


Introduction 
No concept is more fundamental to the CASTLE & CRUSADES® game than magic. And no 
character class better personifies the art of magic than its primary practitioner, the wizard. No 
class is more challenging, few are as elegant, and in the hands of a creative player, none is as 
fascinating. The C&C® Player's Handbook and Castle Keeper® Guide explained all of the basic 
information necessary for playing wizard characters. In this book, we'll expand on that 
information, adding more details and options and offering a few new variations. For instance, 
we'll be taking a close look at all the schools of magic, examining their advantages and 
disadvantages, their requirements and benefits, and the types of characters that are best suited for 
particular specializations.  

We'll discuss ways to personalize your wizard characters and describe entire campaigns centered 
on wizardly concerns.  

For the Dungeon Master, we'll offer some tips to help fine-tune his skills as a referee, covering 
such topics as the adjudication of illusions and how to establish guidelines for magical research. 
We'll explain how spells are cast underwater and in other planes of existence. And for players 
and DMs alike, we'll take a close look at combat and how it relates to wizards. 

Think of this book as a smorgasbord of ideas. Everything here is optional. Pick and choose 
whatever's most appealing; make changes to suit your campaign, and experiment with variations 
of your own design. It's your game and your world -- we're here to help you make it as 
entertaining as it can be. 

Throughout this book, we've used male pronouns as a matter of convenience. This is not 
intended to exclude females -- in all cases, read "his" as "his or her," and "he" as "he or she. "  

  



To Specialize or Not to Specialize 

Some aspect of the player character's personality might suggest whether he's best suited for the 
life of a mage or that of a specialist. An impulsive, overeager character might lack the patience 
for the studious life of a specialist. Conversely, a thoughtful, scholarly character might find the 
life of a mage too confining. A character who comes from a long line of mages might want to 
continue the family tradition. A character whose brother was killed by an evil specialist NPC 
might want to study the same school to prepare himself for a confrontation with the murderer 

Access to Mentors 

Does the wizard character have easy access to a mentor of his preferred school? Is the mentor in 
ill health, is his city under siege, or is his future otherwise in question? Although there are ways 
to learn spells without a mentor (or magic academy), the wizard may want to think carefully 
before committing to a specialization if he can't depend on the availability of his mentor (or 
academy) for consultation and further training. 

Party Composition 

If the character's party already includes one or more mages, the wizard might choose a 
specialization to give the party a wider variety of character types. If the party is small, it might be 
less risky to become a mage so that the character has access to spells of all the schools. Are there 
other player-character wizards with spell books they'd be willing to share? Would a specialist or 
a mage have a better chance of learning those spells? (If one PC wizard is a conjurer, his spell 
book probably won't be useful to a PC wizard who wants to be a diviner.) 

Player Preference 

A player might want to run a wizard of a particular specialty just because he's never tried it 
before, and that's as good a reason as any to choose a specialist over a mage 

   



Alchemist 

Alchemists channel magical energies to cause 
direct and specific change in an existing object, 
creature, or condition. Alterations can affect a 
subject's form. 

Wizards drawn to the specialty of alteration are 
typically curious, sharp minded, and deeply 
analytical. Fascinated by putting things together 
and taking them apart again, they are natural 
tinkerers, more interested in objects than in people. 
Alchemists generally aren't prone to profound 
philosophic insights, as their minds are more 
attuned to how things work than how a society 
functions. To an Alchemist, a person is essentially 
a complicated, difficult-to-understand machine. 
They are obsessive collectors, excellent scholars, 
and clear thinkers. According to a Alchemist, the 
only constant in the universe is change; concepts of 
good and evil are relative, dependent on existing 
conditions, and seldom permanent. The forces of 
good and of evil are constantly at work on 
neutrality, but since good causes less disruption 
than evil, good is preferable; consequently, many 
Alchemists are of good alignments. 

Eager to explore the world around them, Alchemists are willing members of adventuring parties. They are 
loyal followers but reluctant leaders, since they have trouble making decisions based on instinct alone. 
Although loyal to their friends, they seldom establish close relationships. Married Alchemists are few. 
Alchemists are most comfortable in large cities where they have access to a variety of supplies, 
consultants, and other resources for their studies. Most societies welcome Alchemists, generally 
considering them to be emotionally distant but harmless eccentrics. Alchemists commonly earn their 
livings as teachers, advisors, inventors, and manufacturers of medicines, potions, and other preparations 

ABILITIES 

SPELLS: An Alchemist casts arcane spells, though abjuration magic is inherently different from the 
wizard’s requiring a unique spell list. Like a wizard though, an Alchemist is limited to a certain number of 
spells of each spell level per day. The Wizard and Illusionist Spells Per Day Table shows the number of 
spells per day an Alchemist may cast. An Alchemist must prepare spells before casting them,. This is 
done by studying spells from a spell book. While studying, the Alchemist decides which spells to prepare. 
Spell memorization and descriptions are covered in detail in the Magic section. (pg. 46) 

BONUS SPELLS: With a high intelligence score, an Alchemist gains bonus spells. If the character has an 
intelligence of between 13-15, they receive an extra 1st level spell. If the intelligence score is 16 or 17, 
they receive an extra 2nd level spell and if 18 or 19, they receive an extra 3rd level spell. The bonus spells 
can only be acquired if the Alchemist is at a high enough level to cast that spell level. Bonus spells are 
cumulative.  

For example, a 4th level Alchemist with an 18 intelligence receives four 0 level spells, four 1st 
level spells, and three 2nd level spells. No bonus 3rd level spell is acquired until the Alchemist 
reaches 5th level. 



 
Identify brew Potion/Poison (Intelligence): An Alchemist can identify and make poisons, potions 
and antitoxins. An Alchemist can identify a poison or antitoxin on a successful check.. More potent 
potions can be brewed as an alchemist gains experience. Divide the XP value of the potion by 100 and 
add 1 to the result, this is the minimum level of experience needed to brew a specific potion. An Aid 
Potion, for example, has an XP value of 200. It requires a 3rd level alchemist (200/100 +1 = 2+1 =3) to 
brew. A potion requires a number of hours equal to its XP value to distill, so the Aid potion will take 200 
hours to properly 
 
In order to engage brew potions, the Alchemist must possess a laboratory. This lab costs 1,000 gp to build 
and (1000 gp x Level) for each level gained to maintain. To make a poison or antitoxin, the Alchemist 
needs raw materials costing one third of the street value of the poison, potion or antitoxin to be made 
 
Toxic Resistance (Constitution): Alchemists work with many toxic compounds and this imparts a +1 
bonus to all poison saving throws. The bonus increases to +2 at 4th level, +3 at 7th level, +4 at 10th level, 
+5 at 13th level and +6 at 16th level. 
 

PRIME ATTRIBUTE: Intelligence 

ALIGNMENT: Any 

HIT DICE: d4 

WEAPONS: Club, dagger, dart, staff 

ARMOR: None 

ABILITIES: Brew Potion/Poison, Spell Casting, 
Toxic Resistance 

Level HD BtH EPP
1 d4 0 0
2 d4 +1 2,601
3 d4 +1 5,201
4 d4 +1 10,401
5 d4 +1 20,801
6 d4 +2 42,501
7 d4 +2 85,001
8 d4 +2 170,001
9 d4 +2 340,001
10 d4 +3 500,001
11 +1 HP +3 750,001
12 +1 HP +3 900,001
13 +1 HP +3 1,050,001
14 +1 HP +3 1,200,001
15 +1 HP +3 1,350,001
16 +1 HP +3 1,500,001
17 +1 HP +3 1,650,001
18 +1 HP +3 1,800,001
19 +1 HP +3 1,950,001
20 +1 HP +3 2,050,001

 
   



Spell List 
0-Level: 

1. Arcane Mark  
2. Detect Illusion  
3. Detect Magic  
4. Light  
5. Mage Hand  
6. Magical Aura  
7. Mending  
8. Message   
9. Open/Close   
10. Prestidigitation  

 

1st-Level: 
1. Alter Size  
2. Change Self  
3. Charm Person  
4. Comprehend Languages  
5. Erase  
6. Feather Fall  
7. Identify  
8. Jump  
9. Magic Missile  
10. Read Magic  
11. Sleep  
12. Spider Climb  

 

2nd-Level: 
1. Alter Self  
2. Continual Flame  
3. Darkness  
4. Detect Magic  
5. Detect Thoughts  
6. Enhance Attribute  
7. Invisibility  
8. Knock  
9. Levitate  
10. Pyrotechnics  
11. Remove 

Blindness/Deafness  
12. See Invisibility  

3rd-Level: 
1. Blink  
2. Clairaudience/Clairvoya

nce  
3. Fireball  
4. Fly  
5. Gaseous Form  
6. Gust of Wind  
7. Haste  
8. Lightning Bolt  
9. Stinking Cloud  
10. Summon Lesser Monster  
11. Tongues (Divination) 
12. Water Breathing  

 

4th-Level: 
1. Arcane Eye  
2. Charm Monster  
3. Confusion  
4. Detect Scrying  
5. Dimension Door  
6. Ice Storm  
7. Locate Creature 

(Divination) 
8. Minor Creation  
9. Mnemonic Enhancer   
10. Polymorph Self/Other   
11. Scrying   
12. Solid Fog   

5th-Level: 
1. Bind Elemental   
2. Cloudkill   
3. Cone of Cold   
4. Faithful Hound  
5. Feeble Mind   
6. Major Creation   
7. Passwall   
8. Permanency   
9. Secret Chest   
10. Summon Monster   
11. Telekinesis   
12. Transmute Mud and 

Rock   
 

6th-Level: 
1. Chain Lightning   
2. Control Weather   
3. Disintegrate   
4. Geas   
5. Legend Lore 

(Divination)  
6. Mass Suggestion   
7. Move Earth   
8. Transmute Flesh and 

Stone   

7th-Level: 
1. Limited Wish   
2. Mass Invisibility   
3. Phase Door   
4. Power Word Stun  
5. Prismatic Spray   
6. Simulacrum   
7. Teleport Without Error   
8. Vanish   

8th-Level: 
1. Antipathy   
2. Binding   
3. Incendiary Cloud   
4. Polymorph Any Object   
5. Power Word Blind   
6. Sunburst   
7. Trap the Soul   
8. Wind Walk  

 9th-Level: 
1. Astral Projection 
2. Gate  
3. Meteor Swarm  
4. Power Word Kill  
5. Shapechange  
6. Temporal Stasis  
7. Time Stop  
8. Wish 

 

 



Conjurer 
Conjurers practice two different types of magic, 
though both involve bringing in matter from 
another place. Conjuration spells produce 
various forms of nonliving matter. Summoning 
spells entice or compel creatures to come to the 
caster, as well as allowing the caster to channel 
forces from other planes. Since the casting 
techniques and ability requirements are the 
same for both types of magic, conjuration and 
summoning are considered two parts of the 
same school. 

Because of the great power they wield, most 
conjurers are utterly convinced that their 
specialty is superior to all others. Illusion and 
divination are trivial, alteration and invocation 
are inconsequential, abjuration and 
enchantment are too weak, and necromancy is 
too repulsive. Though tending toward smugness 
and arrogance, conjurers are also confident, 
courageous, and bright. 

Conjurers tend to rely on summoned creatures 
to perform difficult tasks for them; hence, many 
conjurers grow flabby as the years pass. Many 
consider conjurers to be downright lazy. 

Conjurers recognize the importance of keeping evil in check, and most are of good alignment. 
Evil conjurers flourish, however, particularly those who maintain contact with evil entities 
summoned from other planes of existence. 

Conjurers speak their minds freely and have little patience for the opinions of those they consider 
to be inferior; it takes a leader of proven worth and unyielding strength to earn the respect of a 
conjurer. In an adventuring party, conjurers tend to prefer action to discussion, and attacking to 
negotiating. Conjurers relish every opportunity for combat in order to demonstrate their power. 

Since conjurers have little interest in associating with common people, they prefer to live in 
isolated areas of the countryside. Most consider children a nuisance, so even the few conjurers 
who marry typically remain childless by choice. 

Aside from magical research, conjurers shun all activities that would normally constitute a career 
or occupation. When funds are low, conjurers can always summon creatures to fetch treasure for 
them 

ABILITIES 

SPELLS: A Conjurer casts arcane spells, though abjuration magic is inherently different from the wizard’s 
requiring a unique spell list. Like a wizard though, a Conjurer is limited to a certain number of spells of 
each spell level per day. The Wizard and Illusionist Spells Per Day Table shows the number of spells per 



day an Conjurer may cast. A Conjurer must prepare spells before casting them,. This is done by studying 
spells from a spell book. While studying, the Conjurer decides which spells to prepare. Spell 
memorization and descriptions are covered in detail in the Magic section. (pg. 46) 

BONUS SPELLS: With a high intelligence score, a Conjurer gains bonus spells. If the character has an 
intelligence of between 13-15, they receive an extra 1st level spell. If the intelligence score is 16 or 17, 
they receive an extra 2nd level spell and if 18 or 19, they receive an extra 3rd level spell. The bonus spells 
can only be acquired if the Conjurer is at a high enough level to cast that spell level. Bonus spells are 
cumulative.  

 

Enhanced Summoning: At 1st-level, each creature conjured with any Summon spell (except Summon 
Familiar) gains a +4 enhancement bonus to their Physical attributes for the duration of the spell that 
summoned it. At 5th-level, the conjurer's summoned creatures become particularly tough to dispel; add 2 
to the CL of any Intelligence check made to dispel the conjurer's summoned creatures, at 15th-level, this 
addition to the CL increases to 4. 

Spontaneous Summoning: Conjurers can "lose" a prepared spell to cast any summon monster spell of a 
lower level. For example, a conjurer who has prepared a 4th-level spell, may lose that spell to cast 
summon lesser monster 

 

PRIME ATTRIBUTE: Intelligence 

ALIGNMENT: Any 

HIT DICE: d4 

WEAPONS: Club, dagger, dart, staff 

ARMOR: None 

ABILITIES: Enhanced Summoning, Spell Casting, 
Spontaneous Summoning 

Level HD BtH EPP 
1 d4 0 0 
2 d4 +1 2,601 
3 d4 +1 5,201 
4 d4 +1 10,401 
5 d4 +1 20,801 
6 d4 +2 42,501 
7 d4 +2 85,001 
8 d4 +2 170,001 
9 d4 +2 340,001 
10 d4 +3 500,001 
11 +1 HP +3 750,001 
12 +1 HP +3 900,001 
13 +1 HP +3 1,050,001 
14 +1 HP +3 1,200,001 
15 +1 HP +3 1,350,001 
16 +1 HP +3 1,500,001 
17 +1 HP +3 1,650,001 
18 +1 HP +3 1,800,001 
19 +1 HP +3 1,950,001 
20 +1 HP +3 2,050,001 

 
   

For example, a 4th level Conjurer with an 18 intelligence receives four 0 level spells, four 1st 
level spells, and three 2nd level spells. No bonus 3rd level spell is acquired until the Conjurer 
reaches 5th level. 



Spell List 
0-Level: 

1. Arcane Mark  
2. Dancing Lights  
3. Detect Magic  
4. Endure Elements  
5. Ghost Sound  
6. Light  
7. Mage Hand  
8. Mending 
9. Message  
10. Prestidigitation  

 

1st-Level: 
1. Alter Size  
2. Charm Person  
3. Daze  
4. Erase  
5. Feather Fall  
6. Obscuring Mist  
7. Protection From Chaos, 

Evil, Good, or Law  
8. Read Magic  
9. Sleep  
10. Spider Climb  
11. Summon Familiar  
12. Unseen Servant  

2nd-Level: 
1. Acid Arrow  
2. Alter Self  
3. Detect Magic  
4. Enhance Attribute  
5. Fog Cloud  
6. Knock  
7. Levitate  
8. Magic Mouth  
9. Protection From Arrows 
10. Pyrotechnics  
11. Remove 

Blindness/Deafness  
12. Web  

3rd-Level: 
1. Blink  
2. Dispel Illusion  
3. Dispel Magic  
4. Explosive Runes  
5. Fly  
6. Gaseous Form  
7. Haste  
8. Hold Person  
9. Magic Circle  
10. Stinking Cloud  
11. Suggestion  
12. Summon Lesser Monster  

 

4th-Level: 
1. Charm Monster  
2. Confusion  
3. Dimension Door  
4. Emotion  
5. Fire Trap 
6. Minor Creation  
7. Minor Globe of 

Invulnerability  
8. Phantasmal Killer  
9. Remove Curse 
10. Secure Shelter  
11. Shadow Conjuration  
12. Solid Fog

5th-Level: 
1. Bind Elemental  
2. Cloudkill  
3. Faithful Hound 
4. Hold Monster  
5. Major Creation  
6. Passwall  
7. Permanency  
8. Summon Monster  
9. Telekinesis  
10. Teleport  
11. Wall of Iron  
12. Wall of Stone  

 
6th-Level: 

1. Antimagic Shell  
2. Control Weather  
3. Disintegrate  
4. Geas  
5. Globe of Invulnerability  
6. Guards and Wards  
7. Move Earth  
8. Shades 

 

7th-Level: 
1. Finger of Death 
2. Instant Summons  
3. Limited Wish  
4. Phase Door  
5. Simulacrum  
6. Summon Greater 

Monster  
7. Teleport Without Error  
8. Vanish  

8th-Level: 
1. Antipathy  
2. Binding  
3. Incendiary Cloud  
4. Maze 
5. Power Word Blind  
6. Symbol  
7. Teleportation Circle  
8. Trap the Soul  

 
 9th-Level: 

1. Astral Projection  
2. Gate  
3. Imprisonment  
4. Power Word Kill  
5. Refuge  
6. Regenerate  
7. Shapechange 
8. Wish 

 

 
  



Diviner 

Diviners reveal information that would otherwise remain 
hidden or secret. Divination spells reveal the existence of 
specific items, creatures, or conditions, as well as 
information about the past, present, and future. This 
school also includes spells that contact creatures from 
other planes of existence, but do not induce direct action 
from those creatures. 

