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DUNGEONS & DRAGONS?" characters (character class — human)

Fighter
Description

A tighter is a human who studies com-
bat, Fighters nsually bave greater
Suength than othier characiers, They
wswadiv hit monsters more often, and
mblict mone damayge

b the DD game, fighters uotect the
weaker chatacters. A parny ob all lighiers
would probably survive most dungeons,
even where mage would be usetul.
Every growp ol explorers shoold v
least one or two highters,

Srrength s necded inomany game
situtions. For example, o door may be
stuck, or @ huge boulder may block the
party’s progress; a stiong tighter cao
ofien salve these problens, Magic mighe
also work, but magic is lunited, and a
fighter can use strengith as often as
needed.

Your fighter could probably survive u
dungeon advemure when exploring
alone. This 1v whiy vour Sole Adventures
tave been designed (o fighters, The
other clisses are not as sell-sufficient ay
the fighter. Magic-users and thieves are
much weaker, and although clerics can
wear any B pe ol armor, they are limiled
i other wiys,

[n group adventures. vour hghter
should stavin fronn, 1 there are three or
more lighiers in thie panty, one should
stas i the back. o case s monster tries to
sneak up on v Whenever a baule
occurs, don’t be atvaid 10 move m; your
charaaer s betier equipped for combn
thas any other type.

When a group is sunprised, the mon-
sters may danuage the charmcters before
they have a chance o reaet. Fighters
hine o betier chanee at surviving these
dangrers, since they hine move hit points.

A hghter characier should know
wmote about the many weapons than
other characters. Be sure 1o read the
Cambat seenon, on page 3, o learn
how to use both hanel-to-lind and mis-
sile weapons. Learn the forms of Defen-
sive Moremeit described in the sime
sectiom, soovoy can play vour fighter
most cileaively when those rubes are
added o vour game,

Fighters olien look for magical heal-
ing potions. since they are usually hurt
w battles. Magicd weapons are also vadu-
able, adeling bonuses o 111 and Dimage
Rolls

FIGHTER SAVING THROW TABLE

FIGHTER EXPERIENCE TABLE

Death Rav ar Poson 2

]i
Magic Waneds I
Paralysis ar [arn to Stone |
Dragon Breah !

{

Rodls, Staves, or hpells

T I

1

h

NI Level Title

1] i
2010 2
000 3

Veteran
Warnor
Swirdmaster

Explanation of Fighter
Experience Table:

XP: When this anber of Experieice
Potnts Tuve been caroed. the fghier
atomaticadly moves up to the next Level
ol Experience.

Title: Your fighter should use this utle
when talking with other characters, In-
stead of suying “Fm Fleerwoodd, s Secomd
Level fighter,” the character should say
“I'm Fleciwood, the Wanion”

Other Details:

Prime Requisiter A fighier’s PR o1
Strengtin 1F @ fighter has o Suength
score of 13 ar more, the charadier gams
a bunus 10 Experience Pomnts earned i
every advenime,

Hit Dice: An ciglu-sided die {1d8) s
used to determing a lighter’s hat pomts
A fighter strts with 1.8 hit ponns (plus
Constitution bonus, i any) and gains
148 anore hit points {plus bonus) with
cach Level of Expertence.

Armor: A fighter may wear any kind of
armor, and may wse o shichld

Weapons: A lighter may use any hind of
weapo.

Special Abilities:

Fighters need no special abilities 10 s
vive and prosper. Their great strength.
hit points, strong rmor and many
weapons matke them s power lol chavac
1er class.
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DUNGEONS & DRAGONS"® characters

(character class — human)

Magic-user
Descriplion

A mgic-uaer 1 o haman characer who
stdies the powers of magic, Magic-users
find spells. put them o bocks, and
study those books o learn the spells
Magic-users have their own spells, en-
urely differem lom deric spells. A
niagic-user has poor fighting skills, and
shaulbd avoid comin.

i DX wimes, magic is merch o part
of the action of the game. The plva
can friigine how spells would be cas,
using various mysteriones items, bt o
spedcial items are needed by the plava
Mier the plaver has leared the eea
cach spedl hus o the gime, o magic-uses
is o5 easy o plin s any nther chatace
cliss,

A magic-tser concentres on learn-
ing wid casting magic spells. A high
Inteiligence 1 nceded, and the otha
Ability Scores are often low, However, a
higly Constitttion score will help vomn
magic-user sunne longer, because 1t
gives a bonus tr hit pounts — o urigice
user’s weak point

Magic-users pieatly {fear damage. All
the other character dasses can use ar-
mor of some kind, but magic-usces can
only wear their robes ar nonmal clothes,
Thus, they are casy to hi In addiion,
they hinve few hit points. Magic-users
start as the weakest characters, bar can
become the most powerfol! Ther magic
spells can be used for many things —
from simple things like opening doors
andd locks, o impressive and dangerous
neagical atuicks, such as lighonog bolis
(described o the DED EXPERT Sed.

Your Magic-user shoubld peser explne
dungeons alone; one surprise could kil
voue b groups, svon should alwins stay
m the mnddle of the parey, proteaed
Irenn antacks, Waich Jor ways than vou
can belp the battles, by custing spells, b
aever 10y w tighe a0 monster hand-o-
hand . Abwayvs carry adagger, 1o be reads
it vou e Jorced 1o hght, Be sure o call
for help o you ger e a banle; wiher
characters can fight the sime smonstet,
distracting 1 aned thopetollvi keeping n
from anacking vou

Beware of other magic-users! Some
spetls are designed spedially 10 prowea
o from atacks, indiuding other magn
When vou cocounter another magic
user, keep witch Hothe enemy stares
castng o spell warn your friends

As o pluver. vou should study the spell
descriptions on the nest pages. Yo
wreatest challenge will be keepmyg the
character alive. 10 gain more Levels of
Expericnoe

Explanation of Magic-User
Experience Table:

XP: When this number of Expenence
Pownis have been carned, the magic-uses
autanatically moves up o the nest Level
ol Expericoce,

Title: A magic-user should use ths mle
when tilking with other charciers. In-
stearl of saving “m Felons, a Seconed
Level magic-usen,”™ the characer shenild
say P Felonis, the Seer”

Spells: The number of spells o magiec-
uset can cast, sl their levels ot power,
are given here, Spelbs ae explied
duetaid below, under “Specdat Alnlities ™

MAGIC-USER SAVING

THROW TABLE

Other Details:

Prime Requisite: A magic-user’s PR s
Intelligence. 15 magie-user has an In
refligence score of 1% or more, the chars
AT gains it bonas fo Experience Points
carned in every advenune.

Hit Dice: A (our-sided die (Id ) s used
ta determine s magic-oser’ hie points. A
migic-user strrts with <4 hit pots (plus
Constilution bonus, it ansy) and gams
L more hiv poims (plos bonus) with
ciath Level of Expenence.

ATmor: A magic-user iy nof wear am
kind of womaoer, and may not use a shield.

Weapons: A magic-user cien ondy use a
dagger for u weapon,

Special Abilities

A magic-user can cast magic spells. as
deseribed herealiar

Spell Power:

Ihere are nnuey spedby for mugicusers to
uses The power of a spell is described m
away sibar o the power of a characen
Spetls ol the lowest Tevel of power are
called “First Lesel” spells. which can be
used by beginning magic-users. Higher
level spells are usable by higher lescd
characers. Be carelul not 1o confuse
ving charadters Level of Experience
with the level ot a spell’s power

MAGIC-USER EXPERIENCE TABLE

Death Rav or Poison
Magic Wands

Paralssis or Turn to Stone
thagon Bremh

Rods, Staves, or Spells

Na, of Spells/

13 he L Leset [ule Spell Level

14

1% O 1 Medium L Fust

16 2506} 2 Seer 2 First

15 000 &) Conjute 2 First plus } Sccond




DUNGEONS & DRAGONS? characters (character class — human)

Spell Books:

Your Medium (Ist Level mugic-user)
starts with o spell book, containing 1wo
First Level spells. Your Dungeon Master
wilh el you what spells your charcer
starts with, The spell book s o large
bulky thing, and cannor be easily car-
rived. A apell book iy about 2 feer square,
2. nches thick, and weighs at least 20
puunds, Tt will nov fie inside a normal
stk of any size, bunt mav be carried ina
backpack or saddlebag.

