkness, and finaly
complete darkness. It’ s not the strength of a shadow, but instead the overall absence of
light that strengthens the connection to the plane of gloom.

Modifier to
Condition Opponent’s Saves
Bright daylight or continud light +2
Wesak daylight, dusk, or light none
Late twilight, strong moonlight, lantern light -1
Wesk moonlight, torch light —2
Candidight, garlight -3
Totd darkness —4

Due to their intimate connection with shadow, shadow mages gain an ability to see
normaly in darkness. As a shadow mage advances in level, he becomes more attuned to
darkness and ignores changes in vighility that would partidly or completely blind other
characters.

Condition Attack Damage Saving AC
Penalty Bonus Throws Penalty
Moonlight -1 Normal -1 0
Salight -3 Normal -3 -2
Totdl darkness 4 None —4 -4

At 4th leve, the shadow mage sees aswdl in moonlight (or equivdent light) asa
norma human would seein broad daylight, and he can lessen pendties for more
complete darkness by 1 point. In other words, he would only suffer a—2 penalty for
attacking in arlight, or a—3 penalty for total darkness. At 7th leve, he sees by starlight
aswell asanorma human sees by day, and he lessens combat pendties for total darkness
by 2 points. At 10th level he can see perfectly in tota darkness, negating dl pendties.
However, magical blindness or fog can il hinder a shadow mage' s sght.

The School of Shadow: Many wizard Spdlls derive their energy from extraplanar
connections, but spells of the School of Shadow are exclusively tied to the Demiplane of
Shadow. The School of Shadow is opposed by the Schools of Invocation/Evocation and
Abjuration, both of which rely on more postive energies than the subtle, pervasive power
of shadow. The spells of the School of Shadow are listed below; itdicized spdlls can be
found in the Tome of Magic, and bold spells can be found in The Complete Wizard's



Handbook.

Chill touch (1)

Sleep (1)

Spook (1st)

Blur (2nd)

Continua darkness (2nd)
Darkness 15' radius (2nd)

Ray of enfeeblement (2nd)

Scare (2nd)

Spectra hand (2nd)

Lorloveim's creeping shadow (3rd)
Phantom steed (3rd)

Spirit armor (3rd)

Wraithform (3rd)

Dimension door (4th)

Enervation (4th)

Evard' s black tentacles (4th)

Fear (4th)

Minor cregtion (4th)

Shadow mongters (4th)
Demi-shadow mongters (5th)
Mgor cregtion (5th)
Mordenkainen's faithful hound (5th)
Passwdll (5th)

Shadow door (5th)

Shadow magic (5th)
Blackmantle (6th)

Bloodstone' s spectral steed (6th)
Demi-shadow magic (6th)
Lorloveim' s shadowy transformation (6th)
Shades (6th)

Duo-dimension (7th)

Phase door (7th)

Shadowcat (7th)

Shadow Walk (7th)

Maze (8th)

Shadowform (8th)

Adgrd spdl (9th)

Energy drain (9th)

The Song Wizard
Minimum Ability Requirements:
Intelligence/K nowledge 14; Charismal/Appearance 15



Races Allowed: Human, df, haf-df
Prohibited Kits: Gladiator, rider

The power of music and words has long been acknowledged as an important source
of ingpiration and amusement. The School of Song concentrates on spoken spells, using
the wizard' s kill a weaving melody, lyrics, and rhythm to create enchantments of greeat
power. Elves and great bards have tapped into this source of magic for countless years,
but now more wizards are investigating the intriguing possibilities of this school of
magic. Musica proficiency or knowledgeis not a strict requirement for this school, but
most song wizards are o virtuoso vocaists—the subtleties of pitch and expression can
have tremendous effect in the casting of the spell.

Song wizards gain the norma benefits and hindrances of a specidist wizard,
including the +1 bonus to saves versus spells of their own school, and a—1 pendty for
their target’ s saving throw when casting song spells. Note that magical song or vocal
attacks, including a harpy’ s song, a banshee swail, or a sphinx’sroar are al consdered
to be magical sound or song attacks for purposes of the mage' s saving throw.

The School of Song: The School of Song is opposed by the Schools of Necromancy,
Grester Divination, and Invocation/Evocation; magica songs are much better suited to
tasks of influence, change, or summoning. All spells appearing in thislist are consdered
to have neither somatic nor materiad components for speciaist Song mages—song
wizards can cast these spdlls with nothing more than averba component. While this
renders song wizards particularly vulnerable to sllencing, it dso means that they can cast
spdlIswhile bound, restrained, or stripped of al their possessions. The spdlls of the
School of Song are listed below; spdls from the Tome of Magic arein itdics.

Audible glamer (1)
Charm person (1st)

Find familiar (1)

Friends (1st)

Sleep (1)

Taunt (1)

Forget (2nd)

Summon swarm (2nd)
Tasha s uncontrollable hideous laughter (2nd)
Whispering wind (2nd)
Fireflow (3rd)

Hold person (3rd)

Mongter summoning | (3rd)
Suggestion (3rd)

Charm mongter (4th)
Confusion (4th)

Emoation (4th)

Mongter Summoning Il (4th)
Summon lycanthrope (4th)
Chaos (5th)

Digmiss (5th)



Hold mongter (5th)

Leomund' s lamentable belaborment (5th)
Mongter summoning I11 (5th)
Control weather (6th)

Mass suggestion (6th)
Mongter summoning IV (6th)
Banishment (7th)

Charm plants (7th)

Mongter summoning V (7th)
Power word, stun (7th)

Soell shape (7th)

Binding (8th)

Mass charm (8th)

Mongter summoning VI (8th)
Otto’sirresstible dance (8th)
Power word, blind (8th)
Mongter summoning VII (9th)
Power word, kill (9th)

Wail of the banshee (9th)

Chapter 9:
Psionics

Psionics With psionics, a character can read the minds of others, move objects without
physicaly touching them, or travel across vast distances in an indant. This chapter
explains the game mechanics used to run psionic characters and provides enough powers
to get wild tdent and psionicist heroes sarted. Consider the definitions of the following
terms

Psionics: The practice of extraordinary psychic powers. A character who has psionic
abilities harnesses the power of his or her mind to produce a particular effect. Characters
who have psionic powers are either psonicists or wild taents.

Psionicist: A character who usesthe force of hisor her mind to affect the
environment and inhabitants around them.

Wild Talent: A character from any classwho hasanaturd psonic ability and at least
one psionic powe.

The psionic system presented in this chapter provides descriptions of the core powers.
This chapter presents the same psionics rules that gppear in the revised Dark Sun boxed
Set.

What's Different?

If players are new to psionics, skip this section because the changes to the origina
rulesfrom The Compl ete Psionics Handbook discussed below may be confusing. If
players are familiar with the previous psionics rules, then abrief discusson of the



changesto look for should be noted.

Many of the terms and powers used in The Complete Psionics Handbook have been
retained for this new system. However, the definitions and descriptions may have
changed, so read this section carefully. The most important changes to watch for are the
following:

Attack and defense modes are no longer powers, but bonus proficiencies. The new
terms are psionic attacks and psionic defenses. PSonicists gain psionic attacks and
defenses automaticaly by level advancement. Existing characters with attack modes
must select other telepathic devotions to replace them.

The contact power isnow the contact bonus proficiency. The proficiency adlows
charactersto participate in psonic combat. In addition, psionic combat has been
amplified to work like other AD& D combat forms (that is, using attack and damage
ralls). Characters who had the contact power must select another telepathic devotion
to replace it.

Tangents have been diminated.

Maintenance costsfor powers have been diminated. All powers now have a standard
PSP cost per round of use and can be maintained each round by paying that cost.
Power scores and the optional effects of rolls of power scores and 20s have been
eliminated. All characters now have mental armor classes (MAC) and mental attack
numbers (MTHACO). MTHACO stands for “mental THACO” or “mental attack roll.”
The acronym refers to the number (or higher) aparticular character needsto roll on
1d20 to hit an opponent with amental armor class of 0. This mechanic has two

distinct uses that work in basicdly the same manner.

The power check has been diminated. To determine the successful use of apsionic
power, a character makesan MTHACO roll. In psionic combat, a character makes
MTHACO rollsto bresk through atarget’s mental defenses and open the mind. To use
apsonic power on an open mind, an MTHACO roll is made againgt the power’s
MAC instead of the target’s MAC. (All psionic powers have base MAC scores))
Some minds are congdered open automaticaly (like the psonicist’ s own mind for the
purposes of using a power on himsdf). In these cases, no psionic combat is needed,
for the mind is dready open.

The metapsionics discipline has been diminated; its powers have been redistributed
among the remaining five disciplines.

Using Psionics Psionic energy can be shaped and used by psionicists and wild talents
to produce desired effects, called psionic powers. All psonic powers are grouped into
one of five categories, or disciplines, based on how the energy is used. The mgor powers
of agiven discipline are called sciences.

Two key concepts need to be presented before the rules for usng psionicsin the
AD&D game are detalled. These are psionic strength points (PSPs) and mental attack
rolls (MTHACOs). These are described below.

Psionic Strength Points (PSPs): Every psionic character has an interna store of
psionic energy, represented as psonic strength points. These are used to activate sciences
and devotions, to focus psionic attacks, and to determine how much psionic damage a
hero’s psionic defenses can stand.



Mental Attack Rolls: The success of psonic attacks againgt closed mindsis
determined by the number a character needsto roll on 1d20 to hit a specific menta armor
class (MAC). The menta attack number (MTHACQO) is the number the character needsto
hitaMAC of 0. When used on open minds, theroll is made against a power’s MAC.
Each power has a base MAC number used to determine the difficulty of activating a
psionic power againgt an open mind.

All psionic power s belong to one of five disciplines: clairsentience, psychokinesss,
psychometabolism, psychoportation, and telepathy. Within each discipline, the powers
are divided into two categories. mgor powers, or sciences, and minor powers, or
devotions. The five disciplines are defined as follows:

Clairsentient powers dlow characters to perceive things beyond the naturd range of
human and demihuman senses.

Psychokinetic powers move objects across space using only the energy of the mind.

Psychometabolic powers affect the user’s body by atering it in some manner.

Psychoportive powers dlow psonic travel, moving characters from one location to
another without crossing space.

Telepathic powers involve the direct contact of two or more minds.

Closed and Open Minds

The minds of dl characters and crestures exist in one of two States: either closed or
open. A closed mind has ether naturd or enhanced defenses that protect it from
unwanted intruson. Only those things that enter through the normal senses (such as sight,
sound, taste, touch, or smell) can impact on aclosed mind. The minds of all characters
and creatures are naturally closed. A character can voluntarily open hisor her mind to
psionic contact, or aclosed mind can be opened by psonic attack.

An open mind is not a naturd state. For amind to be open, psionic defenses must be
voluntarily lowered (in the case of awilling subject) or breached by psionic attack (in an
unwilling opponent). A psonicist’s own mind is consdered open when using apsonic
power with an area of effect of “persona” (such as the heightened senses devotion).

Mental Armor Class (MAC)

All characters and crestures have menta armor classes (MACs). While physica
Armor Classes protect a body from physica attacks, MACs provide protection from
psionic attacks. The MAC rating ranges from minimal defense (MAC 10) to maximum
defense (MAC —10); there are no MACs worse than 10 or better than —10.

Aswith stlandard Armor Class, the higher the MAC number, the more vulnerable the
character isto psonic attack. Likewise, with al atacks, arall of 20 dways hitsand aroll
of 1 always misses, regardless of the target’s MAC number.

For those who have copies of The Complete Psionics Handbook and who want to
continue using the “optiona results’ rules (page 28), make the following change. A rall
of apower’s MAC score gives the good result (what used to be signified by aroll of the
power score), while aroll of 1 gives the bad result (what used to happen on aroll of 20).



To determine abase MAC number, find the character’ s Wisdom score on Table 74
below. Then find the character’ s Intelligence score and add the indicated MAC modifier.
MACs can be improved through proficiencies and other means, as detailed |ater.

Table 74: Base MAC and PSP Bonuses
Ability Base MAC PSP
Score MAC Modifier Bonus

150rless 10 0 0
16 9 -1 +1
17 8 -1 +2
18 7 —2 +3
19 6 —2 +4
20 5 -3 +5
21 4 -3 +6
22 3 =3 +7
23 2 4 +8
24 1 -4 +9
25 0 4 +10

Example: Tylk of the Westwoods has a Wisdom score of 18, which yields a base
MAC of 7. He has an Intelligence score of 16, which gives a modifier of —1. Without other
enhancements, Tylk hasa MAC of 6 (7-1 = 6).

Psionic Strength Points (PSPs)

Every psonicist and wild talent character has psionic strength points, or PSPs. In
many ways, PSPs are like menta hit points, though with a different function. Not only do
they determine a character’ s current psionic strength, they also power psionic abilities.
This mental strength is used to creste psionic attacks, activate psionic powers, and keep
psionic defenses in place. Aslong as any PSPs remain, psionic defenses keep the mind
closed to psonic intrusion of any sort. When a psionic character’s PSP totd fdlsto zero,
his defenses crumble and his mind is left open to psionic contact.

Each time a character uses (or attempts to use) a psonic science, devotion, or attack,
he must pay the listed cost from his current PSP total. Damage caused by psionic attacks
is also subtracted from PSP totals.

The PSP totd for apsonicist depends on four factors: the psionicist’ s Wisdom,
Intelligence, and Congtitution scores, and his experience level. Together, these factors
determine the psionicist’ s PSP poal. A 1<t-leve psionicist automatically gets 15 PSPs.
This number is modified by bonuses granted by high ability scores. Lastly, the psonicist
rolls 1d6, which is added to generate a PSP totdl.

The PSP totd for awild tdent is determined with dight modifications. A wild taent
automatically receives enough PSPs to use his power (or powers) once. In addition, he
gets 10 PSPs (instead of 15) and any bonuses granted for high Wisdom, Intelligence, and
Condtitution scores. He also rolls 1d4, instead of 1d6.

Example: Tylk of the Westwoods has a Wisdom score of 18, an Intelligence score of
16, and a Constitution score of 17. At 1st level, hegets 21 PSPs (15+ 3+ 1+ 2= 21)



plus a 1d6 dieroll. Garon, a wild talent with the same ability scores, gets 16 PSPs (10 +
3+ 1+ 2= 16),ald4ddierall, and enough PSPsto use his psionic power once.

Gaining PSPs

The PSP total of psonicists and wild talents increases with every level advancement.
Psionicists receive 1d6 PSPs with each level increase up to 9th levd, plus any bonuses
for high Wisdom, Intdligence, and Condtitution scores. Starting a 9th levd, psonicists
gain just 3 PSPs, and they receive bonuses only for high Wisdom scores. Regardless of
their Intelligence or Condtitution scores, they no longer receive bonuses for these
abilities. Wild tdents, on the other hand, receive only 4 PSPs a each level increase,
regardless of their leve. Further, no dierolls or additional modifiers are applied.

Example: The psionicist Tylk of the Westwoods has a Wisdom score of 18, an
Intelligence score of 16, and a Constitution score of 17. When he advances from 1st to
2nd level, he receives 1d6+6 PSPs: the automatic 1d6 die roll and a +6 bonus for his
high ability scores.

Recovering PSPs

Characters recover expended PSPs by resting for specific lengths of time (minimum
of onefull hour). The only states of rest that alow for PSP recovery are deep or
meditation. Any other physical activity or the use of psionic powers (which expend PSPs)
negates the recovery process for that hour. A character can never recover more PSPs than
his maximum totdl.

During each hour of rest, characters recover one-eighth of their tota PSPs (bearing in
mind that they never recover more than their maximum totd). To do this, divide a
character’s PSP total by eight and round up. Thisis the number of PSPs the character
recovers after one full hour of rest. So, if apsonicist isreduced to 0 PSP, it takes eight
full hours of rest to recover the expended PSPs—regardiess of whether he has 20 or 100
PSPs.

Example: Neecha Nightmoon has a total of 48 PSPs, and she has lost 24 of them
during a recent psionic battle. After an hour of sleep or meditation, Neecha can recover 6
of the expended PSPs (48 + 8 = 6). Sheisnow at 30 PSPs.

Psionic Combat

Psonicists autometically receive the contact bonus proficiency when they are created.
Contact gives them access to psionic attacks and alows them to participate in psionic
combat. The psionic attacks come naturally and don't take up any proficiency dots.

Wild tdents, however, must sdlect the contact proficiency and placeit in an open
nonweapon proficiency dot. (Note that this should occur at the point when a character
becomes awild taent, whether when he isfirst crested or later in his career when his
psionic ability becomes known.) Along with the proficiency, wild talents receive only
one psionic attack form. However, asawild talent risesin level and gains nonweapon
proficiency dots, he may select additiond attack forms. Thesefill open dots, and the
wild talent may choose more forms (for atotd of three) as he gains dots. Wild taents
may never have more than three of the five psonic attacks.

Psionic combat is used to assault closed minds so that they can be opened to further



psionic contact. Thisis accomplished like other attacks in the AD&D game system: The
attacking psonicist selects an attack form and makes an MTHACO roll equd to or
exceeding the defender’ sMAC. Regardless of that MAC, arall of 1 dwaysfalsand a
roll of 20 aways succeeds.

Psionic attacks can be used againgt psionic and nonpsionic minds. A nonpsionic mind
is defined as any character without a PSP pool. The procedures are the same, but the
results are dightly different.

When attacking a psionic mind, psionic combat continues until one opponent is
reduced to 0 PSPs or until the battle is broken off. A mind with O PSPsis open and can be
subjected to other psionic powers. When attacking a nonpsionic mind, however, only one
successful attack is required to open the mind.

Psionic powers only can be used on open minds, whether willingly opened or
attacked until that state occurs. A psionic power can be used in the same round that a
mind is opened by psionic attack.

Psonic defenses, like armor and shields in physical combat, remain in place until the
defender’s PSP tota is reduced to O (in the case of apsionic character) or one successful
psionic attack breaches the defenses (of a nonpsionic character).

Psionic attacks require concertration. A psionicist who uses one during a combat
round can move a only haf hiswaking rate. A character usng apsonic attack dso can
be disrupted the same way as can awizard casting a pell. In the round when a character
using apsonic attack is disrupted, the attack can’t be used. A disrupted psionic attack
costs 1 PSP for the attempt.

Psonicists can make a number of psionic attacks in around according to their level:
1-6, 1/1 round; 7-12, 3/2 rounds; 13+, 2/1 round. Wild talents can never make more than
one psionic attack in around.

Psonicists and wild talents receilve MTHACO bonuses depending on their
Intelligence scores, making it easier to accomplish psionic atacks.

Psionic Combat Sequence
The DM secretly decides what actions the monsters or NPCs will take—induding
choosing psionic attacks and defenses (if they have access to any). The DM doesn't
announce that decison to the players.
The playersindicate what their characters will do, including choosing psionic attacks
and defenses from the ones they have accessto.
Initiative is determined. Note that psionic attacks and powers don’t have initiative
modifiers.
Attacks are made in order of initiative.

Table75: MTHACO M odifiers
Intelligence MTHACO

Score M odifier
150r less 0
16-17 -1
18-19 -2
20-22 -3

23+ —4



All psionic attacks require line of sight, as do the use of dl psionic powers—with afew
exceptions, such asthose in the clairsentience discipline.

The Five Psionic Attacks The five psonic atack forms are ego whip, id insinuation,
mind thrust, psionic blast, and psychic crush. Psonicists have accessto dl five forms
(depending on their levels), whereas wild talents can never have more than three of the

five. The pgonic attacks are described below.