Diviners are perhaps the wisest of all wizards. Their 
investigations into the world around them and their 
perusal of events of the past and the future empower 
them with a base of knowledge and insight rivaled only 
by the most learned scholars. A diviner typically 
possesses a striking insight into the workings of men's 
minds; few are better judges of character than diviners. 

Diviners tend to be cautious and deliberate in their 
actions. Because their divinations have taught them that 
men are prone to hiding their true feelings and 
motivations, many diviners are suspicious and distrustful, 
sometimes to the point of cynicism. Those diviners who 
allow distrust and cynicism to overwhelm them tend to 
be of evil alignment. Those who accept man's ambiguous 
character as a part of the natural order tend to be of 
neutral alignment. Those who maintain faith in man's 
innate goodness tend to be of good alignment. 

Diviners are not predisposed to the adventuring life, and accept such a career only reluctantly. 
They are not natural combatants; in fact, wizards lacking in physical prowess are drawn to 
divination more than any other specialty. Still, diviners make valuable additions to adventuring 
parties; their judgment, cunning, and plain common sense are welcome commodities. A party 
must take care to provide protection for diviners since they usually lack any significant ability to 
defend themselves. 

Diviners are loners at heart and do not make close friends easily. They rarely raise large families. 
Diviners of good alignment generally harbor no ill feelings against other people, and will usually 
assist them when asked. Still, they prefer to live alone in remote areas where they can conduct 
their research and investigation undisturbed. Stone towers on cliff sides or atop high hills are 
ideal residences for diviners. Though they show little interest in material possessions, diviners 
earn money by charging for their services as seers, fortune-tellers, and finders of lost objects and 
persons 

ABILITIES 

SPELLS: A Diviner casts arcane spells, though abjuration magic is inherently different from the wizard’s 
requiring a unique spell list. Like a wizard though, a Diviner is limited to a certain number of spells of 
each spell level per day. The Wizard and Illusionist Spells Per Day Table shows the number of spells per 
day an Diviner may cast. A Diviner must prepare spells before casting them,. This is done by studying 



spells from a spell book. While studying, the Diviner decides which spells to prepare. Spell memorization 
and descriptions are covered in detail in the Magic section. (pg. 46) 

BONUS SPELLS: With a high intelligence score, a Diviner gains bonus spells. If the character has an 
intelligence of between 13-15, they receive an extra 1st level spell. If the intelligence score is 16 or 17, 
they receive an extra 2nd level spell and if 18 or 19, they receive an extra 3rd level spell. The bonus spells 
can only be acquired if the Diviner is at a high enough level to cast that spell level. Bonus spells are 
cumulative.  

 

Enhanced Awareness: A diviner gains minor benefits when casting certain divination spells; they need 
only to study an item for one minute (rather than ten) when casting Identify. An Arcane Eye cast by the 
diviner travels at 20 feet per round when studying its surroundings (rather than 10 feet per round); add +1 
to the saving throw CLs of the character's divination spells. 

Foreshadow: Gifted with extraordinary insight and perceptive abilities, a diviner can add an insight 
bonus equal to their Intelligence modifier to any attack roll or saving throw they make. 

The diviner can use this ability once per day, plus one additional time per day for every five levels 
attained. The character must choose to use this ability before the die roll is made. 

 

PRIME ATTRIBUTE: Intelligence 

ALIGNMENT: Any 

HIT DICE: d4 

WEAPONS: Club, dagger, dart, staff 

ARMOR: None 

ABILITIES: Enhanced Summoning, Spell Casting, 
Spontaneous Summoning 

Level HD BtH EPP 
1 d4 0 0 
2 d4 +1 2,601 
3 d4 +1 5,201 
4 d4 +1 10,401 
5 d4 +1 20,801 
6 d4 +2 42,501 
7 d4 +2 85,001 
8 d4 +2 170,001 
9 d4 +2 340,001 
10 d4 +3 500,001 
11 +1 HP +3 750,001 
12 +1 HP +3 900,001 
13 +1 HP +3 1,050,001 
14 +1 HP +3 1,200,001 
15 +1 HP +3 1,350,001 
16 +1 HP +3 1,500,001 
17 +1 HP +3 1,650,001 
18 +1 HP +3 1,800,001 
19 +1 HP +3 1,950,001 
20 +1 HP +3 2,050,001 

 
   

For example, a 4th level Diviner with an 18 intelligence receives four 0 level spells, four 1st 
level spells, and three 2nd level spells. No bonus 3rd level spell is acquired until the Diviner 
reaches 5th level. 



Spell List 
0-Level: 

1. Arcane Mark  
2. Detect Illusion  
3. Detect Magic  
4. Detect Poison  
5. Endure Elements  
6. Influence  
7. Mage Hand  
8. Mending 
9. Message  
10. Prestidigitation  

 

1st-Level: 
1. Burning Hands  
2. Comprehend Languages  
3. Erase  
4. Feather Fall  
5. Floating Disk  
6. Identify  
7. Magic Missile  
8. Protection From Chaos, 

Evil, Good, or Law  
9. Read Magic  
10. Shield  
11. Shocking Grasp  
12. Spider Climb  

2nd-Level: 
1. Continual Flame  
2. Detect Magic  
3. Detect Thoughts  
4. Enhance Attribute  
5. Knock  
6. Levitate  
7. Locate Object  
8. Protection From Arrows 
9. Pyrotechnics  
10. Scare  
11. See Invisibility  
12. Shatter 

3rd-Level: 
1. Clairaudience/Clairvoya

nce  
2. Dispel Illusion  
3. Dispel Magic  
4. Explosive Runes  
5. Fireball  
6. Fly  
7. Gaseous Form  
8. Haste  
9. Lightning Bolt  
10. Magic Circle  
11. Tongues  
12. Water Breathing  

4th-Level: 
1. Arcane Eye  
2. Charm Monster  
3. Detect Scrying 
4. Emotion  
5. Fire Trap 
6. Locate Creature 
7. Minor Globe of 

Invulnerability  
8. Mnemonic Enhancer  
9. Polymorph Self/Other  
10. Remove Curse 
11. Scrying  
12. Shout

5th-Level: 
1.  Cone of Cold  
2. Contact Other Plane  
3. Dream  
4. Hold Monster  
5. Magic Jar 
6. Nightmare 
7. Passwall  
8. Permanency  
9. Secret Chest  
10. Telekinesis  
11. Telepathic Bond  
12. Transmute Mud and 

Rock 
6th-Level: 

1. Anti-illusion Shield  
2. Antimagic Shell  
3. Control Weather  
4. Disintegrate  
5. Geas  
6. Guards and Wards  
7. Legend Lore  
8. Move Earth  

7th-Level: 
1. Greater Scrying  
2. Insanity  
3. Limited Wish  
4. Power Word Stun 
5. Prismatic Spray  
6. Sequester  
7. Vanish  
8. Vision  

8th-Level: 
1. Antipathy  
2. Binding  
3. Distort Reality  
4. Find the Path  
5. Power Word Blind  
6. Screen  
7. Sunburst  
8. Symbol  

 9th-Level: 
1. Astral Projection  
2. Imprisonment  
3. Power Word Kill  
4. Prismatic Sphere  
5. Shapechange 
6. Temporal Stasis  
7. Time Stop  
8. Wish 

 

 
 
 
 



Enchanter 

Enchanters induce changes or influence the behavior of 
creatures, usually altering their subject's mental or 
emotional states, or invest non-living objects with magical 
powers. The don’t  have any effect on their subject's 
physical form.  

With their high Charisma, enchanters tend to be the most 
physically attractive and personable of all the specialists. 
They are sensitive, passionate, and caring. They believe in 
the sanctity of life and share the druid's love of nature. 
Most enchanters see themselves as protectors of the 
helpless and advocates of the weak, but there are some who 
see their mastery of enchantment magic as evidence of their 
inevitable ascendance in the world. Notably, there are 
ample numbers of good and evil enchanters, but few neutral 
ones. 

Enchanters are commonly the voice of reason in 
adventuring parties. They are often able to devise options 
and solutions that have eluded their companions. They are 
excellent team-players, superb negotiators, and shrewd 
bargainers. They enjoy fine arts and good conversation, and 
are fascinated by magic in all its forms. It is not unusual for 
an enchanter to acquire dozens of close friends. Though deeply romantic, enchanters often marry 
late in life, as they are reluctant to settle down with just one person. Fond of the simple life, 
enchanters usually live in modest homes in small villages. They spend much of their time 
tinkering with magical potions and devices, commonly earning money as counselors, teachers, 
and farmers 

ABILITIES 

SPELLS: An Enchanter casts arcane spells, though abjuration magic is inherently different from the 
wizard’s requiring a unique spell list. Like a wizard though, an Enchanter is limited to a certain number of 
spells of each spell level per day. The Wizard and Illusionist Spells Per Day Table shows the number of 
spells per day an Enchanter may cast. An Enchanter must prepare spells before casting them,. This is done 
by studying spells from a spell book. While studying, the Enchanter decides which spells to prepare. Spell 
memorization and descriptions are covered in detail in the Magic section. (pg. 46) 

BONUS SPELLS: With a high intelligence score, an Enchanter gains bonus spells. If the character has an 
intelligence of between 13-15, they receive an extra 1st level spell. If the intelligence score is 16 or 17, 
they receive an extra 2nd level spell and if 18 or 19, they receive an extra 3rd level spell. The bonus spells 
can only be acquired if the Enchanter is at a high enough level to cast that spell level. Bonus spells are 
cumulative.  

For example, a 4th level Enchanter with an 18 intelligence receives four 0 level spells, four 1st 
level spells, and three 2nd level spells. No bonus 3rd level spell is acquired until the Enchanter 
reaches 5th level. 



Extended Enchantment: Enchanters ensnare the minds of others more easily with their magic, and as a 
result their enchantment spells last longer than those cast by other spell casters. Once per day, plus one 
additional time per two levels gained above first, an enchanter can cast a spell from the enchantment 
school that last twice as long as normal. An extended spell uses up a spell slot one level higher than the 
spell's actual spell level. This ability cannot be used to extend a spell with duration of permanent.  

Social Proficiency: Enchanters are as proficient at manipulating others through mundane means as they 
are at influencing their minds magically. The enchanter gains a +2 bonus on all Charisma checks 
 

PRIME ATTRIBUTE: Intelligence 

ALIGNMENT: Any 

HIT DICE: d4 

WEAPONS: Club, dagger, dart, staff 

ARMOR: None 

ABILITIES: Extended Enchantment, Spell Casting, 
Social Proficiency 

Level HD BtH EPP 
1 d4 0 0 
2 d4 +1 2,601 
3 d4 +1 5,201 
4 d4 +1 10,401 
5 d4 +1 20,801 
6 d4 +2 42,501 
7 d4 +2 85,001 
8 d4 +2 170,001 
9 d4 +2 340,001 
10 d4 +3 500,001 
11 +1 HP +3 750,001 
12 +1 HP +3 900,001 
13 +1 HP +3 1,050,001 
14 +1 HP +3 1,200,001 
15 +1 HP +3 1,350,001 
16 +1 HP +3 1,500,001 
17 +1 HP +3 1,650,001 
18 +1 HP +3 1,800,001 
19 +1 HP +3 1,950,001 
20 +1 HP +3 2,050,001 

 
   



Spell List 
0-Level: 

1. Arcane Mark  
2. Detect Illusion  
3. Detect Magic  
4. Detect Poison  
5. Ghost Sound  
6. Influence  
7. Mage Hand  
8. Magical Aura  
9. Mending 
10. Prestidigitation  

1st-Level: 
1. Change Self  
2. Charm Person  
3. Comprehend Languages  
4. Daze  
5. Hypnotism  
6. Identify  
7. Obscuring Mist  
8. Read Magic  
9. Sleep  
10. Summon Familiar  
11. Undectecable Aura  
12. Ventriloquist  

2nd-Level: 
1. Blur  
2. Detect Magic  
3. Detect Thoughts  
4. False Trap  
5. Fog Cloud  
6. Invisibility  
7. Knock  
8. Levitate  
9. Minor Image  
10. Mirror Image  
11. Misdirection  
12. See Invisibility  

3rd-Level: 
1. Clairaudience/Clairvoya

nce  
2. Dispel Illusion  
3. Dispel Magic  
4. Fly  
5. Hold Person  
6. Illusory Script  
7. Invisibility Sphere  
8. Magic Circle  
9. Major Image  
10. Nondection  
11. Suggestion  
12. Tongues  

4th-Level: 
1. Charm Monster  
2. Confusion  
3. Dimension Door  
4. Emotion  
5. Hallucinatory Terrain  
6. Illusory Wall  
7. Improved Invisibility  
8. Mirage Arcana  
9. Phantasmal Killer  
10. Polymorph Self/Other  
11. Seeming  
12. Shadow Conjuration  

5th-Level: 
1. Bind Elemental  
2. Dream  
3. False Vision  
4. Feeble Mind  
5. Hold Monster  
6. Nightmare 
7. Permanency  
8. Persistent Image  
9. Secret Chest  
10. Telekinesis  
11. Telepathic Bond  
12. Teleport 

6th-Level: 
1. Geas  
2. Greater Shadow 

Evocation  
3. Mass Suggestion  
4. Permanent Image  
5. Programmed Image  
6. Project Image  
7. Shades, 
8. Veil  

 

7th-Level: 
1. Insanity  
2. Limited Wish  
3. Mass Invisibility  
4. Phase Door  
5. Power Word Stun 
6. Shadow Walk  
7. Simulacrum  
8. Vanish  

 

8th-Level: 
1. Antipathy  
2. Binding  
3. Distort Reality  
4. Mass Charm  
5. Maze 
6. Power Word Blind  
7. Screen  
8. Trap the Soul  

 

 9th-Level: 
1. \Gate  
2. Power Word Kill  
3. Refuge  
4. Shapechange 
5. Temporal Stasis  
6. Time Stop  
7. Weird  
8. Wish 

 

 
 
 



Evoker 

Evokers use magical energy to create specific effects 
by bringing forth arcane forces that the caster shapes 
into constructs of energy or constructs of matter. 
They also use the natural magical forces of the 
planes. Invocation spells call on the intervention of 
powerful extra dimensional beings. 

Evokers are the most serious-minded, intense, 
and determined wizards. Most are single-
mindedly devoted to the mastery of their craft. 
Invokers of good alignment devote themselves 
to using their skills to promote goodness and 
eliminate evil, willing to sacrifice their lives if 
necessary. For evil-aligned invokers, the magic 
of invocation is the key to their ascendancy; to 
them, good is weakness and evil is strength. 
Because specialists of this school are men and 
women of extreme philosophies, invokers of 
neutral alignment are rare. 

Invokers are natural leaders: fearless, inspiring, 
and authoritative. Their courage on the 
battlefield is without peer, and they perform as 
aggressors alongside the most able fighters. 
Since they are introspective, soft-spoken, and 
emotionally distant, invokers seldom establish 
strong personal relationships. 

Invokers will live anywhere they can maintain their privacy. Common people willingly leave 
them alone, fearing their power and even regarding them as dangerous, and invokers do little to 
dispel this reputation. They shun material possessions, needing only enough funds to finance 
their research. They primarily earn money as teachers, though they will occasionally sign on as 
members of adventuring parties in order to find treasure 

ABILITIES 

SPELLS: An Evoker casts arcane spells, though abjuration magic is inherently different from the wizard’s 
requiring a unique spell list. Like a wizard though, an Evoker is limited to a certain number of spells of 
each spell level per day. The Wizard and Illusionist Spells Per Day Table shows the number of spells per 
day an Evoker may cast. An Evoker must prepare spells before casting them,. This is done by studying 
spells from a spell book. While studying, the Evoker decides which spells to prepare. Spell memorization 
and descriptions are covered in detail in the Magic section. (pg. 46) 

BONUS SPELLS: With a high intelligence score, an Evoker gains bonus spells. If the character has an 
intelligence of 13-15, they receive an extra 1st level spell. If the intelligence score is 16 or 17, they 
receive an extra 2nd level spell and if 18 or 19, they receive an extra 3rd level spell. The bonus spells can 
only be acquired if the Evoker is at a high enough level to cast that spell level. Bonus spells are 
cumulative.  

For example, a 4th level Evoker with an 18 intelligence receives four 0 level spells, four 1st 
level spells, and three 2nd level spells. No bonus 3rd level spell is acquired until the Evoker 
reaches 5th level. 



 

Energy Affinity: Evokers choose an energy type. This choice is made upon character creation and cannot 
be altered thereafter. Any time the character casts an evocation spell with the chosen energy type, they 
casts the spell as if their level were one higher (affecting duration, damage, and any other factor 
influenced by level). 

Energy Substitution: An evoker of 5th-level or higher can substitute energy of one type for another. 
When casting a spell that has an energy descriptor, the evoker can change the energy descriptor and the 
spell's effects to energy of a different type. 

Using this ability must be declared before the spell is cast. The evoker can use this ability once per day 
for every five levels attained. 
 

