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Foreword to the 2nd Edition

A foreword is normally the place where the author of a book expresses thanks and
gratitude. I'm not going to do that here. It's not that everyone involved doesn't deserve
congratulations and praise, it's just that | already said all those things in the foreword to
the AD&D Player's Handbook. Everything | said there is true for this book, too. On to
other things.

Let's assume that since you're reading this, your are, or plan to be, a Dungeon Master.
By now, you should be familiar with the rules in the Player's Handbook. You've probably
already noticed things you like or things you would have done differently. If you have,
congratulations. You've got the spirit every Dungeon Master needs. As you go through
this rule book, | encourage you to continue to make these choices.

Choice is what the AD&D game is all about. We've tried to offer you what we think
are the best choices for your AD&D campaign, but each of us has different likes and
dislikes. The game that | enjoy may be quite different from your own campaign. But it is
not for me to say what is right or wrong for your game. True, | and everyone working on
the AD&D game have had to make fundamental decisions, but we've tried to avoid being
dogmatic and inflexible. The AD&D game is yours, it's mine, it's every player's game.

So is there an "official” AD&D game? Yes, but only when there needs to be. Although
| don't have a crystal ball, it's likely that tournaments and other official events will use all
of the core rules in these books. Optional rules may or may not be used, but it's fair to say
that all players need to know about them even if they don't have the memaorized.

The Player's Handbook and the Dungeon Master Guide give you what you're expected



to know, but that doesn't mean the game begins and ends there. Your game will go in
directions not yet explored and your players will try things others think strange.
Sometimes these strange things will work; sometimes they won't. Just accept this, be
ready for it, and enjoy it.

Take the time to have fun with the AD&D rules. Add, create, expand, and extrapolate.
Don't just let the game sit there, and don't become a rules lawyer worrying about each
piddly little detail. If you can't figure out the answer, MAKE IT UP! And whatever you
do, don't fall into the trap of believing these rules are complete. They are not. You cannot
sit back and let the rule book do everything for you. Take the time and effort to become
not just a good DM, but a brilliant one.

At conventions, in letters, and over the phone I'm often asked for the instant answer to
a fine point of the game rules. More often than not, | come back with a question—what
do you feel is right? And the people asking the questions discover that not only can they
create an answer, but that their answer is as good as anyone else's. The rules are only
guidelines.

At the beginning of the first Dungeon Master Guide, Gary Gygax stressed that each of
us, working from a common base, would make the AD&D game grow in a variety of
different directions. That is more true today than ever. Don't be afraid of experimentation,
but do be careful. As a Dungeon Master, you have great power, and "with great power
comes great responsibility." Use it wisely.

David "Zeb" Cook
2/9/89
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Foreword

One of the toughest challenges facing a DM (and | can only assume that everyone
reading this either is, or wants to be, a DM) is keeping his game sessions fresh and
exciting.

Those of us who produce new material for the AD&D game as a whole have a more or
less similar task, although on a larger scale. We are constantly searching for ways to
make adventures and game accessories unique, or at least original and distinctive. Like
Sir Isaac Newton, we've learned from experience that when faced with multiple choices,
the simplest alternative is often the best.

Hence the book you hold in your hands.

After six years, it was time for the Player's Handbook and Dungeon Master Guide, the
two most important AD&D rule books, to get freshened up. What could be better and
simpler than a new coat of paint? Products that we publish today don't look like products
we published in 1989, or even in 1993. We haven't changed the game in any substantial



way (aside from the usual clarifications and corrections that go along with any reprint).
But we have let these books catch up to our new standards. They're larger, more colorful,
and more readable, all with an eye toward making your DMing job easier.

Bringing this project together rekindled a lot of memories. In particular, one day from
1987 stands out in my mind. | remember it vividly because it was the day when Dave
Cook and I drew up the very first outline and schedule for the 2nd Edition of the
Advanced Dungeons & Dragons game. What needed to be done, and how it should be
done, looked clear and simple on our neat, four-page report. In fact, that massive
undertaking occupied almost two years of our lives, and I've spent most of my time since
then caring for the AD&D game.

That's a job that we enjoy, or we wouldn't be doing it. Most of us feel that we have a
stake, to one extent or another, in every AD&D campaign out there. When you and your
players get together, the months (often years) of designing, discussing, playtesting,
redesigning, arguing, editing, sketching, and head scratching disappear into the
background. But no matter whether you play by the books or with a binder full of home
rules, we're all in this together, united by the common thread of the AD&D game.

Steve Winter
February 6, 1995
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Introduction

You are one of a very special group of people: AD&D® game Dungeon Masters. Your
job is not an easy one. It requires wit, imagination, and the ability to think and act
extemporaneously. A really good Dungeon Master is essential to a good game.

The Dungeon Master Guide is reserved for Dungeon Masters. Discourage players from
reading this book, and certainly don't let players consult it during the game. As long as
the players don't know exactly what's in the Dungeon Master Guide, they'll always
wonder what you know that they don't. It doesn't matter whether you have secret
information; even if you don't, as long as the players think you do, their sense of mystery
and uncertainty is maintained.

Also, this book contains essential rules that are not discussed in the Player's
Handbook. Some of these rules the players will learn quickly during play—special
combat situations, the costs of hiring NPCs, etc. Others, however, cover more esoteric or
mysterious situations, such as the nature of artifacts and other magical items. This
information is in the Dungeon Master Guide so the DM can control the players' (and
hence the characters') access to certain bits of knowledge. In a fantasy world, as in this
world, information is power. What the characters don't know can hurt them (or lead them
on a merry chase to nowhere). While the players aren't your enemies, they aren't your
allies, either, and you aren't obligated to give anything away for nothing. If characters go
hunting wererats without doing any research beforehand, feel free to throw lots of curves
their way. Reward those characters who take the time to do some checking.