When your character becomes a Seer,
vou will add another First Level spell to
the book; again, vour DM will tell vou
which spell. Upon reaching 3rd Level of
Experience, a Second Level spell will be
ganedd. When the -hh Level of Experi-
coce iy reached, another Second Level
spell is weddded 10 the book, (Magic-users
of leveds -1 are explained in the D&D
EXPERT Set)

Assume tut vour character is given
these additional spells by o eachern @
poserful magic-user of 7t Level or
preater, Al magic-users of less thare th
level must hinve teachers, These weachers
never go onadventures with characiers
ey will non alfect most games.

Ditferemt magic-users otten fave dif
ferent spells in their books, Forexample,
vou might start with the Read Magic
amdd Sleep spetls, and find another
magic-user who Knows Read Magie and
Magic Missile. But mugic-users never
trade spells. nor do they ever allow
amvone {except their weachers) 1o read
their spell books, The visk of losing the
hook or laving it dunsaged, is oo grea
£ o magic-user™s hook is lost, the charac-
ter cannat memorize any spefls wocast!

One magical treasure which may be
found during an adveniure s o magn
seroll. Sume serolls contain magic-user
spells, 1F new spedbis found oo seroll, 1
nny e added 1o the magic-user’s book —
bur this can only be done onee for cach
scroll spell, s uses up the scroll in the
process. Hthe spelt s of oo high a level o
be cast, it cannot be pan into the book,

EXAMPLE: A Medium finds a-seroll
- of one Second Level spell. ‘The spell
cinnot be put into & book until the
charucter becomes a Conjurer {Srd
Level) and 15 able 10 use a Sccond
Level spell.

A spell ona seroll may be saved, 1o be
put inta i book e a future tme, Bromay

alser e carnied during athventires, w he
cant iy needed. Any magic-user can cast
a spell found on a scroll as af it were
memorized, regadioss of the level of the
spedle BE ehe spell Bs cast, n disappears
trom the scroll,

Yo, the plaver. need only Keep o hist
ol which ui the many spells are in your
character’s buok. Keep e list on your
character sheet, under “Special Abili-
tes” Scrolls are magic items, listed on
the back of the dharacier sheet,

Learning Spells:

To learn i ospell, the magicaser st be
completely rested. A good oight’s skeep
s enough, The character then gets om
the spell book and stucdies the spells to be
used, which takes an hour or less, The
characier i then 1eady tor adventure,
and is able o cast the spell or spetls
stuchied,

A Medinm can east one spell per ad-
venture, A Seer can cast fieo Fiest Level
spells per adventure. A Conjurer can
cast 3 spells per adventuse, s of the
First: Level of Power and one ol the
Second Level

In more wdvanced games, adventures
e Last mote than a day, Insuch cases,
b magieuser can stidy spedls each morn-
g, 1t completely sested. A mule shoulkd
be broughin aleng on long advenunes, to
carry the spell book along with normal
cquipment, But beware! 18 the book s
lost. the character s in big touble, 1i
that happens, ash vour Dungeon Master
what vou shoubd do.

Dot confuse the spells memorized
with spells in o book! Your magic-use
chatacter will evenmally: hive many
spedls o spell book, but co still onlbs
memorize o few ciach day

Casting Spells:

In the game, when you want vonr char -
acrer 1o cast 2 spell, just el vour Dun-
geon Master.

EXAMPLE: “I'm casting.a-Sleep spell
at'the gubhm. * Tihe DM may ask {or
some details; for example, some
spells are cist at a Lrget, and you
must tell the DM what the target 15
The plaver does nothavee wo fearn any
specmt words.

When the magic-user casts o spell, the
memary ab thin spell is forgotten, Tinag-

38

ine that the magic-user’s memory is like
a blackboard. When studving, the char
acter “writes spells on the blackboard,”
but each spell is “erased™ as it is cast, If
vour character has studied a spell wwice
andd casts one, the other stll remains w
be used.

ENAMPLE: Thée spell book uf Fel-

onius the Seer has two 5pclls m it,

Sleep and Shield. Before going-on an |
adventure, he dacides (o learn Slesp

twice (a5 he can cast two spelis per

adventure). He: casts one in o battie,

and still vemembers one Sleep spell,
ta be used luter in that adventure,

The character mus be able 1o gesture
and speak without imerraption t cast a
spell. While casting o spedl, the mage-
user must concentrale, :Ill(l may ot
move. A spell cannot be cast while the
chaacter is wulking or vunniog. I the
magic-user is disturbed while casting a
spelt, the spell will be ruined, and will
still be “erased,” just as it it had been
cast.

Types of Spells:

Most spells have an etiect thar lasts fora
given e For example, o Magic Missile
spell creates & glowing arrow that follows
the magic-user arcound, either unal i s
shot or unnd a turn passes (10 mimutes),
However, some higher Jevel spells may
huve “mstant” duranon, A Fire Ball spedl
creates an explosion winch  Giuses
damage. The damage remas untl
cured, but the spell wself only lasts part
ob a second, much less than a round

Saving throws vs. Spells:

Many spelis only have full effect o the
victim fails a Saving Throw {(vs. spells). 1If
a Swving Throw m owllowed, 1t is men-
tnned in the apell descriprion




DUNGEONS & DRAGONS® characters (character class — human)

Magic-user Spells:

Each spell has a given Range, Duranog,
and Effeo,

Range: The characier shoukd be sare,
before casting the spell, that the virgen s
within range. T the descniption savs
“Range: 0.7 the spell oy onby e used
by the magic-user, aml cannot be cast on
others. T “Range: Touch™ s gonen. the
spell can be placed on any creature the
magic-user touches — mduding the
masgic-user himsell (or hersell, as b
case may be).

Duration is given cither m rounds (of 10
seeomds each) or tarns (of H) nonates
cachh IF the description savs “Duratos:
Pertmamen,” then the spelt has an an-
stant and permanent eHeo that does no
g0 away albler & given duranon,

Effect of the spell gnes enher the num-
ber ol creatures or abjects atteced. o
an area or solume o space. TEan areans
piven, it is memsared in square feet (a flat
area), Hoa S-dimensional solume s al-
tected, B is cither a round “dl” wirth o
given diameter, or & square o redangu-
Lar *box™ of a gnen sizes both are mea-
sured m teer,

Magical Spell Descriptions

FIRST LEVEL MAGIC-USER SPELLS

L Chinm Person
2. Deeal Magic

A, Floating Dnse

4. Hold Paral

A, Light

6. Muagic Missile

7. Protection from Exil
8. Read Languages
9. Read Migne

1. Shield

H, Sleep

120 Venrrdoguisin

Charm Person

Runge: 1207
Busation: See bhelow
Eifect: One living “persan™ {see helow)

Fhis spell will only atfect bamans, demi-
hugnans, ald cettain other areatures,
Che vicnm is allowed o Saving Throw v,

Spells: Tt the Saving Thiow is successtul,
the spoll Bas no effeo s faited, the
vctim will believe that the mage-user s
ns “hest rwend,” and will ey 10 dedend
the magic-user against any threar,
whether real or magied, The vienm s
“Charmed.”