PRIME ATTRIBUTE: Intelligence 

ALIGNMENT: Any 

HIT DICE: d4 

WEAPONS: Club, dagger, dart, staff 

ARMOR: None 

ABILITIES: Extended Enchantment, Spell Casting, 
Social Proficiency 

Level HD BtH EPP 
1 d4 0 0 
2 d4 +1 2,601 
3 d4 +1 5,201 
4 d4 +1 10,401 
5 d4 +1 20,801 
6 d4 +2 42,501 
7 d4 +2 85,001 
8 d4 +2 170,001 
9 d4 +2 340,001 
10 d4 +3 500,001 
11 +1 HP +3 750,001 
12 +1 HP +3 900,001 
13 +1 HP +3 1,050,001 
14 +1 HP +3 1,200,001 
15 +1 HP +3 1,350,001 
16 +1 HP +3 1,500,001 
17 +1 HP +3 1,650,001 
18 +1 HP +3 1,800,001 
19 +1 HP +3 1,950,001 
20 +1 HP +3 2,050,001 

 
   



Spell List 
0-Level: 

1. Dancing Lights  
2. Detect Illusion  
3. Detect Magic  
4. Detect Poison  
5. Ghost Sound  
6. Light  
7. Mage Hand  
8. Mending  
9. Open/Close   
10. Prestidigitation  

 

1st-Level: 
1. Burning Hands  
2. Color Spray  
3. Comprehend Languages  
4. Darkness  
5. Erase  
6. Feather Fall  
7. Floating Disk  
8. Identify  
9. Magic Missile  
10. Read Magic  
11. Shocking Grasp  
12. Ventriloquist  

2nd-Level: 
1. Alter Self  
2. Continual Flame  
3. Darkness  
4. Detect Magic  
5. Detect Thoughts  
6. Enhance Attribute  
7. Knock  
8. Levitate  
9. Pyrotechnics  
10. Rope Trick  
11. See Invisibility  
12. Shatter  

3rd-Level: 
1. Clairaudience/Clairvoya

nce  
2. Dispel Illusion  
3. Dispel Magic  
4. Explosive Runes  
5. Fireball  
6. Fly  
7. Gaseous Form  
8. Gust of Wind  
9. Haste  
10. Lightning Bolt  
11. Magic Circle  
12. Tiny Hut  

4th-Level: 
1. Arcane Eye  
2. Detect Scrying  
3. Fire Shield  
4. Fire Trap  
5. Ice Storm  
6. Polymorph Self/Other   
7. Remove Curse  
8. Resilient Sphere   
9. Scrying   
10. Shout   
11. Wall of Fire   
12. Wall of Ice  

 

5th-Level: 
1. Cone of Cold   
2. Dream   
3. Greater Shadow 

Conjuration  
4. Nightmare  
5. Passwall   
6. Permanency   
7. Secret Chest   
8. Shadow Evocation  
9. Telekinesis   
10. Telepathic Bond   
11. Transmute Mud and 

Rock   
12. Wall of Force  

6th-Level: 
1. Antimagic Shell   
2. Chain Lightning   
3. Control Weather   
4. Disintegrate   
5. Globe of Invulnerability   
6. Guards and Wards   
7. Move Earth   
8. Transmute Flesh and 

Stone   

7th-Level: 
1. Delayed Blast Fireball   
2. Limited Wish   
3. Mass Invisibility   
4. Prismatic Spray   
5. Shadow Walk   
6. Simulacrum   
7. Vanish   
8. Vision  

8th-Level: 
1. Distort Reality   
2. Mind Blank   
3. Polymorph Any Object   
4. Prismatic Wall   
5. Screen   
6. Sunburst   
7. Symbol   
8. Wind Walk  

 
 9th-Level: 

1. Astral Projection  
2. Disjunction  
3. Imprisonment  
4. Meteor Swarm  
5. Shapechange  
6. Temporal Stasis  
7. Time Stop  
8. Wish 

 

 
 
 



Necromancer 

Necromancers deal with death and the dead. 
These spells drain vitality from living creatures 
and restore life functions to unliving creatures. 
Bones, blood, spirits, and apparitions are all 
associated with the magical energies shaped and 
controlled by the specialists of this school. 

Necromancers are among the most potent of the 
specialists. In terms of sheer power, the 
necromantic spells compare to those from any 
other school. 

Necromantic spells can be sorted into three 
general groups. One group includes spells that 
imbue the caster or a person of the caster's 
choice with special abilities similar to the 
effects of certain enchantment and alteration 
spells. The majority of these are extremely 
powerful offensive spells effective against a 
wide range of opponents. A necromancer armed 
with a repertoire of these spells bolsters his 
party's offensive capabilities considerably.  

A second group of necromancy spells includes 
those that create creatures or physical forces to 
fight on the caster's behalf. Since these spells enhance the caster's ability to inflict damage on 
opponents, they can be considered offensive spells. 

A third group of necromancy spells enables the caster to affect the actions of other creatures, 
usually undead. They can be considered defensive spells, although the affected creatures can also 
be used to attack enemies. 

ABILITIES 

SPELLS: A Necromancer casts arcane spells, though abjuration magic is inherently different from the 
wizard’s requiring a unique spell list. Like a wizard though, a Necromancer is limited to a certain number 
of spells of each spell level per day. The Wizard and Illusionist Spells Per Day Table shows the number 
of spells per day a Necromancer may cast. A Necromancer must prepare spells before casting them,. This 
is done by studying spells from a spell book. While studying, the Necromancer decides which spells to 
prepare. Spell memorization and descriptions are covered in detail in the Magic section. (pg. 46) 

BONUS SPELLS: With a high intelligence score, a Necromancer gains bonus spells. If the character has 
an intelligence of between 13-15, they receive an extra 1st level spell. If the intelligence score is 16 or 17, 
they receive an extra 2nd level spell and if 18 or 19, they receive an extra 3rd level spell. The bonus spells 
can only be acquired if the Necromancer is at a high enough level to cast that spell level. Bonus spells are 
cumulative.  

For example, a 4th level Necromancer with an 18 intelligence receives four 0 level spells, four 
1st level spells, and three 2nd level spells. No bonus 3rd level spell is acquired until the 
Necromancer reaches 5th level. 



 

Undead Virtue: As a necromancer progresses in levels, he gains some of the qualities that typify undead 
creatures. At 5th-level, the necromancer gains a +2 bonus on all saving throws made to resist sleep, stun, 
paralysis, poison, or disease. This bonus increases to +4 at 15th-level. At 10th-level, the necromancer 
gains a +4 bonus on saving throws made to resist ability damage, ability drain, or energy drain. 

Enhanced Undead: Any time a necromancer creates an undead creature (such as with animate dead, 
create undead, or create greater undead), all undead creatures created gain two additional hit points per 
Hit Die. This ability does not affect the number or Hit Dice of animated creatures that the necromancer 
can create or control. 
 

PRIME ATTRIBUTE: Intelligence 

ALIGNMENT: Any 

HIT DICE: d4 

WEAPONS: Club, dagger, dart, staff 

ARMOR: None 

ABILITIES: Extended Enchantment, Spell Casting, 
Social Proficiency 

Level HD BtH EPP 
1 d4 0 0 
2 d4 +1 2,601 
3 d4 +1 5,201 
4 d4 +1 10,401 
5 d4 +1 20,801 
6 d4 +2 42,501 
7 d4 +2 85,001 
8 d4 +2 170,001 
9 d4 +2 340,001 
10 d4 +3 500,001 
11 +1 HP +3 750,001 
12 +1 HP +3 900,001 
13 +1 HP +3 1,050,001 
14 +1 HP +3 1,200,001 
15 +1 HP +3 1,350,001 
16 +1 HP +3 1,500,001 
17 +1 HP +3 1,650,001 
18 +1 HP +3 1,800,001 
19 +1 HP +3 1,950,001 
20 +1 HP +3 2,050,001 

 
   



Spell List 
0-Level: 

1. Dancing Lights  
2. Detect Illusion  
3. Detect Magic  
4. Detect Poison  
5. Endure Elements  
6. Mage Hand  
7. Mending  
8. Message   
9. Open/Close   
10. Prestidigitation  

 

1st-Level: 
1. Burning Hands  
2. Comprehend Languages  
3. Darkness  
4. Floating Disk  
5. Identify  
6. Magic Missile  
7. Obscuring Mist  
8. Protection From Chaos 

Evil Good or Law  
9. Read Magic  
10. Shocking Grasp  
11. Summon Familiar  
12. Unseen Servant  

2nd-Level: 
1. Acid Arrow  
2. Detect Magic  
3. Detect Thoughts  
4. Knock  
5. Levitate  
6. Locate Object  
7. Ray of Enfeeblement  
8. Remove 

Blindness/Deafness  
9. Scare  
10. See Invisibility  
11. Shatter  
12. Web  

3rd-Level: 
1. Clairaudience/Clairvoya

nce  
2. Dispel Illusion  
3. Dispel Magic  
4. Explosive Runes  
5. Fireball  
6. Fly  
7. Gaseous Form  
8. Gust of Wind  
9. Lightning Bolt  
10. Magic Circle  
11. Stinking Cloud  
12. Tongues  

4th-Level: 
1. Arcane Eye  
2. Detect Scrying  
3. Dimension Door  
4. Fear  
5. Ice Storm  
6. Minor Globe of 

Invulnerability   
7. Polymorph Self/Other   
8. Remove Curse  
9. Scrying   
10. Solid Fog   
11. Wall of Fire   
12. Wall of Ice 

5th-Level: 
1. Animate Dead   
2. Cloudkill   
3. Cone of Cold   
4. Contact Other Plane   
5. Faithful Hound  
6. Magic Jar  
7. Permanency   
8. Secret Chest   
9. Summon Monster   
10. Telekinesis   
11. Telepathic Bond   
12. Teleport  

6th-Level: 
1. Chain Lightning   
2. Control Weather   
3. Disintegrate   
4. Globe of Invulnerability   
5. Guards and Wards   
6. Legend Lore   
7. Move Earth   
8. Transmute Flesh and 

Stone   

7th-Level: 
1. Finger of Death  
2. Instant Summons   
3. Limited Wish   
4. Phase Door   
5. Prismatic Spray   
6. Teleport Without Error   
7. Vanish   
8. Vision  

 

8th-Level: 
1. Clone  
2. Incendiary Cloud   
3. Maze  
4. Mind Blank   
5. Polymorph Any Object   
6. Symbol   
7. Teleportation Circle   
8. Trap the Soul   

 
 9th-Level: 

1. Astral Projection  
2. Gate  
3. Meteor Swarm  
4. Regenerate  
5. Shapechange  
6. Temporal Stasis  
7. Time Stop  
8. Wish 

 

 
 
 



Theurgist 

Theurgists focus magical energies to provide 
protection. This protection can take a number 
of forms, including warding off specific types 
of weapons or creatures and discouraging or 
dispelling enemies. The school also includes a 
variety of spells involving avoidance and 
repellence. Theurgist’s spells concentrate on 
eliminating or hindering sources of potential 
harm rather than repairing damage. 

Concerned with protection, Theurgists have a 
deep reverence for life and are attracted to 
philosophies stressing compassion and 
selflessness. Accordingly, most Theurgists are 
of good alignment. Evil-aligned Theurgists 
are often toadies of an intimidating evil 
warrior or in the service of a more powerful 
wizard of another school. Theurgists tend to 
be thoughtful, orderly, gentle-natured, and 
soft-spoken, going out of their way not to 
attract attention. 

Of all the wizards, Theurgists seem to have 
the strongest family ties. Theurgists take 
comfort in the security of marriage and often 
choose their mates at an early age; many 
Theurgists have ten or more offspring. Owing 
to their mastery of protective forces, 
Theurgists tend to live to a ripe old age; it's 
not unusual to find Theurgists well into their eighties in adventuring parties. 

Theurgists make their homes anywhere, but prefer small villages to large cities. Because of their kind 
hearts and generous spirits, Theurgists are held in high esteem by society in general. Theurgists 
commonly earn a living as guides, bodyguards, merchants, and teachers 

ABILITIES 

SPELLS: A Theurgist casts arcane spells, though abjuration magic is inherently different from the 
wizard’s requiring a unique spell list. Like a wizard though, a Theurgist is limited to a certain number of 
spells of each spell level per day. The Wizard and Illusionist Spells per Day Table shows the number of 
spells per day an Theurgist may cast. A Theurgist must prepare spells before casting them,. This is done 
by studying spells from a spell book. While studying, the Theurgist decides which spells to prepare. Spell 
memorization and descriptions are covered in detail in the Magic section. (pg. 46) 

BONUS SPELLS: With a high intelligence score, a Theurgist gains bonus spells. If the character has an 
intelligence of 13-15, they receive an extra 1st level spell. If the intelligence score is 16 or 17, they 
receive an extra 2nd level spell and if 18 or 19, they receive an extra 3rd level spell. The bonus spells can 
only be acquired if the Theurgist is at a high enough level to cast that spell level. Bonus spells are 
cumulative.  



 
Aura of Protection (Intelligence): A Theurgist deals in protective magic. Once per day, a Theurgist 
can generate a protective aura that shields against both physical and magical attacks. When the abjurer 
generates this field, they gain a +1 deflection bonus to their Armor Class and a resistance bonus on all 
saving throws. This ability requires one round to activate, and each use protects against only one attack or 
spell. Once activated, the protective aura lasts for one turn or until the abjurer is attacked or required to 
make a saving throw, whichever comes first. The bonus increases to +2 at 4th level, +3 at 7th level, +4 at 
10th level, +5 at 13th level and +6 at 16th level. 
 
Spontaneous Dispelling: A Theurgist gains the ability to spontaneously cast the spell Dispel Magic. 
The abjurer can "lose" four or more levels of prepared spells to cast Dispel Magic. The prepared spells 
can be of any level or combination of levels as long as the total spell levels add up to four or more (0-
level spells don't count). For example, an abjurer could lose two 2nd-level spells or one 1st-level spell and 
one 3rd-level spell to cast Dispel Magic. 
 
 

PRIME ATTRIBUTE: Intelligence 

ALIGNMENT: Any 

HIT DICE: d4 

WEAPONS: Club, dagger, dart, staff 

ARMOR: None 

ABILITIES: Aura of Protection, Spell Casting, 
Spontaneous Dispelling 

Level HD BtH EPP 
1 d4 0 0 
2 d4 +1 2,601 
3 d4 +1 5,201 
4 d4 +1 10,401 
5 d4 +1 20,801 
6 d4 +2 42,501 
7 d4 +2 85,001 
8 d4 +2 170,001 
9 d4 +2 340,001 
10 d4 +3 500,001 
11 +1 HP +3 750,001 
12 +1 HP +3 900,001 
13 +1 HP +3 1,050,001 
14 +1 HP +3 1,200,001 
15 +1 HP +3 1,350,001 
16 +1 HP +3 1,500,001 
17 +1 HP +3 1,650,001 
18 +1 HP +3 1,800,001 
19 +1 HP +3 1,950,001 
20 +1 HP +3 2,050,001 

 
   

For example, a 4th level Theurgist with an 18 intelligence receives four 0 level spells, four 1st 
level spells, and three 2nd level spells. No bonus 3rd level spell is acquired until the Theurgist 
reaches 5th level. 



Spell List 
0-Level: 

1. Arcane Mark  
2. Dancing Lights  
3. Detect Illusion  
4. Detect Magic  
5. Detect Poison  
6. Endure Elements  
7. Influence  
8. Light  
9. Prestidigitation 

1st-Level: 
1. Burning Hands  
2. Comprehend Languages  
3. Darkness 
4. Hold Portal  
5. Identify  
6. Magic Missile  
7. Obscuring Mist  
8. Protection From Chaos, 

Evil, Good, or Law  
9. Read Magic  
10. Shield  
11. Shocking Grasp  
12. Sleep  

2nd-Level: 
1. Acid Arrow  
2. Alter Self 
3. Continual Flame  
4. Detect Magic  
5. Detect Thoughts  
6. Fog Cloud  
7. Locate Object  
8. Protection From Arrows 
9. Remove 

Blindness/Deafness  
10. Scare (Necromancy) 
11. See Invisibility  
12. Shatter  

3rd-Level: 
1. Clairaudience/Clairvoya

nce  
2. Dispel Illusion  
3. Dispel Magic  
4. Explosive Runes  
5. Fireball  
6. Gust of Wind  
7. Lightning Bolt  
8. Magic Circle  
9. Non-detection  
10. Stinking Cloud  
11. Summon Lesser Monster  
12. Tongues  

 

4th-Level: 
1. Arcane Eye  
2. Detect Scrying 
3. Fire Trap 
4. Locate Creature 
5. Minor Globe of 

Invulnerability  
6. Remove Curse 
7. Resilient Sphere  
8. Scrying  
9. Secure Shelter  
10. Shout  
11. Wall of Fire  
12. Wall of Ice 

  

5th-Level: 
1. Bind Elemental  
2. Cone of Cold  
3. Contact Other Plane  
4. Faithful Hound 
5. Major Creation  
6. Permanency  
7. Summon Monster  
8. Telepathic Bond  
9. Teleport  
10. Wall of Force  
11. Wall of Iron  
12. Wall of Stone  

 

6th-Level: 
1. Anti-illusion Shield  
2. Antimagic Shell  
3. Chain Lightning  
4. Geas  
5. Globe of Invulnerability  
6. Guards and Wards  
7. Legend Lore  
8. Mass Suggestion  

7th-Level: 
1. Delayed Blast Fireball  
2. Greater Scrying  
3. Limited Wish  
4. Phase Door  
5. Prismatic Spray  
6. Sequester  
7. Summon Greater 

Monster  
8. Teleport Without Error 

8th-Level: 
1. Binding  
2. Find the Path  
3. Incendiary Cloud  
4. Mind Blank  
5. Prismatic Wall  
6. Sunburst  
7. Symbol  
8. Teleportation Circle  

 9th-Level: 
1. Disjunction  
2. Gate  
3. Imprisonment  
4. Meteor Swarm 
5. Power Word Kill  
6. Prismatic Sphere  
7. Refuge  
8. Regenerate 

 

 



Witch 
Witches are a cross between clerics and wizards. They 
have access to arcane spells but they draw their power 
from trafficking with spirits. Some witches cross the line 
in to demonism by trafficking with evil spirits. Others 
deal with natural spirits and are not beholden to evil 
forces. Witchcraft is criminal in many kingdoms and the 
penalties are severe, regardless of the alignment of the 
witch. 