Ego Whip (EW)

This attack assaults atarget’ s self-esteem and individudlity. It srikes like aglowing
whip, its crack dicing open the wells of inferiority and worthlessness buried deep behind
the target’ s defenses. For every 4 PSPs put into the attack (declared after a successful
attack roll is made), the attacker rolls 1d6 to determine psionic damage againg hisfoe. If
hit, the defender loses that many PSPs or has his mind opened to further psionic contact if
no PSPsremain. A failed attack costs 2 PSPs.

Ego whip has three ranges: short (40 yards), medium (80 yards), and long (120
yards). At medium range, the defender receives a+2 bonus to his MAC; at long range,
the bonusiis +5.

If used againgt an open mind, ego whip leaves the target dazed for 1d4 rounds,
costing the attacker 4 PSPs. Though no psionic defenses remain, the attacker must roll the
defender’ sMAC to successtully hit (this attack receives a+2 bonus). While dazed, al of
acharacter’ sdie rolls (attacks rolls, saving throws, etc.) receive a—5 pendty, and the
character can’t cast spells above 3rd level.

Id Insnuation (I1)

This attack assaults atarget’ s subconscious, like amenta battering ram tearing
through the walls that separate primitive needs from socia congtraints. For every 6 PSPs
put into the attack (declared after a successful attack roll is made), the attacker rolls 1d8
to determine psionic damage againg hisfoe. If hit, the defender loses that many PSPs or
has his mind opened to further psionic contact if no PSPsremain. A failed attack costs 3
PSPs.

Id ingnuation has three ranges. short (60 yards), medium (120 yards), and long (180
yards). At medium range, the defender receives a+2 bonus to his MAC; at long range,
the bonusis +5.

If used againgt an open mind, id ingnuation leavesits victim confused and powerless
to act for 1d4 rounds. While no psionic defenses remain, the attacker must roll the
defender’s MAC to successfully hit (the attack roll receives a+2 bonus). This use of the
attack costs 6 PSPs.

Mind Thrust (MT)

This attack stabs the mind of the defender, piercing thoughts and memories. For every
2 PSPs put into the attack (declared after a successful attack roll is made), the attacker
rolls 1d4 to determine psionic damage againg hisfoe. If hit, the defender loses that many
PSPs or has his mind opened to further psionic contact if no PSPsremain. A failed attack
costs 1 PSP.

Mind thrust has three ranges: short (30 yards), medium (60 yards), and long (90



yards). At medium range, the defender receives a+2 bonusto hisMAC; at long range,
the bonusis +5.

If used againgt an open mind, mind thrust causes the target to lose the use of one
psionic power (chosen randomly) for 1d6 days. While no psionic defenses remain, the
attacker mugt il roll the defender’s MAC to successtully hit (with a+2 bonusto the
attack roll). This use of the attack costs 2 PSPs. Beyond opening a closed mind, mind
thrust has no effect on nonpsionic minds.

Psionic Blast (PB)

This attack takes the form of awave of menta force that jolts a defender’ s mind. For
every 10 PSPs put into the attack (declared after a successful attack roll is made), the
attacker rolls 1d12 to determine psionic damage againgt hisfoe. If hit, the defender loses
that many PSPs or has his mind opened to further psionic contact if no PSPsremain. A
failed attack costs 5 PSPs.

Psionic blast has three ranges: short (20 yards), medium (40 yards), and long (60
yards). At medium range, the defender receives a+2 bonusto hisMAC; at long range,
the bonusis +5.

If used against an open mind, psionic blast causes 1d8 points of physica damage (hit
point loss) for every 10 PSPs put into the attack. While no psionic defenses remain, the
attacker mugt il roll the defender’ s MAC to successfully hit (with a+2 bonus to the
attack roll).

Psychic Crush (PsC)

Like aterrible mental weight, this attack seeksto crush a defender’s mind. For every
8 PSPs put into the attack (declared after a successful attack roll is made), the attacker
rolls 1d10 to determine psionic damage againg hisfoe. If hit, the defender loses that
many PSPs or has his mind opened to further psionic contact if no PSPsremain. A failed
attack costs 4 PSPs. Psychic crush has arange of 50 yards.

If used againgt an open mind, psychic crush causes 1d6 points of physical damage (hit
point loss) for every 8 PSPs put into the attack. Although no psionic defenses remain, the
attacker mugt roll the defender’s MAC to successfully hit (with a+2 bonusto the atack
roll).

The Five Psionic Defesnses Both psionicists and wild talents develop psionic
defenses naturally when they progress in experience, as detailed on the Psionic
Progression chart. Psonic defenses are gained without using up any proficiency dots. As
with psionic atacks, wild taents may never have more than three of the five psonic
defenses.

A character activates a psonic defense at the beginning of a combat round. This
defense protects againgt dl psionic attacks launched at the character in that round. The
PSP cost isonly paid once per round, no matter how many attacks it defends againgt in
that round.

Some psonic atacks are more effective againg certain psionic defenses. The reverse
isaso true. Thisisrepresented by modifiers that apply to the attacker’s MTHACO. See
the Psionic Attacks vs. Psionic Defenses, below, for a cross-referenced list of pendlties
and bonuses.



When apsionic attack clashes with a psonic defense, cross-index the attack with the
defense on Table 76. The resulting modifier is applied to the attacker’ sMTHACO. Thus,
positive modifiers are bonuses and negative modifiers are pendties.

Combat cardsthat list psionic attacks and defenses are strongly recommended. Use
3¥ 5 cards; one for each attack or defense that a character has. During around of psionic
combat, each player puts an attack and a defense in front of him, face down, to lock in his
action. After dl declarations have been made, cards are turned over and combat
COmmMences.

There are five psonic defenses. They areintellect fortress, mental barrier, mind
blank, thought shield, and tower of iron will. These are described below.

Intellect Fortress (1F)

This defense encases the mind in a powerful keep of menta energy to protect it from
psionic attack. Intellect fortress provides the best protection against ego whip, but it's
extremely vulnerable to psionic blast. The cost is4 PSPs per round to use this defense,

Mentd Barier (MB)

This defense throws up awal of thought to protect againgt psionic attack. A menta
barrier is extremdy effective againgt a psonic blagt, but vulnerable to a psychic crush
attack. It costs 5 PSPs to use this defense in around.

Mind Blank (MBK)

This defense hides the mind from psionic attack, forming a vadt, featureless area that
makesit harder to target the closed mind. Mind blank protects best againgt id ingnuetion,
while mind thrust easly dices through the defensive fog. It costs 3 PSPs per round to use
this defense.

Thought Shield (TS)

This defense forms a glowing shidd to turn away apsionic attack. Thought shield
defends mogt effectively againgt psychic crush but is vulnerable to ego whip. The cost is
2 PSPs per round to use this defense.

Tower of Iron Will (TW)

This defense builds an unassailable haven for the mind. Mind thrugt has a difficult
time penetrating this defense, while id indgnuation can breach its protection. The defense
costs 6 PSPs per round.

Table 76: Psionic Attacksvs. Psionic Defenses
Mind Thought Mental Intellect Tower of

blank  shield barrier fortress iron will
Mind thrust -5 -3 +2 +3 +5
Ego whip -3 —4 -2 +4 +3
Id ingnuation +5 +3 +1 —2 -5
Psychiccrush -1 +4 —4 +1 +2

Psionic blast +3 -2 +5 -4 -3



Adding Substance to Psionic Combat

All psionic combeat takes place in the minds of the combatants. This mindscape has its
own rules and redlity. Each combatant reaches into his or her own nexus of power, the
place where the energy of mind, body, and spirit come together. The trained psonicist
can reedily draw upon this nexus of power, as can the wild talent. Nonpsionicists can't
access this energy, but it springs forth to protect them in the form of naturd Menta
Armor Class (MAC).

The attacker and the defender gppear as glowing forms, menta pictures of themselves
in the mindscape. Psonicigts can shape these psionic forms as eaboratdly as they seefit.
Wild talents, however, appear as crude, featureless shapes of humanoid light.
Nonpsionicists are smply glowing balls surrounded by menta armor, usudly in the
shape of aluminescent wall.

While the only thing that determines the success of psionic combat isthe MTHACO
rolls and the choices of psionic attacks and defenses, players and DMs are encouraged to
add flavor by describing how their characters psionic forms look and how the powers
they use manifest themselves. Being creative and having fun with the mindscape as a
psionic battle progresses enhances the roleplaying experience for dl.

Example: Tylk of the Westwoods, a psionicist, decides to use the mind thrust attack
against Neecha Nightmoon (also a psionicist). A glowing sword of energy takes shapein
his psionic form's hand. The sword slashes out, but Neecha calls forth a thought shield,
and a luminescent shield forms suddenly to block Tylk’ s attack. Then Neecha shapes her
own attack, unleashing a psionic blast. Energy swells up from her nexus, forming the
image of a glowing tiger. The claws of the great beast slash through the maze of ruins
Tylk has formed from his mind blank defense, then scrape across Tylk' s psionic defenses,
reducing his PSP total as the psionic blast finds its target.

Using Psionic Powers

All psionic powers have aMAC score. To determine if apsonic power works against
an open mind, a player must make an MTHACQO roll against the power’s MAC score on
1d20. Any roll equd to or greater than the number means the power has been activated
and its effects are applied for that round of play.

All powers have a cost per round of use. The cogt listed to the lft of the dashisthe
number of PSPs needed to use the power for a single round. The cogt listed to the right of
the dash is the number of PSPs expended if the MTHACO rall fails (in which case the
power’s effects aren't applied).

Powers that have been successfully activated can be maintained from round to round
without making additiona MTHACO rolls. The psionicist Smply expends PSPs to pay
for the power’s cost. The firgt round that the character fallsto pay the cost (either
voluntarily or because his PSPs have been depleted), the power’ s effects cease to
function. If the psionicist wishes to reectivate the power in alater round, even againg the
same target, he must make anew MTHACO rall. If an MTHACO roll to activete apsionic
power fails, and the character has enough PSPs remaining, he can try to activate the
power again in the next round by making another MTHACO roll.

A roll of 1isdwaysafailure and aroll of 20 is aways a success, no matter what the
power’sMAC or the psionicist’s MTHACO scores are.
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Table 78: Psonicist Saving Throws

Paralyzation, Poison, Rod, Staff, Petrification Breath
Leve or Death Magic or Wand or Polymorph*  Weapont Spell$
14 13 15 12 16 15
5-8 12 13 10 15 14
9-12 11 11 8 13 12
13-16 10 9 7 12 11
17-20 9 7 6 11 9
21+ 8 5 5 9 7
Excluding polymorph wand attacks.

T Excduding those that cause petrification or polymorph.
¥ Exduding those for which another saving throw type is specified.

Closing an Open Mind

A nonpsionic mind is one that has never had any PSPs. Its naturd state is closed
unless willingly opened or opened by psionic means. If such atarget’s mind has been
opened, but the subsequent psionic attack or power used againgt it wasn't successful, the
target can attempt to re-close its mind in the next round. This requires a saving throw vs.
pardyzation at no pendty. If apsionic power was used successfully againg the newly
opened nonpsionic mind, the target can Hill atempt to closeits mind, but its saving throw
isa a—4 pendty. Thetarget may attempt to close its mind every round theregfter.

For anewly opened psionic mind (one whose PSPs have been reduced to 0), the
target can't attempt to re-close its mind until 1d4+1 rounds have passed. After the
required rounds have passed, the target can make a Wisdom check at a—3 pendty every
round theregfter to attempt to close its mind.

When either anonpsionic or psionic character succeeds a re-closng hismind, the
following occurs: any psionic power currently in use againgt the character ceasesto
function, and contact between the two mindsis broken. If the power’ s effect dready took
place in the round in which the mind re-closed, the psionicist expends the full PSP codt. If
the power’ s effect didn’t take place yet in the round, then the lower PSP cost is subtracted
from the psonicis’ s PSP totd (asif the activation attempt falled). If the psonicist wants
to reestablish contact, he'll have to once again open the target’s mind.

Psionicsin a Round



A psionicist can do severd actions during a single round. He can:

Make as many psonic attacks as his experience level indicates.

Use one psionic defense.

Activate one psionic power againgt an open mind.

Maintain as many previoudy successfully activated powers as he wishes, provided he
can aford to continue paying the PSP costs. Further, if a psonic attack succeeds and
opens a closed mind, a psionic power can be used againgt the mind that same round.

Limitations to Psionic Powers
Psionic powers have definite limitations. Some of these aready have been discussed,

but are repeated here to emphasize them. Other limitations are new.

- PSPs: Psonicigts and wild talents have afinite amount of psonic strength avallable
to them at any given time. This strength, expressed as PSPs, must be expended to use
psionic attacks, defenses, and powers. The total also indicates how much damage a
hero’s psionic defenses can withstand before his mind opens. As such, the psionic
character must aways balance the use of powers, attacks, and defenses with how
grong he wants his own internd walls to remain.
Lineof Sight: All psonic atacks and most powers require line of sght to use. If line
of sght is blocked, most psionics won't work.
Touch: Some psionic powers have arange of “touch.” These can be used in melee
combat, but they require a physical attack roll and an MTHACO roll to work. Like al
psionic powers, they only can be used against open minds.
Obgtructions: Anything that hinders a character’ s normad vison blocks line of sght.
Unless the description states otherwise, psonicists require aline of Sght to usea
power. Obvious exceptions to thisrule are the clairsentient powers and many of the
telepathic powers. However, certain materias can obstruct these psionic powersiif
they completely block the target. These are lead and iron (at least 1 inch thick),
obsidian (at least 2 inches thick), stone (at least 1 foot thick), and the antimagic shell

gl

Psychic Contests

Sometimes two or more psonicigs try to use apsonic power on the same target. For
example, two psonicists might try to use telekinesis to move a stone in two different
directions, or they might attempt to teleport the same character to different locations, or
they might use any psionic powersin such away asto bein direct conflict with each
other. Which power use prevails? The struggle results in a psychic contest.

To resolve a psychic contest, compare the competing characters MTHACO ralls
made to activate the powers. The character who has the lowest successful MTHACO roll
wins the contest. If none of the competing characters roll successfully, none of the power
uses succeed. If one character succeeds and the othersfail therolls, then that character
wins the contest. If competing characters have the same MTHACO score and they rall the
same numbers on the dice, then a psychic lock occurs.

In apsychic lock, neither competing character wins the psychic contest that round.
Both are gpplying equal psionic pressure, thus cregting a talemate. To resolve the
contest, both characters must pay the power’s PSP cost and engage in another round of
psychic contest. If either character fails to pay the cos—effectively giving up—that



character suffers a psychic backlash and loses 4d4 PSPs immediately.

Psionics and Magic

Psonics and magic use completdy different forces. PSonics usesinternd energy,
while magic tapsinto extraplanar power. Both arts can produce smilar effects, but they
do soin very different ways. For this reason, psonics and magic don't ordinarily mix.
Magicd spdls, for ingance, can't be used to detect or digpel psonic activity, unless
otherwise stated. Likewise, psionic powers can't detect magic that Smulates psionic
abilities. Ladtly, if apsionicist uses a psychokinetic, psychometabalic, psychoportive, or
telepathic power againg amagicd illuson, he automaticaly gets a saving throw vs. spdll
to dishdlieve it. Specific gpdls, aslisted beow, intermix with psonicsin the following
ways.

Antimagic shell: This spdl blocks the effects of psonic powers.

Detect charm: This spell detects telepathic control, such as domination.

Detect invisibility: Thisspel dlows the caster to see dearly psonic invighility, asrd
travelers, shadowform, and ethered creatures. It doesn’t work againgt charactersin other
dimensons

Detect magic: Thisspdl has no effect on psionics.

Detect scrying: This spel will detect psionic scrying, though psonicigs get asave vs.
spell to avoid detection.

ESP: If thisspdl isused againgt psonicigts, they get a save vs. spdl with a+2 bonus
to negate the effects.

False vision: This gpdl works againgt psonics, though psionicists get asave vs. spell
to negate effects.

Forbiddance: This spdl effectively blocks al teleportation and metabolic powers.

Free action: This gpdl overcomes dl psychokinetic effects againg the subject’s
body, as well as domination.

Globe of invulnerability/minor globe of invulnerability: These spells have no effect
on psonics.

Magic jar: Psonicigts use their combined Wisdom and Congtitution scores when
determining the differentid modifier.

Mind blank: Psonicigts get asave vs. spdl to overcome this enchantment.

Misdirection: Thispdl has no effect on psonics.

Mislead: A pgonic attack revedsthis spdl, but the firgt attack automatically fails.

Nondetection: This gpdl works normaly againg psionics.

Otiluke sresilient sphere: Psonics can't penetrate this spdl’ s protection.

Protection from evil/protection from evil, 10-foot radius. These spdlls provide +2
bonusesto MACs.

Spell immunity: This spell has no effect on psionics.

Trap the soul: Psonicigts trapped by this spdll can't use any psionic powers.

Psionicists and
Wild Taents

Psionic powers can be used by any character class, though one class speciaizesin the



use of psionics: the psonicigt. Wild taents are a subclassification within other character
classes. These characters possess one or two psionic powers. Their main vocation is that
of their class. For ingtance, apriest could have a psonic ability or two, but he relies
primarily on the skills of hiscdass. A psonicig, on the other hand, relies dmost entirely
on his psonic gifts. The differences between the two types of psionic characters are
explained in the section thet follows.

Psionicist The psionicist character works to mold mind, body, and spirit into a unified,
powerful whole. The hero’sinterna energy, or psionic strength, comes from deep within
himsdf—from a place psonicigs cdl the nexus. This energy is given form and purpose
by the individud’ s strength of will. Through extraordinary discipline, long

contemplation, and deepening awareness of sdlf, the psionicist taps the vast potentid of
his mind.

Psionicists must meet or exceed the following prerequisites.

Ability requirements: Congtitution 11, Intelligence 12, Wisdom 15
Prime requisites. Wisdom, Congtitution
Races allowed: Any

Because the pursuit of psionics require strict mental and physicd discipling, a
psionicigt has two prime requisites: Wisdom and Condtitution. His primary menta ability
score is Wisdom. As the measure of his willpower and enlightenment, Wisdom promotes
the understanding and masgtery of the inner self—the essence of psionic ability. Likewise,
the tremendous stress of using psionics requires a hedthy body to house afit mind. This
is where Condtitution comes into play. Lagtly, Inteligence isimportant to psionicists
because of the reasoning and memorization necessary to the class.

All races digible for use as player characters can become psionicists. Human
psionicigts have no limit on the levels of experience they can attain in their chosen class.
Haf-dves hdf-orcs, and haf-ogres (dueto their partid human heritage) can reach 12th
level. Halflings and gnomes can atain 10th level. Dwarves and elves can reach only 8th
level aspsonicigs. All cregtures not listed here can reach 10th leve.

Dua-Classed and
Multiclassed Psionicists
A human character who has scores of 15 or more in the prime requisites of hisfirst class
and scores of 17 or more in the prime requisites of the class he switchesto can bea
dual-classed psionicist. See the Player’ s Handbook, for more details on dua-class
benefits and redtrictions.

Demihuman characters can be multiclassed psionicigts if they meet the requirements
in the Player’ s Handbook.

Alignment

Psonicigts can be of any dignment, save chaotic. The discipline integral to psonics
can't be maintained by chaotic characters. If apsionicig’s aignment shifts to chaotic for
any reason, he quickly beginsto lose psonic powers. Every day his dignment remains
chaotic, the character must make an ability check againgt one-half his Wisdom score,
rounded down. Each time the character fails this check, he loses access to one psionic
discipline and al the powers rdated to it. The discipline is selected randomly by the DM.