Besides rules, you'll find a large portion of this book devoted to discussions of the
principles behind the rules. Along with this are examinations of the pros and cons of
changing the rules to fit your campaign. The purpose of this book, after all, is to better
prepare you for your role as game moderator and referee. The better you understand the
game, the better equipped you'll be to handle unforeseen developments and unusual
circumstances.

One of the principles guiding this project from the very beginning, and which is
expressed throughout this book, is this: The DM has the primary responsibility for the
success of his campaign, and he must take an active hand in guiding it. That is an



important concept. If you are skimming through this introduction, slow down and read it
again. It is crucial you understand what you are getting into.

The DM's "active hand" extends even to the rules. Many decisions about your
campaign can be made by only one person: you. Tailor your campaign to fit your own
style and the style of your players.

You will find a lot of information in this book, but you won't find pat answers to all
your questions and easy solutions for all your game problems. What you will find instead
is a discussion of various problems and numerous triggers intended to guide you through
a thoughtful analysis of situations that pertain to your campaign.

The rules to the AD&D 2nd Edition game are balanced and easy to use. No role-
playing game we know of has been playtested more heavily than this one. But that
doesn't mean it's perfect. What we consider to be right may be unbalanced or
anachronistic in your campaign. The only thing that can make the AD&D game "right"
for all players is the intelligent application of DM discretion.

A perfect example of this is the limit placed on experience levels for demihumans. A
lot of people complained that these limits were too low. We agreed, and we raised the
limits. The new limits were tested, examined, and adjusted until we decided they were
right. But you may be one of the few people who prefer the older, lower limits. Or you
may think there should be no limits. In the chapter on character classes, you'll find a
discussion of this topic that considers the pros and cons of level limits. We don't ask you
to blindly accept every limit we've established. But we do ask that before you make any
changes you read this chapter and carefully consider what you are about to do. If, after
weighing the evidence, you decide that a change is justified in your game, by all means
make the change.

In short, follow the rules as they are written if doing so improves your game. But by
the same token, break the rules only if doing so improves your game.

A Word About Organization

Everything in this book is based on the assumption that you are familiar with the
Player's Handbook. To make your job easier, the Player's Handbook and Dungeon
Master Guide have parallel organization. Chapters appear in the same order in both
books. That means if you know where to find something in the Player's Handbook, you
also know where to find it in this book.

Also, the index in this book also covers both the Player's Handbook. You can find all
the references to any specific topic by checking this index.

The Fine Art of Beinga DM

Being a good Dungeon Master involves a lot more than knowing the rules. It calls for
quick wit, theatrical flair, and a good sense of dramatic timing—among other things.
Most of us can claim these attributes to some degree, but there's always room for
improvement.



Fortunately, skills like these can be learned and improved with practice. There are
hundreds of tricks, shortcuts, and simple principles that can make you a better, more
dramatic, and more creative game master.

But you won't find them in the Dungeon Master Guide. This is a reference book for
running the AD&D game. We tried to minimize material that doesn't pertain to the
immediate conduct of the game. If you are interested in reading more about this aspect of
refereeing, we refer you to Dragon® Magazine, published monthly by TSR, Inc. Dragon
Magazine is devoted to role-playing in general and the AD&D game in particular. For
more than 16 years, Dragon Magazine has published articles on every facet of role-
playing. It is invaluable for DMs and players.

If you have never played a role-playing game before but are eager to learn, our advice
from the Player's Handbook is still the best: Find a group of people who already play the
game and join them for a few sessions. If that is impractical, the best alternative is to get
a copy of the Introduction to Advanced Dungeons & Dragons Game. It covers all the
basics of fantasy role-playing with the AD&D game, but in a much simpler presentation
which teaches as you play. It includes several introductory role-playing adventures.
These will show you what goes on during the game and give you step-by-step
instructions on how to set up and run a game with your friends.

Chapter 1:
Player Character Ability Scores

Each player is responsible for creating his character. As the DM, however, your decisions
have a huge impact on the process. You have final approval over any player character
that is created. This chapter outlines what you should consider about character creation
and gives guidelines on how to deal with some of the common problems that arise during
character creation.

Giving Players What They Want

Players in most AD&D games use the same character over many game sessions. Most
players develop strong ties to their characters and get a thrill from watching them
advance, grow, and become more successful and powerful. Your game's success depends
on how much your players care about their characters. For these reasons, it is important
to let they players create the type of characters they really want to play.

At the same time, watch out for a tendency in some players to want the most powerful
character possible. Powerful characters are fine if that's the sort of campaign you want. A
problem arises, however, if players are allowed to exploit the rules, or your good nature,
to create a character who is much more powerful than everyone else's characters. At best,
this leads to an unbalanced game. At worst, it leads to bored players and hurt feelings.

Therefore, before any player in your game creates his first character, decide which



dice-rolling method to allow: will you use method I, any of the five alternate methods, or
a seventh method of your own devising? Be prepared with an answer right away, because
this is one of the first questions your players will ask.

Choosing a Character Creation Method

The following methods are different from one another. Some produce more powerful
characters than others (although none produces extremely powerful characters). For this
reason, every player in your game should start out using the same method.

If, at some later point in your campaign, you want to change methods, simply
announce this to your players. Try to avoid making the announcement just as a player
starts rolling up a new character, lest the other players accuse you of favoritism. You
know you aren't playing favorites, but it doesn't hurt to avoid the appearance.

The advantages and disadvantages of each dice-rolling method are described below
(also see page 13 of the Player's Handbook). Five sample characters created with each
method illustrate typical outcomes the different methods are likely to produce.

Method I (3d6, In order):

This is the fastest and most straightforward. There are no decisions to make while
rolling the dice, and dice rolling is kept to a minimum. Ability scores range from 3 to 18,
but the majority fall in a range from 9 to 12.

Typically, a character will have four scores in the average range, one below-average
score, and one above-average score. A few lucky players will get several high scores and
a few unlucky ones will get just the opposite.