ABILITIES 

SPELLS: A witch casts divine and arcane spells. The 
spells available are listed on the witch spell list. Each 
witch can cast a limited number of spells from each spell 
level per day. The Cleric and Druid Spells Per Day Table 
shows the number of spells per day a witch may cast for 
each spell level. Witches prepare and cast spells by 
praying for them. This process is covered in greater detail 
in the Magic section. 

BONUS SPELLS: High wisdom indicates a greater divine or spiritual connection to their deities, so witchs 
with high wisdom gain bonus spells. If the character has a wisdom of between 13-15, they receive an 
extra 1st level spell. If the wisdom score is 16 or 17, they receive an extra 2nd level spell and if 18 or 19, 
they receive an extra 3rd level spell. Bonus spells are cumulative. Bonus spells can only be acquired if the 
witch is at a high enough level to cast them.  

POISONS (Intelligence): A witch can identify and make poisons and antitoxins. A witch can identify a 
poison or antitoxin on a successful check. To make a poison or antitoxin, the witch needs some 
alchemical equipment and raw materials costing one third of the street value of the poison or antitoxin to 
be made. A witch’s training in the use of poison means that a witch never risks accidental poisoning when 
applying poison to a blade. Moreover, witchs train with poisons of all types, and they slowly grow more 
resistant to their effects. This is reflected by a +1 bonus to saving throws versus poisons gained. This 
saving throw is gained at 3rd level. Some common poisons, their effects and costs are listed below: 

Type Effects 
I  Mild poisons that cause skin irritation, drowsiness, nausea and similar effects. 
II  Mind altering concoctions that cause hallucinations, confusion, memory loss and similar effects. 
III  Serious poisons that impair abilities and cause minor damage.  
IV  Severe toxins that can incapacitate, cripple, or cause major damage. 
V  Deadly poisons that cause permanent damage or kill.  
VI  Rare potions or substances that cause massive permanent damage or kill. 

 

  

For example, a 4th level witch with an 18 wisdom receives four 0 level spells, four 1st level 
spells and three 2nd level spells. No bonus 3rd level spell is acquired until the witch reaches 
5th level. 



COST AND POISON AFFECTS 

TYPE COST/ 
DOSE 

SAVE SUCCEEDS SAVE FAILS 

I 5gp no effect -1 physical attributes, -1 initiative for 1-
3 days 

II 15gp no effect -1 mental attributes, -1 initiative for 1-3 
days 

III 45gp 1d4 dmg, -1 all secondary attributes for 
1-2 days 

1d8 dmg, -2 all primary attributes for 2-
6 days 

IV 150gp 1d8 dmg, -1 all attribute checks for 2-4 
days 

150gp 2d8 dmg, comatose for 3-9 days 

V 900gp 1d10 dmg, perm. lose 1 point from 
class’s secondary attribute 

Death*** or 2d12 dmg & perm. loose  2 
points from class’s primary attribute 
 

VI 1800gp 4d10 dmg, perm. lose 1 point from all 
primary attributes, 2 points from all 
secondary attributes 

Instant Death 

** Saves are made against constitution, all attribute and level bonuses are added. 
***Requires second save against constitution, failure means death, success means damage. 

NATURE LORE (Wisdom): Witches are connected to the forces of nature. They mystically coexist with 
their environment, gradually becoming a larger part of it. This relationship imparts to them a specialized 
knowledge of the wilds. A witch can identify plants and animals with perfect accuracy in the type of 
environment where the witch was trained or currently lives. In unfamiliar environments, the witch must 
succeed at a wisdom check to successfully use this ability.  

This identification ability allows the witch to determine the species of a plant or animal and the special 
qualities or abilities of the species. The witch can also determine whether water is safe or dangerous to 
drink. Additionally, witches can find shelter and forage for food. A witch always succeeds in finding 
basic shelter and enough food for individual daily sustenance. If the witch wishes to support additional 
people, They must spend 6 hours hunting and gathering to produce enough food and water to feed 2-8 
people for a day. If the witch wishes to feed or shelter a larger group of people than the die indicate, a 
successful wisdom check is necessary. If successful, the witch must spend an additional 6 hours gathering 
food to feed and water an additional 2-8 people. A third attempt to gather food can be made. A wisdom 
check at -4 is made but if successful, another 6 hours of searching can feed an additional 1-4 people. This 
additional effort allows the witch to gather food and water for up to 5-20 creatures total. 

The witch can only hunt and forage for food three times per day. 

  



 

 

PRIME ATTRIBUTE: Wisdom 

ALIGNMENT: Any Non-Lawful 

HIT DICE: d4 

WEAPONS: Club, dagger, dart, staff 

ARMOR: None 

ABILITIES: Nature Lore, Poison, Spell Casting 

Level HD BtH EPP
1 d4 0 0
2 d4 +1 2,601
3 d4 +1 5,201
4 d4 +1 10,401
5 d4 +1 20,801
6 d4 +2 42,501
7 d4 +2 85,001
8 d4 +2 170,001
9 d4 +2 340,001
10 d4 +3 500,001
11 +1 HP +3 750,001
12 +1 HP +3 900,001
13 +1 HP +3 1,050,001
14 +1 HP +3  1,200,001
15 +1 HP +3  1,350,001
16 +1 HP +3  1,500,001
17 +1 HP +3  1,650,001
18 +1 HP +3  1,800,001
19 +1 HP +3  1,950,001
20 +1 HP +3  2,050,001

 
   



Spell List 
0-Level: 

1. Cure Minor Wounds 
2. Dancing Lights 
3. Detect 

Good/Evil/Law/Chaos 
4. Detect Illusion  
5. Detect Magic  
6. Detect Poison 
7. Endure Elements 
8. Influence 
9. Light 
10. Mending  
11. Message   
12. Purify Food and Drink 
13. Prestidigitation  

1st-Level: 
1. Animal Friendship 
2. Bless 
3. Calm Animals 
4. Change Self 
5. Command 
6. Faerie Fire 
7. Goodberry 
8. Obscuring Mist 
9. Protection from 

Good/Evil/Law/Chaos 
10. Sanctuary 
11. Sleep 
12. Summon Familiar 
13. Unseen Servant 

2nd-Level: 
1. Animal Messenger 
2. Augury 
3. Charm Person or Animal 
4. Cure Light Wounds 
5. Delay Poison 
6. Fog Cloud 
7. Hold Animal orPerson 
8. Locate Object 
9. Misdirection 
10. Scare 
11. See Invisibility 
12. Speak with Animals 
13. Speak with Dead 

 
3rd-Level: 

1. Animate Dead 
2. Clairaudience/Clairvoya

nce  
3. Fly  
4. Magic Circle 
5. Neutralize Poison 
6. Nondetection 
7. Plant Growth 
8. Remove 

Blindness/Deafness 
9. Remove Curse 
10. Remove Disease 
11. Speak With Plants 
12. Suggestion 
13. Tongues 

4th-Level: 
1. Charm Monster 
2. Control Weather  
3. Confusion  
4. Cure Serious Wounds 
5. Detect Scrying  
6. Dispel Magic 
7. Divination 
8. Emotion 
9. Fear 
10. Locate Creature 
11. Scrying   
12. Seeming 
13. Summon Animals   

5th-Level: 
1. Animal Growth 
2. Awaken 
3. Control Winds 
4. Dream 
5. Cure Critical Wounds 
6. Ice Storm 
7. Insect Plague 
8. Nightmare 
9. Polymorph 
10. Summon Beasts or Plants 
11. True Seeing 
12. Wall of Flame 
13. Wall of Thorns 
 

6th-Level: 
1. Commune 
2. Control Weather 
3. Create Undead 
4. Find the Path 
5. Geas 
6. Legend Lore  
7. Summon Elemental 
8. Veil 

7th-Level: 
1. Creeping Doom 
2. Discern Location 
3. Greater Scrying 
4. Heal 
5. Insanity 
6. Mass Charm 
7. Sequester   
8. Vision  

8th-Level: 
1. Animal Shapes 
2. Antipathy   
3. Command Plants 
4. Finger of Death   
5. Polymorph Any Object   
6. Regenerate 
7. Summon Planar Ally 
8. Symbol  

9th-Level: 
1. Astral Projection 
2. Earthquake 
3. Gate 
4. Mind Blank 
5. Shapechange  
6. Storm of Vengeance 
7. Summon Elemental Swarm  
8. Trap Soul 



Other Wizard Types 

Thaumaturge 
A Thaumaturge is a generalist wizard – this is the wizard as presented in the main Player’s Handbook 

Illusionist 
The illusionist is covered in the main Player’s Handbook  



The Kits 

Academician 

Description: The Academician is a learned scholar whose love of knowledge is matched only by 
his preoccupation with research. He is fascinated by magic in all its forms and enjoys nothing 
more than poring over arcane texts and experimenting with exotic magical devices. 

The Academician spends so much time involved in intellectual pursuits that he tends to neglect 
his physical skills. He is not a particularly good fighter and avoids combat when he can, 
preferring negotiation and parley to violence. Still, he recognizes the necessity of combat in 
certain instances, and will fight valiantly when required. 

Academicians can be found in virtually any culture, but they are most likely to come from large 
urban areas that provide ready access to libraries, museums, laboratories, and other resources. 

There are no special rules for abandoning this kit. An Academician who becomes disillusioned 
with the academic life or loses interest in intellectual pursuits can choose to neglect his studies or 
research, but he is free to resume them at any time.  

Preferred Schools: There are no preferred schools for the Academician 

Barred Schools: Witchcraft is denied to Academicians  

Role: In his homeland, the Academician is a respected member of society, valued for his skills as 
a teacher and advisor as well as for his seemingly endless store of knowledge on a variety of 
subjects. Most likely, he will fill similar roles in a campaign. In spite of his somewhat sedentary 
background, the Academician welcomes the chance to join an adventuring party. For him, it is an 
unparalleled opportunity to experience new cultures, acquire new devices, and acquire first-hand 
information about people, places, and creatures he may have only read about. 

Weapon Proficiencies: Required (the player may choose from the following): Dagger, Dart, 
Knife, or Sling. 

Special Benefits: The Academician receives both of the following benefits: 

1. Academicians maintain an extensive correspondence with scholars throughout the world. 
Additionally, an Academician's reputation as a man of wisdom often precedes him. When 
encountering an NPC who is familiar with his reputation, who turns out to be one of his 
correspondents, who fancies himself an intellectual, or who is an author, researcher, 
teacher, journalist, or fellow scholar, the Academician receives a +3 reaction bonus. 

2. The Academician receives a +1 bonus to all Intelligence Checks and Wisdom Checks.  
3. Academicians are well-educated as a result, they are presumed literate in all languages 

they speak. They are also well-versed in etiquette (+1 reaction rolls) 
4. Sage Ability: Academicians can function as a sage with choices of the following fields 

(choose 2 as major and 2 as minor) Ancient History, Ancient Languages, Astrology, 
Herbalism, Local History, Heraldry. Gain 1 minor field at each odd numbered level and a 
major field at each even numbered level (see DMG for more information) 

Special Hindrances: Academicians lack the training and instinct to make good hand-to-hand 
fighters. When attacking with any type of melee weapon, the Academician always has a -1 
penalty to hit on his first blow. Subsequent blows-- when the Academician has had an 



opportunity to size up his opponent and adjust his attacks accordingly-- are made without this 
penalty. However, if the Academician attacks a different opponent, his first blow against his new 
victim is also made at -1. 

Academicians tend to be know-it-alls, and unhesitatingly offer their opinions even on matters 
they know little about. Whenever the party needs to make a decision, the Academician should 
offer his opinion; for effective role-playing, the player should have his player speak his mind 
with unshakable confidence. If other player characters disagree, the Academician might lecture 
them on the error of their ways, welcome the opportunity for a spirited argument, or roll his eyes 
at his companion's blatant display of ignorance. 

Wealth Options: The Academician receives the normal (1d4 +1) x 10 gp as starting money. 

Races: No restrictions 

Amazon Sorceress 

Description: Amazons belong to matriarchal societies that thrive in a world otherwise 
dominated by males. Women occupy all important positions in Amazon societies—they are the 
rulers, artisans, soldiers, and scholars. 

Most Amazon societies have existed unchanged for thousands of years, living in relative 
isolation from the rest of the word, but others have more recent origins. Some were established 
by disgruntled women who tired of their subservient roles in male dominated cultures and 
decided to rule themselves, while others were created by deities sympathetic to the plight of 
women. 

Men are second-class citizens in Amazon cultures, occupying positions of menial servitude to 
their female superiors. In some societies, men are kept as slaves, treated only marginally better 
than domestic animals. Still others have eliminated men entirely.  

Amazons from totally male-free societies make occasional forays into neighboring communities 
to fraternize with men. Others perpetuate their civilization by being extremely friendly with male 
adventurers passing through their territory; when the Amazons tire of their company, the 
adventurers are sent on their way or killed. 

An Amazon society may be as small as a single village or large enough to fill an entire continent. 
Because they are continually under siege from male-dominated civilizations, Amazons have 
mastered the art of war. Traditionally, Amazons are superior horse breeders and riders, excelling 
with spears, bows, and other weapons that can be wielded from horseback. 

A character must be female to be an Amazon. There are no other requirements. To abandon this 
kit, the character must renounce her Amazon citizenship, most likely because she has grown to 
identify more closely with a different culture. 

Preferred Schools: Amazons with high Constitution tend to be drawn to the schools of 
conjuration and evocation; both are especially useful on the battlefield. Diviners are also 
common, as they make excellent administrative advisors and counselors. 

Barred Schools: Amazons shun the dark forces associated with the school of necromancy. 
Because of its perceived uselessness in combat, they also avoid the school of illusion. 



Role: Most Amazons are warriors, but the few wizards among them are held in high regard, as is 
any person who has mastered a difficult art. Amazon Sorceresses typically serve as seers, 
advisors, counselors, and administrators. Because of their formidable power, Amazon 
Sorceresses especially invokers and conjurers-- are always welcome on the battlefield. 

In male-dominated cultures, the Amazon is regarded as a curiosity at best. She is stared at, 
whispered about, and sometimes openly ridiculed. Well-meaning women who have accepted 
subservience as a cultural norm may try to convince the Amazon to change her unnatural ways, 
while chauvinistic men, seeing her as a threat to their masculinity, may feel compelled to 
dominate her in any number of ways. Even open-minded citizens will likely be suspicious of a 
female with such unusual attitudes. 

Among her peers in an adventuring party, the Amazon Sorceress will prove to be a courageous 
fighter and a capable spell caster. Although the other player-characters may harbor some 
prejudices of their own about the role of females, the DM should discourage any overt 
discrimination; once she has proven herself in tough situations, the Amazon should be accepted 
as an equal in all regards. 

Weapon Proficiency: Required: None. Recommended: Spear or long bow. This is contrary to 
the weapons usually allowed wizards, but is typical for Amazon cultures. 

Equipment: When an Amazon character is first created, she must buy her weapons from among 
the following choices only: bow (any type), dagger/dirk, javelin, knife, spear. Once she has 
adventured elsewhere in the world, she may purchase other types of weapons. 

Special Benefits:  
1. Male opponents who have never encountered the formidable Amazon women tend to 

underestimate them. Therefore, the first time such a male encounters an Amazon in 
combat, the Amazon receives a +3 bonus to hit and +3 to damage on her first blow only. 
These bonuses reflect the fact that the opponent is taken off guard by such an able 
female. 
 
This bonus is not applicable in every situation. The DM should consider the following 
guidelines when ruling on the Amazon Sorceress's bonus. 
• The bonus does not apply to opponents from cultures where females are accepted as 

equals and female warriors are common. 
• The bonus does not apply to opponents who have fighting females as comrades, who 

have faced fighting women before, or who have seen the Amazon use her bonus on 
someone else. 

• The bonus does not always apply to player characters. The DM might ask a quick, 
guarded question of the player to learn whether his character would underestimate a 
female opponent. 

Regardless of whether the Amazon's first blow hits or misses her intended victim, the 
victim will never be subject to the bonus again; the bonus can be used only once per 
victim. 

2. Amazons can use spears and bows in addition to other weapons permitted to wizards. 
3. At 3rd level Amazon sorceresses can track like a Ranger. 
4. Amazons were great horse-women, they are horsemen like Knights 



Special Hindrances: The Amazon suffers a -3 reaction roll adjustment from NPCs from male- 
dominated societies. This reaction adjustment no longer applies once characters come to know 
and respect her. Likewise, player characters need not respond with hostility toward their Amazon 
companion unless they want to do so for role-playing purposes. 

Amazons are highly sought after as romantic partners (if somewhat temporary ones) – an 
Amazon in male-dominated societies will find herself bombarded with romantic offers. 

Amazons sorceresses are desired as sacrifices by many demonic powers – at 3rd level, an 
Amazon sorceress will have a 20% chance of attracting the attention of a demonic being, this 
chance increases 10% per level thereafter. The DM must designate (or design) the Amazon’s 
demonic nemesis. If this demon is slain, another will step forward to take it’s place. 