Psionicists who change to chaotic aignment can’t recover PSPs. If apgonicist’s
adignment turns from chaotic back to nonchaotic, he beginsto recover logt disciplinesat a
rate of one per day. Thisis accomplished by making the same halved Wisdom check
described above—success indicates the return of a random discipline from those that
were logt.

Weapon and Armor Restrictions

Psionicigts disdain using wegpons of any sort. Further, they don't have thetime to
properly trainin their use. If apsonicist character wants to use a weapon, he must select
it from the fallowing smdl-szed items: hand crossbow, dagger, dart, dirk, knife, scourge,
sckle, and short sword.

Psionicigts can only use the following types of armor: padded, |eather, studded
leather, and hide. They may aso carry smdl shidds.

Psionicist Benefits

Psonicists have their own THACOs, which are listed on the THACOs and MTHACOs,
above, dong with their respective MTHACOs. MTHACOs for wild talents are listed on
the same table, though these characters must refer to their class's own THACO tables for
caculated attack ralls.

Psonicigs gain a+2 bonus on dl saving throws vs. enchantment/charm spdlls. Thisis
in addition to any magica defense adjusments for high Wisdom scores. the Psonicist
Saving Throw table lists saving throws for this character class.

At Sth levd, apsionicist becomes a contempl ative master. Such amaster can build a
sanctuary to use as his headquarters and can attract followers. A 1st-level psonicist
arrives monthly to study with the master, regardless of whether he builds a sanctuary. The
maximum number of followersis equd to the magter’s Charisma score if he builds a
sanctuary, or hdf that number rounded down if he doesn't.

A magter’ s followers want to learn. They serve in any capacity the master chooses as
long as the master spends at least 10 hours per week ingtructing them. If the master
does't live up to this schedule, the followers leave to find someone else.

Psionicist Advancement

A psionicist earns experience points and advances in leve like members of other
classes, as outlined on Table 79 below.

Psionicists and PSPs

A psionicigt determines hisinitia PSP totd by adding bonuses awarded for high
Wisdom, Condtitution, and Intelligence scores to a base of 15, then adding the result of a
1d6 dieroall:

Wisbonus+ Con bonus + Int bonus + 15 + 1d6 = 1t-level PSP total.

With every leve increase, up to the Sth leve, apsionicist gains additional PSPs by
adding the bonuses to a 1d6 dierall:

Wisbonus + Con bonus + Int bonus + 1d6 = PSPs gained per leve (2 through 8).

Stating a 9th level, apsonicist gains just 3 PSPs per leve, plus his Wisdom bonus.

Wisbonus + 3= PSPsgained per level (9th level and higher).



Table 79: Psionicist Experience Levels
Psionicist Experience Hit Dice

L evel Points Rall (d6)
1 0 1

2 2,200 2

3 4,400 3

4 8,800 4

5 16,500 5

6 30,000 6

7 55,000 7

8 100,000 8

9 200,000 9

10 400,000 9+2
11 600,000 9+4
12 800,000 9+6
13 1,000,000 9+8
14 1,200,000 9+10
15 1,500,000 9+12
16 1,800,000 9+14
17 2,100,000 9+16
18 2,400,000 9+18
19 2,700,000 9+20
20 3,000,000 9+22

Gaining Disciplines and Powers

Every psonic power belongs to one of the five psionic disciplines: clairsentience,
psychokinesis, psychometabolism, psychoportation, and telepathy. Powers are either
magor (and are cdled sciences) or minor (called devotions). Before apsionicist can learn
apsionic power, he must have access to the gppropriate discipline.

At 1¢ levd, apsonicig selectsone discipline. Thisishisprimary discipline. Asa
psionicist advancesin level, he gains access to additional disciplines (as shown on the
Psionic Progresson table. A psionicist sartsout at 1<t level with four powers within his
primary discipline: one science and three devotions. With each advance in leve, the
psionicist gains additiond disciplines and powers, as outlined. Some additiona pointsto
congder indude the following:

A player can select new powers for his character as soon as the character reaches a

new experience level. These new powers can be sdected from any discipline the

character has access to, including a discipline that was just gained.

Within asingle discipline, a character must have twice as many devotions as sciences.

For example, aplayer can't select athird telepathic science until his character has at

least Six telepathic devotiors.

A character can never learn as many sciences and devotionsin another discipline as

he knowsin his primary discipline. This provides afocus for a hero that he can

adhere to throughout his career.

Table 80: Psionic Progression



Exp. Total Total Total Psionic

L evel Disciplines  Sciences Devotions  Att/Def
1 1 1 3 11
2 2 1 5 V1
3 2 2 7 2/2
4 2 2 9 2/2
5 2 3 10 33
6 3 3 11 3/3
7 3 4 12 4/4
8 3 4 13 4/4
9 3 5 14 5/5
10 4 5 15 5/5
11 4 6 16 5/5
12 4 6 17 5/5
13 4 7 18 5/5
14 5 7 19 5/5
15 5 8 20 5/5
16 5 8 21 5/5
17 5 9 22 5/5
18 5 9 23 5/5
19 5 10 24 5/5
20 5 10 25 5/5
Proficiencies

Like dl character classes, psonicists have various proficiencies available to them.
The Psonicigt Proficiency Sotstable below, ligs theinitia number of weapon and
nonwegpon proficiencies avallable to this class, aswell as the rates a which these
characters earn new dots. Characters start with theinitial two weapon and three
nonwegpon proficiencies available to psonicists. PSonicigs can learn aweapon
proficiency for any wegpon they can use.

Table 81: Psonicist Proficiency Slots

Weapon Proficiencies Nonweapon Proficiencies

Initial # Levels Penalty Initial # Levels

2 5 —4 3 3
Initial Refers to the number of proficiency dots available to 14-leve psonicigts.
#Levels Indicates how many levels apsionicist must advance before receiving a

new dot. He receives one new weapon dot at levels 5, 10, 15, and 20. He
receives one new nonweapon dot at levels 3, 6, 9, 12, 15, and 18.

Penalty A modifier to apsionicigt’s attack roll when he uses aweapon heisn't
proficient with.

Bonus Proficiencies
A psionicigt receives bonus proficiencies upon creation. They don't take up any of a
psionicist’s available dots. These bonus proficiencies are contact and menta armor,



which alow the psionicist to participate in psionic combet.

The Psionicist Group

The table below (along with the “Generd” group tablein the PHB) ligsthe
nonwespon proficiencies available to psonicists a the regular dot cost. Add oneto the
cost for proficiencies taken from other groups.

Table 82: Nonweapon Proficiencies
General Group———

Proficiency Slots  Ability M odifier
Contact 1 Wisdom O
Mental Armor 1 Wisdom -2

Psionicist Group

Proficiency Slots  Ability Modifier
Gem Cutting 2 Dexterity —2
Harness Subconscious 2 Wisdom -1
Meditative Focus 1 Wisdom +1
Musdca Insrument 1 Dexterity -1
Reading/Writing 1 Intdligence  +1
Rejuvenation 1 Wisdom -1
Rdigion 1 Wisdom 0

Note: Italicized proficiencies are described in this book. All others are in the Player’s
Handbook.

Contact: This proficiency gives characters access to the psionic attack forms
necessary to open a closed mind. Contact allows characters to gain psionic atacks as they
become available with level advancement.

Psionicists automaticaly recaive this proficiency. It doesn't take up any of their
available dots. Asapsonicigt increasesin leve, he automatically receives psonic attack
forms as outlined on the Psonic Progression table. Psonic attack forms don't fill up a
psionicig’s proficiency dots.

Wild talents, on the other hand, must select contact and placeit in an available
nonwegpon proficiency dot if they want to gain its benefits. Once contact is dotted, a
wild talent sdlects one psonic atack. He may sdect an additiond atack by placing itin
an available nonwegpon dot after he has advanced the appropriate number of levels,
according to his group’s progression rate. Wild talents may never have more than three of
the five pgonic attack forms.

Har ness Subconscious: Through the use of this proficiency, a psonicist temporarily
boosts his PSP total. To procure these extra PSPs, the psionicist’s PSP total must be at its
maximum. Two full days (48 consecutive hours) must be spent gathering energy from
subconscious reserves. At the end of thistime, the psionicist makes a proficiency check.
Success increases his PSP total by 20%, rounded up.

The extra PSPs remain available for 72 hours or until they are used up, whichever
comesfirg. At the end of 72 hours, the psionicist loses as many PSPs as he gained from
his current total (though the total won't drop below 0).



During the 72 hours of boosted energy, the psionicist can't recover PSPsiif his current
total equals or exceeds his usud maximum. Once al of the bonus PSPs have been used,
PSPs can be recovered normally up to the usua maximum.

M editative Focus: This proficiency dlows apsonicig to focus his menta energy
into one discipline, causing al powers within that discipline to receive MTHACO roll
bonuses, powers related to other disciplines receive MTHACO roll pendlties.

The psionicist must meditate for 12 consecutive hours. He recovers PSPs normally
during this meditative state. When the period ends, the character makes a proficiency
check. Success means he has focused his energy into the chosen discipline. All MTHACO
rolls for powers within that discipline receive a +2 bonus for the next 24 hours or until his
PSP total is reduced to 0, whichever comes firgt. All other disciplines get a—1 pendty for
the same period.

Mental Armor: This proficiency alows acharacter to improve his menta armor
cass (MAC). Each time this proficiency is placed in an available nonwegpon dat, the
character’s MAC improves. Nonpsionicistsimprove by +1 for each dot; psonicists
improve by +2. The proficiency may only be dotted once per level advancement.

Rejuvenation: Thisproficency alows apsonicist to recover PSPs more quickly
than is usud by entering arguvenating trance. This tate of degp concentration requires a
successful proficiency check. For every hour a hero maintains this trance (and makes the
check), he regains PSPs at twice the usud rate (one-quarter of histota instead of
one-eighth). He can’t expend PSPs while in thistrance, and his state is much like deep

deep.

Wild Taents A wild taent is a hero from any character class other than the psionicist
classwho has naturd psionic potentid. This potentia can be present in any character,
regardiess of class, dignment, or race. The alignment restrictions of the psionicist class
don't apply to wild talents.

Wild talents have one or two psionic powers, up to three psionic defenses, and up to
three psionic attacks at their disposal once they’ ve reached full power. The psionic
defenses come naturdly, one at atime, according to the Psonic Progression table.

Psionic attacks are only gained after the PC places the contact proficiency in an
available nonwegpon proficiency dot. A wild talent chooses one of the five atack forms
at that time. He may sdlect a second and a third attack form when dots become available
according to his group proficiency progression (as outlined in the Player’ s Handbook).

Testing for Wild Taents

Testing for wild talents involves risk. The test must be performed when a character is
created, when a character’ s Wisdom score increases, when psionics are introduced into a
campaign, or the first time a character recelves psychic surgery.

Every character and monster has a base chance of 1% to be awild talent. Thisis
modified asfollows

Each Wis, Con, or Int score of 18+ +3%
Each Wis, Con, or Int score of 17 +2%
Each Wis, Con, or Int score of 16 +1%
Character is 5th to 8th leve +1%



Character is 9th leve or higher

+2%

Wizard, priest, or non human* Y%

*

Round fractions up. Apply this pendty only once, even if checking anon human

wizard or thelike.

Once a character’ s chance to be awild talent is determined, roll percentile dice.

Results are asfollows:

If the result is more than the modified chance and less than 97, the character isnot a
wild taent.

If the result is less than or equal to the modified chance, the character isawild talent.
The player rolls percentile dice and consults the WIld Taents table. His character’s
PSPs are determined as under the Psionic Strength Points section.

If the result is 97, the character must save vs. degth or his Wisdom is permanently
reduced by 1d6 points.

If the result is 98, the character must save vs. death or his Intelligence is permanently
reduced by 1d6 points.

If the result is 99, the character must save vs. death or his Congtitution is permanently
reduced by 1d6 points.

If the result is 100, the character must save vs. death at —5 or his Wisdom,

Intelligence, and Congtitution scores are al permanently reduced to 3 points.

Table83: Wild Talents

Roll Roll Roll Roll
1d100 Wild Devotion 1d100  Wild Devotion 1d100 Wild Devotion 1d100 Wild Science
— Clairsentient Devotions — — Psychometabolic Devotions —— Psychoportive Devotions —— Clairsentient Sciences —
01-02 All-round vision 28-29  Absorb disease 71-72 Astral projection 01-06 Aurasight
03 Combat mind 30-31  Adrenaline control 73—74 Dimensional door 07-14 Clairaudience
04-05 Danger sense 32 Aging 75-77 Dimension walk 15-22 Clairvoyance
06—07 Feel light 33-34  Biofeedback 78-79 Dream travel 23-27 Object reading
08 Feel sound 35 Body control 80-81 Phase 28-32 Precognition
09 Hear light 36 Body equilibrium 33-36 Sensitivity to psychic
10 Know direction 37-38  Body weaponry — Telepathic Devotions — impressions
11-12 Know location 39-40  Catfall 82-84 Conceal thoughts
13 Poison sense 41 Cause decay 85-87 Empathy — Psychokinetic Science —
14-15 Radial navigation 42-43  Cell adjustment 88-89 ESP 37-44 Telekinesis
16-17 Seesound 44-45  Chameleon power 90-91 Lifedetection
18 Spirit sense 46 Chemical simulation 92-93 Psychic messenger — Psychometabolic Sciences
a7 Displacement 94-96 Send thoughts 45-49 Animal affinity
— Psychokinetic Devotions —48-49  Double pain 97-98 Roll two devotions 50-53 Complete healing
19-20 Animate shadow 50 Ectoplasmic form 99 Roll one science 54-55 Death field
21-22 Control light 51-52  Enhanced strength 100 Roll one devotion and56—-61 Energy containment
23-24 Control sound 53 Expansion one science 62—63 Lifedraining
25 Molecular agitation 54-55  Flesh armor 64—72 Metamorphosis
26-27 Soften 56 Graft weapon 72-80 Shadowform
57-58  Heightened senses
59 Immovability — Psychoportive Sciences —
60-61 Lend health 81-83 Probability travel
62-63  Mind over body 84-86 Teleport
64-65  Reduction
6667  Share strength — Telepathic Sciences —
68-70  Suspend animation 87-92 Mindlink
93-95 No science gained

96—100Roll two sciences

Psionic Powers There are five parametersintegral to each psionic power. They are:



MAC: The number that the user mugt roll againgt with an MTHACO rall to activate
the power againgt an open mind. Bonuses to a power’s MAC score make it lower, thus
harder to hit. While penaties make it higher, and thus easier to roll againgt. See “Using
Psonic Powers’ for more details.

PSP Cost: The number of PSPs that must be spent per round to use a psionic power.
The secondary number isthe PSP cost if the MTHACO rall fails.

Range: The maximum distance from the user a which the power has an effect.
“Touch’ requires the user to make physicd contact with the target—that is, a THACO
roll.

Area of Effect: The physica area or number of beings a power affects. “Persond”
only affectsthe user.

Prerequisite: Other sciences or devotions a character must know before being able to
use a particular power. Some prerequisteswill list aleve. Thisisthelowest leve a
psionicist using this psionic power can be.

Once apsionicist has mastered the powers of his mind, the results can be as
pectacular as the explosive force of the psychokinetic science called detonate or as
subtle as the clairsentient devotion called see sound. Origindly from The Complete Book
of Psionics, Dragon Kings, and The Will and the Way, the psionic powers described in
this chapter have been revised to reflect the new psionics system.

Obvioudy, not every psionic power could be contained here. For the most part,
however, changes have been kept to aminimum and are listed on the Psionic Powers
Summary. The summary provides the statistics needed to convert existing powersto the
new system. The revised datistics, the MAC score, and the reconfigured PSP cost replace
the power score, initid cost, and maintenance cost from the old psionics system.

The powers are divided adphabeticdly into the five disciplines (clairsentience,
psychokines's, psychometabolism, psychoportation, and telepathy). The mgor powers
(sciences) are presented first in each section, followed by the minor powers (devotions).
Each entry includes certain parameters, as described in the accompanying sidebar.

If you' re new to psionics, skip the following paragraph. The explanation of the
changes from the old psionics system to the new may be confusing. If you've used
psionics often in your past campaigns, however, the following paragraph may help you
understand the why behind some of the system changes.

Power scores have been replaced by MAC scores, as the base mechanic for psionics
has been changed from a proficiency system to a combat system. Initid costs and
mai ntenance costs have been combined into asingle PSP cost. Preparation time has been
eiminated. Optiond results aso have been diminated, though they can il be usad if
DMs and players desire.

Clairsentient Powers Clairsentient powers alow characters to perceive things beyond
the naturd range of human and demihuman senses. Revised sciences and devotions are
presented below.

AuraSight
(clairsentient science)
MAC: 7 (base)

PSP Cost: 9/3



Range: 50 yards
Areaof Effect:  Persond
Prerequisite: None

With this power, the user can detect auras (the normally invisible envelope of colored
light thet surrounds all living things). Each use of the power gives the user one piece of
information—either the target’ s alignment (one portion of it) or relative level of power,
but not both smultaneoudy.

This power can be used twice per round (for two PSP costs and with two MTHACO
rolls) to examine two different auras or the same auratwice. The user can be discrest, but
he needs to gaze a the target. Using the power from a distance is less noticegble than
usingit up close.

Theleve (or Hit Dice) of the target character affects the MTHACO roll. The higher
the level of the target, the tougher it isto interpret the aura. The power’s MAC should be
improved by 1 for every three levels (or HD) the target has, rounded down. For example,
an 8th-level target improves the power’sMAC by 2, making it MAC 5 (and therefore
harder to rall agangt).

The DM should rdae game-rdated information in astory sense, rather thanin
mechanica terms. In the case of dignment, the user sees colored light that represents an
eement: 1) blue (lawful); 2) gray (neutrd); 3) red (chactic); 4) white (good); or 5) black
(evil). Rdlative leve of power can be described asfollows: 1) dim aura (alow-leve
target, 14t to 5th leve); 2) bright aura (amid leve target, 6th to 13th leve); 3) dazzling
aura(ahigh-leve target, 14th to 20th leve); and 4) blinding aura (atarget above 20th
leve).

Clairaudience
(clairsentient science)
MAC: 8 (base)
PSP Cost: 5/2
Range: Unlimited
Areaof Effect: Specia
Prerequisite: None

This power alows the user to hear sounds from adistant area. The user picksa
location he knows, makes an MTHACO rall, then listens to everything he would be able
to hear normally if he were standing in that spot. If the user has enhanced hearing, that
ability dso appliesto the use of clairaudience. The power doesn't screen out noise around
the user’s physica body, which may make it difficult to hear sounds dsawhere. The
power doesn't provide any abilities to understand languages or interpret sounds. The
distance of the listening spot modifies the power’ s MAC, as shown below.

Range Power’sMAC
100 yards 8
1,000 yards 6
10 miles 4
100 miles 2



1,000 miles 0
10,000 miles -2
Interplanetary* —4

* Claraudience only works within a given plane or crystal sphere.

For example, a user trying to hear something 10,000 miles away would require arall
againg alower MAC. Instead of 8, for the closest range, the menta armor class would
now be—2. If the user' SMTHACO is 15, he needsto roll a 17 to successfully employ this
power.

Clairvoyance

(clairsentient science)

MAC: 7 (base)
PSP Cost: 5/2
Range: Unlimited
Areaof Effect: Specidl
Prerequisite: None

This power alows the user to see images from a distant location. The user picksa
gpot he knows, makes an MTHACO rall, then looks at everything he would be able to see
if he were standing in that spot. The user’ sfidd of vison is the same as normd, and
turning his head dlows him to scan the area.