Very high scores are rare, so character classes that require high scores (paladin, ranger,
illusionist, druid, bard) are correspondingly rare. This makes characters who qualify for
those classes very special indeed. The majority of the player characters will be fighters,
clerics, mages, and thieves. Characters with exceptional ability scores will tend to stand
out from their comrades.

Method | Disadvantages: First, some players may consider their characters to be
hopelessly average. Second, the players don't get many choices.

Using method I, only luck enables a player to get a character of a particular type, since
he has no control over the dice. Most characters have little choice over which class they
become: Only one or two options will be open to them. You might let players discard a
character who is totally unsuitable and start over.

Table 1:
Method | Characters

#1 #2 #3 #4 #5
Strength 10 8 13 6 16
Dexterity 8 7 8 15 10
Constitution 12 8 9 10 14



Intelligence 13 8 14 9 12
Wisdom 12 10 11 9 13
Charisma 7 12 14 7 8

Suggested Class Ma CI F/Ma Th F

Method 11 (3d6 twice, keep desired score):

This method gives players better scores without introducing serious ability inflation. It
also gives them more control over their characters. The average ability is still in the 9 to
12 range, and players can manipulate their results to bring the characters they create
closer to the ideal characters they imagine.

Exceptional player characters are still rare, and unusual character classes are still
uncommon, but few characters will have below-average scores.

Method |1 Disadvantages: Creating the character takes slightly longer because there are
more dice to roll. Despite the improved choices, a character might still not be eligible for
the race or class the player wants.

Table 2:
Method Il Characters

#1 #2 #3 #4 #5

Strength 12 11 9 9 15
Dexterity 10 15 12 13 14
Constitution 11 11 16 14 14
Intelligence 13 11 12 13 14
Wisdom 16 13 13 11 13
Charisma 10 11 14 9 12

Suggested Class Cl Th Cl Ma F

Method 111 (3d6, arranged to taste):

This method gives the players more choice when creating their characters yet still
ensures that, overall, ability scores are not excessive. Bad characters are still possible,
especially if a player has several poor rolls. The majority of characters have average
abilities.

Since players can arrange their scores however they want, it is easier to meet the
requirements for an unusual class. Classes with exceptionally strict standards (the paladin
in particular) are still uncommon.

Method 111 Disadvantages: This method is more time-consuming than | or I, especially
if players try to "minimize/maximize" their choice of race and class. (To
minimize/maximize, or min/max, is to examine every possibility for the greatest
advantage.) Players may need to be encouraged to create the character they see in their
imaginations, not the one that gains the most pluses on dice rolls. The example below



shows fighters created using this method.

Table 3:
Method 111 Characters

#1 #2 #3 #4 #5

Strength 15 13 14 15 14
Dexterity 11 12 9 10 12
Constitution 15 13 13 12 14
Intelligence 7 8 8 9 11
Wisdom 8 7 7 6 9

Charisma 7 12 7 7 11

Method IV (3d6 twice, arranged to taste):

This method has all the benefits of methods Il and I11. Few, if any, characters are likely
to have poor scores. Most scores are above average. The individual score ranges are still
not excessively high, so truly exceptional characters are still very rare. However, the
majority of characters are significantly above the norm.

Method 1V Disadvantages: This method tends to be quite slow. Players spend a lot of
time comparing different number combinations with the requirements of different races
and classes. New players easily can be overwhelmed by the large number of choices
during this process. The examples below are arranged for fighters.

Table 4:
Method IV Characters

#1 #2 #3 #4 #5

Strength 15 14 15 16 15
Dexterity 13 10 13 15 13
Constitution 13 12 15 13 13
Intelligence 13 9 13 12 13
Wisdom 13 9 11 13 12
Charisma 10 9 11 13 12

Method V (4d6, drop lowest, arrange as desired):

Before choosing to use this method, think about how adventurers fit into the population
as a whole. There are two schools of thought.

One holds that adventurers are no different from everyone else (except for being a little
more foolhardy, headstrong, or restless). The man or woman down the street could be an
adventurer--all that's required is the desire to go out and be one. Therefore, adventurers
should get no special bonuses on their ability rolls.

The other school holds that adventurers are special people, a cut above the common
crowd. If they weren't exceptional, they would be laborers and businessmen like



everyone else. Player characters are heroes, so they should get bonuses on their ability
rolls to lift them above the rabble.

If you choose method V for creating player characters, then you agree with this second
view and believe that adventurers should be better than everyone else.

This method creates above-average characters. They won't be perfect, but the odds are
that even their worst ability scores will be average or better. More scores push into the
exceptional range (15 and greater). It is easy for a player to create a character of any class
and race.

Method V Disadvantages: Like other methods that allow deliberate arrangement of
ability scores, this one takes some time. It also creates a tendency toward "super™
characters.

Unless you have a considerable amount of experience as a DM, however, beware of
extremely powerful characters. They are much more difficult to challenge and control
than characters of moderate power. On the plus side, their chance for survival at lower
levels is better than "ordinary" characters. (See "Super Characters," below, for more on
this subject.)

One last point about method V: High ability scores are less exciting under this method,
since they are much more common, as the fighter characters below indicate:

Table 5:
Method V Characters

#1 #2 #3 #4 #5
Strength 17 15 16 14 18/37
Dexterity 14 14 13 15 12
Constitution 15 14 14 15 17
Intelligence 13 11 10 14 8
Wisdom 13 10 11 15 8
Charisma 9 13 8 7 9

Method VI (points plus dice):

This gives players more control over their characters than the other methods. A points
system makes it quite likely that a player can get the character he wants--or at least the
class and race. However, in doing so the player must make some serious compromises.

It is unlikely that his dice are going to be good enough to make every score as high as
he would like. In all likelihood, only one or two ability scores will be exceptional, and
miserable dice rolling could lower this even further. The player must carefully weigh the
pros and cons of his choices when creating the character.