As g general tule, the “persons” af
fected by dus spell are all creatures
whach ook sl to Josmans i vanous
wass, It will not abfect ammmals, magicad
crestures (such as hiving siatues), m
Lman-ike creanines huger than ogres
You will learn, through nial and croor,
which mansters can be charmed.

Hothe mage-wser can speak o Lan-
guage that the Charmed victim under-
staiuls, the magie-user may give oreess
e the vievm These orders shiould
soutil hhe sigzgestions, as iF "just bes
tween [miends ” These anders will nsuaalis
be obeved, bur orders thin ave contray
to the vicom’s nanre Galignment and
Babiy) may be resisted A victim will
refuse o ohey if ordered 1o Kilk nselt

EXAMPLE: After Bargle Gharmed
you. he ordered you 1o leave the
clerics budy belind. You resisied, be-
cause that was against your nature.
Burgle had 1o wlk you i doing
what he wanted, I he had ordered
you lo go away. you would hive re-
sisted that, 1007 you considered him a
Iriend!

A Chinm oo Last fon months Ehe
victm mav matke another Savnrg Fhrow
eseny day, weeks or mombh, depending
o s Intelligence. Hovou are Charmed,
vour DA wilk tell von when 1o nake the
new Saving Throw

Fhe Charme is antemaically hroke if
the magic-user attacks the vicnm,
whetlier by spell or by weapon. The
victim will tight nermally il aacked by
the nugic-user’s allios.

Detect Magic

Range: 0
Duratton: & turns
Effect: Evervihing within 60/

Whon this spell socast, the magie-use
will sce all magiced objeas, areatunes,
and places within vange glow, This eten
will not Lt very long, sl should be
saved uitil the magic-user wasts to sec 1
samething found durg an advetiiuge
o fact, magwal. Exianple: Shonil

i

aber casting this spell, 50 omagie-uses
walks inte o 1oom contidming a dom
tocked by magic, a magical ponon Living
near by, sl treasi e chest contaming a
magic wand. All the magic will glow, b
only the door and potion will he seen;
the fight ol the glowing wand s indden
by 1he treasure chest.

Floating Disc

Range: 0
Dravastion: O warns
Fflecr: Dise 1emmns within &

Iis spell aemes aninvistble magial
horzontal platform abow the sive and
shape ol a small round shwld. Bvan
Tty up o S00 cn {54 pounds). h
ot he creed i a plice ocoupied by
acreare or abject. The Hoatmg dise 1
ereated al the height of the magic-user's
waist, and will abwavs remam at tha
hewghi, i witl awoematicadly follow e
magic-user, remanng within 67 at all
tines. 1t ean never be used as a weapon,
hecanse it has no solid existence and
wines slowly, When the duraion ends,
the Haating dise will disappear, suddenh
dropping anyvthing upon

Hold Poral

Range: 10

Dhaeation: 282 (d6) turns
Elfeci: One door gae, or sinnlar
porial

This spelt will magically hold shat am
"povtal” — lor example, a door or gate
A Knock spuell will open the Hold Por-
tal. Any aeature 3 or more hie it
greater than ihe cister Onduding chan-
acters) may hreak open o held purtal i
one round’s time, bur tie pomal will
relock if allowed 1o dose witlun the
durition of the spell,

EXAMPLE: Any oth level character
nuiy break through u Hold Portal
spell cast by o 2nd level magic-usen




DUNGEONS & DRAGONS?® characters (character class — human)

Light

Range: 1200

Duraton: 6 wrns + 1 wrn per Level of
the magic-user

Effect: Volume of 30° diameter

Fhis spell erewtes a large balt of light, as
if & bright torch were lit. 1 the spell is
cast on an object (such uas a coin), the
Light will move with the object. 1T cast at
a4 creature’s eves, the creature must
make a Saving Throw. I the Saving
Ihrow is failed, the vicdim will be
biinded by the light unil the duration
ends. A blinded creature may not attack,
If the Siwing Throw is successful, the
Light appears in the air behind the
wtended victim.

Magic Missile

Range: 150°
Duraton: | round
Effect: Creates 1 or more arrows

A Magic Missile is a glowing arrow,
created and shor by magic, which inflicts
2.7 (1d6+ 1) poims of damage to any
creature it strikes, After the spell is cast,
the arrow appears nest 1o the magic
user snd hovers there until the mage-
user cituses it to shooi. When shot, i will
automatically hit any visible mrget, v will
move with the magic-user until shot or
until the duration ends. ‘T'he Magic Mis-
sile actally has no solid form. and
rannot be ouched. A Magic Missile
pever misses its target and the target is
nat allowed o Saving Throw,

For exery 3 levels of experience of the
caster, five more missiles are created by
the sume spell. Thus a 6th Level Magic-
user may create three missiles, The mis-
sifes may be shat w different trgets.

Protection from Evil

Rapge: O
Puration: 6 turns
Effect: The magic-user only

I'his spell creates an mvasible magical
barrier all around the magic-user’s body
tless than an ineh awav), All attacks
agains the magic-user are penalized by
=1 10 their Hit volls, and the magic-user
gains o+ 1 honus o all Saving Throws,
while the spell lasts,

In addition, “enchamted™ creatures
cannot even tonch the magic-user! 1F 4

magic weapon is needed 10 hit a crea-
ture, that creature is called “enchanted.”
However, o creature that can be hit by a
siver weapon — a lycanthrope (were-
creature), for example — is not an “en-
chanted” creature. The barrier thus
completely prevents all from atacks
from those creamures unless they use
missile weapons.

This spell will notaffect a Magie Mis-
sile spefl. If the Magic-user antacks any-
thing during the spell's duranon, the
effect changes slightly, “"Enchanted”
creatures sire then able o wuch the
magic-user, but the Hit roll and Saving
Throw adjustments sl apply antil the
spell duration ends,

Read Languages

Range: 0
Buraton: 2 wrns
Effect: The magic-user only

Thus spell will allow the magicuser to
readd, nof speak, any unknown Linguages
or codes. including treasure maps, secret
symbols, and so forth, until the duration
ends,

Read Magic

Range: 0
Duration: 1 wrn
Effect: The magic-user only

This spell will allow the magic-user 10
read, not speak, any magical words or
runes, such as those found on magic
scrolls and other wems. Unfimiliar
magic writings cannot be understood
without using this spell. However once s
magic-user reads a soroll or runes with
this spell, that magic can be read or
spoken later twithout) using a spell, All
spell books are written in magical words,
ad only their owners may read them
without using this spell,

Shield

Range: 4
Duration: 2 wens
Etfect: The magic-user only

This spell creates & magical barrier all
around the magic-user (less than an inch
awayl. It meves with the magic-user.
While the duraion lasts, the mugic-user
becames Armor Class 2 against missiles,
and AC 4 aganst all other anacks.

40

If a Magic Missile 15 shot at o magse-
user protected by thns spell, the mage-
user mav make a Saving Throw vs
Spells (one Saving Throw per missile). IT
successful, the Magic Missile will have
no effect.