Clairvoyance doesn't replace normal vison. The user ill seeswhat’s around his
physica location, with the distant scene superimposed. Closing on€e' s eyes blocks the
double vison and leaves only the distart scene. This power does't enhance vision, O
hidden or invisible objects remain undetected. The distant sceneisvisud only; thereisno
sound.

The distance of the viewing spot modifies the power’s MAC, as shown below.

Range Power’sMAC
100 yards 7
1,000 yards 5
10 miles 3
100 miles 1
1,000 miles -1
10,000 miles -3
Interplanetary* -5

* Clairvoyance only workswithin a given plane or crystd sphere.

Object Reading
(clairsentient science)
MAC: 7
PSP Cost: 12/6
Range: 0

Area of Effect: Touch



Prerequisite: None

This power dlows the user to detect psionic impressions |eft on an object by a
previous owner. These impressions include the owner’ s race, sex, age, and dignment.
The power can dso reved how the owner came to possess the item and how helogt it. An
object can be read successfully only once per experience level. Additiona readings at the
same leve reved no new informeation.

The amount of information gained depends on the MTHACO roll. Successrolls sart
with the number the user needs to get MAC 7 and then improve from there, as noted
below. The user learns the information listed, plus dl results aboveit.

Success Rall I nformation Gained

Oto+2 Last owner’srace

+31t0 +4 Last owner’s sex

+5t0 +6 Last owner’s age

+7 Last owner’s dignment

+8 and up How last owner gained and |lost object

All-Round Vision
(clairsentient devotion)

MAC: 8

PSP Cost: 5/2
Range: 0
Areaof Effect: Personal
Prerequisite: None

This power lets the user seein dl directions Smultaneoudy. This has obvious
bendfits, including a+2 surprise roll bonus to the user for encounters where being able to
seeisan advantage. There is a penalty, however. While this power isin effect, gaze
attacks againgt the user receive a +4 bonus.

Combat Mind
(clairsentient devotion)
MAC: 6

PSP Cost: 4/2
Range: 0
Areaof Effect: Personal
Prerequisite: None

This power gives the user an unusudly keen understanding of his enemies and their
fighting tactics. As aresult, the user’ s Sde gains a—1 bonusto dl initiative rolls during
combat for every round the power isin effect. Thisbonusisin addition to any other
modifiers that may gpply.

Danger Sense
(clairsentient devotion)



MAC: 8

PSP Cost: 3/1
Range: 50 yards
Area of Effect: Persona
Prerequisite: None

This power produces a dight tingling sensation at the back of the user’ s neck
whenever ahazard or threat is near. When a character wants to activate this power, the
DM makesthe MTHACO rall for the character in secret. The DM informs the user
whether the power has been successfully activated, but not how high the roll was. For
every round that the user keeps the power in effect, he receives advance warning about
the generd direction of athrest.

No details about the type of danger are learned, or how or when the danger will strike.
How much warning depends on the MTHACO rall. If the roll succeeds by +1 to +6, the
user receives warning just moments before danger rikes. This gives him the opportunity
to act before the danger strikes in the round, but no time to warn others. If the roll
succeeds by +7 or better, the user knows whether danger is lurking within the area of
effect afull round before it shows itsdf.

In addition to the above benefits, the power givesthe user a+2 bonusto surprise
rolls.

Feel Sound

(clairsentient devotion)
MAC: 8

PSP Cost: 4/2
Range: 0
Areaof Effect: Personal
Prerequidte:; None

This power makes the user’ s body sengtive to sound. It alows the user to continue to
hear even if his ears are disabled. He can't detect sound where there is none, and the
power doesn’'t work within areas of magical silence. The user gainsa +2 bonus againg dl
sonic attacks or effects, including asiren’s song.

Know Location
(clairsentient devotion)

MAC: 8

PSP Cost: 8/3
Range: 0
Areaof Effect: Personal
Prerequisite: None

This power aids characters who travel viateleportation, gates, or other planes of
existence. When used successtully, it reveals generd information about the user’'s
location. The information is no more detailed than the responses of asmple farmer to the
question “Where am 17" Some typical responses are “ A few miles southwest of Wingot



Mountain”; “In the house of Hetch the Blind”; and “On atropica idand in the Turomil
Sea”

The higher a successitul MTHACO roll, the more precise the location. A roll of +1 to
+4 higher than the MAC specifies alocation within 10 miles. A roll of +7 or +8 higher
than the MAC targets an areawithin amile. A roll of +9 or higher than the MAC gives
the location in a planar context (“the Astral Plane”).

Martia Trance
(clairsentient devotion)

MAC: 7

PSP Cost: 7/3
Range: 50 yards
Areaof Effect: Persona
Prerequisite: 3rd level

This power helps the user in psonic combat. By entering a trance before combat
begins, the user focuses his complete attention on the psionic activity, tuning out other
digractions. While in the trance, the user gainsa+1 bonusto dl menta attack ralls, in
addition to any other modifiers that may apply.

The trance ends when the user chooses to end it, by any moderate physica contact (a
blow, shake, or dap), or when his PSPs are reduced to 0. As his attention iscompletely
focused on the psonic battlefield, any melee attacks againgt him hit automatically and
cause maximum damage.

Poison Sense

(clairsentient devotion)

MAC: 10

PSP Cost: 11

Range: 1-yard radius
Areaof Effect: Personal
Prerequisite: None

This power enables a user to detect the presence of poison and identify itslocation
within 1 yard of hisbody (or presence, if he uses clairvoyance or astra projection). The
type of poison and how it can be negated aren’t reveded, only its presence.

Psionic Sense

(clairsentient devotion)

MAC: 8

PSP Cost: 2/1

Range: 200-yard radius
Areaof Effect: Personal
Prerequisite: Mindlink

This power alows the user to detect psonic activity anywhere within 200 yards of his
location. Any expenditure of PSPs condtitutes psionic activity. The firgt successful use of



this power reveals whether someone or something is psionicaly active within range. A
second successful use of the power in the following round reveds how powerful the
activity is and where the psonic activity istaking place (direction and distance). If
psionic activity is occurring in more than one location within the range, the user detects
dl of it.

Power levels are asfollows: 1) low psionic activity (1 to 5 PSPs per round); 2)
moderate psonic activity (6 to 12 PSPs per round); and 3) high psionic activity (13+
PSPs per round).

See Sound

(clairsentient devotion)
MAC: 8

PSP Cost: 4/2
Range: Specidl
Areaof Effect: Personal
Prerequisite: None

This power enables a user to perceive sound waves visudly by converting those
wavesinto light impulses. Only a character who can see with norma vision can use this
power. He can see sound even in darkness, as sound waves don’t require light. The user
can be“blinded” by slence, however.

Psychokinetic Powers Psychokinetic powers move objects across space using only
the energy of a character’s mind. Revised sciences and devotions are presented below.

Create Object

(psychokinetic science)

MAC: 6

PSP Cost: 7/3

Range: 20 yards
Areaof Effect: Specid
Prerequisite: Teekiness

This power dlows a user to assemble matter from air and the surrounding areato
cregte a solid object. Only materials within 20 yards of the user can be used in the
congtruction. The object remains in existence for every round that the user continues to
pay the PSP cost. During the round that the PSP cost isn’t paid, the object breaks apart.
An object created with this power can have any shape, color, and texture the user desires,
provided it fulfills at least one of these conditions:

Fits within a sphere no more than 4 feet in diameter.

Fits within a cylinder no more than 20 feet high and 1 foot in diameter.

Fits within a cylinder no more than 2 feet high and 6 feet in diameter.

Weighs no more than 10 pounds.

Detonate
(psychokinetic science)



MAC: 5

PSP Cost: 15/5

Range: 60 yards

Areaof Effect: 1 item, 8 cubic feet
Prerequisite: Tdekiness molecular agitation

With this power, the user harnesses, focuses, and explosively releases the latent
psionic energy indde non sentient (O Intelligence) plants and inanimate objects. The
power also works againgt animated undead (skeletons and zombies), but does't affect
incorporeal undead. It can’t be used againgt animals, intelligent creatures, or free-willed
undead.

The explosion causes destructive damage to the target, based on the MTHACO rall. If
theroll isequal to the power'sMAC, 10% of the target areais destroyed. For every
number rolled above the MAC, an additional 10% is destroyed, up to atotal of 8 cubic
feet of materid (by asingle power use).

Mongters such as skeletons and golems targeted by the detonate power take damage
based on the percentage of their mass that was destroyed, losing an equal percentage of
hit points. Magicdly animated materid, like golems, can make a saving throw vs. spdl to
resst detonation.

Wegpons and armor that have been detonated receive pendties of —1 to attack rolls
and AC values for each 10% destroyed. Magicd items make a saving throw vs.
disntegration to resst detonation. Vulnerable objects or living things within 10 feet of
the target suffer 1d10 points of damage from the resulting explosion. A save vs. breath
weapon reduces damage to half.

Project Force
(psychokinetic science)

MAC: 6

PSP Cost: 10/4
Range: 200 yards
Areaof Effect: Personal
Prerequisite: Teekiness

This power dlows the user to focus a psychokinetic “ punch” againgt atarget up to
200 yards away. If used offensively, this punch causes damage equa to 1d6 points plus
the target’s Armor Class (negative armor classes are subtracted from the die roll). Only
AC provided by actua armor is added to or subtracted from the roll—not Dexterity or
magica bonuses. A successful save vs. breath wegpon reduces the damage to half.

Project force can aso be used to trigger traps, throw levers, open doors (not locked or
latched), break windows, etc. No attack roll is needed, just the MTHACO roll to activate
it.

Telekinesis
(psychokinetic science)
MAC: 8

PSP Cost: 3+/1



Range: 30 yards
Areaof Effect: litem
Prerequisite: None

This power alows the user to move objects without touching them. Telekinesistends
to be physicdly taxing, asit takes alot of interna energy to move objects. Smal objects
are easy. But larger, more massive objects are sgnificantly more difficult.

The cost listed above assumes the object being moved weighs three pounds or less.
For heavier objects, use the following:

PSP cost equals the item’ s weight in pounds.

The power’s MAC improves by a bonus equa to one-third of the item’sweight,

rounded down. For example, moving a 10—pound rock requires rolling against aMAC

of 5.

Telekines's moves the targeted item up to 60 feet per round. Items moving at such a
dow rate of speed don’'t make effective wegpons, but items weighing more than three
pounds can be used to disrupt spellcasting or psionic use. The user rolls his base THACO
score to hit, with a pendty equa to one-third of the item’ s weight, rounded down. For
example, if ahero whose THACO is 15 wants to attack a priestesswhose AC is0, he
needs an 18 or better to hit her with a 10-pound rock.

Teekinesis can be used to perform very fine work, such aswriting or sawing. The
user must be capable of performing the work himsdf, and a second MTHACO roll (and
second round of power use) is needed to complete fine work. If the hero wants to use the
power to pull an item away from an opponent, use the rules for psychic contests, except
that the defender uses his Strength score to decide the contest.

Animate Object

(psychokinetic devotion)

MAC: 7 (base)

PSP Cost: 5/2

Range: 50 yards

Areaof Effect: 1 item, 100 pounds
Prerequisite: Tdekiness

This power alows the user to control the movement of an otherwise inanimate object,
giving it the appearance of life. For example, animate object can make chairswak or
stones dance, though objects being animated must weigh 100 pounds or less. The
materid the item is made of affects the difficulty of the task, as indicated below.

Material Power’'sMAC
Cloth, paper 7
Live wood, dead animd 6
Dead wood, bone 5
Water 4
Thin metal 3
Thick metd 2



Stone 1

Once animated, dl materids become flexible to some extent, though fluid motion is
uncommon. Animated items move like puppets, with jerky, clumsy maotions. If theitem
was rigid initidly, it makes loud creaking, groaning, or grating sounds as it moves. An
animated item moves up to 60 feet around (movement rate 6). It can be used to attack,
acting like aclub with a THACO of 20 and a damage score of 1d6 points.

Control Light
(psychokinetic devotion)

MAC: 8

PSP Cost: 6/2

Range: 25 yards
Areaof Effect: 400 square feet
Prerequisite: None

This power dlows the user to manipulate ambient light. He can't create light from
darkness, but he can create darkness from light. Use of control light can accomplish the
fallowing:

- Deepen exiging shadows. A thief hidden in such shadows receives a +20% bonus to
his hide-in-shadows ralls.

Brighten existing shadows. This reduces athief’ s hiding ability by 20%.

Brighten alight source until it becomes blinding. Those exposed to the light receive a

—2 pendlty to atack rolls.

Dim alight source. This has no effect on attack rolls.

Extend shadows into areas that are well lit. Only existing shadows can be lengthened,

increasing in size by 200%.

Extend light into aress that are in shadow. Shadows can be reduced by 50%.

Control Sound
(psychokinetic devotion)

MAC: 5

PSP Cost: 3/1

Range: 100 yards
Area of Effect: 1 spexific sound
Prerequisite: None

This power alows the user to shape and dter existing sounds. A man’ swords could
emerge asalion'sroar, or the noise of marching soldiers can be made to sound like the
wind of a sandstorm. Sounds also can be layered, so that one singer can be made to sound
like achair. Control sound can aso dampen anoise. The player must specify what sound
his character intends to diminate. For example, the user might quiet the strike of a
hammer or erase the creak of adoor. He couldn’t eiminate both at once, however.

Control Wind
(psychokinetic devotion)



MAC: 5

PSP Cost: 12/5

Range: 500 yards
Areaof Effect: 1,000 yards
Prerequisite: Tdekiness

With this power, a user can gain limited control over wind speed and direction. The
gpeed of any existing wind can be increased or decreased by 10 miles per hour or 25%—
whichever is greater. The direction of the wind can be changed by up to 90 degrees.
These changes are temporary, lasting only aslong asthe PSP cost is paid. The changes
occur in the round that the power is successfully activated. The wind returnsto its
origina course and speed the round that the PSP cost is not paid.

Wind above 19 miles per hour prevents anything smaler than a human from flying
and imposes a—4 modifier on missle fire. On the water, such wind makes sailing
difficult. Wind gusting a more than 32 miles per hour causes minor damage to ships and
buildings. Thiswind aso kicks up clouds of dust and prevents dl but the largest creatures
from flying. Wind more than 55 miles per hour prevents dl flight, knocks down trees and
wooden buildings, and may swamp ships. Wind more than 73 miles per hour isa
hurricane gde.

Inertid Barrier

(psychokinetic devotion)

MAC: 6

PSP Cost: 6/2

Range: 0

Areaof Effect: 3-yard diameter
Prerequisite: Tdekiness

This power is used as a defense, creeting a barrier of psonic energy around the user
and anyone within three yards of him. This barrier softens missile blows, shielding the
user from damage by dowing and absorbing some or dl of the potentid damage caused
by incoming attacks. However, the barrier dso dows outgoing missle attacks—a
drawback the user should consider.

The power protects against damage from these forms of atack: any nonmagica
missle wegpon; any physical missile created by magic; any misslewith magica
bonuses; flames, some breath wegpon attacks (depending on the nature of the breath);
acid; gas, dl forms of disntegration; and faling (damage is haved). Inertid barrier
cannot stop missiles conjured from pure magic or protect against raw heet or cold, pure
energy or light, or gaze weapons. An inertia barrier cannot kegp enemies out, but it does
dow them. Anyone trying to cross a barrier must siop moving when contact is made. In
the next round, the barrier can be crossed (either entering or exiting).

Missle wegpons, whether passing into or out of the barrier, inflict damagein a
modified fashion because the power sgps energy from the missile. If amissle drikesits
target after passing through the barrier (in ether direction), the attacker rolls for damage
as norma. However, the defender then rolls the same die to see how much damage the
barrier absorbed. (Note: The defender doesn’t include any magical bonuses the wegpon



may have.) The defender subtracts his die roll from the attacker’ s damage totdl. If
anything remains, the defender loses that many hit points. If the defender’ sroll equas or
exceeds the tota damage, the wegpon falls harmlesdy to the ground. If the missileis
explosive, the barrier prevents weapon damage but not explosive damage.

Levitation

(psychokinetic devotion)

MAC: 8 (base)
PSP Cost: 5/2

Range: 0

Areaof Effect: Personal
Prerequisite: Teekiness

This power dlows the user to float by using tlekiness on himsdlf. The user can lift
himsdf a the rate of 1 foot a second, or 60 feet around. He can descend as quickly as he
wants by smply letting himself fall, then dowing down as he nears the ground. The user
can aways levitate his own weight. Additiona weight, such as equipment or passengers,
isahindrance. Every 25 pounds of added weight improves the power'sMAC by 1.

Levitation ign't flying. The power provides no horizonta movement. The user can
hover motionlesdy and drift with the wind, or he can push off awal or other fixed object
and drift up to 60 feet around in a sraight line. He can't stop, however, until he meets
another solid object, lowers himsdlf to the ground, or stops paying the PSP cost. Two
powers—control wind and project force—can hdlp the levitating user propd himsdlf
forward and change direction. The use of these additiona powers requires the extra
expenditure of PSPsand MTHACO ralls.

Molecular Agitation
(psychokinetic devotion)

MAC: 10

PSP Cost: 7/3

Range: 40 yards

Areaof Effect: 1 item, 20 pounds
Prerequisite: None

This power enables the user to excite the molecules of a substance, causing paper to
ignite, wood to smolder, or skin to blister, for example. The degree of destructionis as
follows, depending on the number of rounds the item is agitated:

One round. Readily flammable materias, such as paper and dry grass, ignite; kin

becomes red and tender (1 point of damage); wood becomes dark.

Two rounds. Wood smolders and smokes; metal becomes hot to the touch; skin

blisters (1d4 points of damage); hair melts; paint shrives.

Three rounds. Wood ignites, metal scorches (1d4 points of damage); skin burns away

(1d6 points of damage); water bails, lead melts. The damage inflicted doesn't

increase beyond this round, but targets continue to suffer the 1d4 or 1d6 points for

each subsequent round the power continues.

Four rounds. Sted grows soft.



Five rounds. Sted mdts.

Magicd items receive saving throws against magicad fire, but a+10 pendty is applied
to the number needed. The heat produced by this power is highly destructive as it comes
from ingde the item instead of outside,

Molecular Manipulation
(psychokinetic devotion)

MAC: 7

PSP Cost: 6/2

Range: 15 yards
Areaof Effect: 2 square inches
Prerequisite: Teekiness

This power alows the user to wesken an object’s molecular bonds. When stressis
gpplied to the object or ablow is struck, it snaps. The user can create one “wesk point” of
gpproximately 2 square inches each round. Deterioration occurs across a plane (in two
dimensions, not three). One round’ s application is enough to fatally weeken most smal
objects (knives, ropes, saddle straps, bows, etc.). Larger objects require more time and
are subject to the DM’ s discretion.

The DM must decide how vulnerable molecular manipulation makes larger, oddly
shaped items (such as doors and shields). An object need not bein two piecesto be
usdess. A amdl boat, for example, isunsafeif it hasacrack initshull.

Psychometabolic Powers Psychometabolic powers affect the user’s body by altering
it in some way. Revised sciences and devotions are presented in this section.

Animd Affinity
(psychometabolic science)
MAC: 5

PSP Cost: 7/3
Range: 0
Areaof Effect: Personal
Prerequisite: None

With this power, the user develops an affinity for aparticular animd type. Rall on the
list below to determine the animd type (see the Monstrous Manud for descriptions). The
user undergoes aphysica change when this power is used, depending on the anima and
ability. For example, he may gain wings or claws.