Method 1V Disadvantages: This method works best for experienced players. Players
who are not familiar with the different character classes and races have a hard time
making the necessary (and difficult) decisions. Table 6 shows fighters constructed using
this method.



Table 6:
Method VI Characters

#1 #2 #3 #4 #5

Strength 17 15 16 17 18/71
Dexterity 12 11 11 13 12
Constitution 12 9 12 18 14
Intelligence 11 9 10 11 11
Wisdom 9 9 10 8 10
Charisma 8 8 9 9 13

Super Characters

One of the great temptations for players is to create super characters. While this is not
true of every player all the time, the desire for power above everything else afflicts most
players at one time or another.

Many players see their characters as nothing more than a collection of numbers that
affects game systems. They don't think of their characters as personalities to be
developed. Players like this want to "win" the game. These players are missing out on a
lot of fun.

If players are creating new characters for your campaign, you probably won't have to
deal with such super characters. Players can start with ability scores greater than 18 only
if the race grants a bonus, but this is extremely rare. Later in the campaign, magic might
raise ability scores higher.

The greatest difficulty occurs when a player asks to bring in a character from another
campaign where characters are more powerful. Unless you are prepared to handle them,
super characters can seriously disrupt a campaign: Players with average characters
gradually become bored and irritated as the powerful characters dominate the action. And
players with powerful characters feel held back by their weaker companions. None of this
contributes to harmony and cooperation among the characters or the players.

Cooperation is a key element of role-playing. In any group of player characters,
everyone has strengths to contribute and weaknesses to overcome. This is the basis for
the adventuring party--even a small group with sufficiently diverse talents can
accomplish deeds far greater than its size would indicate.

Now, throw in a character who is an army by himself. He doesn't need the other
characters, except perhaps as cannon fodder or bearers. He doesn't need allies. His
presence alone destroys one of the most fundamental aspects of the game--cooperation.

Identifying Too-Powerful Characters
There are no absolute rules to define a too-powerful character, since the definition will

vary from campaign to campaign. Characters who are average in your game may be
weaklings in your friend's campaign. His characters, in turn, could be frail compared to



other groups. Some experience is required to strike the right balance of power, but
characters created using the same method should, at least, be comparable.

When someone brings a character from a different campaign and wants to use him in
your game, compare the proposed character to those already in the game. You don't want
him to be too strong or too weak. Certainly you should be wary of a character whose
ability scores are all 18s!

Dealing with Too-Powerful Characters

If you decide a character is too powerful, the player has two choices. First, he can
agree to weaken the character in some fashion (subject to your approval). This may be as
simple as excluding a few magical items ("No, you can't bring that holy avenger sword
+5 that shoots 30-dice fireballs into my campaign!™). Second, the player can agree not to
use some special ability ("1 don't care if your previous DM gave your character the Evil
Eye, you can't jinx my dice rolls!™). If this sort of change seems too drastic or requires
altering ability scores or levels, a better option is simply to have the player create a new
character. The old character can be used, without tinkering, in the campaign for which he
was created. The new character, more appropriate to your campaign, can develop in your
game. Remember that just because another DM allowed something is no reason you have
to do the same!

Hopeless Characters

At the other extreme from the super character is the character who appears hopeless.
The player is convinced his new character has a fatal flaw that guarantees a quick and
ugly death under the claws of some imaginary foe. Discouraged, he asks to scrap the
character and create another.

In reality, few, if any, characters are truly hopeless. Certainly, ability scores have an
effect on the game, but they are not the overwhelming factor in a character's success or
failure. Far more important is the cleverness and ingenuity the player brings to the
character.

When a player bemoans his bad luck and "hopeless" character, he may just be upset
because the character is not exactly what he wanted. Some players write off any character
who has only one above-average ability score. Some complain if a new character does
not qualify for a favorite class or race. Others complain if even one ability score is below
average. Some players become stuck in super-character mode. Some want a character
with no penalties. Some always want to play a particular character class and feel cheated
if their scores won't allow it.

Some players cite numerical formulas as proof of a character's hopelessness (A
character needs at least 75 ability points to survive"” or "A character without two scores of
15 or more is a waste of time"). In reality, there is no such hard and fast formula. There
are, in fact, few really hopeless characters.

Dealing with Hopeless Characters



Before you agree that a character is hopeless, consider the player's motives. Try to be
firm and encourage players to give "bad" characters a try. They might actually enjoy
playing something different for a change.

A character with one or more very low score (6 or less) may seem like a loser, like it
would be no fun to play. Quite simply, this isn't true! Just as exceptionally high scores
make a character unique, so do very low scores. In the hands of good role-players, such
characters are tremendous fun. Encourage the player to be daring and creative. Some of
the most memorable characters from history and literature rose to greatness despite their
flaws.

In many ways, the completely average character is the worst of all. Exceptionally good
or exceptionally bad ability scores give a player something to base his role-playing on--
whether nimble as a cat or dumb as a box of rocks, at least the character provides
something exciting to role-play.

Average characters don't have these simple focal points. The unique, special something
that makes a character stand out in a crowd must be provided by the player, and this is
not always easy. Too many players fall into the "he's just your basic fighter" syndrome.

In truth, however, even an average character is okay. The only really hopeless
character is the rare one that cannot qualify for any character class. The playability of all
other characters is up to you.

Dealing with Dissatisfied Players

All of the above notwithstanding, you don't want to force a player to accept a character
he doesn't really like. All you will do is lose a player. If someone really is dissatisfied,
either make some adjustments to the character or let him roll up a new one.

When adjusting ability scores, follow these guidelines:

» Don't adjust an ability score above the minimum required to qualify for a particular
class or race. You are being kind enough already without giving away 10 percent
experience bonuses.

 Don't adjust an ability score above 15. Only two classes have ability minimums higher
than 15: paladins and illusionists. Only very special characters can become paladins and
illusionists. If you give these classes away, they lose their charm.