Slcep

Range: 2.00°

Duration: -3-16 (4d+) wurns

Effect: 916 Hu Dice of hving creatunes
within a 40 square area

This spell will put creatures to steep for
up to 16 trns, It will only atfect crea-
tures with 4 4+ 1 Mt Ihce or less — gener-
ally, smalt or man-sized ereatures, All the
creatures to be alfected must be withim
A0° x 40" aren. The spell will not work
against Unded or very farge creares,
such as dragons. Any sleeping creature
can be awakened by force (such as aslap
or kick). A sleeping aeature may be
Killed with o single blow of any edged
weapon, regardless of us ho points

Your Dungeon Master will yoll to find
the total Hit Dice of mansters affecied,
using 2d8. The vicums get no hinng
Throw,

Ventriloquism

Range: 60°
Duration: 2 turns
Effect: One item or location

This spell will allow the magic-user 1o
make the sound of his o1 her voee 1o
come from somewhere else, such as a
statue, amimal, dark corner, and so forth
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DUNGEONS & DRAGONS?® characters (character class — human)

Cleric
Description

Acdlerie is i buman character whaois ded-
icated 10 serving a grewt and worthy
cause. This cause s usually the clenic’s
Alignment: for example. a cleric mayv be
dedicated o spreadimg Low and order. A
cleric bas good fightng skills, and can
also Tearn 1o cast spells alter gaining a
Level of Experience. A first level cleric
cannot cast any spells,

In [M&D games, as in real lite, people
have ethical and theologicl beliets, This
wme does net deal with those beliefs. All
characrers are assumed o have them, and
they do not affed the game. They can be
assumned, just as catmg, resting. and other
activities are assumed, and should not be-
come parl of the game. .

A derics spell powers come from the
strength of the clenc’s belieds, The cleric
sits and meditates, and mystically learns
spelis. These spells can then be used
during an advenmure. Most clevical spells
are for curing, protection. and gathening
information. Cleric spells are ditferent
from magic-user spells. Clerics can use
onfy their own type of spells,

Your cleric also can fight monsters. A
cleric can wear any 1ype of urmor, like a
fighter, and must be ready Tor combat at
any tane. Unlike magic-users. whose
spells are often used during bauldes, a
cleric’s spells are usually needed after
batiles (such as cures) or for general ex-
ploring (such as detecung things).

I vour party has enough fighters,
vour cleric should not need 10 fight
often. Bur vou are equpped for lighting
il vour combin skill is needed. Wanch for
ways that vour spells can help, whether
before, during, or after battles.

CLERIC SAVING THROW TABLE

Death Ray or Poison 11
Magmc Wands 12
Paralvsis or Turn 1o Stone I
iagon Breath 16
Rodds, Staves. or Spells 15

Title: Your cleric should use this ulde
when talking with oalier characters. In-
stead of siving “I'm Clarion, a Second
Level clenie,” the character should say
“F'm Clarion, the Adepr”

Spetls: The number of spells a cleric can
cast. and their level of power are given
here. Spells are explained in dewil be-
Jow, under “Special Abihies "

CLERIC EXPERIENCE TABLE

Explanation of Cleric
Experience Table

XP: When this number of Experience
Points have been carned, the deric auto-
matically moves up to the next Level of
Experieace.

Nuo, of
Spelly/

XP o Level litle Spedl Level
] | Acobvwe NiHe
1500 2 Adep ! First
3000 ) Priest (or 2 First

Priestess)

24

Other Details:

Prime Requisite: A cleric’s PR s
Wisdom. H a cderic bas a Wisdlom score
al 14 or more, the character gains a
bonus e Expenience Pomts carned m
every adventure

Hit Dice: A six-sidled die (1d6) s used 10
determine a denc’s bt points. A cles
stares with 1-6 hie poims (plus Constitu-
non buas, f any) and gans Lde more
hit points (phos bonues) with cach Level
of Experience.

Armor: A denc may wear any kind ot
armor, and mav use a shicld.

Weapons: A detic cannof use any weapon
witlt a sharp edges this s lorbidden by the
derics belefs. A cerie may only use a
mace, club, war hammer, or shog




DUNGEONS & DRAGONS? characters (character class — human)

Special Abilities

A cleric bas two Special Abilities: Turn-
ing Undead monsters and casting Cleric
Spells,

1. Turning Undead

A cerie has the power 1o force away cer-
tain moasters calleed the “Undead™ (skel-
ctons, zombies, ghouls, wights, and
other more powerful types). No other
class has any spedal effeat on the Un-
dead. This special ability is called *Turn-
ing” the Undead monsters.

When a cletic encounters an Undead
maonster, the cleric may either atack it
normadly (with a weapon or spetl), or ey
to “Turn it The cleric cannot both anack
and Turn Undead in one round,

When vou wamt vour deric to try o
Turn Undead. just tell your Dungeon
Master “U'll "Turn the Undead.”

The Undead monsters are wot ano-
matically Turned by the cleric. When the
vncounter occurs, the playver must refer
te the Cleric Turning Undead “Table o
find the etieet the cleric has,

Using the Cleric Turning
Undead Table:

When the deric encounters an Undead
monster, dind the derics Level of Experi-
ence on the et side of the chart. Then
read sicross w the column under the name
of the Undead monster, and apply the re-
sults immediately. I the auempt succeeds,
une o more ol the Undead monsters will
retreat, but may soon e,

Explanation of Results

7,9 or 1I: Whenever a number s
given, the cleric has o chance w Turn
the Undead monsters, The player
rolls 246 (two six-sided dice), 1§ 1he
tatal is equal o or greater than the
number given, the avempt at Turn-
ing Undead is successful. A cleric’s
chances improve s more Lesels of
Experience are earned,

T The avempr at Turning the Undead
anmmmatically succeeds.

N: No Effect. The eleric cannot Turn
that type ol undead.

CLERIC TURNING UNDEAD TABLE

Cleric's Undead Monster
Level Skeletwon Fombie Choul Wight
] 7 Y 1] N
9 i 7 Y 11
3 T T 7 g

Success: If the atteupt at Turning Un-
dead succeeds, the Dungeon Master will
roll 2d6 1o determine the number of Hit
Dice of Undead monsters that turn
awiy, You might not Turn ull the mon-
sters encountered, but if vou succeed in
Turning, at least one will be affected. A
Turned monster will not touch the cleric
and will flee s far from him as possible.

2. Clerical Spells

When & cleric reaches the 2nd Level of

Experience (having carned 1300 XP or
ntore), the ceric can use spells.

Learning Spells:

To learn a spell, the cderic medinnes, The
memory and demils of the spells appear in
the clerics mind. The spells may be cast i
any time thereafter, The cerc will remem-
ber each spell until it is cast, even it is ot
useed for dayvs or weeks,

As a plaver, ull vou need to do s
choose whatever spells you want your
character o have, This can ondy be done
at the start of an adventure. You may
choose any of the spells described here-
after. You may nof choose any magic-
usey spellss they are a different type,

A 2id Level cleric can cast ane spell
per adventure. A 3rd Level cleric can
cast fwn spells per advenure.

In more advanced games, adventures
may st inore than a day. In such cases,

a cleric can gain spells each morning, i

completely rested. Any and all spells
may be changed an this tme, i desired,

Casting Spells:

In the game, when you winn your char-
acter 1o cast a spell, just well your Dun-
geon Master, The DM may ask for some
details; for example, some spells e cast

&

e

at @ target, and vou must wlf the DM
whit the target is, The player does not
have to learn any special words. For ex
ample: “I'm casting a Cure Light Wounds
on Ruggin. the dwarfl”

When the cleric casts a spell, the mem-
ory of that spell is forgonen. Emagine
that your cleric’s memory is like a black-
board. The knowledge of the spells ap-
pear on i, but each spell ts erased as it is
cast. I vour character knows two of the
same spells and casts one, the other sill
remains 1o bhe used. ’

The chanicier must be able to gesture
ard speak normally 1 cast o spell. While
casting @ spell, the clerie must stand and
concentrte, Spells cannot be cist while the
character s walking or running. IF the
clerie is disturbed while casting a spell, the
spell will be ruined, and will sill he
“erasecd,” just as iFit had been cast.

Spells must be cast one aa time, 1§ 1he
character wins (o cast snore than one (for
eximple, wo Care Light Wounds spells

Just wfter o banle). the fastest they can be

cust s one cach round.

