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Table 18: RANGER ABILITIES

Ranger Hide in Move
Level  Shadows Silently

16 99% 9%

* Maximum percentile score
** Maximum spell ability

Level
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* Maximum spell ability
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Table 14: WARRIOR EXPERIENCE

Paladin/
Ranger
0

2,250
4,500
9,000
18,000
36,000
75,000

LEVELS
Level  Fighter
1 0
2 2,000
3 4,000
4 8,000
5 16,000
6 32,000
7 64,000
8 125,000
9 250,000
10 500,000
1 750,000
12 1,000,000
13 1,250,000
14 1,500,000
15 1,750,000
16 2,000,000
17 2,250,000 2
18 2,500,000

19 2,750,000
20 3,000,000

All warriors gain the ability to make
more than one melee attack per round as

Hit
Dice
(d10)

© W NGBS

9+43

9+6

9+9
9+12
9+15
9+18
9+21
9+24

- 9+27

9+30
9+33

they rise in level. Table 15 shows how many

melee attacks fighters, paladins, and rang-

ers can make per round, as a function of

their levels.

Table 15: WARRIOR MELEE ATTACKS

PER ROUND
Warrior Level  Attacks/Round
1-6 1/round
7-12 3/2 rounds

13 & up

2/round
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Table 26: THIEVING SKILL

BASE SCORES

Skill Base Score
Pick Pockets 15%
Open Locks 10%
Find/Remove Traps 5%
Move Silently 10%
Hide in Shadows 5%
Detect Noise 15%
Climb Walls 60%

Read Languages 0%
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Table 30: BACKSTAB DAMAGE

MULTIPLIERS
Thief's Level Damage Multiplier
14 X2
58 x3
9-12 x4
13+ x5
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Table 20: WIZARD EXPERIENCE LEVELS
Level Mage/Spedallst Hit Dice (d4)

1 1
2 2,500 2
3 5,000 3
4 10,000 4
5 20,000 5
6 40,000 6
7 60,000 7
8 90,000 8
9 135,000 9
10 250,000 10
11 375,000 10+1
12 750,000 10+2
13 1,125,000 10+3
14 1,500,000 10+4
15 1,875,000 10+5
16 2,250,000 10+6
17 2,625,000 1047
18 3,000,000 10+8
19 3,375,000 10+9

20 3,750,000 10+10
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Table 23: PRIEST EXPERIENCE LEVELS

Level Cleric Druid
1 0
2 1,500

3,000

0
,000
000

2,
4,

13 1,125,000 750,000
14 1,350,000 1,500,000
1,575,000 3,000,000

19 2,475,000 1,500,000
20 2,700,000 2,000,000

Hit
Dice
(ds)

1

9+8
9+10
9+12

9+20
9+22

* See section on hierophant druids,

page 37.
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Table 24: PRIEST SPELL PROGRESSION

Priest Spell Level

Level 1 2 3 4 5 6 7
1 1 - -— e =
2 2 - - -
3 2 1 —

9 9 9 &
2 9 9 9

* Usable only by priests with 17 or greater
Wisdom.

** Usable only by priests with 18 or
greater Wisdom.
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Table 25: ROGUE EXPERIENCE LEVELS

Level Thief/Bard Hit Dice (dé)
2 0 1
2 1,250 2
3 2,500 3

40,000
70,000
110,000
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Table 27: THIEVING SKILL RACIAL ADJUSTMENTS

Skill Dwarf Elf Gnome Half-elf Halfling
Pick Pockets — +5% - +10%
Open Locks +10% =5% +5% =
Find/Remove Traps +15% — +10% =
Climb Walls =10% - -15% —
Read Languages -5% — = =
Table 28: THIEVING SKILL DEXTERITY ADJUSTMENTS
Pick Open Find/ Move Hide in
Dexterity Pockets Locks Remove Traps  Silently Shadows
9 -15% =10% -10% =20% -10%
10 -10% =5% =10% =15% =5%

11 =5% = -5% -10% -

17 +5% +10% —_ +5% +5%
18 +10% +15% +5% +10% +10%
19 +15% +20% +10% +15% +15%

Table 29: THIEVING SKILL ARMOR ADJUSTMENTS

Padded or
Skill No Armor Elven Chain*  Studded Leather
Pick Pockets +5% -20% -30%

Open Locks = -5% -10%
Find/Remove — =5% -10%

Climb Walls +10% —zo%
Rad Languages —
* Bards (only) in non-elven chain mail mffer an additional S% penalty.
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Table 53: CALCULATED THAC0S

Group 1 2 3 4 5 6 7 8 9

Priest 20 20 20 18 18 18 16 16 16
Rogue 20 20 19 19 18 18 17 17 16
Warrior 20 19 18 17 16 15 14 13 12
Wizard 20 20 20 19 19 19 18 18 18

Level

10

14
16
11
17

11 12 13 14 15 16 17 18

14 14 12 12 12 10 10 10
15 15 14 14 13 13 12 12
19 8 72 6 5 € 3
17 17 16 16 16 15 15 15

19 20

8 8
11
2 1
14 14
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Table 35: SPECIALIST ATTACKS PER ROUND