 Don't adjust an ability score that isn't required for the race or class the player wants his
character to be.

* Think twice before raising an ability score to let a character into an optional class if he
already qualifies for the standard class in that group. For example, if Kirizov has the
scores he needs to be a half-elf fighter, does he really need to be a half-elf ranger?
Encourage the player to develop a character who always wanted to be a ranger but just
never got the chance, or who fancies himself a ranger but is allergic to trees. Encourage
role-playing!

Wishes and Ability Scores

Sooner or later player characters are going to gain wishes. Wishes are wonderful things



that allow creative players to break the rules in marvelous ways. Inevitably, some player
is going to use a wish to raise his character's ability scores. This is fine. Player characters
should have the chance to raise their ability scores. It can't be too easy, however, or soon
every character in your campaign will have several 18s.

When a wish is used to increase a score that is 15 or lower, each wish raises the ability
one point. A character with a Dexterity of 15, for example, can use a wish to raise his
Dexterity to 16.

If the ability score is between 16 and 20, each wish increases the ability score by only
one-tenth of a point. The character must use 10 wishes to raise his Dexterity score from
16 to 17. The player can record this on his character sheet as 16.1, 16.2, etc. Fractions of
a point have no effect until all 10 wishes have been made.

If a character of the warrior group has a Strength score of 18, each wish increases the
percentile score by 10 percent. Thus, 11 wishes are needed to reach Strength 19.

This rule applies only to wishes and wish-like powers. Magical items (manuals, books,
etc.) and the intervention of greater powers can automatically increase an ability score by
one point, regardless of its current value.

Players with Multiple Characters

Each player usually controls one character, but sometimes players may want or need
more. Multiple player characters are fine in the right situation.

Once your campaign is underway and players learn more about the game world, they
may want to have characters in several widely scattered areas throughout that world.
Having multiple characters who live and adventure in different regions allows a lot of
variety in the game. The characters usually are spread far enough apart so that events in
one region don't affect what transpires in the other.

Sometimes players want to try a different class or race of character but do not want to
abandon their older, more experienced heroes. Again, spreading these characters out
across the world is an effective means of keeping them separate and unique.

Whenever possible, avoid letting players have more than one character in the same
area. If, for some reason, players must have more than one character in an area, make
sure that the characters are of significantly different experience levels. Even this
difference should keep them from crossing paths very often.

If multiple player characters are allowed, each character should be distinct and
different. It is perfectly fair to rule that multiple characters controlled by one person must
be different classes--perhaps even different races. This helps the player keep them
separate in his imagination.

If a player has more than one character available, ask him to choose which character he
wants to use for the adventure--before he knows what the adventure is about. If a single
adventure stretches across several playing sessions, the same character should be used
throughout. All of the player's other characters are considered busy with something else
during this time.

Avoid letting players take more than one character along on a single adventure. This
usually comes up when the group of characters assembled for the planned adventure is
too small to undertake it safely. The best solution to this problem is to adjust the



adventure, use a different adventure entirely, or supplement the party with NPC hirelings.

Multiple Character Problems

Playing the role of a single character in depth is more than enough work for one
person. Adding a second character usually means that both become lists of numbers
rather than personalities.

Shared Items: One single player/multiple character problem that needs to be nipped in
the bud is that of shared equipment. Some players will trade magical items, treasure,
maps, and gear back and forth among their characters.

For example, when Phaedre goes adventuring she takes along Bertramm's ring of
invisibility. Bertramm, in exchange, gets the use of Phaedre's boots of speed. In short,
each character has the accumulated treasure of two adventurers to draw on.

Do not allow this! Even though one player controls both characters, those characters
are not clones. Their equipment and treasure is extremely valuable. Would Phaedre loan
her boots to a character controlled by another player? How about an NPC? Probably not,
on both counts. Unless the character is (foolishly) generous in all aspects of his
personality, you have every right (some might call it a duty) to disallow this sort of
behavior.

Shared Information: Information is a much more difficult problem. Your players must
understand the distinction between what they know as players and what their characters
know. Your players have read the rules and shared stories about each other's games.
They've torn out their hair as the entire party of adventurers was turned into lawn
ornaments by the medusa who lives beyond the black gateway. That is all player
information. No other characters know what happened to that group, except this: they
went through the black gateway and never returned.

The problem of player knowledge/character knowledge is always present, but it is
much worse when players control more than one character in the same region. It takes
good players to ignore information their characters have no way of knowing, especially if
it concerns something dangerous. The best solution is to avoid the situation. If it comes
up and players seem to be taking advantage of knowledge they shouldn't have, you can
discourage them by changing things a bit. Still, prevention is the best cure.

And remember, when problems arise (which they will), don't give up or give in.
Instead, look for ways to turn the problem into an adventure.

Character Background

When you look at a completed character, you will notice there are still many
unanswered questions: Who were the character's parents? Are they still alive? Does the
character have brothers and sisters? Where was he born? Does he have any notable
friends or enemies? Are his parents wealthy or are they poor? Does he have a family
home? Is he an outcast? Is he civilized and cultured, or barbaric and primitive? In short,



just how does this character fit into the campaign world?

There are no rules to answer these questions. The Player's Handbook and Dungeon
Master's Guide are designed to help you unlock your imagination. The AD&D® rules do
not presume to tell you exactly what your campaign world will be like. These decisions
are left to you.

Consider what would happen if the rules dictated answers to the questions above. For
example, suppose the rules said that 50% of all characters come from primitive, barbaric
backgrounds...and you're running a campaign set in a huge, sophisticated city (the New
Rome of your world). Even more ridiculous would be the reverse, where the rules say
50% of the characters are city dwellers and your campaign is set in a barbaric wilderness.
Or how would you explain things if 20% of all characters were seafarers and you had set
your adventures in the heart of a desert larger than the Sahara?