Types of Spells:

Some spells ave an instam effect. For
example, a Cure Light Wounds spell in-
stantly cures damage. Other spells may
be different: the deric may cast a spell 1o
gain special ubilities for a shart tme, or
give those abilities to a triend. For exam-
ple. & Remove Fear spell helps the recip-
tent (the creature upon whom the spellis
cast) ro resist fear caused by magical
effects or spells.

Saving Throws versus spells:

Some spells only have tull effec i the
victim fails 9 Saving Throw vs. Spells. I
a Saving Throw is allowed. ot s men-
tioned in the spell description,
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Clerical Spell Explanations:

Exch spell Tuas a lisied Range, Duration,
and Edfea

Range: “The character should be sure
that the targer is within range beline
casting the spell. W othe description savs
“Range: 0,7 the spell mav only be used
by the cleric, and cannot be cast on
others. I "Range: Touch™ s given, the
spell can be placed on sy aeatune the
cleric wuches — duding e cleric
Timself {or herselt, as the case may bed,

Duration s given cither i ronends (of 1)
seconds cach) or trns (ol 1 mimaoes
cach) Hthe descripiion sivs “Durition:
Permanent,” then the spell has an in-
stant and permanent ¢ffect that does non
go awav ibter a given duranon,

Effect of the spell gives vither the num-
her of creaties or objeas affected, or
an atca or volume of space. W an area is
given, it is measared insquare Feet @l
areap, Ha 3-dimensional volume is of-
fected, v either o rownd “ball” with o

given diameter, or asguire or recangu-
lar “box™ ol a given size; both are mea-
surcth e teet,

Spell Power:

When a deric reachies <hth level, more
powerful spells i be cet, These are
given o the D&ED EXPERT Set The
power of 4 spell s deseribed inoa was
similar o the power of a character.
Spells of the lowest level of power are
called “Fist Level” spells. The DAD
EXPERY Ser describes spells of the S
amd, Third, Fouwrth, and Fifth Jeved
Sixth and Seventh level spells me de-
seribed i the DD COMPANITON Set

Clerical Spell Descriptions

FIRST LEVEL CLERIC SPELLS

Cwre Liglt Wounds*
Detecr Evil®

Bretect Magice

Lighe®

Protection From Evil
Purdy Food and Wiater
Remove Fear*

Resist Cold

-
-

1 — s

-

=

* These spells may be “reversed™ (that s,
learned and cast witle an effecr exactls
vpposite from the orgnal) in the DED
ENPERT Set. A denic must reach the
Fourth Level ot Experience before
learnimg how 1o reverse spell ebects

Cure Light Wounds®

Runge: Touch
Duranion: Permanent
Effect: Anv one iving creature

Lhis spedl wall enher heal damage or
remove paralvas, Hased o heal, i@ will
cure 27 (db+ 1) points of damage. 1t
will ner hieal any damage i used 10 cure
paralysis, The cleric may cast son hin-
sell (or herselt) H desired,

Uins spell will never increase o orea-
ture’s total Iut pots above the ongmal
amount

EXAMPLE: Your first fighter strted
with 8 hit points. You were damaged
in the bawle with the snake, down o4
hit poinis. Aleena cast o Cure Light
Wounds spell and wouched you. She

20

rolled a 6, curing a 1otal of 7 points of
damage, but your hit poinis returned
1o 8, the amount you swarted with.
The “extra™ 3 points were not
counted.

Detect Evil

Rangre: 1207
Duranon: O s
Effect: Evervtlung wilin {207

When this spell is cast, the derie will see
evilly enclianted objeas withim 1200
glow. It will ilso cause creaturves that
want o harm the dene o glow when
they are within range. The aciual
thoughts ol the creatures Gannot be
heard. Remember that “Chiaowd” does
nal autematically. mean Eval, although
many Chaotic mensters have evil inten-
nons. Traps and poison are neither good
nor evib, mercly dangerous,

Detect Magic

Range: 0
Duration: 2 1atny
Effect: Evervtinng within b’

When this spedl s cast, the cleric will see
magical objeas, crewures, and  places
within range glow, Tt will not last very
lking, and should be saved until the cleric
wants to see i something tound during
an adventure s, in faer, magical. For
example, a door may be held shut mag-
wallv, or a treasure found might be
enchanted; in enher cise. the magic
tem, creatnre, or el fect will glow when
is within the etfea.

Light

Runge: 120
Duraton: 12 wurns
Fifecr: Vidume of 307 diamerer

This spell creares a favge ball ol light, as
it a bright toreh were lit T the spell as
cast on an objecr (such as the clesic’s
weapon), the ghe will move with the
objecr, 1ocast e a cremnure’s eves, the
cieature muost nuihe a Saving Fhrow. i1
the Saving Thaow s failed, the vicum
will be Binded by the light until the
duranon ends. A blinded creanere s
not attack.
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Protection from Evil

Range: 0
Duration: 12 turns
Effect: The cleric only

This spell creates an invisible magical
barnier all around the clerics body (less
than an inch away). All anacks against
the cleric ure penalized by —1 o0 then
Hit rolls, and the cleric gains a + | honus
to all Saving Throws, while the spell
Ltsts.

In addition. “enchanted” crentures
cannot even touch the cleric! 16 a magu
weapan is necded to hit a creature, that
creature is called “enchanted.” However,
a creature that can be hit by a silver
weapon — a lycanthrope (were-crea-
ture), for example — is not an “en-
chamted” creature. Any creature which is
magically summaoned or controlled {such
as a4 Charmed character) is also consil-
ered 10 be an "enchanted” creature. "I'he
barrier thus completely prevems all a-
tacks from those creatures unless they
use missile weapons,

This spell will not affea a Magic
Missile (magic-user’s) spell. 1f the elenc
attircks anything during the spells dua-
tion, the effect changes slightly, “En-
chanted” creatures are then able 1o
touch the magic-user, bt the Hit roll
and Saving Throw adjustments safl ap-
ply untul the spell duration ends.

Purify Food and Water

Range: WV
Duration: Permanent
Effect: See below

Fhis spell will inake spailed or pobsoned
food and water sife and. usable. Tt will
purily one ration of food {either Iron or
Standard ratons), or 6 waterskins ol
water, or cnough normad food o feed o
dozen people. If cast ar mue, the spell
will cause the dive w seitle, leaving a pool
ol pure, clear water. “The spell will not
atfect uny ving creature,

Remove Fear*

Range: Touch
Duration: 2 terns
Effec: Any one living creature

When the cleric cists this spell and then
touches any living creature, the speli will
calm the creatuwre and remove any lear
if the creature s running awav due
magically created fear, the creature ma
make another Saving Throw s, spells,
adding i bonuas 1o the roll equal to the
cleric’s Level of Experience, up o a
maximum bonuy of +6. 1 the Savng
Throw & successful, the crewture man
stop runining. A roll of 1 will alwass fl
This Saving Throw, with bonus, may be
made even it the feir wias so povertul as
10 atlow ne Saving Throw w fira!

EXAMPLE: A 3rd Level cleric cust-
mg this spell gives a bonus of +3 w0
the Suving ‘Tlirow of the creature
wouched.