When the user activates this power, he temporarily gains one of the animd’s
attributes. He can gain the anima’s Armor Class, movement rate and mode; physical
attacks, damage, and THACO; hit points; or any other specid ability—though only one of
these can be gained at atime. The attribute lasts for every round that the cost is paid.
Switching to a different attribute requiresanew MTHACO rall.

1d20 Result
1 Ape



2 Barracuda

3 Boar

4 Bul

5 Crocodile

6 Eagle giant

7 Elephant

8 Falcon

9 Griffon

10 Grizzly bear

11  Lion

12 Panther (black leopard)
13  Drdft horse

14 Peregrinefadcon (hawk)
15 Rattlesnake

16  Scorpion, giant

17  Shak
18 Stag
19 Tiger
20 Wolf

* Congtrictor or poison, player's choice.

Complete Heding
(psychometabolic science)
MAC: 7

PSP Cost: 25/5

Range: O

Areaof Effect: Personal
Prerequisitee None

This power dlows the user to hed himsdf completely of dl allments, wounds, ad
norma diseases. He must place himself in atrance for 24 hours to accomplish the
hedling. The tranceis deep; it can’t be broken unless the user loses 5 or more hit points.
During the hedling trance, the user’ s body repairsitsdf at an incredible rate. At the end of
the 24 hours, he awakens, restored to complete hedlth in every regard except for the PSPs
expended to use the power. If the user failshis MTHACO rall, the power can’'t be
activated; the trance breaks after 1 hour, costing 5 PSPs.

Metamorphosis
(psychometabolic science)
MAC: 4

PSP Cost: 6/3
Range: 0
Areaof Effect: Personal

Prerequisite: None



This power resembles magica polymor phing, but it has awider gpplication. The user
can change himsdf into anything with gpproximately the same mass as his body: awolf,
achair, or even atree. While in thisform, the user retains his own hit points and THACO,
but he gainsthe AC of the new form. He dso gains al physica attacks the form alows,
but no magicd or specid ahilities. A new attack ability depends on the form chosen; a
tree, for example, can't attack, so it has no THACO. Nonmagical movement isaso
gained. If the user metamorphs into another character race, use the Monstrous Manual
book’ s descriptions for that race.

Some forms have intring ¢ advantages. Changing into a fish or rock renders the user
immune to drowning, though he doesn’t retain any senses not normally associated with
his new form. He may opt to keep some of his own senses when he transforms, but these
are likey to give him away.

Like any massve change of shape, metamorphosis causes great physica sress. The
user must make a system shock roll. If theroll fails, he expends 6 PSPs, changes form
only for 1 round, and immediately passes out for 2d6 turns.

Shadowform
(psychometabolic science)
MAC: 5

PSP Cost: 5/2
Range: 0

Area of Effect: Personal
Prerequisite: None

This power transforms the user into living shadow. The user, his clothing, armor, and
up to 20 pounds of equipment al transform. He can blend perfectly into any other
shadow. His movement rate, however, is 6 (regardless of what it was before), and he can
only travel through darkness and shadow. Areas of open light are impassable.

While in shadowform, the user only can be noticed by life detection, other types of
psionic detection, or by atrue seeing spdl. He can’'t harm anyone physicdly or
manipulate any corpored objects, but he can use psionic powers.

Adrenaline Control
(psychometabolic devotion)

MAC: 6

PSP Cost: 5/2
Range: 0
Areaof Effect: Personal
Prerequisite: None

This power temporarily boosts the amount of adrendine in the user’s system, giving
him physicad advantages. He gains 1d6 points to divide among his Strength, Dexterity,
and Condtitution scores as he chooses, thus increasing them while the power isin effect.
He recaives dl of the normal bonuses for high ability scores during this period. (If used
to increase Condtitution, the user might temporarily gain bonus hit points. Damage
auffered is subtracted from the extra hit pointsfirst.)



Exceeding racid maximums is dangerous. When an attribute is increased beyond the
racd maximum and the user stops paying the PSP cost, he must make a system shock
check; he suffers 1d6 points of physicad damageif the rall fails.

Body Control
(psychometabolic devotion)
MAC: 5

PSP Cost: 6/2
Range: 0
Areaof Effect: Personal
Prerequisite: None

This power adlows the user to adapt his body to a hostile environment. The change
must be keyed to a specific surrounding: water, acid, extreme hest, extreme cold, an
elementd plane, etc. If the power works, the user not only survives, he behaveslike a
native organism. He can breathe and move normally, suffering no damage from the
environment. However, a character who can survive extreme cold is il vulnerableto a
cone of cold spell.

Body Equilibrium
(psychometabolic devotion)
MAC: 6

PSP Cost: 2/1
Range: 0
Areaof Effect: Personal
Prerequisite: None

This power dlows the user to adjust his body weight to correspond to the surface he's
gtanding on. Thus, he can walk on water, quicksand, Sit, or even a spider’ s web without
anking or bresking through. If the user isfaling when he activates this power, he fals
dowly enough to escgpe injury. Because of how light weight the user becomes when this
power isin effect, he must be wary of wind gusts, which can easily blow him about.

Body Weaponry

(psychometabolic devotion)

MAC:

PSP Cost:
Range:
Areaof Effect:
Prerequisite:

6

6/3

0
Personal
None

This power dlows the user to convert one of hisarmsinto aweapon. Virtudly any
sort of wegpon can be imitated, except ranged weapons (such as bows) or any weapon the
user isn't proficient with. The arm actualy becomes rock, bone, wood, or metal and
assumes the weagpon’ s form. It behaves in every respect like a norma weapon of the
chosen type, with the bonus that it can't be dropped or stolen.



Cannibalize
(psychometabolic devotion)

MAC: 7
PSP Cost: 0
Range: 0
Areaof Effect: Personal
Prerequisite: 5th leve

This power alows the user to cannibdize his own body for extra PSPs. When
activated successfully, the user can take Condtitution points and convert them directly to
PSPs at aratio of 1:8 (1 Congtitution point equals 8 PSPs). The user can access these
PSPs any time, asif they were part of histotd.

The Condtitution reduction isn't permanent, but it is debilitating and long-lagting. The
user immediately loses bonus hit points that accompany high Congtitution scores. His
system shock and resurrection surviva chances are reduced. All psychometabolic powers
receive MAC bonuses (making them harder to use) equd to the number of Congtitution
points that were cannibaized. The user recovers one cannibdized point of Congtitution
per week of rest. Rest means staying quietly in a safe place; adventuring is not allowed.

Cdl Adjustment
(psychometabolic devotion)

MAC: 6

PSP Cost: 5+
Range: Touch
Areaof Effect: Individua
Prerequisite: None

This power alows the user to heal wounds and cure nonmagical diseases—exduding
such unnatura diseases as mummy rot and lycanthropy. He can cure adiseasein 1 round
by spending 5 PSPs and making a successful MTHACO roll. If therall falls, the disseseis
too widespread in the victim’s system. The user must continue spending 5 PSPs each
round until he succeeds in activating the power. Note that a cure performed through this
power doesn't automatically restore logt hit points. However, the user can heal up to 4
points of damage in each subsequent round by spending 5 PSPs per hit point recovered (4
hit points for 20 PSPs per round maximum). The user can't cure a disease and restore hit
points during the same round.

Chameleon Power
(psychometabolic devotion)

MAC: 7 (base)
PSP Cost: 4/1
Range: 0
Areaof Effect: Persond
Prerequisite: None

This power changes the coloration of the user’ s skin, clothing, and equipment to



match the nearest background. The match is autometic; the user doesn’t choose the
appearance. The change takes severa seconds to occur. As the user moves, the coloration
shiftsto reflect any changes in the surroundings.

This power makes the user extremely difficult to spot. For every round the power isin
effect and the user remains till, he can avoid detection Smply by successtully rolling
againg the power’sMAC. If the user moves, the MAC score increases (to MAC 5).
Chame eon power is mogt effective in naturd surroundings, where the user’s coloration
can best conced him. In an urban setting, or in an areawithout natural cover during broad
daylight, the power'sMAC scoreisimproved to MAC 3.

Heightened Senses
(psychometabolic devotion)
MAC: 7

PSP Cost: 31
Range: 0
Areaof Effect: Personal
Prerequiste: None

This power dlows the user to sharpen al hisnorma senses: Sght, hearing, taste,
amdl, and touch. (DMs might alow other applications as they seefit.) With heightened
senses, the user has a good chance to notice thieves hiding in shadows or moving Slently.
Thisis represented by athief’s skill chance being cut in haf if someone with heightened
sensesis observing him. Even if the thief is dready hidden, he must roll again when the
user of this power enters the area.

Someone with heightened senses can aso track by sense of smdl. He must make an
Intelligence check every turn to Say on thetrail or to recover it if he losesit. While
tracking, the user’s movement rate is reduced by 50%. Thetrail can be no more than 24
hours old. Ranges for the user’ s hearing and seeing are tripled while this power isin
effect. Further, he can ingest small quantities of possibly poisoned or impure foods,
identifying the substance without causing himself harm. The user can identify dmost
anything by touch. He can identify any item he has previoudy handled and can dso tell if
an item was handled in the last five minutes,

Psychoportive Powers These powers alow psionic travel, moving a character
without physical action. Revised sciences and devotions are below.

Banishment

(psychoportive science)

MAC: 8

PSP Cost: 15/6
Range: 5yards
Areaof Effect: Individua
Prerequisite: Teleport

With this power, the user can teleport a creature againgt itswill to a pocket dimension
and hold it there for as long as he chooses to continue spending 15 PSPs per round. The



cresture being banished must be within 5 yards of the user. The pocket dimension is
featureess, with a benign environment—hot or cold, light or dark, but not so much asto
cause injury.

The banished creature returnsto its original location as soon as the user stops paying
the PSP cost. This boomerang feature won't harm the creature. If the creature has access
to the Agtrd or Ethered Planes, or if it can teleport between planes, it can try to return
prior to the expiration of the power by rolling an Intelligence check at —3.

Summon Planar Cresture
(psychoportive science)

MAC: 6

PSP Cost: 40/20 or 80/40
Range: 200 yards
Areaof Effect: 1 creature
Prerequisite: Teleport

With this power, the user can reach into another plane, grab whatever cregture he
happens to find there, and teleport it to his own plane. The creature is disoriented for 1
round after arriving, suffering a—2 pendty on dl dierolls for initiative, attacks, and
saving throws. The user can make the summoned cregture gppear anywhere within 200
yards of hispogtion. If the user rolls the MAC number exactly, the creature appears
within 10 yards. The PSP cost is 40 for a creature from the Agtral or Ethered Planes, 80
for one from the Inner or Outer Planes. Failure cogts haf the indicated PSPs.

The user chooses the plane from which the creature will come. He doesn't choose the
creature, however; that's determined at random. A creature from the Elemental Planesis
usudly an eementa of the gppropriate type. A creature from the Outer Planes could be a
native or avigtor. DMs are encouraged to see the Planescape™ line for idess.

This power offers no control over the summoned cresture and doesn't return it to its
home plane after a set amount of time—it merely teleports something from there to here.
To berid of the creature, the user must banish it, teleport it again, kill it, or somehow
contral it.

Teleport

(psychoportive science)

MAC: 9 (base)
PSP Cost: 10+/5+
Range: Unlimited
Areaof Effect: Personal
Prerequisite: None

This power alows the user to travel to afamiliar spot. Teleport isinstantaneous and
aways takes a character to afixed location. There isa dight audible pop at both ends,
ggnding use of the power. The destination must be a place the user knows or can picture
mentaly. Even if the user never has been there, he may 4ill know alocation via use of
ESP or another power. He can aso teleport to a place even if it has changed from the way
he pictures it; rearrangement won't hamper the teleport power.



Redtraints don’t affect this power. The user can bring his clothes, smdl items, and
equipment (up to one-fifth of his body mass). Doubling the amount of PSPs spent to
activate the power lets the user carry up to three times his body mass, or to take aong up
to two others he has afirm grasp on. The cost to use this power varies with the distance
traveled, asindicated below.

Distance PSP Cost Power’'sMAC
10 yards 10/5 9
100 yards 20/10 8
1,000 yards 30/15 7
10 miles 40/20 6
100 miles 50/25 5
1,000 miles 60/30 4
10,000 miles 70/35 3
Interplanetary™* 100/50 2

* Teeport only works within agiven plane or crystal sphere.

Teleport Other

(psychoportive science)

MAC: 8 (base)

PSP Cost: 10+/5+

Range: Unlimited
Areaof Effect: 1-3individuds
Prerequisite: Teleport

This power isidentical to teleport, except that it is used to teleport characters other
than the user. The user ays where heis while someone e seis teleported. The character
must be willing to be teleported or otherwise have an open mind. If the user paystwice
the usual PSP cost, he can teleport up to three characters—provided they are firmly
grasping one another.

Distance PSP Cost Power’'sMAC
10 yards 10/5 8
100 yards 20/10 7
1,000 yards 30/15 6
10 miles 40/20 5
100 miles 50/25 4
1,000 miles 60/30 3
10,000 miles  70/35 2
Interplangtary*  100/50 1

* Teleport other only works within agiven plane or crysta sphere.

Astral Projection

(psychoportive devotion)
MAC: 8



PSP Cost: 3/1

Range: Not gpplicable
Area of Effect: Persona
Prerequisite: None

This power dlows the user to travel without his physica body by creating an astrd
form that immediatdly legpsinto the Astra Plane. Only creatures or characters who are
aso on the Adrd Plane can seeit. A slvery cord connects the astrd body to the physica
one. Thistranducent string stretches 10 feet from the astral body before becoming
invisble. If the cord is severed, both the astrd and physical bodies die—killing the user.
The cord is nearly indestructible, however. 1t only can be savered by a powerful psionic
wind or the silver sword of agithyanki.

The Adrd Planeis used to get to other destinations—a distant point on the Prime
Material or alocation on another plane, for example. When the user reaches his
degtination, atemporary physica body isformed there. It resembles the user’ s real body,
and the two remain connected by the slvery cord. However, atemporary physica body
isn't formed if the user travels to another location on the same plane as hisred body. He
can view that distant location in astral form, but he can't affect the arealin any physicd,
magicd, or pgonic way.

Blink

(psychoportive devotion)
MAC: 9

PSP Cost: 4/2
Range: 0
Areaof Effect: Personal
Prerequisite: Teleport

This power dlows the user to make a series of random, short-range teleportations that
make him very hard to hit in combat. Each round, the user automatically blinksonce at a
randomly determined time in the initiative order. Roll 1d10 and note the initiative number
of the blink. To Strike a the user, his opponents must have a better initiative than his
blink time. The user may attempt to strike before he blinks, but he must beet the blink
initiative with his own roll or hold his action until the end of the round. Each blink carries
the user 3d10 feet in arandom direction. (Roll 1d8: 1 = straight ahead; 2 = ahead and to
the right; 3 = to the right; and so on.) However, the user’ s blink won't carry himinto a
solid object or any kind of danger, such asinto afire or over adliff.

Dimensiona Door
(psychoportive devotion)

MAC: 7 (base)

PSP Cost: 3/1

Range: 50+ yards
Areaof Effect: Not gpplicable

Prerequisite: None



With this power, the user opens a human-sized portd that leads to the edge of another
dimenson. The edge acts as alightning-quick trangt system, carrying travelersto a
destination chosen by the user. A gleaming porta gppearsin front of him. At the same
time, an idertical portal gppears wherever the user wants it (within the power’ s range).
The door can have any orientation desired. Stepping into either portd adlows a character
to immediately step out of the other. Both doors remain in place aslong as the PSP cost is
met.

A door has only one side and no thickness; it doesn't exist from the “back” and can’t
be used to screen missile attacks. Up to five characters each round can use adoor. If a
group lines up, 10 can step through around.

Commuting viathis power is disorienting. Indeed, atraveler emerges dazed and can’'t
attack or move for around. Even just poking a head through a door requires a system
shock roll. Failure means the hero loses 50% of his current hit points and passes out for
1d6 rounds. Attacks made through a door suffer a—4 pendty. Distances between doors
improve the power’'sMAC, as below.

Distance Between Doors MAC Bonus

50 yards 7
75 yards 5
100 yards 2
150 yards 0
200 yards -3
Dimension Walk
(psychoportive devotion)
MAC: 8
PSP Cost: 5/2
Range: Not applicable
Areaof Effect: Personal
Prerequisite: None

With this power, the user opens avaguely shimmering porta, which lets him travel
from place to place in his own dimension by piercing other dimensons a right angles.
This has two advantages over adimensiona door. The first being that a dimension wak
ig't physicaly traumatizing, and the second being that the range of trave is greeter. The
user can actudly travel through this dimension a the speed of 21 miles per turn.
However, this power alows only the user to travel, and the portd closes behind him
ingantly.

The user finds himsdlf engulfed in afeaturdess, inky grayness. He can’'t see where he
isor where he' s going. He has only hisindinct to guide him, and he must make a
Wisdom check every turn. If these checks succeed, he'll find himsdlf & his chosen
destination when he steps out of the dimensiona realm. If any check fails, he strays off
course by severd miles. The DM can place the character in any location within the
maximum distance he traveled from his arting point. It's up to the user to figure out his
location, as the power does nothing to help him gain his bearings.

The user can take with him whatever he can carry, though bags of holding and other



dimensiond devices spill their contents if taken into the gray reelm. If anything livesin
the gray, it never bothers (or can't interact) with dimension wakers.

Phase

(psychoportive devotion)
MAC: 10

PSP Cost: 6/2
Range: 0
Areaof Effect: Personal
Prerequisite: None

This power dlows the user to shift his body into a different frequency of motion,
making him transparent to the unphased world around him. While this power isin effect,
the user can walk through solid matter. No physical force or energy can harm him,
though other phased objects or creatures can do so.

A phased character can move vertically at 10 feet each round; over solid ground at his
norma movement rate; over water or St a haf normd; and through solid metter at
one-fourth the normd rate. If a character fails to pay the cost while moving through solid
matter, he suffers 3d10 points of damage, falsinto acomafor 1d6 hours, and phases
immediately into the Ethered Plane. Note that a phased character is't affected by
gravity. If aheroisfaling off adiff and activates this power, he retains any momentum
he had and phasesinto the ground 212 feet for every 10 feet he fals. He must then have
enough PSPsto reverse hisfal and phase out of the ground or suffer the consequences
noted above.

A phased character receives a+2 bonusto his MAC during psionic combat and gets a
+2 bonusto dl saving throws vs. mind-affecting magic or effects. Conversdly, his
MTHACO receives a—2 pendty.

Teleport Trigger
(psychoportive devotion)

MAC: 8

PSP Cost: 2 per hour/1
Range: Unlimited
Areaof Effect: Personal
Prerequisite: Teleport

This power dlows the user to establish a pecific event that will ingantly activete his
teleport power. It isareflexive event, occurring as soon as the conditions are met without
any conscious effort on the part of the user. After successfully rolling the power’'sMAC
number, the user must specify where he wants to teleport and define very specificaly
what conditions will trigger that teleport. These conditions can be anything he chooses,
but they must happen in hisimmediate vicinity to activate the trigger.

When the teleport is triggered, the user must have enough PSPs remaining to pay the
teleport codt. (If he doesn't, the power failsto activate.) He must dso make a tel eport
MTHACO rall. If therall falls, the power doesn’t work. The trigger remains active as
long as the user pays the PSP cost.



Telepathic Powers Telepathic powersinvolve the direct contact of two or more
minds. Revised sciences and devotions are presented below in this section.