These pages contain guidelines and advice about how to create a campaign, but there is
nothing that says exactly where this campaign must be set or what it must be like. This
does not mean that a character's background shouldn't be developed--such background
adds a lot to the depth and role-playing of your players and their characters. However, it
IS up to you to tailor character backgrounds to the needs of your campaign.

Letting Players Do the Work

Of course, you don't have to do all the work. Your players can provide most of the
energy, enthusiasm, and ideas needed. Your task is to provide direction and control.

Allow your players to decide what kind of people their characters are. One could be a
rough nomad, another an over-civilized fop, others, homespun farmboys or salty seadogs.
Let the players decide, and then tell them if, and how, their characters fit into your
campaign world.

When a player says, "My dwarf's a rude and tough little guy who doesn't like humans
or elves,” you can respond with "Fine, he's probably one of the Thangor Clan from the
deep mountain regions.” This type of cooperation spurs your creativity, and involves the
players in your world right from the start. You must come up with answers to their
questions and ways to make their desires work in the campaign. The will be rewarded
with the feeling of getting the characters they want.

A carefully well-crafted character background can do more than just provide emotional
satisfaction. It can also provide motivation for the player characters to undertake specific
adventures:

Just what is a dwarf of the Thangor Clan doing outside his clan's mountainous
homeland? Is he an outcast looking for some way to redeem himself? Maybe he's a
restless soul eager to see the bright lights of the big city and the world.

A character can have parents to avenge, long-lost siblings to track down, a name to
clear, or even a lost love to recapture. Background can be used to build sub-plots within
the overall framework of the campaign, enriching character descriptions, and interactions.

Background should not be forced: Do not insist that a player take upon his character a
crippled grandmother, three sisters stolen by gypsies, a black-hearted rival, and a stain on
the family name. Instead, see if the player has any ideas about his character. Not every
player will, but the AD&D game depends as much on the players' fantasies as it does on
yours.



Characters who players are happy with and feel comfortable about will create their
own special excitement and interest. Players who are interested in their characters'
backgrounds can be a source of creative energy, as they offer you a constant stream of
new ideas.

Problem Backgrounds

Certain points of background can and do create problems in campaigns, however. First
and foremost of these is nobility, followed closely by great wealth.

Problems of Nobility: Some players like the idea of their character being Prince So-and-
So or the son of Duke Dunderhead. All too often this leads to an abuse of power.

The player assumes, somewhat rightfully and somewhat not, that the title endows his
character with special privileges--the right to instant income, the right to flaunt the law,
the right to endless NPCs, information, and resources--or, worst of all, the right to use
clout to push the other members of the party around. This kind of character quickly
becomes tiresome to the other players and will constantly find ways to upset carefully
planned adventures.

Titles can be allowed, but the DM will have to put some controls on noble characters.
The easiest and most effective method is to strip the title of all benefits that, by rights,
should go with it.

The noble character could be the son of a penurious duke. The son may be next in line
to inherit the title when his father dies, but he's also in line to inherit his father's debts!
Instead of seeking to impress others in public, the poor son might be quite happy to keep
a low profile so as not to attract his father's creditors. After all, it's hard to amass a
fortune through adventuring when the bill collectors are always on hand to take it away.

Likewise, a princely character could be the son of an unpopular and despotic or
incompetent king--perhaps even one who was overthrown for his abuses. Such a son
might not want his lineage well-known, since most of the peasants would have less than
happy recollections of his father's rule.

Of course, these kinds of manipulations on your part soon become tiresome, both to
yourself and the players. Not every duke can be impoverished, nor every throne usurped.
Going too far with this strategy will only destroy the validity of nobility and titles in your
game.

In the long run, it is better for your player characters to begin untitled, with one of their
goals being the possibility of earning the right to place a "Sir" or "Lady" before their
names. Imagine their pride as you confer this title on their character (and imagine the
trials they must have gone through to earn this right).

Problems of Wealth: Another problem you might have to deal with is characters from
wealthy, upper-class families. (This is often associated with the problem of titles since
the nobility normally is the upper class.) Such characters, being wealthy, lack one of the
basic reasons to adventure--the desire to make a fortune.

Indeed, they see their own money as a way to buy solutions to their problems. Often
they will propose eminently reasonably (and, to the DM's carefully planned adventures,
quite disastrous) schemes to make their adventuring life easier. It is, of course, possible to



hire a wizard to construct magical items. And a wealthy 1st-level character could buy a
vast army. But these sorts of things will have undesirable effects on your campaign.

There are ways to control these problems while still allowing players the character
backgrounds they desire. Think of the real world and how difficult it is to convince
family and friends to give you money, especially sizeable amounts of cash. You may
have a loving family and generous friends, but there is a limit.

In your campaign, parents may grow tired of supporting their children. Brothers could
become upset at how player character relatives are cheating them out of their share of an
inheritance. Sisters may take exception to the squandering of their dowries.

Standard medieval custom called for inheritances--land and chattels--to be divided
equally among all of a man's sons. (This is one reason Charlemagne's empire crumbled
after his death.) You can use this custom to whittle a wealthy character's purse down to
size.

Further, families are not immune to the effects of greed and covetousness--many a tale
revolves around the treachery one brother has wrought upon another. A rich character
could awaken to discover that his family has been swindled of all it owns.

Background as Background

A character's background is a role-playing tool. It provides the player with more
information about his character, more beginning personality on which to build. It should
complement your campaign and spur it forward. Background details should stay there--in
the background. What your characters are doing now and will do in the future is more
important than what they were and what they did.