Wealth Options: The Amazon Sorceress receives the normal (1d4 + 1) x 10 gp as starting 
money. 

Races: Most Amazons are human, but other races are acceptable, with the adjustments that 
follow. 

• Half-elves: Substitute either short bow or spear for the required Weapon Proficiency. 
• Gnomes: Substitute throwing axe or short sword for the required Weapon Proficiency, 

use ponies for mounts, and substitute Tracking and Survival for the bonus Nonweapon 
Proficiencies. 

• Elves: Substitute Endurance and Set Snares for the bonus Nonweapon Proficiencies. 

Witch Doctor 

Description: The Witch-Doctor is a wizard from a primitive society that occupies one of the 
world's most extreme climates. Primarily concerned with survival, the Witch-Doctor uses his 
magical skills to help his fellow tribesmen locate food, plan for dangerous shifts in the weather, 
and protect them from hostile creatures and rival tribes who are in competition for the same 
limited resources. A Witch-Doctor also brings good fortune to his tribe; many believe he is 
possessed by a guardian spirit (though there is no actual evidence of this). The Witch-Doctor is 
known by a variety of names which depend on his society of origin; other names for a Witch-
Doctor include Magician, Phylacterist, Veronican, Scarabor, and Obeahist. 

Although a Witch-Doctor can originate from any number of hostile environments, two are 
considered in this discussion. The first is the Witch-Doctor from a climate where the temperature 
never rises above 0 degrees F., whom we call the Frigid Climate Anagakok. The second is the 
Witch-Doctor from a climate where the temperature never falls below 100 degrees F., whom we 
call the Torrid Climate Witch-Doctor. Female Witch-Doctors are as common as males. 

Though a Witch-Doctor can renounce his heritage and sever ties with his society, he cannot 
renounce this kit; the traits of a Witch-Doctor are inborn and permanent. 

Preferred Schools: The preferred schools of the Witch-Doctor are Theurgy, Enchantment, 
Evocation, and Divination. 

Barred Schools: Witch-Doctor are barred from the schools of alchemy and illusion because of 
the sophisticated study associated with those disciplines. 



Role: The Witch-Doctor is serious-minded, even-tempered, and soft-spoken. Though unfamiliar 
with societies and cultures other than his own, he adapts quickly and is fascinated by technology 
in all its forms. In a campaign, an Witch-Doctor tends to assume responsibility for the safety of 
his companions; their security is always foremost in his mind. Though the Witch-Doctor is not 
natural leaders (such roles are usually reserved for the strongest warriors in their tribes) they are 
superb and fearless combatants, quick to volunteer for the most dangerous missions. 

Weapon Proficiency: Required (choose one of the following, based on the Witch-Doctor's 
background): Bow (any), dagger, harpoon, javelin, knife, sling, trident. 

Equipment: A beginning Witch-Doctor can buy weapons only from those listed in the Weapon 
Proficiency entry above. He can buy only equipment that would normally be available in his 
home society; the DM has the right to veto any initial purchase. A Witch-Doctor must spend all 
his initial money. Any money not spent is lost. 

Special Benefits: 
1. Witch Doctors can trap like a ranger 
2. Witch Doctors can is proficient in survival like a ranger  
3. Once per week, an Witch-Doctor can cast a special good fortune spell on himself and a 

number of people equal to his level; the effect of good fortune lasts for a number of turns 
equal to his level (for instance, a 4th-level Witch-Doctor can cast good fortune on himself 
and four others, and the effect lasts for four turns). All opponents have a -1 penalty on 
their chance to hit when attacking those under the effect of good fortune. This ability is 
innate; an Witch-Doctor is not required to memorize good fortune, nor does it count 
against his daily spell limit. To cast the spell, an Witch-Doctor must merely concentrate 
for 1 round and point to the subjects to be affected; no verbal or material components are 
required. Additionally, an Witch-Doctor has natural immunities to environmental 
extremes based on his background. A Frigid Climate Witch-Doctor suffers no penalties, 
damage, or other restrictions in environments of extreme cold. A Torrid Climate Witch-
Doctor suffers no penalties, damage, or other restrictions in environments of extreme 
heat. These immunities apply to natural conditions only; for instance, a Frigid Climate 
Witch-Doctor suffers normal damage from cone of cold and other cold-based spells, 
while a Torrid Climate Witch-Doctor suffers normal damage from fireball and other heat-
based spells. 

Special Hindrances: Exposure to harsh climates gives the Witch-Doctor an unusual appearance, 
such as a tough, leathery skin and/or a head-to-toe covering of short, coarse hair. Because of his 
appearance and strange manner, a Witch-Doctor suffers a -2 reaction penalty from all NPCs 
unfamiliar with the Witch-Doctor's culture. 

The Witch-Doctor operates under special taboos that do not affect other characters. Though the 
taboos may seem trivial or even ridiculous to other characters, the Witch-Doctor takes them quite 
seriously-- violating a taboo causes the Witch-Doctor to lose levels of ability, lose spells, become 
ill, or even die (the DM decides the exact penalty). A 1st-level Witch-Doctor has one taboo and 
gains an additional taboo every five levels thereafter (at 6th level, 11th level, and so on). The 
DM selects the taboos. Some suggestions follow; the Witch-Doctor: 

1. Can't eat meat or animal products (including milk, eggs, and cheese). 
2. Can't sleep within 20 yards of a member of the opposite sex. 



3. Can't wear a certain color. 
4. Can't carry gold (or other precious metal) on his person. 
5. Can't bathe or must bathe frequently. 
6. Can't cut his hair or fingernails. 
7. Can't intentionally take the life of an insect. 
8. Can't drink alcoholic beverages. 
9. Can't sit facing the north (or other direction). 
10. Can't speak after sunset (except to cast spells). 

Wealth Options: A beginning Witch-Doctor receives only (1d4 +1) x 8 gp as starting money. 

Races: No restrictions. 

Notes: Players and DMs are encouraged to invent their own types of Witch-Doctor. Use the 
examples above to develop appropriate bonuses and penalties for each type of Witch-Doctor 
based on his background. 

Militant Wizard 

Description: The Militant Wizard is skilled in both magical and military arts, making him an 
extremely formidable opponent. They can come from aggressive, warmongering cultures bent on 
the conquest of weaker nations, or from cultures continually under siege from their more warlike 
neighbors, making military preparedness vital to their defense. In any case, the Militant Wizard 
considers a trained body as important as a trained mind, and prides himself on keeping his 
combat skills as sharp as his magical talents. Though male Militant Wizards will be more 
common, female Militant Wizards are allowable as well, unless the DM's world specifically 
forbids them. 

Abandoning this kit is difficult. A Militant Wizard must abstain from using both of the weapons 
he has chosen for his Weapon Proficiencies for three full experience levels. 

Once he reaches the third experience level, he loses the use of his two Weapon Proficiencies. If 
he then renounces his citizenship from his home culture, he can successfully abandon this kit. 

For example, consider a 5th-level Militant Wizard with Weapon Proficiencies in short sword and 
long bow. If he abstains from using both of these weapons (and the corresponding Weapon 
Proficiencies), he loses his Weapon Proficiencies in short sword and long bow when he reaches 
8th level. If he then renounces his citizenship from his home culture, he can abandon this kit. If 
he uses these weapons before reaching 8th level, he must begin again, abstaining for an 
additional three levels of experience (for instance if he uses his long bow Weapon Proficiency 
when at 7th level, he'll have to abstain until he reaches 10th level in order to abandon this kit.) 

Preferred Schools: Militant Wizards prefer schools with an excess of offensive and defensive 
spells, such as abjuration, alchemy, conjuration, evocation, and necromancy. 

Barred Schools: Militant Wizards are barred from specializing in the schools of enchantment 
and illusion, as their cultures tend to consider them relatively useless in combat. Though 
divination has uses on the battlefield, particularly in the area of reconnaissance, Militant Wizards 
are discouraged, but not barred, from divination specialization. 

Role: Militant Wizards are among the most honored and respected citizens in their societies, 
since their powerful magic makes them exceptionally able soldiers. Depending on his 



background, the Militant Wizard may be a brutal, savage killer, wallowing in the violence of the 
battlefield, or he may be a heroic warrior, fighting with honor and taking lives only when 
necessary. 

A Militant Wizard might have a variety of reasons for joining an adventuring party. Perhaps he 
shares the party's goal of defeating a force of evil, or he might be seeking treasure to finance his 
own army at home. He might wish to study the fighting techniques of other cultures, or he might 
hire on as a mercenary. 

Whatever his reasons, the Militant Wizard's fighting skills should greatly benefit any party. He 
makes an excellent leader, but he is also capable of following orders to the letter, assuming the 
orders are issued by a commander he respects. The Militant Wizard tends to prefer action to 
inaction and combat to negotiation. He is skeptical of scholarly and philosophic types, and is 
unlikely to form close relationships with such characters. 

Weapon Proficiency: Required (choose one from of the following): Battle axe, bow (any), 
crossbow (any), dagger, javelin, sling, spear, sword (any), warhammer. These are different from 
the weapons normally associated with wizards, but they are common for Militant Wizards. Also, 
see the Special Benefits section below. 

Equipment: The Militant Wizard may buy any equipment he chooses, keeping whatever money 
he might not use. 

Special Benefits: A militant wizard can specialize like a fighter but he must choose it from the 
weapons listed in the Weapon Proficiency entry above. 

Special Hindrances: The Militant Wizard mage is forbidden to learn 8th-level and 9th-level 
spells. 

Wealth Options: The Militant Wizard receives the standard (1d4 + 1) x 10 starting money. 

Races: No restrictions 

Mystic 

Description: Thoughtful, reserved, and extremely introspective, the Mystic is devoted to self-
enlightenment and sees the study of magic as the key to spiritual awareness. The Mystic enjoys 
nothing more than spending long hours contemplating the mysteries of the universe and 
attempting to become more in touch with his inner self. The Mystic is not necessarily a student 
of religion or philosophy; he seeks an awareness that can only be found intuitively. 

The Mystic is by no means a reluctant magic-user. In fact, the Mystic believes that the casting of 
each spell and the acquisition of each new magical technique brings him closer to perfect 
awareness. The mental discipline necessary for the mastery of magic is the perfect compliment to 
self-knowledge. 

The Mystic can come from any culture, but he is usually from a society that places a high value 
on philosophy, art, and scholarship. His is most likely to join an adventuring party for the 
opportunity to broaden his outlook, discover new things about himself, and use magic in new, 
enlightening ways. 



There are no special rules for abandonment of this kit. If the Mystic grows weary of the 
contemplative life or feels that he has reached a pinnacle of self- awareness, he can simply leave 
this kit behind. 

Preferred Schools: The Mystic prefers the schools of illusion, divination, and enchantment. 

Barred Schools: Because the Mystic is predisposed against magic that harms other living things, 
he is barred from specializing in the schools of necromancy, evocation, and conjuration. He is 
not prevented from learning spells from these schools-- he simply prefers to limit his association 
with them. 

Role: In many societies, the Mystic is considered to be little more than a crackpot, an eccentric 
with an utter lack of ambition who serves no useful purpose. In more enlightened cultures, the 
Mystic is seen as a seeker of truth, a sensitive soul engaged in an inspiring spiritual journey. 

In a campaign, the Mystic is quiet and non-aggressive. His very presence is soothing to the party, 
and he always has a word of comfort or encouragement for his companions. The Mystic avoids 
combat whenever possible, but courageously rises to the occasion when his comrades are 
threatened. Only in the most extreme circumstances will the Mystic intentionally take a life; 
however, he will kill if necessary to preserve his own life or the life of a companion. 

Weapon Proficiency: Required (the player chooses one of the following): Dagger, dart, or sling. 

Equipment: The Mystic may buy only the weapon associated with his Weapon Proficiency. As 
his adventuring career progresses, he can buy (and use) only daggers, darts, knives, and slings. 
He must spend all of his starting money; any leftover gold is lost. 

Special Benefits: Mystics gain access to Cleric spells (learned and cast as Arcane spells) as if 
they were a cleric ½ their wizard level. 

Special Hindrances: Mystics only receive ⅔ normal experience points 

Wealth Options: The Mystic receives only (1d4 + 1) x 5 gp as starting money. 

Races: No limitations 

Patrician 

Description: The Patrician is a wizard of noble birth, a member of his culture's aristocracy. Born 
into a life of wealth and privilege, the Patrician considers himself an arbiter of good taste and a 
connoisseur of the finer things in life. He looks down his nose at working men and women, as 
well as all others he considers to be inconsequential rabble. If anything, his mastery of magic 
makes him even more arrogant than other members of the ruling class, since he sees his talent as 
clear proof of his superiority over common folk. 

The Patrician may join an adventuring party out of a sense of duty to his country or to promote 
the common good-- in spite of their snobbery, good-aligned Patricians have strong moral codes. 
A Patrician might have grown weary of his pampered life and sought an adventuring party to add 
a touch of excitement to his otherwise dreary existence. 

Alternately, his parents might have ordered him to join a party to teach him humility. There are 
no special requirements to be a Patrician. The majority are male, but noblewomen are also 
included in this category (although such a character would more correctly be called a 
Noblewoman or Aristocrat). 



To abandon this kit, the Patrician must renounce his birthright. He will forever after be 
ostracized by all the nobility from his homeland and may even be disowned and disinherited by 
his family. 

Preferred Schools: The Patrician can specialize in any school, but prefers those that he 
perceives as most powerful, such as conjuration, alchemy, and evocation. 

Barred Schools: The Patrician will not specialize in witchcraft, a school he considers disgusting 
and repulsive – the province of peasant clowns. 

Role: The Patrician prefers the company of nobles and other members of the upper class. Most 
Patricians are wealthy and have no need to earn money, but many still serve their societies as 
administrators, counselors, and ambassadors. Since they have access to the finest teachers and 
universities, Patricians are extremely well-educated and expert in a variety of areas. 

Fellow player characters will rightfully perceive the Patrician to be an arrogant, condescending 
snob. On the positive side, the Patrician is also well-mannered and courteous, even to those he 
considers to be his social inferiors. Male Patricians can be extremely chivalrous to members of 
the opposite sex, regardless of whether they like it or not. The Patrician is generally cooperative 
with the party, though he will balk at any suggestion that compromises his sense of dignity (for 
instance, he will never enter a filthy cavern or search the bodies of slain enemies without 
squawking). His first-rate education and extensive travels make him an excellent source of 
information. 

Weapon Proficiency: Required (the player must choose one of the following): dagger, knife. 

Equipment: A beginning Patrician must buy all of the following items: horse (must be at least a 
riding horse), riding saddle, bit and bridle, horseshoes and shoeing, halter, and saddle blanket. He 
can spend the rest of his money as he wishes. 

Special Benefits:  
1. The Patrician begins with more starting money than other wizards (see the Wealth 

Options entry below). Additionally, he receives a +3 reaction modifier from any noble 
from his own culture, and a +2 reaction modifier from nobles from other cultures. When 
traveling, a Patrician can demand shelter from any fellow noblemen from his own 
culture. Such shelter is offered free of charge and is made available for the Patrician and 
up to two persons per experience level of the Patrician (for instance, a 3rdlevel Patrician 
can demand shelter for himself and six others). 

2. Patricians can ride, they are horsemen like Knights 

Special Hindrances: When making purchases, the Patrician accepts nothing but the best, 
whether it be a meal, a room for the night, a weapon, or even a chest to carry his possessions. 
Any time he buys any item, the Patrician must pay 10 to 100 percent more than the listed price in 
the Player's Handbook. The DM will decide the price paid by the Patrician, which may vary 
from item to item, depending on the quality of merchandise in a particular locale. For instance, 
the best meal in Village A might sell for 7 sp, while the best meal in Village B might sell for 10 
sp. In all cases, the Patrician will settle for no less than the most expensive item available; he 
always pays at least 10 percent more than the listed price. 

If a Patrician lacks the funds to buy high-quality items, he can settle for cheaper goods, but he no 
longer receives his reaction bonus in that particular encounter or community; NPCs simply do 



not believe that he is a noble. For instance, if a Patrician settles for a standard 5 sp meal at an inn, 
all of the NPCs in the inn react to him normally, ignoring his insistence that he's a nobleman. 
Word will quickly spread throughout the community that an amusing fellow is pretending to be a 
nobleman, and soon all of the NPCs in the community will react to him normally. If a Patrician 
settles for shabby accoutrements, such as a normal sword or average saddle, all NPCs will react 
to him normally until he replaces them with more expensive items. 

Just as the Patrician can demand shelter from other noblemen, so can they demand shelter from 
him. Note that this can get to be an expensive proposition if the NPC noblemen stay for any 
length of time. 

Wealth Options: The Patrician receives an extra 150 gp in addition to the standard (1d4 + 1) x 
10 gp. 

Races: No restrictions. However, if a particular race doesn't recognize or allow socioeconomic 
stratifications in the DM's campaign world, that race will not have Patricians 

Peasant Wizard 

Description: The Peasant Wizard is a spell caster of modest means whose exceptional skills and 
matchless courage have made him a champion of the masses. Though his talents have set him 
apart and made him a legend in his homeland, he will never forget his roots. An advocate of the 
commoner, the Peasant Wizard devotes himself to the promotion of equality and justice. The 
Peasant Wizard is the most frequently encountered of all the wizards. There are no additional 
ability requirements for the Peasant Wizard. No special rules exist for abandoning this kit. 

Preferred Schools: There are no preferred schools for the Peasant Wizard, though illusionists, 
theurgists, witches and evokers are among the most frequently encountered. 