Domination

(telepathic science)

MAC: 8

PSP Cost: 6+/3+
Range: 30 yards
Areaof Effect: Individua
Prerequisite: Mindlink

This power only can be used on an open mind. With it, the user projects menta
commands into the mind of one other being. The dominated target knowswhat's
happening, but he can't resist the user’ swill, so he isforced to do nearly anything the
user wishes. Thetarget’ s abilities remain unaffected by this power, and he can be made to
use any power he possesses—assuming the user knows about it. Domination doesn't
reveal facts or secrets about the target.

When domination is attempted, the target makes a saving throw vs. spdl. If
successful, the target isn't dominated. If the save falls, the target fals under the user's
control for aslong as the user pays the PSP cost. The PSP cost is dependent on the
target’ slevel, as shown below. Later, if the target is forced to do something againg his
alignment, he can attempt another saving throw to regain his free will.

Target’sLevel PSP Cost
1-5levesor HD 6/3
6-10 levdsor HD 12/6
11-15levelsor HD 22/11
16-20 levelsor HD 32/16
21+ levdsor HD 50/25

Mindlink

(telepathic science)

MAC: 8

PSP Cost: 7+/3+

Range: Unlimited

Areaof Effect: Individua

Prerequisite: None

This power only can be used on an open mind, alowing the user to communicate
wordlesdy with any intdligent creature. Thisis two-way communication. It isn't the
same as mind reading, because the user receives only those thoughts the target wantsto
send. Language isn't abarrier to mindlink. The PSP cost is determined by the target’s
level, as shown below.

Target’sLevel PSP Cost



1-5levelsor HD 7/3
6-10 levdsor HD 8/4
11-15levdlsorHD  9/5
1620levdlsorHD  11/6
21+ levelsor HD 12/6

Probe

(telepathic science)

MAC: 8

PSP Cost: 8+/4+
Range: 2 yards
Area of Effect: Individua
Prerequisite: ESP

This power only can be used againgt an open mind. With it, the user can dig deeply
into atarget’s subconscious. If the target fails a saving throw vs. spdll, then al of his
memories and knowledge are accessible to the user—from memories degp below the
surface to those il fresh in the target’ s mind. The information istrue (or at least the
target believesit to be true).

A probe can be tried during melee if the user is close enough and the target’ smind is
opened. The user knows when a probed spellcaster is casting a spell and what the generd
effects of that spell are. The user can learn the answer to one question per round, though
DMs can dter thisrate. Complex questions and answers may take longer than around to
resolve. The PSP cost is per the target’ s level, as shown below.

Target’sLeve PSP Cost
1-5levelsor HD 8/4
6-10 levelsor HD 9/5
11-15levesor HD 10/5
16-20 levelsor HD 11/6
21+ levelsor HD 13/7
Psychic Surgery

(telepathic science)

MAC: 8

PSP Cost: 9+/5+

Range: Touch

Areaof Effect: Individud
Prerequisite: Mindlink, 7th level

This power alows the user to repair psionic damage. He can operate on himself if
need be, but the power’s MAC improvesto 5. Phobias, aversions, idiocy, comas,
saizures—all these mentd allments and more can be treated and cured. However, curses
or magica conditions such as charms can’t be cured by this power. Nor can the surgery
cure possession, though it can identify such a condition and force psionic combeat. Most
such alments can be cured in 1 turn. If the MTHACO rall falls, the problem istoo great



for the user; he can try again when he gains anew experience levd.

This power has two specid uses. Firg, it can help characters unleash their wild
taents. If the user performsthis kind of operation successfully, the patient gains a +2%
bonus to hiswild talent roll.

Second, the user can make the effect of any telepathic power permanent without any
PSP costs. The power isn't bestowed upon the recipient, only the effect. This hasthe
fallowing redtrictions: 1) The power must have a range greeter than O; 2) the surgeon
must know the power and successfully use it on the patient; 3) the user can't do thistype
of operation to himsdlf or another psionicist; 4) only one power can be made permanent
per turn, and 5) if the MTHACO roll equas the MAC number, the procedure takes 2
turns. Likewise, this power can dso remove a permanently implanted power. The PSP
cost is determined by the target’ s level, as below.

Target’sLevel PSP Cost
1-5levesor HD 9/5
6—10 levelsor HD 10/5
11-15levelsor HD 11/6
16-20 levelsor HD 12/6
21+ levesor HD 14/7

Awe

(telepathic devotion)

MAC: 6

PSP Cost: 4+/2+

Range: 0

Areaof Effect: 20 yards

Prerequisite: Mindlink

This power only works on an open mind. With it, the user can cause another character
to hold him in awe. Characters affected by this power are mentaly cowed—they sense
the user’ s “awesome might.” They have no desire to serve or befriend the user, but they
won't attack him unless forced to do so. If possible, they’ll avoid the user completely and
take the first opportunity to escape his presence. The PSP cost for this power is based on
the target’ s leve, as shown below.

Target’sLevel PSP Cost
1-5levdsor HD 4/2
6-10 levdsor HD 5/2
11-15levelsor HD 6/3
16-20 levelsor HD 8/4
21+ levdsor HD 9/5

Conceal Thoughts
(telepathic devotion)
MAC: 10
PSP Cost: 4/2



Range: 0
Areaof Effect: 3yards
Prerequisite: None

This defensive power protects the user against psionic or magica ESP, probes,
mindlinks, and other powers and spellsthat read or detect thoughts. It gives the user a+2
MAC bonus and a+2 to saving throws when defending againgt such effects.

ESP

(telepathic devotion)

MAC: 6

PSP Cost: 6+/3+
Range: Unlimited
Areaof Effect: Individua
Prerequisite: None

This power only works on an open mind. Extrasensory perception (ESP) dlows the
user to read someone else’s mind. The user can perceive surface or active thoughts. He
can't use ESP to explore atarget’ s memories or to delve into his subconscious. Most
intelligent creatures tend to think in words, so language can be a barrier to understanding.
Uninteligent creatures think in pictures. Magicd thought, such as when awizard castsa
spell, isunintdligible to this power. However, the user can recognize such thoughts as
part of the spellcasting process. The PSP cost is shown below.

Target’sLevel PSP Cost
1-5levdsor HD 6/3
6-10 levdsor HD 714
11-15levelsor HD 8/4
1620 levelsor HD 9/5
21+ levelsor HD 11/6

Inflict Pain

(telepathic devotion)

MAC: 5

PSP Cost: 3+/2+

Range: Touch

Area of Effect: Individua

Prerequisite: Mindlink

“This power only can be used on an open mind. It isa particularly nasty form of
torture, dthough no actud harm isinflicted on the target, and the power leaves no
physica scars or marks. Only evil characters can learn this power fredly; others find their
dignments twigting toward evil if they learn and useinflict pain.

If the target is an NPC who is being questioned, he is dlowed a saving throw vs.
parayzation to withstand the agony. If hefails, he begs for mercy and answers questions
asthe DM seesfit. If the user finds away to employ this power in combat, the target is



gl entitled to a saving throw. Success means he grits his teeth and keeps on fighting.
Failure means the pain imposes a—4 pendty to his attack rolls that round or disrupts and
ruins spellcasting. PSP costs depend on the target’ s level.

Target’sLevel PSP Cost
1-5levdsor HD 3/2
6-10 levdsor HD 4/2

11-15levdsor HD 5/3
1620 levdlsor HD 6/3

21+ levesor HD 8/4
Invisibility
(telepathic devotion)
MAC: 6
PSP Cost: 3+/2+
Range: 100 yards
Areaof Effect: Individua
Prerequisite: Mindlink

This power only can be used on open minds. It differs sgnificantly from the spell
invighility. Thisis adduson thet affects specific minds, not an illuson thet affects
everyone; the only real change occurs in those whose minds were opened. Thus, the user
must open each mind he wants to deceive, for only to these minds will he appear
invisble. He can see himsdf, and so can anyone whose mind wasn't opened. Only beings
within 100 yards can be affected by this power.

The user must make a separate MTHACO roll for each delusion and pay a separate PSP
cost for each. A delusion is defined as one invisible character as perceived by one other
being. The user can make anyone who is human Sze or smdler invigble with this power,
not just himself. Note that this power affects vison only; observers may Hill be able to
hear or smdll “invisble’ characters. PSP costs are as follows.

Target’sLevel PSP Cost
1-5levelsor HD 3/2
6-10 levdsor HD 4/2
11-15levelsor HD 5/3
16-20 levelsor HD 6/3
21+ levelsor HD 8/4

Life Detection

(telepathic devotion)

MAC: 7

PSP Cost: 3/1

Range: 100 yards

Area of Effect: Vaies

Prerequisite: None



This power alows the user to scan for the presence of living, thinking crestures
within alimited area. If heis scanning at short range, he can cover alarge angle. At long
range, the angleis significantly reduced. He can scan 180 degrees to arange of 40 yards,
90 degreesto 60 yards, or 30 degreesto 100 yards. One round of scanning detects
humans, demihumans, humanoids, mammas, and monsters with 8 or more Hit Dice. A
second round detects al creatures with less than 8 Hit Dice. In either case, the user
receives an accurate count.

The DM should make the MTHACO roll and keep it secret from the player. If the user
doesn't detect anything, he won't know whether nothing’ s there or the power failed.

Send Thoughts

(telepathic devotion)

MAC: 8

PSP Cost: 3+/2+
Range: Unlimited
Areaof Effect: Individud
Prerequisite: None

This power only works on an open mind, alowing the user to send his thoughts to
another mind via one-way communication. He can send information or Smply use the
power to distract the target. If the target isawizard casting aspdll, he getsa save vs.
gpdl. If the wizard fails his save, his concentration is broken and the spdll fails. If the
target is digtracted while in melee combat, he receives a—2 pendlty to dl attack rolls.

Target’sLevel PSP Cost
1-5levelsor HD 3/2
6-10 levelsor HD 4/2
11-15levelsor HD 5/3
16-20 levelsor HD 6/3

21+ levelsor HD 8/4
Sight Link
(telepathic devotion)
MAC: 6
PSP Cost: 5+ per turn/3+
Range: Unlimited
Areaof Effect: Individua
Prerequisite: Mindlink

Only usable againgt open minds, this power lets the user tap into another’ s visua
senses, dlowing him to see whatever that being sees. The user’s own vison is unaffected.
If the linked character is subjected to a gaze attack, the user must make an appropriate
saving throw or aso be affected by the gaze.

Target’sLevel PSP Cost
1-5levesor HD 5/3



6-10levelsor HD 6/3

11-15levdsor HD 714
1620 levdsor HD 8/4
21+ levdlsor HD 10/5

Psionic Powers Summary Beow isalisting of al psionic powers currently in the
AD&D game. Each has two new datistics, aMAC score and a PSP cog, replacing the
old power score, initial cost, and maintenance cost from the origina source. The number
to the right of the dash isthe cogt if the MTHACO rall falls. All other details of the
powers remain the same, unless new descriptions have been provided in this book.
Powers are from The Complete Psionics Handbook unless noted otherwise,

Table 84: Psionic Powers
Clairsentient Sciences

Power MAC PSP Cost
Appraise 6 14/6
Aurasghtl 7 9/3
Claraudiencel 8 5/2
Clarvoyancel 7 5/2
Cosmic avarenes2,3 7 12/6
Detection3 9 8/3
Object readingl 7 12/6
Precognition 8 18/10
Psychic clone? 6 16/6
Sengtivity to

psychicimpressons 8 5/3
Spirit lore2,3 7 13/5
Subjective redity2,3 8 14/7
Truesght2,3 8 10/4

Clairsentient Devotions

Power MAC PSP Cost
All-round visonl 8 5/2
Bone reading2,3 10 15/5
Combat mind1 6 4/2
Danger sensel 8 3/1
Environment4 7 5/3
Fed light 8 5/3
Fed moisture4 9 3/1
Fed soundl 8 4/2
Hear light 8 4/2
Know course3 7 4/hour/2
Know direction 8 1/1
Know locationl 8 8/3
Martid trancel,2 7 7/3
Poison sensel 10 1/1



Predestination2,4 9 Olyear/4
Probability

manipulation2,3 6 10/5
Psionic sensel,2 8 2/1
Radid navigation 7 6/hour/3
Retrospection2 8 120/40
Safe path2,3 8 6/3
See ethered 3 7 31
See magic3 9 6/2
See soundl 8 4/2
Sengtivity to

observation3 10 5/2
Spirit sense 8 8/4
Trall of destruction2,4 9 5/2
Watcher’s ward3 7 3/hour/1
Weather prediction2,4 7 10/4

Psychokinetic Sciences

Power MAC PSP Cost
Create object1,2 6 713
Detonatel,2 5 15/5
Disntegrate? 7 30/10
Kinetic control3 7 8/3
Megakinesis2,3 8 20+/10+
Molecular

rearrangement2 6 12/hour/6
Project forcel,2 6 10/4
Suppress magic2,3 5 8+/4+
Telekinessl 8 3+/1+
Telekinetic barrier23 6 12/5
Tdekinetic flight2,3 8 7/3

Psychokinetic Devotions

Power MAC PSP Cost
Animate objectl,2 7 5/2
Animate shadow 8 4/2
Bdligtic attack2 6 5/3
Compact4 9 4/1
Concentrate water2,4 6 10/3
Control body2 6 8/4
Control flames2 8 4/2
Contral light 8 6/2
Control soundl 5 3/1
Control windl,2 5 12/5
Create sound2 7 5/2
Cyrokiness3 10 713



Deflect2,3 8 4/2
Ghost writing2,4 9 5/2
Inertid barrierl,2 6 6/2
Levitationl,2 8 5/2
Magnetize3 8 2+/1+
Mass manipulation2,3 7 9/3
Molecular agitationl 10 713
Molecular bonding2,3 8 4/2
Molecular

manipulaionl,2 7 6/2
Momentum theft2,3 7 5+/3+
Oppositereaction24 7 5/2
Return flight4 7 31
Soften 8 31
Sassfidd2 6 20/10
Static discharge2,3 7 5/2

Psychometabolic Sciences

Power MAC PSP Cost
Animd afinityl 5 7/3
Complete hedingl 7 25/5
Degath fidd 3 35/15
Elementa

composition2,3 5 8/3
Energy containment 6 9/3
Lifedraining 6 6/3
Metamorphosisl 4 6/3
Nerve

manipulation2,3 6 14/5
Poison smulation2,3 6 16/6
Regenerate2,3 5 8iturn/4
Shadowforml 5 5/2
Solit persondity2 8 15/6

Psychometabolic Devotions

Power MAC PSP Cost
Absorb disease 6 10/4
Accelerate3 6 10/5
Adrendinecontroll 6 5/2
Alter features2,3 7 4fturn/2
Aging 5 9/5
Biofeedback 6 4/2
Body control1 5 6/2
Body equilibriuml 6 2/1
Body weaponryl 6 6/3
Cannibdizel,2 7 0



Carapaced
Cafdl
Cause decay
Cause deep3
Cdl adjustment1
Chameleon powerl
Chemicd smulation
Cognitive trance3
Displacement
Double pain
Ectoplasmic form
Enhanced strength
Enhancement2
Expansion
Fighting trance3
Flesh armor
Forced symmetry4
Gird2
Graft wespon
Heightened sensesl
Immovability
Intengfy2
Iron will3
Lend hedlth
Magnify2
Mind over body
Pheromone
discharged
Photosynthesis3
Prolong2
Reduction
Rigidity2,4
Share strength
Spider touch3
Splice?
Strength of
the land2,4
Sugpend animation 6
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Power

Banishment1,2

Planar transposition2,3
Probability travel

Summon planar creaturel,2

Summon planar energy2,3

2
B

Psychoportive Sciences

2/1
4/2
4/2
4/2
5+/3+
4/1
7/3
4/2
4/2
712
9/3
vaies
14/6
3/1
2/1
5/2
12/5
2 _cost
5/2
3/1
712
6+/3+
4/2
4/1
vaies
10/day/4

2/1
3lturn/1
3/1
varies
5/3

3/1

3/1
varies

4/2
12/5

MAC PSP Cost

8 15/6

6 varies

8 11/hour/5

6 40/20 or 80/40
8 30/10



Teleportl 9 10+/5+

Teleport otherl,2 8 10+/5+
Timetravd2,3 vaies  30+/hour/15+
Wormhole2,3 7 12+/6+
Psychoportive Devotions

Power MAC PSP Cost
Asgrd projectionl 8 3/1
Blink1,2,3 9 4/2
Dimensond doorl 7 3/1
Dimensond

screen2,3 6 7/3
Dimenson blade2,3 7 5/2
Dimension wak1 8 5/2
Dream trave 7 1/25miles/1
Duodimenson3 6 6/3
Ethered travelerd 8 5/2
Phasel,3 10 6/2
Phase object2,3 9 6+/3+
Pocket dimension3 10 6/turn/3
Shadow walk3 7 O+/4+
Spatid distortion3 6 5+/3+
Summon object2,3 6 30+/12+
Teleport lock2,3 8 4/2
Teleport object2,4 7 25+/10+
Teleport triggerl,2 8 2/hour/1
Timedilation2,3 8 varies
Time duplicate2,3 8 22/11
Time shift2 8 16/6
Time/space anchor 8 3/1
Wrench 8 10/5

Telepathic Sciences

Power MAC PSP Cost
Auradteration2 8 10/5
Dominationl,2 8 6+/3+
Empower2 4 vaies
Fatelink2 5 6/turn/3
Hdlucination2,3 7 vaies
Mass domination?2 6 vaies
Mindflame2,3 7 30/15
Mindlink1 8 7+/3+
Mindwipe2 5 8/3
Probel,2 8 8+/4+
Psychic surgery1,2 8 O+/5+
Superior invighility2 6 6/rd/target



Switch persondity2
Ultrablast2

Power
Acceptanced
Alignment
Sabilizationd
Amnesa2,3
Attraction2
Aversion2

Awel,2

Beast mastery2,4

Conceal thoughtsl

Convergence?

Daydream2

Empathy

ESP1

Fase sensory input2

Focus forgiveness

Hivemind4

|dentity penetration

Impossible task4

Incarnation awareness

Inflict painl,2

Insect mind4

Invincible foes2

Invishility1,2

Life detectionl

Mind bar

Mysterious travelerd

Phobia amplification2

Mant mind3

Post- hypnotic
uggestion2

Psonic inflation2

Psonic resdued

Psionic vampiriam2,3

Psychic blade2,3

Psychic drain2

Psychic
impersonation2

Psychic messenger

Receptacle2

Reptile mind4

Repugnance?