-t
L4
r

Resist Cold

Range: 0
Muaton: b arns
Effect: All creatires within 30°

When thiy spell s cast, all creatures
within 30" of the cleric can withstand
freezing temperatures without harm. In
addinon, those affected gain a bonus ol
+2 1o all Saving Throws against cold
attacks, Furthermote, any damage from
colld 15 reduced by =1 per die of damage
(but with a4 minimum of 1 peim ol
damage per dieh, The effect will move
with the deric

EXAMPLE: The party sces a1 white
dragon approaching (whose breath is
a.blasi ray of cal), so the-cleric warns
the others 1o sty near and casts thiis
spell. All characters who remain
within §0° of the clenc gain a +2
banus (o their Saving Throws vs,
Dragon Breath.
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DUNGEONS & DRAGONS® characters

(character class — human)

Thief
Description

A thicl is 1 haman who speaalizes
stealth, lockpicking, trap removing, and
nther activities, “Thieves are the only
chiaracters thit can open focks und lind
iaps without using mane. As the name
mdicates, however, thicves do sweal,
though rarely from members of thor
owrt groups, Any thiel whao steals from
friends is usually nor permied o ad-
enture with them ever again!

I dhe D&Y game, all thieves belong to
an organization (sutctimes called a
Cuikd). Every wown has a building, called
the Guild Efadl, where tneves muy live and
vat (lor a price. of course). Every thief
learns “The Avs”™ (1 thiefs unwgue skills;
see Speciab Abilities, below) from ieachers
at the Guild. Thieves are o novasal pat of
D&D life. beciuse of thar umgue skills.
but they wre not usually welcome i the
bener parts of wns,

While adventuring, vour thiet should
avoid danger whenever possible. The
thiel’s job is 1o use the Speaal Abilites
where pectded, A thiel’s «hlls can be
very usebul, as they can be used overand
over. For example, a magic-user may use
aspell to apen a lock, b the spell only
works once, a thief may 1ry o open locks
whenever desired

When an encoutiter ovcurs, you thiel
should sty out of the way, You may irv o
sneik around o monser, cither to steal Jis
treasure or woattack 0 from behind, Yo
shiould nor fight hand-ro-hand unfess yon
have 10, A thiel has Jew hit points, il
although some hght anmor may be worn,
it is not much prowcion.

THIEF SAVING THROW TABLE

Death Rav ar Ponson N
Mapgic Wincks 14
Paralysis or Turn to Sume 13
Dragon Breath h
Rods, Stves, or Spells 15

THIEF EXPERIENCE TABLE

xp Leset Titler
i 1 Apprentice
1240 2 Fowmpad
LHH 5 Robber

Most thieves have high Dexterin
scores, Sinee this can aifect mssile {ne
(see Advanced Combin, page 58). vou
should learn the rafes for missibes, and
carry missile weapons, A sword or dag-
ger will be needed in situations whee
you 't snoid close combat.

Thieves are tound in most groups of
adventurers, The tisk of staving alive s
sneaking and using yvour wils, msteird ot

Just fighting, can be an excitng g

challenge.

Explanation of Thiefl
Experience Table:

XP: When this number of Experience
Points have been carned, the thief suto-
nunically moves up o the nexe Level of
Expericnce.

Title: Your thiel should use this mle
when talking with other characters, In-
stead of saving *I'tn Greegan, 4 Second
Levef thief” the chamwier should  sas
“Fm Greegan. the Foorpad.”

Other Details:

Prime Requisite: A thiefs 'R s Dex-
weray, IE o thiel has o Dexterity score of
13 or more, the charader gmins o bonus
o Experience Points carned moevens
advemure.

Hit Dice: A four-sided die (1d4) s nsed
w determine a thief's hir pomts. A thned
starts with 1-1 hit poiits (plus Constiu-
tron bonus, if anyy and gainy 1d4 more
hit points (plius bonusy with cach Level
of Experieive.

48

Armtor: A thiel nun only wear Leather
armor, and may not wse a shickd

Weapons: A el may use any nussale
weapon, and any other weapon wsable
with one hand (twohanded weapons are
prohibited. For more information, see
“Advanced Comlan,” page 58),
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Special Abilities:

Thicves know how 1o Open Locks, Find
and Remove Traps, Climb Walls, Move
Silently, Hide in Shadows, Pick Pockets,
and Hear Noise. They also [earn the skill
of "Backstubbing

Except {or “Hear Notse,” cach number is
the Percentage chanee 1han the thief is
stccesstul i using that Special Abaliny
Your Dungeon Master will soll 3% il the
result is equal o or dess than the Percent-
age griven, the thief’s auempr is stuccess-
it “Hear Noise™ 15 determined moa
similar way, using 1d6.

Explanstion of Thicfl Special Abilities:

OPEN LOCKS may onlv be wied once
per lock, and onlv i “Thieves Tools" me
varried. T he thief may not try again with

that lock until gaming anuther Level of

Expericnce

FIND TRAPS min ulso be ttied only
once per tap, W tap is found, the
thief iy anempt 1o remove it.

REMOVE TRAPS may only berted ifa
trap is found, I may be iried only once
pes irap.

CLIMB WALLS upplies o any steep
surfaces. sucl s sheer clitfs, walis, and
so {orth, The chuances for success are
good, bus i’ fuiled. the thicf slips w the
halfway point and talls. The DM will vol}
for success only onee for every (G0
chimbed. I failed, the thiel’ takes 1-6
(i) poanns of dansge per 107 Fallen
Fatlure during a 107 climb will inflice |
peant ul damage.

MOVE SILENTLY will alwuys reem suc-
cesstal to the thief, However., the DM
will knaw (hused on the Percentage roll)
whether the thiels movement s actualiy
heard Ly nearby enemies, who may then
tike appropriate action

HIDE IN SHADOWS means that the
thiet moves imo and remains in shad-
ows, also using neotral concealment
Movement s possible while hiding, b
non attacking, “The atempt will alwavs
seemt succeessiul to the thael, hut only the
DM will know for sure.

PICK POCRETS muv be risky. It 1he
DM volls & number greaser than iwice
the given chiance or sucess, the thiet is
no oply seen by thuse nearby, bur »
caughi in the act by the muended victim,
whe may Gind often duesy react un-
favorably.

EXAMELE: An apprenice tries to pick
the pocket of a hired fighter (a4 non-
plaver charucter, plived by the DM).
Rolling 114 twice (sex “Dice,” page 12),
the' DM rolls 41, so the thiefiis ciught in
the act, The DM then rolls 1o, deter-
mine the reaction of the fighter, who
might aitack the thiell

HEAR NOISE {(checked using Td6) ap-
plhies both o Jistening at doors and hear-
mg the foatsteps of approachinyg mon-
sters. However, there is too much noie
durmg battles 1o hear anvihing vnusual

Using thief special abilities

Wach for opportusitics 10 use Special
Ahihities, and simply tell your Dungeon
Muaster when you want vour thiet 1o use
one. Be sure vou understind how cach

THIEF SPECIAL ABILITY TABLE

Lesel of Experience

Spedal Ability ]

Open Focks (') 15
Foul Traps (%) 1
Remove Traps (s 10
Clunb Walls (%) 87
Move Sifently () an
Phide in Shadows (<o) Y]
Mk Pockens {die) 20
Hear Noise (ldi) I-2

e 3

) 45
15 20
15 20
R hitl
25 30
15 pdll
25 30
1-2 i-4

+4

one works, Fhe attempr wall amomat-
ically fait ff mproperly used. Fr Exam-
fle: Ao ogre wocharging ar the party, so
vou say "My thuel will Hide in Shadows
and get our o dagger” The DM rephes,
“The ogre sees the movement, and
heads strghn for vour thiet!™

Backstabbing: If & thiel can sneak up ona
viennm, completely unnosiced. the thef
tay Backstab. TF the mtended victin sees,
heass, or s otherwise warned of the thiel's
approach, a Buckstah mav not be tiben,
but the thet may still attack normalhy

Wihen Backstabbing, the iduel gains o
bonus of +-1 on the Hit Roll, and af the
target i hit, the damage doue s fuce
nortnal.