Barred Schools: There are no barred schools for the Peasant Wizard; however, there are fewer 
necromancers than any other specialist. 

Role: The Peasant Wizard fights on behalf of the common people. He considers himself 
protector of the helpless, actively opposing any action from the party that threatens or exploits 
the peasants. For instance, he won't allow his party to recruit peasants for combat support unless 
they fully understand the risks involved. When a companion of the Peasant Wizard bargains with 
a common man for goods or services, the Peasant Wizard makes sure his companion pays the 
common man a fair price. When the party recovers a treasure, the Peasant Wizard demands that 
the local citizens receive their fair share if they helped the party in any way or if the treasure was 
recovered on their land. 

The Peasant Wizard sees the wealthy classes as a primary reason for the commoners' miseries, so 
he has little respect or patience for noblemen and the wealthy. Aside from the occasional insult, 
the Peasant Wizard is likely to avoid associating with any Patricians in his party. 

Weapon Proficiency: Required (player's choice): dagger, knife, spear, dart, sling.. 

Equipment: The Peasant Wizard can spend his money on anything he likes, within the 
limitations described in the Special Hindrances entry below. 

Special Benefits: When in his homeland, the Peasant Wizard will always be given food and 
shelter at no charge from his fellow commoners. This courtesy extends to the Peasant Wizard's 
companions, as long as he vouches for them. The Peasant Wizard does not receive this benefit in 



lands other than his own, but he always receives a +2 reaction modifier from peasants in any 
culture. 

Special Hindrances: Aside from weapons, a Peasant Wizard may own only one item worth as 
much as 15 gp. Aside from this item, all of his other items must be valued at 10 gp or less. The 
total value of all his possessions, including money but excluding weapons, can never exceed 75 
gp. Any treasure or possessions in excess of this limit must be donated to some worthy cause. 

Wealth Options: The Peasant Wizard receives only (1d4 + 1) x 5 gp for starting money. 

Races: No restrictions. 

Wu Jen 

Description: The Wu Jen is a wizard from cultures based on medieval oriental civilizations. He 
is a sorcerer of mysterious power and uncertain fealty. Unlike the oriental samurai, the Wu Jen 
seldom answers to a lord or master. His primary allegiance is to himself and to his craft.  

The Wu Jen seldom lives among the masses, preferring instead to dwell in the wilderness where 
he can contemplate the secrets of nature without interruption. Living the life of a hermit, the Wu 
Jen concentrates on purifying his body and mind, thus making him more receptive to the 
supernatural forces of the world. 

He cannot be of lawful alignment, but may still be good, evil, or neutral. The Wu Jen kit cannot 
be abandoned. 

Preferred Schools: Wu Jen prefer the schools of conjuration, alchemy, and evocation. 

Barred Schools: There are no barred schools for the Wu Jen. 

Role: Unless the campaign has an eastern setting, the DM, in conjunction with the player, should 
invent a plausible explanation for the Wu Jen's appearance so far from home. Perhaps the Wu 
Jen is on a religious pilgrimage. Perhaps a magical device or spell transported the Wu Jen to the 
western world, either intentionally or unintentionally. Or perhaps the Wu Jen is on a decade-long 
quest for knowledge or self-awareness, and his travels have brought him to the other player 
characters. 

Whatever the reason, the Wu Jen should add a touch of oriental intrigue and exotic culture to a 
western-based party. His fellow player characters should find the Wu Jen's habits strange and 
fascinating. For instance, a Wu Jen prefers to record his spells on scrolls instead of in spell 
books. Perhaps he prays to the sun for an hour each day at dawn, or maybe he eats only roots and 
berries. A Wu Jen keeps his emotions hidden, and his motives are equally difficult to discern. It 
is unlikely that the Wu Jen shares the party's goals and moral code; if he agrees to join the party, 
it is probably due to his intellectual curiosity. 

The DM is within his rights to forbid Wu Jen from the campaign. Before a player selects this kit, 
he must check with the DM to make sure that Wu Jen are allowed. 

Weapon Proficiency: Required (choose one of the following): Blowgun, short bow, dagger, 
dart, sling. Alternately, the Wu Jen can choose from the selection of oriental weapons listed in 
Table 9. The Wu Jen has an automatic and permanent +1 bonus to hit whenever using the 
weapon he has chosen for his Weapon Proficiency. 



Equipment: The Wu Jen must buy all weapons from the choices listed in the Weapon 
Proficiency entry above. He may have no more than 10 gp remaining when he has finished 
purchasing his equipment. 

Special Benefits: When a Wu Jen reaches 4th level, he gains the power to summon massive 
magical energies that allow him to cast any one spell that is three or more levels lower than his 
level at maximum effect. The spell automatically has maximum range, (if desired), duration, and 
effect. Thus, a 4th-level Wu Jen can cast a 1st-level spell at maximum effect. A Wu Jen can use 
this ability once per day. 

Special Hindrances: The Wu Jen operates under special taboos that do not affect other 
characters. Though the taboos may seem trivial or even ridiculous to other characters, the Wu 
Jen takes them quite seriously-- violating a taboo causes the Wu Jen to lose levels of ability, lose 
spells, become ill, or even die (the DM decides the exact penalty). A 1st-level Wu Jen has one 
taboo and gains an additional taboo every five levels thereafter (at 6th level, 11th level, and so 
on). The DM selects the taboos. Some suggestions follow; the Wu Jen: 

1. Can't eat meat or animal products (including milk, eggs, and cheese). 
2. Can't sleep within 20 yards of a member of the opposite sex. 
3. Can't wear a certain color. 
4. Can't carry gold (or other precious metal) on his person. 
5. Can't bathe or must bathe frequently. 
6. Can't cut his hair or fingernails. 
7. Can't intentionally take the life of an insect. 
8. Can't drink alcoholic beverages. 
9. Can't sit facing the north (or other direction). 
10. Can't speak after sunset (except to cast spells). 

Wealth Options: The Wu Jen starts with the normal (1d4+1) x 10 gp. 

Races: Normally, a Wu Jen must be human. The DM may make exceptions in his campaign, 
elves and half-elves being the most likely choices. 

Note: For more detailed information about the Wu Jen, along with additional spells, weapons, 
and proficiencies, see Oriental Adventures. The DM may need to make some adjustments to 
adapt the descriptions and statistics to C&C® rules 

Table 9: Selected Oriental Weapons for the Wu Jen 
Name Cost Wt. (lbs) Size Type* S-M L 
Bo Stick 2cp 4 L B 1-6 1-4 
Boku-toh 6cp 3 M B 1-4 1-2 
Jitte 10cp 2 S B 1-4 1-2 
Shuriken 10cp 1** S P 1-6 1-4 
* B = Bludgeoning weapon, P = Piercing weapon. 
** Ten large shurikens weigh a total of 1 pound. 

Description of Weapons 

Bo stick: A staff of hard wood that is very difficult to break and is normally 6-7 feet in length. 

Boku-toh: A wooden replica of a short sword, usually used for practice since it cannot cut or 
slash. Used aggressively, it can cause bludgeoning damage. 



Jitte: A tapered iron bar with a short hook near the handle. Although the hook is not sharp 
enough to cut or pierce, the jitte can be used to strike blows. 

Shuriken: A small throwing weapon in the shape of a star with needle-like projections. They are 
thrown by hand and easily concealed in folds of clothing. A large-star shuriken has a fire rate of 
3, a short range of 5 yards, a medium range of 10 yards, and a long range of 20 yards. 

   



RolePlaying 

Your wizard character now has a specialty, an interesting variety of low-level spells, a nice set of 
proficiencies, and a kit from the previous chapter. Ready to adventure? Not quite. There's more 
to role-playing a wizard than casting spells, checking proficiencies, and swinging a staff at the 
bad guys. In this chapter, we present suggestions for role-playing techniques that will help your 
character come to life 

Wizard Personalities 

No two wizards are alike. They may have the same specialties, the same spells, even the same 
backgrounds, yet each has his own set of quirks, flaws, goals, and interests that make him a 
unique personality. 

This chapter provides descriptions of different wizard personalities drawn from fantasy literature 
and mythology. Players should look at them all and see if any of the descriptions fit their 
conceptions of their characters. Each player should think about what his character would be like 
if he actually existed- - would he be bold or cautious? Greedy or generous? Considerate or 
selfish? Thoughtful? Impulsive? Flamboyant? 

If any of the personality types listed seem right for your character, feel free to use the description 
as a basis for making role-playing decisions about a PC's actions and goals. The descriptions can 
also be used to help decide how a PC interacts with NPCs and with other members of his party. 
If none of these descriptions seem exactly right for your character, perhaps one or more of them 
will inspire you to create a new personality type. Each personality description below includes the 
following information: 

Character Description: This section describes the character's general attitudes, motivations, and 
outlook, and how he is most likely to function in a typical campaign. In some cases, suggestions 
are given as to what types of players might find this particular personality type the most 
enjoyable to play. 

Best Suited For: Some personality types are more appropriate for certain alignments than 
others, and some are more appropriate for certain kits than others. This information is provided 
here. 

These are only recommendations, not hard and fast rules, and using alignments and kits other 
than the ones suggested might require some imaginative rationale on the part of the DM and the 
player. For instance, an Entertainer/Savage Wizard could exist, but he will probably be rare in a 
typical campaign world. Novice players are advised to remain within the alignment and kit 
recommendations in this section. 

In Combat Situations: Each personality type approaches combat situations in a slightly 
different fashion. Some might charge straight ahead with their weapons swinging, while others 
might hold back to size up the enemy before committing to a course of action. Some might cast 
their strongest spells first, others might hold them in reserve. This section details each 
personality type's combat style. 

In Role-Playing Situations: This section explains how the character is likely to react when 
encountering NPCs. These suggestions should be used as guidelines when role-playing 



conversations, including interrogations, interviews, and small talk. This section will also give an 
idea how the character might interact with the other player characters. 

The Altruist 

Character Description: The Altruist is a selfless humanitarian, his actions fueled by a passion 
for justice. The Altruist regards his magical skills as a special gift to be used to promote the 
common good, and he devotes his life to the welfare of others. He is admired by the oppressed, 
scorned by oppressors, and respected by all. Because his goals are simple and his values are 
unambiguous, this personality type is a particularly easy one to play. It is a good choice for 
characters of beginning players. Experienced players, however, may find him a bit boring, and 
the DM should be aware that an entire party of Altruists can lead to a lifeless campaign. 

Best Suited For: Any kit is appropriate for the Altruist. Obviously, this type of character should 
be of good alignment, lawful good being the most frequently encountered. 

In Combat Situations: The Altruist is a courageous, aggressive combatant. He is as selfless on 
the battlefield as he is in all other walks of life; if an Altruist has a single protection from evil 
spell, he will cast it on the most vulnerable member of his party, using it on himself only if he's 
absolutely certain that all of his companions are safe. He attacks honorably and with mercy, 
accepting the surrender of his opponents whenever possible. He assumes leadership roles if 
necessary, though he seldom seeks them. 

In Role-Playing Situations: The Altruist is polite, even-tempered, and thoughtful. He has little 
patience for liars and cheaters, and NPCs who exploit the helpless are especially repugnant to 
him. Most NPCs, except those of evil alignment, admire and respect the Altruist's strong moral 
code, but some NPCs may see him as self-righteous and pompous. 

The Brooder 

Character Description: The Brooder is tormented with self-doubt; he worries about his 
relationship with the rest of the universe, where he fits in with the rest of mankind, and the 
meaning of his own existence. He may dwell for days on the ramifications of some seemingly 
insignificant action. If he makes a wrong decision or a decision he perceives as being wrong, he 
may become consumed with self-loathing, spiraling into a deep depression that can persist for 
weeks. Holding himself to impossibly high standards, the Brooder is continually disappointed 
with his performance as a wizard, a citizen, and as a human being. 

Obsessed with perfection, the Brooder tends to be an extremely skilled spell caster and 
combatant. His mind is sharp and his actions are precise and correct. Although he usually 
succeeds at whatever he attempts, his accomplishments seem to bring him little fulfillment or 
joy. 

Not surprisingly, the Brooder's outlook on life is dismal. He believes the struggle between good 
and evil can never be won; it will continue to claim victims on both sides for all eternity. 
Friendship is valued but transient; a friend today can be an enemy tomorrow. Acts of courage 
and selflessness are admirable but ultimately futile. Existence is a tragic joke-- men are only 
puppets in the hands of incomprehensibly cruel gods. 



Because the Brooder seldom voices his opinions, this personality is a good choice for players 
who tend to be quiet. Conversely, the Brooder is a nice change of pace for players who normally 
take charge. 

Best Suited For: Because the Brooder tends to reject moral absolutes, he gravitates toward 
neutral alignments, particularly neutral good and chaotic neutral. The Brooder can use any kit, 
but the Academician, the Mystic, and the Wu Jen are especially good choices. 

In Combat Situations: The Brooder is an excellent fighter. Cowardice is unknown to him; since 
he doesn't believe his own life is particularly precious, he fights as if he has nothing to lose. He is 
calm and clear-thinking in times of crisis, using his spells to their maximum effectiveness. If 
necessary, he will unhesitatingly risk his life for a friend. 

If the Brooder is preoccupied with a past mistake or a depressing philosophical revelation, he 
may be slow to join a battle. Likewise, if the Brooder is in a state of mind where the differences 
between good and evil seem especially ambiguous, he may decline to participate in a fight. 
Usually the Brooder can be roused to battle by a firm request from the party leader or the gentle 
urgings from a trusted companion. Even in the depths of despair, the Brooder will not stand idle 
and allow harm to come to his companions. 

In Role-Playing Situations: In most encounters with NPCs, the Brooder will remain quiet and 
distracted, leaving most of the talking to his companions. He is loathe to offer his opinion, and 
seldom cares to hear the opinions of others. Most of the time, he is simply apathetic. Most NPCs 
perceive the Brooder to be emotionless and preoccupied, and keep their distance. Sensitive NPCs 
might feel sorry for him.  

The Brooder's attitude can be extremely frustrating to his fellow player characters. Since he 
keeps to himself most of the time, usually his companions will only be able to guess what he's 
thinking or feeling. 

Some PCs may attempt to befriend him. Kindness and patience will eventually break through a 
Brooder's shell. Although he may not show it, the Brooder feels friendship deeply, and may even 
share his deepest thoughts with a companion who has been kind and caring 

The Commander 

Character Description: The Commander is a natural leader who exudes authority. This may be 
due to his upbringing, his training, his innate tendencies, his birth order (these types tend to be 
first-born), or any combination of these factors, but whatever the reasons, taking charge comes 
automatically to the Commander. He is decisive, imposing, and inspiring. 

The safety of his companions is of paramount importance to the Commander, and he feels 
personally responsible for their actions. The Commander is not always the leader of his party-- 
he understands that a leader cannot function without able followers-- but he always tends to act 
like one, issuing orders, taking charge, and showing initiative whenever others are slow to act. 

Players selecting this type of character should be prepared to make most of the decisions for the 
group. If a player is uncomfortable with this role, he would do better to choose a different 
personality type. 

Best Suited For: Lawful and neutral are the most appropriate alignments for Commanders. 
Characters of evil alignment might demonstrate good leadership, but are too self-centered to fit 



the nature of this personality. Chaotic characters usually lack the necessary discipline needed for 
leadership. 

A Commander can take the Amazon, Witch-Doctor, Militant Wizard, Patrician, Peasant Wizard, 
or Wu Jen kit. Academicians tend to be too analytical and Mystics are too self-absorbed. Most 
Witches will have difficulty gaining the complete trust of their parties, though Witch 
Commanders are certainly feasible. 

In Combat Situations: A Commander is a master tactician and superb strategist. In combat, his 
mind is constantly at work, looking for weaknesses in an enemy's defense, weighing attack 
options, considering the best positions for friendly forces, and deciding when to withdraw and 
when to press ahead. Even if someone else is actually in charge, the Commander inevitably will 
be issuing orders and attempting to boost his party's morale. 

In Role-Playing Situations: Unless he is outranked or asked to refrain, the Commander will 
presume to speak for the group in NPC encounters. He will negotiate a group rate for the party at 
an inn, and speak to the local authorities about recruiting extra men for an anticipated battle. 
Depending on his manner, NPCs may see the Commander as either arrogant or accommodating, 
but they will always be impressed with his self-confidence 

The Counselor 

Character Description: The Counselor is a learned man of calm self-assurance who typically 
serves as an advisor to rulers, administrators, military men, and adventurers. A Counselor is 
typically older than other adventurers and is usually more experienced, but could also be a 
younger character with a special talent for understanding human nature or a natural empathy. 

A man of integrity and great dignity, he is respected not only for his knowledge, but also his 
insight into human behavior. He believes in moderation and justice, and has a helping hand and 
kind word for all. 

The Counselor is a good choice for players who like to play thoughtful, even-tempered 
characters who are more apt to be advisors than leaders. Since novice and low-level characters 
lack the experience for this personality type, mid-level and high-level characters (especially 
those with high Wisdom scores) are the best choices to be Counselors. 

Best Suited For: Because a Counselor's relationship with others is based on trust, characters of 
good alignments are best suited for this personality type, especially lawful good characters. 
Chaotic good characters can function as Counselors as well, although this type of Counselor will 
be guided more by his own personal philosophies than by any accepted standards of law and 
moral values. Neutral characters tend to be too selfish; it is unlikely that other characters would 
turn to them for advice. Evil Counselors are not likely to be accepted in a party whose members 
are mostly good and/or lawful. 

Any kit can be adapted to this personality type. The Academician is a logical choice, but the 
Mystic and Wu Jen also make good Counselors (the Wu Jen has much eastern wisdom to offer, 
while the Mystic is eager to share his insights into the human condition). 