Send thoughtsl

Telepathic Devotions
MAC
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40/15
7525

PSP Cost
4fturn/2

11/day/4
varies
8/3

8/3
4+/2+
6+/day/3+
4/2

8/3

4/2

3/1
6+/3+
5/2
4/hour/2
2/1

6/3
6/day/3
12/5
3+/2+
3/1

6/2
3+/2+
3/1

5/2

2/1

5/2

4/2

3/HD/3
7/3
15/5
varies
5+/2+
14/6

5/hour/2
4/2

0

2/1

8/3
3+/2+



Sensory

suppression2,3 7 vaies
Sght link1,2 6 S5+/turn/3+
Sound link2 6 5+/turn/2+
Suppress fear3 10 5/2
Synaptic Satic2 6 11/5
Tastelink2 6 5+/turn/2+
Tedempathic

projection2 9 5/2
True worship4 10 5/2
Truthear2 10 31
Notes

1 Revised power described in this book.

2 Power requires a prerequisite to use.

3 Power described in The Will and the Way (TSR 2431).
4 Power described in Dragon Kings (TSR 2408).

Appendix: Complied Tables

Table 2: Stamina

Stamina Score Weight Allowance
3 5
4-5 10
67 20
89 35
10-11 40
12-13 45
14-15 55
16 70
17 85
18 110
18/01-50 135
18/51-75 160
18/76-90 185
18/91-99 235
18/00 335
19 485
20 535
21 635
22 785
23 935
24 1,235

25 1,535



Table 3: Muscle

Muscle
Score

3

4-5

6-7

8-9
10-11
12-13
14-15

16

17

18
18/01-50
18/51-75
18/76-90
18/91-99
18/00

19

20

21

22

23

24

25

Table4: Aim

>
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12-15
16
17
18
19
20
21

Att. Dam.
Adj.  Ad|.
-3 -1
-2 -1
-1 0
0 0
0 0
0 0
0 0
0 +1
+1 +1
+1 +3
+1 +3
+2 +3
+2 +4
+2 +5
+3 +6
+3 +7
+3 +8
+4 +9
+4 +10
+5 +11
+6 +12
+7 +14
Missile Pick
Adj. Pockets
-3 -30%
-2 —25%
-1 —25%
0 —20%
0 —20%
0 —15%
0 -15%
0 -10%
0 5%
0 0%
+1 0%
+2 +5%
+2 +10%
+3 +15%
+3 +20%
+4 +20%

M ax.
Press
10
25
55
90
115
140
170
195
220
255
280
305
330
380
480
640
700
810
970
1,130
1,440
1,535

14
15(3)

16(6)

16(8)

17(10)
17(12)
18(14)
18(16)
19(17)
19(18)

Open
Locks
-30%
—25%
—20%
—20%
-15%
—15%
-10%

—5%
0%
0%
+5%

+10%
+15%
+20%
+20%
+25%

Bend Bars
Lift Gates
0%
0%
0%
1%
2%
4%
7%
10%
13%
16%
20%
25%
30%
35%
40%
50%
60%
70%
80%
90%
95%
99%



22 +4 +25% +25%

23 +4 +25% +30%

24 +5 +30% +30%

25 +5 +30% +35%
Table 5 Balance

Balance Reac. Def. Move Climb

Score Ad;. Adj. Silently Walls

3 -3 +4 -30% —30%

4 -2 +3 -30% —25%

5 -1 +2 -30% —20%

6 0 +1 -25% —20%

7 0 0 -25% —-15%

8 0 0 -20% -15%

9 0 0 -20% -10%

10 0 0 -15% 5%

11 0 0 -10% 0%

12 0 0 5% 0%

13-14 0 0 0% 0%

15 0 -1 0% 0%

16 +1 -2 0% 0%

17 +2 -3 +5% +5%

18 +2 —4 +10% +10%

19 +3 -4 +15% +15%

20 +3 4 +15% +20%

21 +4 -5 +20% +20%

22 +4 -5 +20% +25%

23 +5 —-6 +25% +25%

24 +5 —6 +25% +30%

25 +5 -6 +30% +30%
Table 6: Health

Health  System Poison

Score Shock Save

3 35% 0

4 40% 0

5 45% 0

6 50% 0

7 55% 0

8 60% 0

9 65% 0

10 70% 0

11 75% 0

12 80% 0

13 85% 0

14 88% 0



15 90% 0
16 95% 0
17 97% 0
18 99% 0
19 99% +1
20 99% +1
21 99% +2
22 99% +2
23 99% +3
24 99% +3
25 100% +4

Table 7: Fitness
Fitness  Hit Point Resurrection
Score Adjusment Chance
3 -2 40%
4 -1 45%
5 -1 50%
6 -1 55%
7 0 60%
8 0 65%
9 0 70%
10 0 75%
11 0 80%
12 0 85%
13 0 90%
14 0 92%
15 +1 94%
16 +2 96%
17 +2(+3) 98%
18 +2(+4) 100%
19 +2(+5) 100%
20 +2(+5)* 100%
21 +2(+6)** 100%
22 +2(+6)** 100%
23 +2(+6)*** 100%
24 +2(+7)*** 100%
25 +2(+7)*** 100%

Table 8: Reason
Reason Spel Max.# Spdl
Score Level Spdls Immunity
3-8 —
9 4th 6
10-11 5th 7 —
12 6th 7



13 6th 9 —

14 7th 9 —
15 7th 11 —
16 8th 11 —
17 8th 14 —
18 Sth 18 —
19 Sth All 1
20 Sth All 2
21 Sth All 3
22 Sth All 4
23 9th All 5
24 Oth All 6
25 Sth All 7

Table 9: Knowledge
Knowledge Bonus# % Learn

Score Profs. Spell
3-8 1 —

9 2 35%
10 2 40%
11 2 45%
12 3 50%
13 3 55%
14 4 60%
15 4 65%
16 5 70%
17 6 75%
18 7 85%
19 8 95%
20 9 96%
21 10 97%
22 11 98%
23 12 99%
24 15 100%
25 20 100%

Table 10: Intuition
Intuition Bonus % Spell

Score Spells  Failure
3 0 50%
4 0 45%
5 0 40%
6 0 35%
7 0 30%
8 0 25%
9 0 20%



10 0 15%

11 0 10%
12 0 5%
13 1st 0%
14 1st 0%
15 2nd 0%
16 2nd 0%
17 3rd 0%
18 4th 0%
19 1st, 3rd 0%
20 2nd, 4th 0%
21 3rd, 5th 0%
22 4th, 5th 0%
23 1<, 6th 0%
24 5th, 6th 0%
25 6th, 7th 0%

Table 11: Willpower
Willpower Magic Def. Spell

Score Adj. I mmunity
3 -3 —
4 -2 —
5 -1 —
6 -1 —
7 -1 —
8-14 — —
15 +1 —
16 +2 —
17 +3 —
18 +4 —
19 +4 1*
20 +4 2*
21 +4 3*
22 +4 4*
23 +4 5*
24 +4 6*
25 +4 *

Table 12: Leadership
Leadership Loyalty  #of
Score Base Henchmen

~No ok w
N
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8 -1 3
911 0 4
12-13 0 5
14 +1 6
15 +3 7
16 +4 8
17 +6 10
18 +8 15
19 +10 20
20 +12 25
21 +14 30
22 +16 35
23 +18 40
24 +20 45
25 +20 50

Table 13: Appearance
Appearance Reaction

Score Adjustment
3 -5
4 —4
5 -3
6 —2
7 -1
8-12 0
13 +1
14 +2
15 +3
16 +5
17 +6
18 +7
19 +8
20 +9
21 +10
22 +11
23 +12
24 +13
25 +14
Point Allotmentsfor Starting Characters by Race
Race Character Points
Dwarves 45
Elves 45
Gnomes 45
Hdflings 35

Haf-elves 25



Hdf-orcs 15

Hdf-ogres 15
Humans 10
Racial Abilities

Racid abilities cost 5 to 15 character points each, or they can be purchased for varying
amounts as character packages.

Paint Allotmentsfor Starting Characters by Class

Class Character Points
Fighter 15

Pdadin 60

Ranger 60

Thieves 80

Bards 70

Clerics 125

Druid 100

Wizard 40

Specidist Wizard 30
All class ahilities cost 5 to 15 character points.

Nonplayer Character Point Allotment

Class Character Points
Apprentice 10
Silled 15
Master 20

Bonus Points

Bonus proficiency points for a high Intelligence can be spent on Intelligence-based
nonwegpon proficiencies. Fighters can spend the points on weapon proficiencies or on
Intelligence- based nonwegpon proficiencies.

Table 1: Background Events
1d20 Event

Accused of acrime

Apprenticeship

Endaved

Exiled

Failed business venture

Fdl inlove

Hed adisaster

Found or stole avauableitem

Homeess

Ideologicd differences

Joined the circus
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12 Kidnapped

13 Killed someone
14 Made a powerful enemy
15 Orphaned

16 Ran away from home
17 Reformed

18 Touched by magic
19 Went to sea

20 Witnessed a crime

Table 27: Thieving Skill Base Scores

Skill Base Chance
Pick Pockets 15%
Open Locks 10%
FindRemove Traps 5%
Move Silently 10%
Hide in Shadows 5%
Detect Noise 15%
Climb Walls 60%
Read Languages 0%
Detect magic 5%
Detect illuson 10%
Bribe 5%
Tunndling 15%
Escape bonds 10%

Table 14: Racial Requirements
Ability Dwarf EIf Gnome Half-elf Half-orc Half-ogre Halfling Human
Str 8/18 3/18 6/18 3/18 6/18 14/18 7/18* 3/18

Dex 3/17 6/18 3/18 6/18 3/17 3/12 7/18 3/18
Con 1118 7/18 8/18 6/18 8/18 14/18 10/18  3/18
Int 3/18 8/18 6/18 4/18 3/17 3/12 6/18 3/18
Wis 3/18 3/18 3/18 3/18 3/14 3/12 3/17 3/18
Cha 317 8/18 3/18 3/18 312 3/8 3/18 318

*Halfling fighters cannot possess exceptiona Strength scores.

Table 15: Racial Adjustments

Race Adjustments

Dwarf +1 Con, —1 Cha

Hif +1 Dex, —1 Con

Gnome +1 Int, -1 Wis

Haf-df None

Hdf-orc +1 Str, +1 Con, —2 Cha
Hdf-ogre +1 Str, +1 Con, -1 Int, -1 Cha
Hdfling +1 Dex, -1 Str

Human None



Table 16: Racial Level Limits

Dwarf

10

15

Class
Bard
Cleric
Druid
Fighter
Ilusionist
Wizard
Paladin
Ranger
Thief

BEIGIRIR| D

Gnome

9
11
15

13

Half-elf
U

14

9

14

12

16
12

Half-orc  Half-ogre

4 4 8
10 12 9
8 — 15

Halfling Human

cCcCccccccc

U This symboal represents unlimited class advancement for characters of those racesthis.
— A member of this race cannot choose this class.

Table4l: Character Kit Table

Roll percentile dice to determine an adventurer’skit.

Jester
Mariner
Merchant
Mydtic
Noble
Outlaw
Peasant Hero
Pirate

Pugiligt

Rider

Half-elf Half-orc
+10% —

— +5%
+5% —

— +5%
+5% —

+5% 5%
+5% +10%
5% —_

01-03 Acrobat 33-35
0406 Amazon 36-39
07-09 Animd Madter 4042
10-12 Assasdn 4345
13-16 Barbarian 4648
17-19 Beggar 49-51
2022 Cavdier 52-55
23-25 Diploma 56-58
2629 Explorer 59-62
30-32 Gladiator 6365
Table 28: Thieving Skill Racial Adjustments
Skill Dwarf EIf Gnome
Pick Pockets — +5% —
Open Locks +10% 5% +5%
Find/Remove Traps +15% — +10%
Move Silently — +5% +5%
Hide in Shadows — +10% +5%
Detect Noise — +5% +10%
ClimbWalls -10% — -15%
Read Languages % — —
Detect magic +5%  +10% +5%
Detect illusion +5% — +10%
Bribe —5% +15% +5%
Tunneling +10% 1% +5%
Escape bonds — — —

Table 29: Thieving Skill Dexterity Adjustments
Aim, Balance, or Dexterity

Skill
Pick Pockets
Open Locks

9 10 11 12 13-15 16 17
-15% -10% 5% — — — +5%
-10% 5% — — — +5% +10%

6668 Savage

69-72 Scholar

73-76  Scout

77-79  Sharpshooter
8083 Soldier

84-86 Smuggler

8789 Spy

90-93 Swashbuckler
9496 Thug

97-00 Weapon Master
Half-ogre  Halfling Human
5% +5% —
+5% +5% —

N +5% N
—5% +10% —
5% +15% —
+10% +5% —
+10% —15% —
—~10% 5% —
-5% +5% —
-10% — —
+5% — —
5% +5% —
+5% +10% —

18 19 20 21 22
+10% +15% +20% +20% +25%
+15% +20% +20% +25% +25%



Find/Remove Traps -10% -10% -5% — — —_ - +5% +10% +15% +20% +20%

Move Silently —20% -15% -10% -5% — —  +5% +10% +15% +15% +20% +20%
Hidein Shadows  -10% 5% — — — —  +5% +10% +15% +20% +25% +30%
Climb Wadlls -10% 5% — — — —  +5% +10% +15% +20% +20% +25%
Tunneling -10% 5% @ — — — —  — +5% +10% +15% +20% +30%
Escape Bonds -15% -10% -5% — — —  +5% +10% +15% +20% +25% +30%

Table 30: Thieving Skill Armor Adjustments

SKill No Armor Elven Chain Padded or Studded L eather
Pick Pockets +5% —20% -30%

Open Locks — —5% -10%

Find/Remove Traps — —5% -10%

Move Slently +10% -10% —20%

Hide in Shadows +5% -10% —20%

Detect Noise — —5% -10%

Climb Wdls +10% —20% -30%

Tunnding +10% -5% -10%

Escape bonds +5% —5% —-5%

Table31: Bard Scroll Use
Bard Level % Chance

1-2 10%
3-4 20%
5-6 30%
7 40%
8 50%
9 60%
10 70%
11+ 80%

Table 45: Nonweapon Proficiency Groups

GENERAL

Proficiency Cost* Initial Rating Ability

Agriculture 3 7 Intelligence/K nowledge

Animd Handling 3 7 Wisdom/Willpower

Animd Traning 4 5 Wisdom/Willpower, CharismallLeadership
Blackamithing 4 6 StrengthYMuscle, Intdlligence/Knowledge
Boat Pilating 2 6 StrengthYMuscle, Intelligence/Reason
Brewing 3 8 Intelligence/K nowledge

Carpentry 3 7 Strength/Staming, Intelligence/Knowledge
Cobbling 3 7 Dexterity/Aim, Intelligence/Knowledge
Cooking 3 7 Intelligence/Reason

Dancing 2 6 Dexterity/Badance, CharismalAppearance
Deep Diving 2 5 Dexterity/Baance, Condtitution/Hedlth
Engineering 4 5 Intelligence/Reason, WisdomvIntuition
Etiquette 2 8 CharismalA ppearance, WisdonvIntuition
Fire-building 2 8 WisdonmvIntuition, Intelligence/Reason



FHshing

Gaming

Heradry

Leether working
Mining

Modern languages
Musca Insrument
Navigation
Orienteering
Painting

Pottery

Riding, Airborne
Riding, Land
Rope Use
Sculpting

Snging
Seamanghip
Stonemasonry
Svimming
Taloring

Weather Knowledge
Weaving

WNWNDEWONNNNDONWWODNNOOWNDNDW

PRIEST

Proficiency Cost*
Ancient History 3

Ancient Languages 4
Adrology 3

Heding 4
Herbdism 3

Local History 2

Reading/Writing 2
Rdigion 2
Spd|craft 3
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Initial Rating
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Wisdonvintuition, Intelligence/Knowledge
WisdonvIntuition, Intelligence/Knowledge
Intelligence/K nowledge
Intelligence/K nowledge, Dexterity/Aim
WisdonvIntuition, Strength/Stamina
Intelligence/Knowledge
Charisma/Leadership

Intelligence/K nowledge, WisdonvIntuition
Intelligence/Knowledge, Wisdonvintuition
Dexterity/Aim, Wisdom/Intuition
Dexterity/Aim

Wisdom/Willpower, Dexterity/Baance
Wisdom/Willpower, Dexterity/Balance
Dexterity/Aim, Wisdom/Intuition
Dexterity/Aim, WisdonvIntuition
Charisma/Leadership

WisdomvIntuition, Dexterity/Baance
Strength/Stamina, WisdonvIntuition
StrengthVStamina

Dexterity/Aim, Intelligence/Reason
Wisdom/Intuition

Intelligence/Reason, Dexterity/Aim

Ability

WisdonvIntuition, Intelligence/Knowledge
Intelligence/K nowledge
WisdonvIntuition, Intelligence/lKnowledge
WisdomvIntuition, Charismall_eadership

Intelligence/Knowledge, Wisdom/Intuition

Intelligence/Knowledge,
Charisma/Appearance

Intelligence/K nowledge
WisdonvIntuition
Intelligence/Reason

Table 45: Nonweapon Proficiency Groups (continued)

ROGUE

Proficiency Cost*
Ancient History 3
Appraisng 2
Blind-fighting 4
Cryptography 3
Disguise 4
Forgery 3
Gem Cutting 3

Initial Rating Ability

6
8
NA/6

o 01 01O

WisdonvIntuition, Intelligence/Knowledge
Intelligence/Reason, WisdomvIntuition
WisdomvIntuition, Dexterity/Baance
Intelligence/Reason, WisdonvIntuition
WisdonvIntuition, CharismalLeadership
Dexterity/Aim, Wisdom/Willpower
Dexterity/Aim



Juggling
Jumping
Loca History

Reading Lips

Set Snares
Tightrope Walking
Throwing
Tumbling
Ventriloquism

WARRIOR
Proficiency
Animd Lore
Armorer
Blind-fighting
Bowyer/Hetcher
Charioteering
Endurance
Hunting
Mountaineering
Running

Set Snares
Survivd

Tracking
Wegponamithing

WIZARD
Proficiency
Ancient History
Ancient Languages
Adrology
Adronomy
Cryptography
Gem Cuiting
Herbdism
Reading/Writing
Rdigion
Spdllcraft
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*Cogt in character points

Table 46: Traits
Trait

Character Point Cost

Dexterity/Aim
Strength/Muscle, Dexterity/Baance
Intelligence/Knowledge,

Charisma/Appearance
Intelligence/K nowledge, WisdomvIntuition
Dexterity/Aim, Wisdom /Intuition
Dexterity/Bdance
Dexterity/Aim, Strength/Muscle
Dexterity/Baance, Strength/Muscle
Intelligence/Knowledge,
Charisma/Leadership

Ability

Intelligence/Knowledge, Wisdomv/Intuition
Intelligence/K nowledge, Strength/Muscle

WisdomvIntuition, Dexterity/Baance
Intelligence/K nowledge, Dexterity/Aim
Dexterity/Baance, Wisdom/Willpower
Condtitution/Fitness

Wisdomy/Intuition

Strength/Stamina, Wisdom/Willpower

Strength/Stamina, Condtitution/Fitness
Dexterity/Aim, Wisdorm/Intuition
Intelligence/Knowledge,
Wisdom/Willpower

Wisdom/Intuition
Intelligence/Knowledge, Dexterity/Aim

Ability

WisdonvIntuition, Intelligence/Knowledge
Intelligence/K nowledge
WisdonvIntuition, Intelligence/lKnowledge
Intelligence/Knowledge
Intelligence/Reason, Wisdonvintuition
Dexterity/Aim

Intelligence/Knowledge, Wisdonvintuition
Intelligence/K nowledge

WisdomyIntuition

Intelligence/Reason



Allure
Alertness

Ambidexterity

Anima Empeathy
Artigic Ability

Climate Sense
Double-jointed
Empathy

Fast Healer

Glibness
Impersonation

Inherent Immunity/Poison
Inherent Immunity/Disease
Inherent Immunity/Cold
Inherent Immunity/Heet
Internal Compass
Keen eyesght

Keen Hearing

Keen Smdl

Keen Taste

Keen Touch

Light Sleeper

Lucky

Musc/Singing
Musc/Ingrument
Obscure Knowledge
Precise Memory
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Table 44: Ability Modifiersto Proficiency Scores

Ability/ Proficiency

Subability Modifier

3 -5

4 —4

5 -3

6 —2

7 -1

8-13 0

14 +1

15 +2

16 +3

17 +4

18+ +5
Weapon Proficiency Slots
Class Character Point Cost per Sot
Warrior 2

Rogue 3



Priest 3
Wizad 3

Table 47: Disadvantages
Character Point Bonus

Disadvantage Moderate Severe
Allergies 3 8
Bad Tempered 6 —
Bruise Easly 8 —
Clumsy 4 8
Colorblind 3 —
Compulsive Honesty 8 —
Cowardice 7 15
Deep Sleeper 7 —
Fanaticism 8 —
Greed 7 —
Irritating Persondlity 6 —
Lazy 7 —
Powerful Enemy 10 —
Phobia: Crowds 4 10
Phobia Darkness 5 11
Phobia: Enclosed Spaces 5 11
Phobia: Helghts 5 10
Phobiac Magic 8 14
Phobia: Monster

(specific) 4 9
Phobia: Snakes 5 10
Phobia: Spiders 5 10
Phobia Undead 8 14
Phobia Water 6 12
Tongue-tied 6 —
Unlucky 8 —

Table 48: Weapon Proficiency CP Costs
Class Cost

Warrior 2
Rogue 3
Priest 3
Wizard 3

Purchasing Weapon Proficiencies Out of Class

Character ClassWeapon Character Point
Class isFrom Cost

Rogue Warrior 4

Priest Warrior 4

Wizard Rogue 5

Wizard Warrior 6



Warriors can purchase a proficiency in any single weapon a a cost of 2 character points.