Chapter 2:
Player Character Races

Many factors affect a character's background. Two of the most important are his race and
his character class (see Chapter 3, "Player Character Classes”). In a sense, a character's
class is his profession. Some characters are fighters, some are mages, some are clerics,
and so on. A character's race affects which character classes are available to him. Only
humans have unlimited class options. All non-human races are limited to some extent.
There are two reasons for this:

First, the restrictions are intended to channel players into careers that make sense for
the various races. Dwarves are, to a certain degree, anti-magical and incapable of shaping
magical energy--they can't be wizards. Halflings, despite their ties to nature, lack the
devotion and physical will to be druids. Similar situations exist for the other demihuman
races.

Second, the demihuman races have advantages that are not available to humans.
Flexibility, the ability to choose from among all the classes, is one of very few human
advantages.



A Non-Human World

The DM can, if he chooses, make any class available to any race. This will certainly
make your players happy. But before throwing the doors open, consider the
consequences.

If the only special advantage humans have is given to all the races, who will want to
play a human? Humans would be the weakest race in your world. Why play a 20th-level
human paladin when you could play a 20th-level elven paladin and have all the abilities
of paladins and elves?

If none of the player characters are human, it is probably safe to assume that no non-
player characters of any importance are human either. Your world would have no human
kingdoms, or human kings, emperors, or powerful wizards. It would be run by dwarves,
elves, and gnomes.

This is not necessarily a bad thing, but you must consider what kind of world non-
humans would create. Building a believable fantasy world is a daunting task; creating a
believable alien fantasy world (which is what a world dominated by non-humans would
be) is a huge challenge even for the best writers of fantasy.

What would non-human families be like? What would the popular entertainment be?
What would non-humans value? What would they eat? What would their governments be
like? A society governed by nature-loving elves would be a very different place than a
human-dominated world.

It is possible that certain character classes might not even exist. Paladinhood, for
example, could be a uniquely human perspective. Would elves and dwarves hold the
same values of law, order, god, and community to which a paladin aspires? If you only
change the image (i.e., have elven paladins behave exactly like human paladins), what
you've got is the "humans-in-funny-suits" syndrome. Even within the human race there
are vast cultural differences. Think how much greater these differences would be if the
blood were entirely different.

Also, if humans are weak, will the other races treat them with contempt? With pity?
Will humans be enslaved? All things considered, humans could have a very bad time of
it. If, after considering all the potential pitfalls, you decide to experiment with non-
standard class selections, do so carefully. We offer the following advice:

Allow nonstandard race/class combinations only on a case-by-case basis. If you
institute a general rule--"Gnomes can now be paladins”--you will suddenly find yourself
with six player character gnome paladins.

If a player desperately wants to play a gnome paladin, ask him to come up with a
thoughtful rationale explaining why this gnome is a paladin. It must be plausible and
consistent with your campaign setting. If the rationale satisfies you, allow that player, and
only that player, to play a gnome paladin. Explain to the other players that this is an
experiment.

Don't allow any other gnome paladins in the game until you have seen the first one in
action long enough to decide whether the class fits into your game. If it does,
congratulations--you've broadened your players' horizons. If it doesn't, don't hesitate to
tell the gnome paladin player that he has to retire the character or convert him to a normal



fighter. Never allow someone to continue playing a character who is upsetting your
game.

By following this simple rule, you can test new race/class combinations without
threatening your campaign. Moderation is the key to this type of experimentation.

Racial Level Restrictions

In addition to unlimited class choice, humans can attain any level in any class. Once
again, this is a human special ability, something no other race has. In the AD&D game,
humans are more motivated by ambition and the desire for power than the demihuman
races are. Thus, humans advance further and more quickly.

Demihumans can attain significant levels in certain classes, but they do not have the
same unlimited access. Some players may argue that the greater age of various non-
humans automatically means they will attain greater levels. That can present problems.

Demihuman characters are limited in how high a level they can achieve both to
preserve internal consistency (humans are more flexible than non-humans) and to enforce
game balance. A DM, however, can change or eliminate these limits as he sees fit. As
with class restrictions, the consequences must be examined in detail.

Given their extremely long lifespans, demihumans without limitations would quickly
reach levels of power far beyond anything attainable by humans. The world would be
dominated by these extremely powerful beings, to the exclusion of humans. Human
heroes would be feeble compared to the heroes of elves and dwarves.

Given their numerous advantages, demihumans would be the most attractive races--no
one would play a human. Again, this isn't necessarily bad, but it's very different. The
resulting game will be completely unlike the standard sword-and-sorcery milieu. You
might need to set the campaign in an ancient age, before the ascendance of men (though
given the situation, it's unlikely that men would ever become dominant).

Slow Advancement (Optional Rule)

If you decide to allow demihumans unlimited advancement, consider this option: To
counteract the demihumans' long life, slow down their advancement. Require
demihumans to earn two, three, or even four times as many experience points as a human
to advance a level.

This allows the short-lived humans to advance more quickly than their long-lived
comrades, who will eventually catch up after the humans' demise. If this solution, though
logical, is unacceptable to your players, a compromise may be called for.

The best compromise is to allow demihumans normal (or double-cost) advancement to
their "maximum® levels. Then require them to earn triple or quadruple experience points
to advance beyond that point. They will advance very slowly, but the players will still
have a goal and the sense of accomplishment that comes with rising a level.

Standard Class and Level Limits



Before removing or modifying level limits, familiarize yourself with the game and the
balances that currently exist. Only after you are experienced and comfortable with these
should you begin alteration of the non-human level limits. The standard level limits for
all races and classes are given in Table 7.

Table 7:
Racial Class and Level Limits*

Character Class Character Races
Human Dwarf EIf Gnome Half-elf Halfling

Bard U - - - U -
Cleric U 10 12 9 14 8
Druid U - - - 9 -
Fighter U 15 12 11 14 9
Ilus. U - - 15 - -
Mage U - 15 - 12 -
Paladin U - - - - -
Ranger U - 15 - 16 -
Thief U 12 12 13 12 15

U A player character can advance to the maximum possible level in a given class. The
Player's Handbook gives rules for advancing the player characters to 20th level.