EXAMPLE: An Apprentice is carry-
ing a sword, and se¢s an ugre ap-
praaching the party. ‘Bhe plyer says
“II1 Hide in Shadows."” "[The DM rolis
19 on dt, so the ogre does:not see the
thiel {but the DM does netannounce
that fact}, During the baule, the ogre
gets terned around. with is back
wiwards the thief. The player says “I'll
try to move tn for o Backsiab!™ The
DM decides thin the ogre doesn’t
natice the thiel's approsch (o rollis
made, i depends on the sitnation,
anel the DMs judgment) and savs
“The ogre doesu’t notice you, roll for
a Buckstab.” Tjhe thief player then
makes a Hu Roll. adding 4 to e Lthe
ogre is hit, the player rolls for
damage, doubling the resuft.

When oo batthe is i progress, o Back-
stab attempt many require o “Move Si-
fenthy” check. Your DM wil] make all the
necessary 1olls, i
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DUNGEONS & DRAGONS?® characters (character class — demi-human)

Elf

Description

An elf is slender and graceful, with
delicate features and pointed ears. An
elf 15 53 1o 5% feet wll, and weighs abous
120 pounds. Elves are able to use all
armor iand weapons, and can cast magic-
user spells. They can thus be valuable
friends (or dangerous opponents), but
usually prefer to spend their time feast-
ing and frolicking in woodbnd glades.
Fhey rarely visit the aities of Man, Elves
are Lasananed by magicaind never grow
uteed of collecting spells and magic items,
espedially i the itlems are beauadtully
cralted. An elf character must start with
an Intelligence score of 9 or greater.

Elves are similir to bath lighters and
magic-users. Read the description of the
hl,lm r cliass for sume tips on playing a
Bglter-type charascer, but remember
that vour elf does not have as many hit
poings as o bighter. Be sure vour charace
fer is either undamuged or only slightly
hurt betore vou enter a hatle: other-
wise. stay back and help with magic
spells, as a magic-user does,

Explanation of E!f Experience Table:

XP: When this number of Expernence
Paints hanve been earned. the elf puto-
maucally moves up 1o the next Level of
Experience

Title: Your oif should use this title when
tlking with other characters. Instead of
saving "I'm Belrain, a Second Level ¢lf,”
the character should sav “I'm Belram,
the Warrior Seer”

Spells: The number of magic-user spells
an elf can cast, and their level of power,
are given here. Spells are expluned be-
low, under “Speaal Abilines.”

Other Detils:

Prime Requisite: Elves have tweo Prime
Requisites: Steength and [Tmelhgence. U
an elf has a score of 13 or mme in bath
Ability Scores, the character gains a 5%
bunus to Experience Points earned
every adventure. If the lmelligence
score is 16 or greater {along with
Strength of 13 or more), the XP bonusas
10%.

Minimum Scores: An elf character must
have an Imtelligence score of 4 or
greater when first plaved.

Hit Dice: A six-steded die (1d6) s ased 1o
determine an eli’s hit poims. An el
starts with 16 b poings (plus Constitn-
tion boous, i anvi and gains 146 more
hit points (plus bonus) with cach Level
of Experience.

Armor: An elf mav wear any kind ol
armor, and man wse a shield,

Weapons: An elf may use any weapon
Special Abilities:

An cli has speaal vision, knows several
languages, and can deeet certam things
better than other characters, Elves can
cast. magic-user spells, and canonor be
paralyzed by ghouls

Vision: Ehves have Infravivon in adds-
ten 1w normal syght and can see 60°
the dark. Infravision is the abilin o see
heat {and the lack of heat). Normal and
magical light makes infravision useless

With mfravision, warm things scem
red, and cold things scem blue. For
example, an approaching creature could
be seen as a red shape. lesving famt
reddish footprints. A cold pool of water
would scem o deep blue color. Even

ELF EXPERIENCE TABLE

No. of
Spells/
Xrp Level Tule Spell Level
0 | Veteran-Medium i First
4000 b Warrior-Secr 2 First
K000 3 Swordmaster- 2 First
Comjurer plus 1 Second

tems or creawures which ave the same
temperature as the surrounding air
(such as a able or a skeleton) can be
dimly seen by infravision,

Languages: [n addition 10 the languages
of all characters — the Common and
Alignment rongues, as explaned on
page 31 — an ¢t can speak elf, gooll,
hobgobhn, and orc.

Detection: Al elves can find secret and
hidden doors better than other charae-
ters. H vour elf character wints to seiarch
for lndden doors in an area, el your
Dungeon Master. The DM will rall 6,
andd i result of 1 or 2 will indhicate success
f there 15 a door a be found. You may
check onee for cach door. You must tell
vour DM i vou want 1o look for any-
thing; the detection is never automatic,
EXAMPLES:. You say "l'll Lhcek this 1
wall to see if therz are any secret
doors here.” The DM, knowing 1 that
one is therc. relis 148, and gms
result of 2. "The DM says “Yes, you
find a secrel doon” A

Immunity to Ghoul Paralysis: All elves
are paturaily immune o the paralyzing
attacks al ghouls. Other tvpes of paral-
vsis, such as from o carrion crawler or
gelainous cube, may affect them,

Spells: Elves can use magic-user spells
just as magic-users can. Read the de-
scriptions of spell casting. spell books,
eic, on pages 349 . 42, Etves must obey all
the rules for using magic-user spelis (bu
not the other rules for the magic-user
class),

ELF SAVING THROW TABLE

Death Rav or Poison 12
Magic Wands 13
Paralysis or Turn to Stone 13
Dragon Breath 15
Rods, Suves, or Spelis 15




SPeus ok THE EWF

DUNGEONS & DRAGONS?® characters (character class — human)

Magic-user Spells:

Each spell has o given Kange, Duration,
and Etfea

Range: The chivucter shoukd be sare,
hefore casting the spell, that the tirger is
within range. I the desaiption savs
“Range: 0.7 the spell may onlv be used
by ihe magiv-user,and cinnot be cast an
others, [ “Ruange: Touch™ 15 given, the
spell can be placed onany crearure the
magic-user twuches — mcluding the
magic-user hinsell {or hersell, as the
case L be),

Duration i given either in rournds {of 10
secones each) or tarns (of 10 minuies
cach)., 11 the description savs “Duration:
Permanent,” then the spell has un in-
stantand permanent eftea that does not
go awiy alter a given duranon,

Effect of the spell gives cather the num-
ber of creatures or objeas affected, or
an ared or volume of space. I an area iy
given. it measured insquare feet G i
arca). 1 a d-dimensional volume is al.
fected, ity either a ronnd “hall”™ with a
given diameter, or g sgquare or rectangu-
lar "hox™ of u given size; both are mea-
suted in leet

Magical Spell Descriptions

FIRST LEVEL MAGIC-USER SPELLS

I, Clanm Person
2, Dewect Magic

3. Floaung Disc

4. Haold Posial

A Light

6. Magwe Missile

7. Protection fronn Exvil
8, Read Languages
9. Read Magic

1. Slneld

11. Sheep

12, Vearriloguism

Charm Person

Runge: 1207
Duration: See below
Eltecr: One iving “penson™ (see below)

Uhis spelt will only atfect hamans, denti-
humans, and certaim other crestures,
Fhe victim s allowed o Saving Throw v,

Spells. 1 the Saving Thoow is successtul,
the spetl has no eitecn TE s Lailed, the
victim wall helieve thar the manghc-user s
s “hest fremd” and will iy 1o dedend
the magic-user against any theat.
whether real or imagined. The victim s
“Charmed.”