In Combat Situations: The Counselor is a veteran of many battles, but because he is likely to be 
of advanced years, he is not the best physical combatant. He most likely will remain in a 
protected position, probably near the back of the party or in a good vantage point from which to 
cast spells. 



The Counselor is also an excellent negotiator. Whenever possible, he will try to seek common 
ground with an aggressor in an attempt to avoid combat. The Counselor seldom takes the role of 
a military leader, but usually functions as the leader's chief advisor and consultant. 

In Role-Playing Situations: All but the most mean-spirited and evil-hearted NPCs will respect 
the Counselor for his wisdom and compassion. The Counselor will never turn his back on a 
person in trouble, and is forever making the problems of others his own. At the same time, the 
Counselor is a shrewd judge of character and is usually the first to spot a charlatan or a 
duplicitous NPC. 

In a campaign, the Counselor is everybody's best friend. He always has time to hear his 
companions' problems, no matter how trivial, and serves as a source of both comfort and sage 
advice 

The Intimidator 

Character Description: Many believe that the wizard is the most powerful of all mortals-- the 
Intimidator is convinced of it. Radiating power and confidence, the Intimidator faces all 
challenges head on. There's no opponent too tough and no obstacle too difficult for him. His 
access to magic makes him superior to all others-- at least he believes this to be fact. His reaction 
to common people-- that is, people who cannot cast spells-- ranges from sympathy to impatience, 
but as long as they acknowledge his superiority, he can tolerate them. 

Usually, this amount of confidence evolves over many years, so most Intimidators are mid-level 
or high-level wizards. But an especially powerful or an especially arrogant lower-level wizard 
might easily be an Intimidator. 

An inflated ego alone is not enough-- this personality type is primarily intended for wizards who 
are in fact more powerful than their contemporaries. To qualify as an Intimidator, a wizard 
should have higher than normal scores in at least two abilities other than Intelligence (for 
instance, a wizard with Strength and Charisma scores of 12 or more would be a good candidate 
for an Intimidator). However, even if a character lacks exceptional abilities, he might still be an 
Intimidator if he has a reputation as a no-nonsense aggressor and has the personality to match. 

Best Suited For: The Intimidator is suited to any alignment, though characters of neutral and 
chaotic alignments might make better egomaniacs; neutral good, neutral evil, chaotic good, and 
chaotic neutral are all appropriate choices. 

Any kits that suggest aggressive, grim characters are good for the Intimidator, with the Witch, 
Witch-Doctor, Wizard and the Militant Wizard being obvious choices. More passive types, such 
as the Mystic and Academician, are less appropriate for the Intimidator. 

In Combat Situations: The Intimidator loves nothing more than a good fight. He is a shrewd, 
dangerous opponent bent on extinguishing every one of his enemies. Although he does not attack 
recklessly, the Intimidator prefers to face off with the most formidable opponent on the 
battlefield. Where some wizards might use fireball to frighten a group of opponents by sailing it 
over their heads, the Intimidator would scare them by firing it directly at their leader, 
incinerating him. 

In Role-Playing Situations: The Intimidator is accustomed to getting his way. If reason fails, he 
will threaten, frighten, or otherwise intimidate NPCs to get their cooperation, unless a player 
character companion intervenes. 



The Intimidator is a man of few words. He knows that a snarl or a stare can be a much more 
effective way to coerce uncooperative NPCs than long speeches or kind words. Needless to say, 
the Intimidator is not especially adept at delicate negotiations.  

In a campaign, all player characters will respect the Intimidator, but he's likely to associate only 
with player characters he sees as peers, such as high-level warriors and other wizards. The 
Intimidator will tend to be patronizing and condescending to the rest of the party, treating them 
as well-meaning children, incompetent bumblers, or outright irritants 

The Mercenary 

Character Description: The Mercenary sees the adventuring life as a means to further his 
personal wealth. He may accept a job with a party at a set salary or might agree to take a fixed 
share of any treasure the party finds. Any interest he has in the party's goals are secondary to his 
pocketbook. 

Not all Mercenaries are interested in money. Some may be interested in acquiring souvenirs for 
their personal collections, while others may wish to hoard magical devices or fatten their spells 
books. In all cases, however, the Mercenary's first interest is in himself. 

A Mercenary is not necessarily a criminal or a thief-- he prides himself in his professionalism 
and has no shame about his interest in wealth and material possessions. Since his motivations are 
straightforward, the Mercenary is a good personality type for novice players. 

Best Suited For: The Mercenary is best suited for neutral alignments, particularly neutral good 
and lawful neutral. Lawful good characters are less inclined to exploit others for personal gain, 
while evil characters are more likely to turn to criminal activities to increase their wealth. This 
personality type is suitable for any kit. 

In Combat Situations: The Mercenary is a good, professional combatant. He takes orders well, 
offers strategic suggestions when asked, and fights valiantly alongside his companions. 
However, he will not volunteer for dangerous missions, nor will he unnecessarily risk his neck 
unless he gets extra pay or there's a chance of recovering an especially desirable treasure. 

In Role-Playing Situations: The Mercenary tends to let the other player characters do most of 
the negotiating and interacting with NPCs. He may take a more active role if he suspects an NPC 
has information about a treasure or about any of his other personal interests. Otherwise, there are 
no restrictions for the Mercenary-- he can be humorous and personable, introverted and serious, 
or arrogant and obnoxious, as determined by the player 

The Mystery Man 

Character Description: The Mystery Man is a genuine enigma. Surrounded in a veil of secrecy, 
his motivations, his goals, and the details of his background are kept hidden from even his 
closest companions. He favors dark clothing and speaks only when necessary; his words are 
often cryptic or vague, suggesting that the Mystery Man knows far more than he chooses to 
reveal. 

No one is certain why the Mystery Man behaves as he does. Perhaps it is due to an oath to an 
ancestor, or perhaps it is a neurotic compulsion. Whatever the reason, the Mystery Man is clearly 
determined to operate on his own terms. Consequently, the Mystery Man is a good personality 
type for players who feel comfortable with offbeat characters. 



Best Suited For: The Mystery Man is perfectly suited for neutral alignments, especially neutral 
good and lawful neutral, but any alignments are possible. The Mystery Man's reason for 
maintaining his veil of secrecy might suggest an appropriate alignment. For instance, if he has 
taken an oath to avenge the death of his spouse, he might be lawful good. If his magical aptitude 
makes him feel like an outcast from society, but he still identifies with order and organization, he 
might be lawful neutral. If he conceals his identity because he is an escaped criminal, he might 
be lawful or neutral evil. 

Any of the kits can be adapted to the Mystery Man. 

In Combat Situations: Typically, the Mystery Man listens impassively to the orders of his 
leaders, then fights as he chooses. The Mystery Man can be counted on to do the unexpected; as 
a battle gets underway, he may suddenly vanish, then abruptly appear in the midst of an opposing 
force. He might use control undead to command undead creatures to lift him to their shoulders 
and carry him into battle. He might summon shadow for a whispered conversation, dismiss the 
shadow, then use light to make himself glow while he attacks an opponent. 

While his fighting style is eccentric, it is startlingly effective. Opponents are usually baffled by 
the Mystery Man's tactics or are intimidated by his manner and appearance. 

For these reasons, the Mystery Man is a first-rate combatant. 

In Role-Playing Situations: The very presence of the Mystery Man is enough to make many 
NPCs uncomfortable. While he usually lets his companions do most of the talking, NPCs often 
are so intimidated by the Mystery Man that they are quick to cooperate just to get rid of him. 
Many NPCs of the opposite sex find that the Mystery Man's veil of secrecy makes him intriguing 
and extremely attractive. While polite and considerate to his companions, the Mystery Man has 
no interest in socializing with them. 

The Neophyte 

Character Description: The Neophyte is a young, low-level wizard: an inexperienced novice 
anxious to begin his life as an adventurer and excited about the prospects ahead. However, the 
Neophyte's eagerness is more than matched by his naiveté. He has seen little of the world outside 
of his homeland; when encountering new cultures or experiencing new situations, he may be 
confused and intimidated or curious and impulsive. Since he tends to overestimate his abilities 
and underestimate dangers, he constantly gets himself into trouble. Still, his cheerful outlook and 
youthful enthusiasm endear the Neophyte to his companions, and he is a welcome member of 
any party, even if his friends usually have their hands full looking after him. 

Hopefully, the Neophyte will not be naive forever. With experience comes wisdom, and with 
wisdom comes sophistication. As a campaign progresses, the Neophyte should temper his 
impulsiveness with caution and his brashness with maturity. Therefore, this personality type is 
only a temporary one-- at some point, the character will abandon the role of the Neophyte and 
grow into a different personality. The road from innocence to maturity is a fascinating one, 
making the Neophyte an excellent choice for novice wizards and beginning role-players. 

Best Suited For: The entire range of neutral and good alignments are open to the Neophyte. 
Characters with evil alignments should be avoided-- they aren't trusting or naive enough to make 
enjoyable Neophyte characters. Since all wizards begin their careers as novices, any kit suits the 



Neophyte, although the serious-minded Wu Jen and Academician are less likely to exhibit the 
Neophyte's enthusiasm and impulsiveness. 

In Combat Situations: The Neophyte has probably experienced little combat in his life, 
especially the life-threatening variety. Although understandably nervous, he is also determined to 
do his best and prove to his comrades that he is not just a child who needs to be protected. 
Unfortunately, this attitude often results in inappropriate and ineffective tactics; the Neophyte is 
likely to charge his opponents head-on, regardless of their size or strength, or fire missile 
weapons at anything that moves. He might seem to cast spells at random, sometimes squandering 
his most powerful magic on relatively defenseless foes. 

As an inexperienced spell caster, he is not familiar with sophisticated casting techniques; for 
instance, when faced with a charging wolf pack, he's more likely to use magic missile on a single 
wolf instead of casting it on a nearby cliff-face to cause an avalanche, thus destroying the entire 
pack. 

Assuming his companions can keep him from accidentally killing himself, the Neophyte 
gradually learns from experience, becoming a more skillful combatant as he matures. Eager to 
learn, a Neophyte will make a good student to a more experienced comrade. An older and wiser 
PC wizard might wish to take a Neophyte under his wing to show him the ways of the world. 

In Role-Playing Situations: Generally, the Neophyte does not know how to act around NPCs, 
particularly those older than him. He might be shy and say nothing, or he might blurt out 
something inappropriate. Figures of authority intimidate him, smooth talkers take advantage of 
him, and attractive members of the opposite sex reduce him to a blathering, stammering idiot. 

The Neophyte tends to accept people on face value; he never guesses that a friendly stranger 
might be picking his pocket. Friendly, personable NPCs will find the Neophyte charming and 
amusing; impatient, businesslike NPCs will find him exasperating and annoying 

The Obsessive 

Character Description: The Obsessive is motivated by a single, all-consuming goal. This goal 
might be learning a particular spell, locating a long-lost mentor, acquiring a particular magical 
item or artifact, or avenging the death of a loved one. The goal might also be completely 
unrealistic, such as ridding the world of all evil, or filling his spell books with the formulas of 
every known spell. 

The Obsessive focuses on the resolution of his goal to the exclusion of all else. He views his 
association with an adventuring party as a means to an end; for instance, he might join an 
adventuring party if he learns that they are journeying to a faraway kingdom where he believes 
an artifact might be located. The Obsessive cooperates with an adventuring party only to the 
extent that their goals don't conflict with his.  

If his goal is realistic, it is unlikely that a character will remain an Obsessive forever. A player 
selecting this personality type might want to choose a second personality type for his character 
once he reaches his goal. This second personality type might also suggest a goal for the 
Obsessive. For instance, if a character is a Commander at heart, he might become an Obsessive if 
he is consumed with finding an evil NPC responsible for killing all of his men. When he brings 
the NPC to justice, the Obsessive reverts to Commander. 



Best Suited For: Characters of any alignment can be Obsessives, though certain obsessions are 
more appropriate for certain alignments. For instance, an Obsessive bent on avenging his 
daughter's murder probably has a strong sense of justice; he's probably of lawful alignment. A 
greedy Obsessive who seeks a legendary fortune in gold could be of a neutral alignment, 
possibly neutral evil. 

Any kit can be used for the Obsessive. 

In Combat Situations: The Obsessive tends to be a brutal, savage fighter, since he sees 
opponents as another obstacle between him and his goal; he wants them out of the way as 
quickly as possible. Negotiation makes him impatient; he would rather blast his adversaries to 
bits with a fireball than waste time talking. That does not mean that the Obsessive takes 
unnecessary risks-- after all, he cannot reach his goal if he's dead-- but he is prone to recklessness 
and can easily endanger his companions if he is not kept in check by a firm leader. 

In Role-Playing Situations: In all cases, the Obsessive is more concerned with his personal goal 
than the goal of the party. He'll question NPCs intently for information about his goal, and if they 
have nothing to offer, he will seek out other NPCs to interview. If the party leader convinces him 
that he is operating to the detriment of the party's goals as well as his own, the Obsessive will 
restrain himself, but this will probably be only temporary. 

In a campaign, the Obsessive is self-absorbed and humorless. He will talk incessantly to his 
companions about his own goal, but his eyes will glaze over when they share their problems or 
opinions with him. The Obsessive's attitude does nothing to endear him to his companions, but 
depending on the nature of his goal, they may feel sympathy or compassion for him 

The Showman 

Character Description: No one enjoys being a wizard more than the Showman. He delights in 
dazzling friends and foes alike with surprising, dramatic magical effects. Nothing stirs the heart 
of a Showman more than learning a new magical effect or putting a new twist on an old spell. He 
sees magic as a fine art, comparable to sculpting, composing, and painting. He has more 
appreciation for a well-executed cantrip than for a mundanely-cast 9th-level spell. 

The Showman casts spells with a flair. He considers both opponents and allies as potential 
audiences. If a spell requires a short phrase for its verbal component, he'll incorporate the phrase 
in a song or poem. If a spell requires him to point at a subject, he will use a series of elaborate 
and dramatic gestures to arrive at pointing his finger. His alteration spells are strikingly 
imaginative; his illusions are breathtaking works of art. Nothing frustrates a Showman more than 
having to use a spell in the same way twice, especially if his audience of friends or foes has seen 
it previously. 

The Showman's flamboyance is easily matched by his ego. He wallows in the approval of others; 
applause is like music to him, a compliment is like food to a starving man. However, even the 
most casual criticism can send him sulking and an insult can devastate him. 

Most often, the Showman is cheerful and upbeat. Most people find him great fun to be around, 
and no one can argue that his approach to magic is genuinely entertaining. This is a good 
character type for players who want to introduce more humor and playfulness into a campaign. 

Best Suited For: The spontaneity typical of the chaotic alignments makes them good choices for 
the Showman, but good and evil alignments are appropriate (the good-aligned Showman loves to 



share his skills with others and bring smiles to their faces; the evil aligned Showman enjoys 
frightening and intimidating them). The Showman is not likely to be drawn to the cautious and 
self-centered neutral alignments. 

The Showman is best suited for the Amazon, Peasant Wizard, Witch, and Wu Jen kits. 

The Academician tends to be too cerebral, the Anagakok and the Militant Wizard too serious, the 
Witch-Doctor too unsophisticated, the Mystic too introspective, and the Patrician too stuffy. 

In Combat Situations: The Showman relishes combat, since it gives him a perfect opportunity 
to show off his spells. Needless to say, the Showman will always go for the most spectacular, 
dramatic, and dazzling effects-- if he wants to scare away an opponent with phantasmal force, 
why create a simple ogre or troll when he can create a multi-headed werewolf with purple 
tentacles and 10-inch golden fangs? Unfortunately, his flair for the dramatic sometimes finds him 
squandering his higher-levels spells unnecessarily, such as in using lightning bolt when the less-
spectacular magic missile would be just as effective. 

In Role-Playing Situations: Since the Showman views all new acquaintances as potential 
audiences, he enjoys meeting people from all walks of life. The Showman is especially fond of 
members of the opposite sex, and will often go to great lengths to impress and dazzle them, 
sometimes at the expense of the business at hand. Most NPCs see the Showman as endearing and 
charming, but some find his attention-getting antics obnoxious. 

Among his companions, the Showman is appreciated for his pleasant attitude and positive 
outlook. He is always able to boost morale with a clever trick or entertaining demonstration. At 
times, PC leaders might have a problem impressing the Showman with the seriousness of a 
situation or getting him to focus on an important task, but flattery or indulgence usually get the 
Showman's cooperation 

Changing Personality Types 

Players are encouraged to alter the above personality types in any way they see fit. 
Characteristics of one personality can be combined with characteristics of another to create brand 
new types (Brooding Commanders are possible, as are Obsessive Mystery Men). The DM is also 
free to modify the personality types and make suggestions to his players. As always, the DM has 
the right to forbid the players from choosing extreme personalities for their characters; for 
instance, the DM might decide that Mercenaries are too disruptive to his campaign and suggest 
an alternative to his players. 

Sometimes, a player might wish to change his character's personality. Maybe the character has 
matured and outgrown his old personality type. Or maybe the character has reached a turning 
point in his life that has forced him to change his outlook or rethink his philosophy. 

Since the personality types are not governed by a strict set of rules, players can change them 
whenever appropriate. However, such changes should be rare, and typically should mark a major 
turning point in his life; a player should not change his character's personality just for the sake of 
trying something new. A personality change should develop naturally out of the events of the 
campaign, perhaps as a result of a catastrophic event; for instance, an Altruist might become a 
Brooder because a friend or family member was brutally murdered by a hoard of pillaging orcs. 



Following are some ways such changes might occur. 