— A player character cannot belong to the listed class.

* Player characters with less than exceptional prime requisites cannot advance beyond the
listed level.

Exceeding Level Limits (Optional Rule)

Demihuman characters with extremely high ability scores in their prime requisites can
exceed the racial maximum levels. In cases where multiple prime requisites exist, the
lowest prime requisite is used to calculate any additional levels.

The bonus levels available to characters with high prime requisite scores are
summarized on Table 8. The additional levels listed in Table 8 are added to the normal
maximum allowed, regardless of what class or race is involved.

For example, a half-elf is limited to 12th level as a thief. A half-elf thief with a
Dexterity score of 17, however, is allowed two bonus levels, so he could advance to 14th
level.

Table 8:
Prime Requisite Bonuses



Ability Score Additional Levels

14, 15 +1
16, 17 +2
18 +3
19 +4

Creating New Player Character Races

The races listed in the Player's Handbook are only a few of the possible intelligent
races populating the worlds of the AD&D game. Adventurous DMs and players may
want to experiment with characters of other races, such as orcs, lycanthropes, ogres,
lizardmen, or even dragons.

Before you do this, however, you need to know very clearly what you are getting into.
Unrestricted or ill-considered use of non-standard races can easily and quickly destroy a
campaign. Always consider a new race from a variety of angles:

How does the new race fit with the other player characters? How does it fit in the
campaign in general? What could you accomplish with this race that you couldn't with
another?

The majority of players who want to play an unusual race desire only the thrill and
excitement of a truly challenging role-playing situation. There are, however, a few
players who see such races as a way to take advantage of game systems and campaign
situations. As with changing level limits and classes allowed, you are well advised to
move slowly and carefully in this area.

Allowing player characters of unusual races introduces a whole new set of problems.
In creating a new non-human or demihuman player character race, the rules and
guidelines below should be followed to preserve game balance.

The race should be humanoid (i.e., it must have two hands, at least two legs, and
stand generally upright). The race must be able to move about on land. It must also be
intelligent. An orc or a centaur would be acceptable.

The race cannot possess special abilities beyond the scope of those already given for
the other player character races. Although a dragon can polymorph into human form, it
makes an unlikely player character because it has a breath weapon, can change shape, can
cast spells, and is not humanoid in its natural state. A brownie probably would not be a
player character because it, too, has abilities beyond those of the standard player
character races.

The race cannot be extra-dimensional or draw on extra-dimensional powers. It
cannot have innate spellcasting ability, be undead, or possess magic resistance.

The race must be cooperative and willing to interact with the human world. The
duergar, a race of deep-dwelling dwarves, have no desire to deal with humans and avoid
contact whenever possible. Satyrs resent intruders into their woods and glades, which
rules them out as player characters. You must judge this criterion based on the conditions
in your game world.

If these conditions are met, the race can be considered as a possible player character
race. Some examples of races that definitely fit the profile are half-orcs, orcs, half-ogres,



lizardmen, goblins, centaurs, and kobolds.

When experimenting with a new player character race, allow only one at the start. Do
not begin your experiment with a whole party of half-ogres! Start slowly, involving only
one player. If the new race is too powerful, it can be easily eliminated.

Once the new race is selected, the real work begins. Examine the race and apply all of
the following guidelines to it.

Character Abilities: All races, regardless of type, use the same ability generation
method as all other player characters. Their scores will range from 3 to 18 unless
modified by pluses or minuses.

Creature sizes, defined in the Monstrous Manual, affect abilities as follows:

Creatures of tiny (T) size have a -3 modifier to Strength. Creatures of small (S) size
have a -1 modifier to Strength. Creatures of large (L) size have a +1 modifier to Strength.
Huge (H) creatures gain a +2 to Strength and Gigantic (G) creatures have a +4.

Those with an Intelligence less than average (as determined by the DM or as listed in
the Monstrous Manual) suffer a -1 penalty to Intelligence and those exceptionally
Intelligent or greater gain a +1 bonus.

All other ability modifiers are assigned by the DM. Likely candidates include minuses
to Charisma and Wisdom and plus or minus adjustments to Dexterity. In all cases,
bonuses and penalties should balance out. If a creature has a +1 bonus to Strength, it
should have a -1 penalty to another ability. With the exception of Strength, no creature
can have a modifier greater than +2 or -2 to any score.

Racial Ability Requirements: It is possible for a creature to have seemingly illogical
ability scores. However, you can set minimums and maximums on these. Table 7 in the
Player's Handbook shows these limits for the standard player character races. It is the
DM's job to do the same for nonstandard races.

As a guide, creatures of large size should have at least an 11 Strength and, unless they
are described as agile or quick, should have a ceiling of 17 to Dexterity. Dull-witted
creatures (those of low Intelligence) should have a limit of 16 to Intelligence.

The DM can waive any requirements if, for example, a player wants (or gets) a hill
giant character with Strength 6. Some rationale should be offered, however. (In the case
of the weakling hill giant, perhaps he was the runt of the family, cast out by his fellows,
and forced to take up adventuring.)

Character Classes: The DM must judge what character classes the new race can be.
Use the information in the next chapter as your guide, and start with a narrow range of
options. You can always widen it later.

Almost any sort of creature can be a fighter. None (except humans) can be paladins.
Those favoring the outdoors (centaurs, for example) can be rangers.

Those with penalties to Wisdom cannot be priests; others can be priests only if their
game description mentions NPC priests and the creature has some type of social
organization (a tribe, clan, etc.). No nonstandard creature can be a druid, as this is a
human belief system.

Those with penalties to Intelligence cannot be wizards. If the description in the
Monstrous Manual implies that a creature is stupid, dull-witted, or in any way averse to
magic and spell casting, it cannot be a priest or wizard.

A Dexterity penalty prevents the character from being a thief. Creatures of large size or
greater cannot be thieves. If it is implied that a creature is clumsy or