As ageneral rules the “persons™ af-
fecred by dhiis spell are all creanures
which look similar 1o humans in vanious
wavs, Tt will nor abfect smmals, magicat
creatures (such us living stianiees), m
Buman-hike creannes larger than ogres
You will learn, through vial and crros,
which monsters can be charmed

I the magiceaser can speak a lan-
guage that the Charnsed victim under-
stnuds, abe magicaiser may give vrders
to the victim. These orders should
sound like suggestions, as it Yjust be-
tween iends.” These orders will usually
he obeved. but ovders that are contrary
o the victims narnre Galignment and
habits) may be resisted. A vicom wall
retuse o ohey il ordered 1o kil sseld

EXAMPLE: After Burgle Charmed
you, he ordered you o leave the
¢leric’s budy behind. You ressted, be-
cause that was aguinsl vour nature.
Burgle had w tilk yvou fmo doing
what he wanted, H he had ordered
you 1o go away., you would have re-
sisted that, too; you cansidered bim a
friend!

A Charoe iy last 1o months. The
victim may make another Saving Fhiow
every diy, week or oy, depenling
on its Intelligence, Tt vou are Chanmed,
your DA will el you when 1o make the
new Saving Throw,

The Chuasi i antomatically beokenal
the magic-user attacks the vicinm.
whether by spell or by seapon. The
victiny will light normally ol sinacked by
the magic-user’s allies.

Detect Magic

Ritnge: 0
Duratiom: 2 trns
Ettecr: Evervthing within Gt

When this spell is Gt the ougicusey
will see all magical objecrs, creares
and places within taoge glow, 1 his e
will not last very long. and shoukd he
sived untl the magic-user wants toseet
sanething found during an adveniire
is, in fact, magical. Example: Shonih

A0

atter casting thas spell, a0 magic-user
walks inito o room containing a1 doom
focked by magic, o nagical potion hiving
nearby, and a treasure chest containing
mage winnd, Al the magwc will glow, bt
only the door wd ponon will be seen:
the hight ol the glowing wand is hidden
by the treasure chest

Floating Disc

Range: 0
Duration: 6 rns
Filear: Dise remans withm 6°

Ihis spell cremes an anvisible: magicd
horizomal platform sbout the size and
shape ol a smalt round shickd, It can
Gy up o 3000 ca (G0 pounds), It
cannot be arested ma place occupied y
avteanne or object The foating disc is
created s the height of the magic-user’s
want, and will alwavs remain at that
heghis 1t will stomancally follow the
magi-user, remaung within 67 at all
s I ean never be usedd as a weapon,
hecanse it has no solid existence and
moves stowly, When the duration ends,
the Heting dise will disappear, suddenb
dropping anvihing upon it

Hold Portal

Range: 19

Duriion: 2412 (2d0) turns
Fifec: One door, gae, or similar
portal

Ulus spell will magieadly Biold shut ans
“portal” — for exaunple. a doeor or e
\ Knock spell will open the Hold Por-
tml Amy aeate 3 or more e diee
grester than the caster (including char-
acters) ney hreak open o beld portal i
one ronnds tdme. but the porid will
rclock o wllowed o dose within the
duraton of the speldl

EXAMPLE: Any 5th [ével character
may break through a Hold Portal
spell cast by a 2nd level magic-usen
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DUNGEONS & DRAGONS® characters (character class — human)

Light

Range: 1207

Duration: 6 turns < [ wrn per Level of
the magn-user

Effect: Volume of 30° diameter

T'hus spell creates a large ball of hght, as
if a bright torch were lit, If the spell is
cast on an object (such as a coin), the
light will move with the object. If cast at
a creature’s eyes, the creature must
make a Saving Throw, I the Saving
Throw s fuiled, the vienm will be
blinded by the light unol the duratson
ends. A blinded creature mav not atack.
1 the Saving Throw is successful, the
Light appears in the air behind the
mtended victim,

Magic Missile

Range: 1507
Duration: | round
Elfect: Creates 1 or more arrows

A Magic Missile is a glowing arrow,
created and shot by magic, which inflicts
27 (1d6+ 1) points of damage to any
creature it strikes. After the spell is cast,
the arrow appears next w the magic-
user and hovers there until the mugic-
user cises 1 to shoot. When shot, ic will
automatically at any visible rarget. I will
move with the magic-user until shot or
until the duranon ends. The Magic Mis-
sile actually has no sold {orm, and
capnot be twuched. A Magic Missile
never misses s target and the arget is
aot allowed 4 Saving Throw,

For evers 5 levels of experience of the
vuster, fio more missiles are ereated by
the sume spell. Thus o 6th Level Magic-
ser may create three missiles, The mis-
siles may be shot ot ditferent targets.

Protection from Evil

Range: 0
Duration: 6 terns
Eflea: The magic-user only

I'his spell creates an anvasible magical
barrier all around the magic-user’s body
fless than an mch oway). All attacks
against the magic-user are penalized by
=1 to their Hitrolls, and the magic-user
gains &+ I hunus 1o all Saving Throws,
while the spell lLasts,

In addition, “enchamted™ creatures
vannol even touch the magic-user! 15 a

magic weapon s needed to hin o crea-
ture, that creature is called "enchanted.”
However, a creature that can be hit by a
silver weapon — a lycanthrope (were-
creature), lor example — s not an "en-
chanted” creature. The barrier thus
completely prevents afl from anacks
from those crestures unless they use
missile weapons.

This speil will not affect a Magic Mis-
sile spelt, If the Magic-user atacks any-.
thing during the spells duration. the
elfect changes shghtly, “Enchanted”
creatures are then able 1w wmch the
magic-user. but the Hit roll and Saving
Throw adjustments sull apply undl the
spetl duranon ends.

Read Languages

Range: 0
Duration: 2 trns
Effect: 'The magic-user only

This spell will allow the magic-user 1o
read, not speak, any unknown Linguages
or codes, includhing treasure maps, secret
symbols, and so forth, unul the duration
ends,

Read Magic

Range:
Duration: ¥ turn
Effect: The magic-user only

This spell will allow the magic-user to
readd, not speak, any magical words or
tunes, such as those Tound on magic
scrolls and other wems, Unfamiliar
magic writings cannot be understood
without using this spell, However, once a
magic-user reads a scroll or runes with
this spell, that magic can be read or
spoken kuer (without) using a spell. All
spell books are written in magical words,
and ondy their owners may read them
without using this spell,

Shield

Range: 1)
Duration: 2 urns
Effect: ‘The magic-user nnly

This spell creates w magical barnier all
around the muagic-user (less than an inch
away), It moves with the magic-user.,
While the durasion Lists. the magic-user
becomes Armor Class 2 against missiles.
and AG - against all other attacks,

40

1f & Magic Missile 15 shot at o magic-
user protected by dus spell, the magie-
user may make i Saving Throw s
Spells (one Saving Throw per missiled. I
successful, the Magic Missile will have
no ellect

Sleep

Range: 2407

Duration: d-16 (4d4) turns

Effect: 2-16 Hit Dice of living creatnes
within i 40" square area

This spell will put creatures to steep tor
up o 16 wrns. It will only affect crea-
tures with 4 4 1 Hit Dice or less — gener-
ally, small or man-sized crewmures, Allthe
creatures wr be adfected must be witlin o
4’ x 407 arca, The spell will not wark
against Undead or very lnge creatutes,
such as dragons. Anv sleeping creature
can be awakened by lorce (such as aslap
or kik). A slecping creature mav he
Killed with a single blow of any cdged
weapon, regarcless of is b points,

Your Dungeon Master wall voll to Fd
the tota Hit Dice of monsters aflecred,
using 2d8, The vicums get no daving
Vhiow

Ventriloguism

Range: b0’
Duranon: 2 tens
Etiec: One e or locaion

Fhis spell will allow the magic-user 1o
make the sonnd of lus or her soue 1o
come from somewhere else, such as a
statue, anmal, dark corner, and so forth