Fighter ~ Melee Light Heavy
Level  Weapon  X-bow  X-bow
1-6 3/2 1/1 1/2
712 2/1 3/2 171

13+ 5/2 2/1 3/2

Thrown
Dagger
3
4/1
51

Thrown
Dart
4/1
5/1
6/1

Other
(Non-bow)
Missiles
3/2
21
5/2
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Table 33: BARD ABILITIES

Climb  Detect  Pick  Read
Walls  Noise Pockets Languages
50% 20% 10% 5%
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Table 34: PROFICIENCY SLOTS

Weapon
Proficiencies
Group Initial FLevels
Warrior 4 3
Wizard 1 6
Priest 2 4
Rogue 2 4

Penalty
-5
-3
-3

Nonweapon
Proficiencies
FLevels

w.wE

pwww




image22.png




image23.png
Table 61: TURNING UNDEAD

Type or Hit Dice Level of Priestt
of Undead 1 2 3 4 5 6 7! 8 9 10-111213 14+
Skeletonor1HD 10 7 4 T2 D B DY D* D} s DF
i 13 10 7 4 00T DA DD D D*
16 13 10 7 4 T T D D D' D" D

Wraith or 6 HD - - 19 16 13 10 7
Mummy or 7 HD —_ 19 16 13 10
Spectreor8HD — — — — 20 19 16 13

Special** - = = = = = = — 20 19 16 13

*An additional 2d4 creatures of this type are turned.

**Special creatures include unique undead, free-willed undead of the Negative Material
plane, certain Greater and Lesser Powers, and those undead that dwell in the outer planes.

+ Paladins turn undead as priests who are two levels lower.
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Table 60: CHARACTER SAVING THROWS
Attack to be Saved Against

Paralyzation,
Poison, or  Rod, Staff,
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Table 4: INTELLIGENCE

96%

98%
9%
100%
100%

* While unable to speak a language, the character can still communkate
by grunts and gestures.

19
20
21
22
23
2
25
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Table 3: CONSTITUTION

Ability Hit Point System Resurrection Poison

Score Adjustment Shock Survival Save Regeneration
1 3 25% 30% - 2 Nil

2 -2 30% 35% -1 Nil

35% 40% 0 Nil

19 +2(+5)* 100% +1 Nil

20 +2(+5)** 100% +1 1/6 turns.

21 +2(+6] 100% +2 1/5 turns.

22 +2(+6) 100% +2 1/4 turns

23 100% +3 1/3 turns

24 FY(RF)TAER 100% +3 1/2 turns

25 *2(#7)* 100% 100% +4 1/1 turn

* Parenthetical bonus applies to warriors only. All other classes receive maximum bonus
of +2 per die.

** All 1s rolled for Hit Dice are automatically considered 2s.

*** All 1s and 2s rolled for Hit Dice are automatically considered 3s.

**** All 1s, 2s, and 3s rolled for Hit Dice are automatically considered 4s.
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Table 2: DEXTERITY

Missile

Ability Reaction Attack Defensive

Score Adj. Adj. Adj.
=5 -6

1 +5

2 -4 -4 +5

3 -3 -3 +4

4 -2 -2 +3

5 -1 -1 +2

9 0 0 0
10-14 0 0 0

15 0 0 -1

BRBNNEBE
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Table 1: STRENGTH

Ability  Hit Damage Weight Max. Open Bend Bars/
Score Prob. Adj. Allow. Press Doors Lift Gates Notes
; =5 -4 x 3 i 0%
2 =3 =2 1 5 1 0%
3 -3 =71 5 10 2 0%
-2 =1 10 25 3 0%

12-13  Normal  None 45 140
14-15  Normal  None 55 170
16 Normal +1 70 195
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Table 5: WISDOM

Magical Chance
Ability Defense Bonus of Spell
Score Adjustment Spells Failure

1 -6 - 80%

2 -4 - 60%

3 -3 — 50%

4 -2 - 45%

5 =1 — 40%

6 =1 - 35%

7 =1 — 30%

8 0 - 25%

9 o o 20%

10 0 0 15%

11 0 0 10%

12 ] 0 5%

13 0 1st 0%

14 0 1st 0%

15 R 2nd 0%

16 +2 2nd 0%

17 +3 3rd 0%

18 +4 4th 0% —

19 +4 1st,4th 0%  Cause fear, Charm person, Command, Friends,
Hypnotism

20 +4 2nd, 4th 0%  Forget, Hold person, Ray of enfeeblement, Scare

21 +4 3rd, 5th 0%  Fear

22 +4 4th, Sth 0%  Charm monster, Confusion, Emotion, Fumble, Sug-
gestion

23 +4 Sth, 5th 0% Chaos, Feeblemind, Hold monster, Magic jar, Quest

24 +4 6th, 6th 0%  Geas, Mass suggestion, Rod of rulership

25 +4 6th, 7th 0%  Antipathy/sympathy, Death spell, Mass charm
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Table 6: CHARISMA

Maximum
Ability # of Loyalty Reaction
Score Henchmen Base Adjustment

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