Table 50: Nonproficiency Attack Penalties

Class Nonpr oficiency Familiarity
Warrior -2 -1
Wizard -5 -3
Priest -3 —2
Rogue -3 -2
Psonicist -4 —2
Nonclassed NPC -4 -2
Table51: Shield Proficiency Effects

Shidd Type  AC Bonus #Attackers
Buckler +1 One

Smdl +2 Two
Medium +3 Three
Body +3/+4 vs. missiles Four
Table 52: Fighting Styles by Character Class
Fighting Style Eligible Classes
One-handed Weapon All

Wegpon and Shied Warriors, Priests
Two-handed Weapon Warriors, Priests, Mages
Two Weapon Warriors, Rogues
Missle Warriors, Rogues

Horse Archer Warriors, Rogues
Thrown Weapon All

Specid* Varies

* This category includes styles specific to certain wegpons and/or cultura backgrounds.
Examples include the net and trident style used by some Roman gladiators, or the twin
sasof askilled ninja

Two Weapon Style

The proficiency dot spent to specidize in this difficult Syle requires 1 additiond
character point when it is first acquired—aexcept for rangers, who can buy it for the same
cod as any other fighting style specidization.

Designating a Weapon of Choice
Character Class Character Point Cost

Warrior 2
Rogues 3
Priests 3
Wizards 4

Gaining Proficienciesin Weapon Groups,



WarriorsOnly
Character Point Cost  Group

4 tight

6 broad
Table 53: Gaining Weapon Specialization

Character Minimum

Character Class Point Cost Level
Fighter 2 1
Multi-class Fighter 4 2
Ranger/Pdadin 4 3
Priest 6 5
Rogues 8 6
Wizards 10 7

Gaining Weapon Expertise
Character Class Character Point Cost*
Warrior
Rogues
Priests
Wizards

ab~phpN

* The character point cost isreduced by 1 if the character electsto gain an expertise with
his wegpon of choice.

Table 54: Gaining Weapon Mastery

Character Minimum
Character Class Point Cost L evel
Fighter 2 5
Multi-class Fighter 8 6
Ranger/Pdadin 8 7

Buying Character Points
Characters can buy character points with weath. Exchanging one-third of a character’s
money nets 1 point. At the DM’ s discretion, up to 3 point can be gained thisway.

Gaining Character Points

Each time acharacter gains an experience level, he dso gains 3 to 5 character points—at
the DM’ s discretion—that can be used on wegpon and nonwegpon proficiencies or saved
for use during the game.

1d12 for hit points 47
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A

Aarakocra
Abilities, dwarven
elven
gnome
haf ogre
haf-df
haf-orc
hafling
relevant to proficiencies
Abilities and redtrictions
racia
Abilitiesvs thief skills
Ability adjustments, racid
Ability checks
Ability modifiers
to proficiency scores
Ability point generation
Ability score adjustments, racia
Ability score requirements
Ability score systems
new
Ability scores
maximum
minimum
Access to schools
Access to spheres
Accused of acrime
Acquiring character traits
Acrobat
Active sense of amell
Acutetaste
Adrenaine control
Agriculture
Aim
Aim bonus
Alaghi
Alchemig
Alertness
Alignment, psonicists
All-round vison
Allergies
Allure



Alter moods

Alternate subability method
Amazon

Ambidexterity

Amphibious

Ancient higory

Ancient languages

Ancient settings equipment
Animd dfinity

Anima empathy

Animd friendship

Animd handling

Animd lore

Animd magter

Animd training

Animate object

Antennae

Appearance

Appraisng

Apprentice

Apprenticeship

Aquétic elves

Armor adjustments, thieving skills
Armor proficiency

Armor regtrictions, psonicigs
Armor table

Armored wizard

Armorer

Artigtic ability

Assassin

Astrd projection
Adrology

Astronomy

Attack adjustment

Attack bonus

Attack modes

Attack penalties, nonproficiency
Attacked last

Attacks by level, warriors
Aurasght

Automdic proficiency failure
Automatic spells
Automatic success

Awe

Axe bonus



B

Background events

Backpacks

Backstab

Bad tempered

Bdance

bonus

Banishment

Barbarian

Bard

Base movement

Base scores, bard skills
thief <kills

Beggar

Bdt pouches

Bend bard/lift gates

Better balance

Blacksmithing

Blind-fighting

Blink

Body control

Body equilibrium

Body weaponry

Bonus proficiencies

Bonus spdls

Bow bonus

Bowyer/fletcher

Brewing

Bribe

Broad groups, weapons

Bronze age equipment

Bruise eedly

Bugbear

Building afighter

Bulk

Bullywug
Buying character points

C

Campaign congderations
Cannibdize

Carpentry

Cadting reduction
Cavdlier



Cdl adjusment

Centaur

Chameleon power

Characters, classes
backgrounds
disadvantages, sdlecting
generation
kits

Character points

and proficiencies
buying
proficiency costs
wespon proficiencies
acquistion of

Charge attack

Charioteering

Charisma
appearance
leadership

Charity

Charm resistance

Chooging proficiencies

Circle of power

Clairaudience

Clarsentient powers

Clairvoyance

Classlevd limits, humanoid
or monstrous characters

Classes

Claustrophobia

Clerics

Climate sense

Climb walls

Climbing

Close to the earth

Closed minds

Clumsy

Cobbling

Cold resstance

Colorblind

Combet, psionic

Combat bonus

Combat mind

Combat sequence, psionic

Common magicd items

Communicate with cregtures



Companion
Complete hedling
Compulsive honesty
Conced thoughts
Confer water bresthing
Condtitution

fitness

hedlth
Condtitution/hedlth bonus
Contact
Contral light
Control sound
Control wind
Cooking
Counter effects of song
Cowardice
Create magicd pipes
Create object
Cresting new kits
Crossbhow bonus
Crusader equipment
Cryptography
Curdive

D

Dagger bonus

Damage adjusment
Damage bonus
Dancing

Danger sense

Dark Ages equipment
Dark dves

Darkness, shadow mage
Dart bonus

Debts

Deep diving

Deep dwarves

Deep gnomes

Deep deeper

Defense bonus

Defense modes, psonic
Defengve adjustment
Defensve bonus
Dehydration
Demiplane of shadow



Dense skin
Detect evil
Detect illuson
Detect magic
Detect new construction
Detect noise
Detect poison
Detect secret doors
Detect diding or shifting wdls
Detect doping passages
Detect undead
Detection
Determine age
Determine gahility
Detonate
Dexterity, am
balance
musde
Dimendgon wak
Dimensiond door
Diplomat
Disadvantage descriptions
Disadvantages
moderate/severe
removing
secting
using
Disciplines, psonic
Disguise
Dodge missles
Domination
Double-jointed
Druids
Dud-class psonicigs
Dud-class PCs
Dwarven ahilities
Dwarven equipment
Dwarves
deep
gray
hill
mountain

ESP



Eadly digracted
Effects of traits
Ego whip
Elementd spell bonus
Elven abilities
Elven equipment
Elves

aguatic

dark

grey

high

sylvan (wood)
Empathy
Empeathy with animas
Encumbrance, and movement

armor

bulk

amplified
Endurance
Engineering
Engineering bonus
Endaved
Entrepreneurism
Equipment
miscelaneous
Escaping bonds
Etiquette
Evduate gems
Exceeding leve limits
Exiled
Experience bonus
Experience levels, priests

rogues

warriors

wizards
Experience points
Expert haggler
Expert heder
Expertise, wegpon
Explorer
Extend duration

F

Failed business venture
Faithful mount



Familiarity, wegpon
Fanaticism

Fast hedler

Fatigue

Fearlessness

Fed sound

Fdl inlove

Fghter

Fighting style specidization
Find and remove wilderness traps
Find/remove traps
Fire-building

Fire/dectrica resstance
Fshing

Fitness

Fitness bonus

Fled adisaster

Hind

Followers

Forest gnomes

Forest movement

Forgery

Found or stole avauable item
Freeze

G

Gaming
Gem-cutting
Generd proficiencies
Geometer
Giff
Githzera
Gladiator
Glibness
Gnall
Gnome ahilities
Gnhomes

deep

forest

rock
Gnomish equipment
Goblin
Grand mastery
Gray dwarves
Gray elves



Greed
Gronyard

Groups, weapons
H

Hairfoot hdflings
Hdf-elves
Hdf-ogres
Haf-orcs
Hdfling abilities
Hafling equipment
Hdflings

hairfoot

gout

talfelow
Hard to surprise
Harness subconscious
Heding

complete
Hedth
Hedlth bonus
Heat resistance
Heghtened difficulties
Heightened senses
Henchmen, maximum number
Heradry
Herbaism
Hide
Hide in naturd settings
Hide in shadows
Hideous appearance
High dves
High magtery
Hill dwarves
History
Hit point adjustment
Hit point bonus
Hobgoblin
Holdings
Homeess
Horse archer style
Household provisons
Humanoid character leve limits
Humans
Hunting



Id ingnuation
| dentify
Ideological differences
[lluson resgant
Immunity, inherent
Immunity to charm
Immunity to disease
Impersonation
Improved samina
Improving proficiencies
Increased movement
Inertid barrier
Inflict pain
Infravison
Inherent immunity
Inhuman form
Intellect fortress
Intelligence
knowledge
monster
reason
Intense magic
Interna compass
Intuition
[nvestments
Invighility
Irritating persondity

J

Javelin bonus
Jester

Joined the circus
Juggling
Jumping

K

Keen eyesght

Keen hearing

Keen olfactory sense
Keen taste sense
Keen touch sense



Kidnapped
Killed someone
Kits

cregting
Know location
Knowledge
Kobold

L

Laboratory, alchemist’s
Land

Languages, recid

Learn spell percent chance
Learning bonus

Learning pendty

L eather working

Lessdeep

Leve

advancement and proficiencies
Levd limits, exceeding
humanoid or monstrous characters
racia

Levitation

Life detection

Light

Light deeper

Limited armor

Limited magicdl item use
Limited wegpon selection 48
Line of 9ght, psonic powers
Lizard man

Loans

Locd higtory

Lower class

Lower middle class

Loydty base

Lucky

M

MAC
MTHACO



Mace bonus
Made an enemy
Mage
Magic, defense adjustment
identification
and psionics
resstance
schools
oedidizing
Magicd items, common
Maintaining psionic powers
Mariner
Martia trance
Master
Mastery, weapon
Maximum &ability scores
Maximum number of henchmen
Maximum number of pdls
Maximum press
Maximum proficiency ratings
Meditative focus
Meld into stone
Meélee attacks by level, warriors
Melee combat
bonus
Menta armor
Mentd Armor Class
Mentd attack roll
Mentd barrier
Merchants
Metamorphosis
Metapsionics
Middle Eastern equipment
Middle Ages equipment
Mind blank
Mind thrust
Mindlink
Minds, open and closed
Minimum ability scores
Mining
Mining detection abilities
Mining detection bonus
Minotaur
Miscdllaneous equipment
Missle adjusment
Missle gtyle



Missletable

Moderate/severe disadvantages

Modern languages

Modifying proficency ralls

Molecular agitation

Molecular manipulation

Money

character points

Moneylending

Mongreman

Monger intelligence,
weagpon mastery

Mongter population

Mongters, wespon mastery

Mongtrous character level limits

More muscles

More opposition schools

Mountain dwarves

Mountaineering

Mounts

Move slently

Movement, and encumbrance

expanded base

Multi-class psionicists

Multi-class PCs

Multiple specidization

Muscdle

Muscle bonus

Music spdls

Musc/ingrument

Musc/anging

Muscd insrument

Mydic

N

NPC tiers

Navigation

New ability score systems

No components

Noble

Non-adventurers
Nonproficiency

weapon

Nonproficiency atack penaties
Nonpsionic minds



Nonweapon proficiencies
Nonweapon proficiency groups

O

Object reading
Obscure knowledge
Ogre

One-handed wegpon style
Open doors

Open locks

Open minds
Optiona redtrictions
Orc

Orienta equipment
Orienteering
Orphaned

Other races

Outlaw

P

PSPs
costs
ganing
limits
power costs
recovering
darting total
Painting
Pdadin
spell progression
Pardyzing bite
Partnerships
Pass without trace
Peasant hero
Pendties
Percent chance of spdl failure
Phase
Phobias
Pick bonus
Pick pockets
RFiloting
Pirate
Point blank range
Poison resistance



Poison save
Poison sense
Population, monster
Potion identification
Potions, alchemist
Pottery
Powerful enemy
Precise memory
Priest, weapon proficiencies
experience levels
proficiencies
Spell progression
spdls
Priestly wizards
Priests
Primary discipline
Prime requisite
Probe
Proficiencies, and character points
autométic falure
automatic success
bonus
character point costs
genera
improving
level advancement
maximum ratings
nonwespon
priest
psonicist
rogue
selecting
use by nonproficient characters
usein play
warrior
weapon
wizard
Proficiency, armor
shidd
weapon
Proficiency descriptions
Proficiency rolls, modifying
Proficiency scores,
ability modifiersto
Project force
Protection from evil



Protection scrolls

Psionic attack modes

Psionic blast

Psionic combat
psychic contests
sequence

Psionic defense modes

Psonic disciplines, gaining
primary

Psionic powers, ESP
adrendine control
dl-round vison
animd afinity
animate object
astra projection
aurasght
awe
banishment
blink
body control
body equilibrium
body weaponry
cannibdize
cdl adjusment
chameleon power
claraudience

Clairsentient powers
clairvoyance
combat mind
complete hedling
conced thoughts
control light
control sound
control wind
create object
danger sense
detonate
dimensonwak
dimensiona door
domination
fed sound
gaining
hedling, complete
heightened senses
inertid barrier
inflict pain



invighility

know location

levitation

life detection

light

limitations

line of Sght

mantaining

martia trance

metamorphosis

mindink

molecular agitation

molecular manipulation

object reading

obgtructions

phase

jpoison sense

primary discipline

probe

project force

psionic sense

psychic surgery
Psychokinetic powers
Psychometabolic powers
Psychoportive powers

See sound

send thoughts

shadow

shadowform

dght link

summary

summon planar cresture

telekiness
Telepathic powers
teleport
teleport other
teleport trigger
touch range
using
Psionic sense
Psionic strength points
Psonicist character class
Psonicig proficiencies
Psionics
usng
and magic



wild tdents
Psychic contests
Psychic crush
Psychic surgery
Psychokinetic powers
Psychometabolic powers
Psychoportive powers
Pugilist
Purify water

R

Races

Racid abilities and redtrictions
Racid ability score adjusments
Recid adjusments, thieving kills
Racid enmity

Racid languages

Radd levd limits

Racid requirements

Racid variants

Racia wegpons

Radly friends

Ran away from home

Range boost

Ranger

Rangers spdl-cadting abilities
Reaction adjustment

Reaction bonus

Read languages

Read magic

Reeding lips

Reading/writing

Reason

bonus

Recovering PSPs

Reformed

Rguvendion

Reevant abilities

Rdigion

Removing disadvantages
Renai ssance equipment
Research bonus

Resst charm

Resis energy drain
Resistance



to deep and charm
Redtrictions, optiona
racia
to abilities
Resurrection chance
Rider
Riding, airborne
land
Rock gnomes
Rogue, weapon proficiencies
proficiencies
Rogues
Roman equipment
Rope use
Round, psionic actions
Running

S

Saddlebags

Satyr

Savage

Savage sattings equipment
Saving throw bonuses
Scholar

School of dchemy
geometry

shadow

0ng

Schools of magic
Scout

Scroll use
geometer’s

Sculpting

Scutage

Seamanship

Secret doors

Secret language

See sound

Sdlecting disadvantages
Sdecting proficiencies
Send thoughts

Set snares

Severe disadvantages
Shadow

Shadow mage

113



Shadowform

Shapechange

Sharpshooter

Shidd proficiency

Short sword bonus

Sght link

Simplified encumbrance

Snging

Sze

ill points

illed

Sling borus

Smuggler

Sneak attack

Socia ranks

Soldier

Song wizard

Sound mimicry

Sound resistance

Speak with animas

Speak with plants

Spear bonus

Specid enemy

Specidist wizards

Specidization, fighting Syle
unarmed combat
weapon

Specidty priests

Speed factor, two-handed weapon

Sod| dbilities
duration increase
failure percent chance
immunity
level
progression, paadin
progresson, priests
progression, wizards

Spdll resstance

Spdll-cadting &bilities, rangers

Spd|craft

Spending money

Sprinting

Spy

Samina

bonus

Stedlth



Stone age equipment
Stonetdl
Stonemasonry

Stout hdflings
Strength

mucle

damina

Subabilities
Subability checks
Summon planar cregture
Supervisor

Surprise opponents
Surviva

Swan form
Swanmay
Swashbuckler
Swimming

Sword bonus
Sylvan eves

System shock

T

Taloring
Tdlfdlow hdflings
Tangents, psychic
Teaunt
Tdekiness
Telepathic powers
Teleport
Teleport other
Teeport trigger
Thief
Thief sillsvs ahilities
Thieves cant
Thieving skills, amor adjustments

base scores

racid adjustments
Thought shidd
Thri-kreen
Throwing
Thrown wegpon style
Thug
Tight group, proficiency
wegpons
Tightrope waking



Titles
Tongue-tied
Touched by magic
Tough hide
Tower of iron will
Tracking
proficiency
Trade
Trade goods
Traning
Traits
descriptions
effects of
Trident bonus
Tumbling
Tunnding
Turning undeed
Two-handed wegpon style

Two-wegpon style
Uu-v

Unarmed combat specidization
Undeed turning

Unlucky

Upper class

Upper middle class

Using psonics

Ventriloquism

W-Z

War machines
Warhammer bonus
Warrior-priests
Warriors

hit point bonus

melee attacks by leve
proficiencies

Wedlth

Wegpon alowance
Weapon and shild style
Weapon expertise
Wegpon familiarity
Weapon groups
Weapon master



Weapon mastery

Weagpon of choice

Wegpon proficiencies
character points
classredrictions

Weapon redtrictions, psonicists

Wegpon specidization

Weapons table
Wegponamithing
Weather knowledge
Weaving
Weght
dlowance
Waeamic
Went to sea
Wild telents
Willpower
Wisdom
intuition
mental Armor Class
willpower
Witnessed a crime
Wizards
wegpon proficiencies
experience levels

proficiencies
soecidids
Wizard spell progresson
Wizard spdlls
Wizardly priests

Wood dves