The Altruist may become disillusioned when a formerly trusted companion sells him out or when 
he realizes that his good intentions are unappreciated by the commoners he has vowed to defend. 
This Altruist might then become a Brooder. If his altruism turns to cynicism, he might decide to 
become a Mercenary. 

The Brooder may experience an enlightening event that gives him a more positive attitude; for 
instance, he could earn the admiration of a child or he could fall in love. 

Since he is sensitive and introspective by nature, a former Brooder could become a Counselor. 

The Commander could become fed up with the constant responsibility for the others in his party, 
or the burden of command could begin to overwhelm him. Depending on his disposition, he 
could become a Brooder, a Counselor, an Altruist, or even an Intimidator. 

Regardless of his change (unless he is consumed with bitterness or completely amoral) he'll still 
have leadership tendencies and likely will find the urge to give orders impossible to resist. 

The Counselor isn't likely to change, since his personality type is associated with maturity and 
experience. He could temporarily become a Commander if no one else was available, but most 
other personalities are so contrary to his nature that he would find it difficult to change himself. 

The Intimidator is not likely to change much, either. Possibly, falling in love or experiencing 
some other dramatically positive experience could soften him enough to make him consider 
changing his outlook. In time, a reformed Intimidator could become a Counselor, or he could 
eventually assume the duties of a Commander. 

The Mercenary could easily become an Obsessive if he becomes consumed with acquiring an 
impossibly large amount of treasure or locating an artifact that does not exist. Exposure to the 
world's impoverished and neglected might encourage him to change his ways and become an 
Altruist. 

The Mystery Man could become just about any other personality type (except a Neophyte) once 
he decides to abandon his veil of secrecy. 

The Neophyte will eventually become more mature and lose his youthful naiveté. His 
experiences in the campaign will probably suggest a new personality for him. (Note that it is 
extremely unlikely that a character will change from his current personality into a Neophyte; that 
would probably require the character to lose his memory and become young again.) 

The Obsessive will not change unless he gives up his obsession, in which case he will likely 
become a Brooder. If he reaches his goal, he could become nearly any personality type. 

The Showman might be forced to assume more responsibility and become a Commander, or he 
could become disillusioned with constantly trying to win the approval of others and become a 
Brooder. If he begins charging money for his performances, he might be tempted to become a 
Mercenary. A Showman bent on developing the ultimate magical effect might risk becoming an 
Obsessive. 

Ideas for New Personality Types 

The personality types are not confined to the ones suggested above. Here are a few other 
possibilities: 



• The Sidekick (a trusted companion and assistant to a player character). 
• The Compromiser (a superb negotiator, dedicated to preserving harmony and good 

relations among his companions). 
• The Coward (a reluctant fighter, frightened of everything and always expecting the 

worst). 
• The Carefree Wanderer (a happy-go-lucky wayfarer).  
• The Sneak (a wizard who loves to trick people and take advantage of their naiveté). 
• The Chronicler (a historian devoted to making a permanent, detailed record of his party's 

activities) 

Character Background 

When a player has selected a personality type for his character, he can individualize him further 
by making decisions about his appearance, his interests, his family, and other details about his 
background. This information does not need to be recorded on the character sheet, but the player 
is certainly allowed to do so. The more a player knows about his character, the more he will 
seem like a real person and be more fun to play. Here are just a few of the many details to 
consider. 

Name: Some wizards prefer exotic names that add to their reputations as men of mystery. Such a 
name is sometimes a modification of the wizard's real name, such as "Brindon" for a wizard 
whose real name is "Benbrindon Swule. " Alternately, a wizard might make up a new name for 
himself; for instance, Benbrindon Swule might decide to call himself "Antra," an arcane term 
meaning "Champion of the Dawn. " Many wizards also add an adjective to their names to declare 
their importance to the world, such as "Brindon the Dark" or "Antra the Magnificent. " 

Age: Think about the wizard's age and how it might influence his outlook and attitudes. Older 
wizards tend to be wiser and slower, while younger wizards are more energetic and impulsive. 
Wizards frequently have long careers; human wizards can be active well into their 80s and 
beyond. However, it is unusual for a novice wizard to be younger than 20 or so, since magical 
training can take many years. 

Physical Appearance: What does the wizard look like? How tall is he? How much does he 
weigh? What color are his hair and eyes? Does he have any interesting birthmarks? Scars? How 
did he get them? 

Mannerisms: Often a wizard has a unique physical quirk, eccentric behavior, or habitual 
expression that sets him apart from the crowd. Does the wizard rub his chin when he's thinking? 
Does he always sleep on his back? Does he pick his teeth with his fingernail? 

Beliefs: Is the wizard religious? Is his outlook on life generally positive, or is he a pessimist by 
nature? Is he superstitious? Does he have any phobias? 

Birthplace and Nationality: The wizard's birthplace reflects his cultural heritage, which in turn 
influences the way he looks at the world. Is he upper class (or the equivalent)? Middle class? 
Born in poverty? 

Family: What were the wizard's parents like? Did they encourage him to be a wizard, or are they 
ashamed of his avocation? Was the wizard an orphan (and if so, has he learned why he was 
abandoned)? Does he have brothers and sisters? Is he still close to them? If not, what happened? 



Birthright: Does the wizard have a special birthright, such as a family heirloom or a share of the 
family holdings? Does he stand to inherit this birthright when he reaches a certain age or 
achieves a certain goal? 

Education: Where did the wizard receive his magical training? Did he attend a prestigious 
academy? Was he taught by a mentor? Several mentors? Is he on good terms with them, or are 
they estranged? If so, what happened? 

Career: Unless the wizard is independently wealthy, depends on the kindness of strangers, or 
lives like a hermit, he probably has some way to earn a living. In many cases, a wizard's school 
of specialization will suggest a career; for instance, a diviner could probably earn a good living 
as a fortune teller. Otherwise, the character can pick any career or vocation that seems reasonable 
and doesn't contradict his upbringing. (See the following section for suggestions.) 

Clothing: You can tell a lot about a person by the way he dresses. A wizard favoring dark robes 
suggests a conservative personality, while a wizard wearing glittering shirts and multi-colored 
trousers is probably as flamboyant as his clothing. 

Likes and Dislikes: Does the wizard have a favorite food? A favorite drink? Does he like music, 
books, or art? What types? What does he do for fun? Is he a sportsman? A gambler? A collector? 

Wizardly Careers 

Owing to their wide range of abilities, the professions available to wizards are almost without 
limit. Below are a few of the most common careers. Each career includes the names of specialists 
and kits which are commonly associated with it-- but note that these are general guidelines only, 
and there are likely to be exceptions in many campaigns. 

Teacher 

A wizard opting for a career as a teacher could be either an instructor at a magical academy (full-
time or part-time), a professor at a regular college, or a private tutor. The wizard's background 
might suggest his academic field; history, mathematics, and any of the sciences are likely 
possiblities. 

Suggested Kits: Academician, Patrician, Wu Jen  

Suggested Specialties: Invoker, Theurgist, Alchemist, Enchanter 

Administrator 

Frequently, the local wizard is one of the most learned men in his geographic area. If he has 
earned the trust of the citizenry, he may be asked to serve as a government administrator. 
Wizards are more likely to be administrators of small villages than large cities, since the needs of 
a small village are not likely to be as demanding, leaving the wizard plenty of free time to pursue 
his research. 

Suggested Kits: Academician, Amazon Sorceress, Militant Wizard, Patrician 

Suggested Specialties: Diviner, Theurgist, Alchemist 



Advisor 

Noted for their wisdom and insight, wizards are sometimes retained by monarchs as personal 
advisors. Diviners are especially sought for these positions.  

Suggested Kits: Academician, Amazon Sorceress, Mystic 

Suggested Specialties: Conjurer, Enchanter, Alchemist, Diviner 

Trader 

A wizard's quest for hard-to-find components for his spells and his research can take him to 
cities and villages around the world. A career as a tradesman can be a natural outgrowth of these 
travels. Wizard traders are most likely to deal in precious gems, potions, and various collector's 
items. A wizard may also earn a living as a broker in spell components, dealing exclusively with 
other wizards. 

Suggested Kits: Witch-Doctor, Militant Wizard, Peasant Wizard 

Suggested Specialties: Alchemist, Enchanter, Abjurer 

Physician 

Although the healing arts are more typically associated with priests, wizards also have been 
known to work in the field of medicine, thanks to their talents for manufacturing potions of 
healing and other healthful elixirs. Wealthy noblemen have been known to hire wizards as their 
personal physicians. 

Suggested Kits: Academician, Witch-Doctor  

Suggested Specialists: Witch, Enchanter, Theurgist, Necromancer 

Treasure Hunter 

A wizard who spends his days as a member of an adventuring party has ample opportunity to 
discover treasures and earn rewards. Exceptionally talented wizards may receive a weekly or 
monthly retainer from an adventuring party in addition to a share of any treasure discovered or 
rewards earned. Such wizards have no need for formal careers, assuming their services are in 
demand or the missions they undertake are successful.  

Suggested Kits: Amazon Sorceress, Militant Wizard, Witch-Doctor 

Suggested Specialists: Conjurer, Illusionist, Necromancer, Evoker 

Entertainer 

A wizard with a flair for the dramatic can earn a decent-- if irregular-- living as a professional 
entertainer. Opportunities include private shows for noblemen, annual celebrations, and street 
performances after which the wizard passes the hat for donations. Enterprising wizards 
sometimes rent halls and stage shows, charging admission from entertainment-starved citizens. 

Suggested Kits: Peasant Wizard 

Suggested Specialists: Illusionist, Conjurer, Witch 



Lecturer 

To earn a living as a lecturer, a wizard must have the engaging personality of an entertainer as 
well as the knowledge of a scholar. Such a wizard may travel from city to city, giving lectures in 
his field of expertise at the invitation of academies, royal courts, and private organizations. 
Lecturers with reputations as compelling speakers sometimes rent halls and charge admission. 

Suggested Kits: Academician, Patrician, Mystic 

Suggested Specialties: Conjurer, Enchanter, Alchemist, Diviner 

Author 

Experienced wizards sometimes record their research procedures, tips for successful spellcasting, 
or techniques for magical item creation in detailed manuscripts. Depending on the reputation of 
the wizard, such tomes can command hefty sums. Rarely are more than a few copies of any such 
manuscript produced, but each copy may fetch thousands of gold pieces for the author. Some 
wizards also have made names for themselves as authors of history, mathematics, and 
philosophy texts. 

Suggested Kits: Academician, Patrician, Mystic 

Suggested Specialists: Conjurer, Enchanter, Diviner 

Fortune Teller 

Diviners can take advantage of their skills by charging for their fortune telling services. While it 
is common for kings and other noblemen to retain the services of an astrologer, palm reader, or 
other type of fortune teller, some wizards set up shop on their own, charging a fee to anyone in 
need of their talents. Unscrupulous wizards have been known to sell their services as fortune 
tellers to superstitious peasants, even though these wizards may lack any actual ability in this 
area. 

Suggested Kits: Amazon Sorceress, Mystic, Wu Jen 

Suggested Specialists: Witch, Enchanter, Diviner, Conjurer 

Wizard Adventures 

Occasionally, the DM might wish to slant some of his campaign's adventures toward his wizard 
player characters. To do so, he needs to devise a way to bring the wizard characters into the 
adventure without excluding the other player characters. Following are several suggestions that 
can be used as springboards for this sort of adventure 

The Novice Wizard 

A low-level wizard who has just graduated from an academy of magic (or has just ended his 
apprenticeship with a mentor) is often sent into the world to complete a mission or quest. The 
mission serves as his final exam; its completion proves to the novice's superiors that he has 
successfully mastered his magical skills and is ready to take his place as a full-fledged wizard. 
Failure means that the novice requires additional training.  



There are all types of suitable missions. For instance, the novice's superiors might ask him to 
journey into an uncharted jungle to retrieve the blossom of a rare flower. They might ask him to 
explore the ruins of an ancient castle to search for a long-lost spell book, or travel to a small 
village and drive off a hoard of invading monsters. Since most mentors encourage their 
apprentice wizards to seek help (it teaches them the importance of cooperation), the wizard 
might recruit his player character companions to aid him. 

The Outcast Wizard 

In many societies, the practice of magic is considered blasphemous. Ordinary citizens shun and 
despise all wizards, considering them to be disciples of supernatural forces. In extreme cases, 
those suspected of being wizards are imprisoned or even executed. A player character wizard 
may have been operating secretly in such a society, fearing the worst if his true skills were 
revealed. The wizard would welcome the chance to join a party preparing to embark on any type 
of adventure, if it were to take him far away from his homeland. Alternately, a party might 
encounter a wizard who was forced to leave home when his skills were discovered by his 
countrymen or his family. 

Magic's Good Name 

In a world where magic has a bad reputation, a PC wizard might want to join an adventuring 
party to prove that magic can be used as a force of good. If the party's mission is successful and 
the wizard is at least partly responsible, magic might once again be accepted as a respectable and 
honorable profession. 

There are any number of situations incorporating this idea: 

• The PC wizard wants to confront an influential ruler in a distant land who is responsible 
for spreading propaganda about the inherent evil of magic. The ruler might be an evil 
wizard, bent on stirring up support from the populace to stamp out rival wizards. He 
could also be of good alignment, but a bad experience with magic as a youth left him 
prejudiced against all wizards. 

• The PC wizard wants to learn how many wizards still exist in the world. Perhaps many 
wizards have gone into hiding, and the PC wizard is determined to find out what has 
happened to them. 

• The PC wizard wants to discover how many young people are interested in learning 
magical skills. Perhaps the PC wizard wishes to establish a magical academy of his own, 
or perhaps he wishes to find a young novice with whom he can share his knowledge. Are 
such students difficult to find? If so, why? Will the PC wizard face resistance from the 
family of a potential student? From the local authorities? What must the PC wizard do to 
prove that his intentions are honorable? 

• The PC wizard wants to verify rumors that a violent feud has erupted between two 
organizations of wizards in a distant land, thus sullying the reputations of wizards 
everywhere. The rival wizard groups might be of different alignments, members of 
oppositional schools, or from different races. Their feud might be over a contested piece 
of land or a landmark-- such as a tower or cemetery-- or one group might have religious 
objections to the type of spells used by the other group. Settling their disagreements can 
be used as a springboard for new adventures. 



Assisting the Citizenry 

Many wizards serve as administrators, advisors, or teachers, or hold other positions of 
responsibility in their communities. The local citizens are likely to barrage such wizards with a 
constant stream of requests for favors and assistance. Most of these requests will be trivial and 
easily addressed, but others might require the PC wizard to recruit the help of his player 
character companions. 

Sometimes, a seemingly innocuous request ("Something's been into my crops-- I think it's a 
bunch of kids. Could you stop them?") might lead the PC wizard to believe that more is 
happening than meets the eye. He might summon his companions to help him investigate, and 
their discoveries could be the beginning of a long campaign. (The party discovers clawed 
footprints among the damaged crops. The footprints lead to a nearby forest, then abruptly vanish. 
What's going on?). 

The Scholarly Quest 

A wizard player character engaged in magical research might require a particular component that 
exists only in a hard-to-reach part of the world. If the journey promises to be dangerous, the 
wizard might ask his friends to accompany him. Alternately, if a PC wizard encounters a party 
going in the same direction, he might agree to assist them on their mission in exchange for safe 
passage to the location of his sought component. After recovering the component, the wizard 
might have become close enough to the other PCs to voluntarily continue on their mission with 
them. Or maybe the other PCs got the wizard out of a tough spot and the wizard feels obligated 
to return the favor by completing the mission with them. 

The party's mission might coincide with something the wizard PC wants. For instance, the party 
might be embarking on a mission to stop a notorious evil wizard. The evil wizard might possess 
a magical device the PC wizard has coveted for a long time. The PC wizard could agree to help 
the party in exchange for the magical device. 

Out of Retirement 

An elderly wizard might grow weary of his sedentary existence and welcome any opportunity to 
add some excitement to his life. Such a wizard would eagerly join any party of player characters 
if the party's mission promised to be exciting and didn't violate the wizard's personal values (a 
PC wizard of good alignment is unlikely to join an evil party about to embark on a murder spree 
unless he is pretending to be evil in order to stop them). 

Since a party can always use an extra wizard, a group of player characters might coax an old PC 
wizard out of retirement to help them on a mission. The PC wizard might be enticed by a 
monetary reward, the lure of adventure, or the possibility of settling an old debt (perhaps the 
party believes they will be facing an old nemesis of the PC wizard). The PC wizard also might 
agree to help them out of a sense of loyalty to his former companions 

Magic in the Campaign World 

Whether designing a campaign or establishing the parameters of a single adventure, the DM will 
find it helpful to understand the prevalence of magic in his world. Is magic relatively common-- 



are wizards encountered as frequently as any other character type-- or is magic extremely rare, 
with practitioners relegated to rumors and legend? Deciding how much magic exists involves not 
just the number of wizards and magical items, but also the prevalence of spells, magical 
monsters, and magical effects in general.  

Here are a few of the questions the DM should consider when deciding how magic fits into his 
world: 

How common are wizards? The frequency with which wizards are encountered gives a good 
indication of how often a party is likely to encounter magical items and spell books. Obviously, 
if magic is uncommon, magical items are especially valuable. 

How available are academies and mentors? A world with little magic provides would-be 
wizards with few opportunities to learn their crafts. Advancement through the various levels of 
skill is likely to be slow. Certain specialties may not be available at all. 

Conversely, a world where magic is relatively common should have a variety of specialists of all 
levels among its population. 

How are wizards accepted among the general population? Are wizards feared or respected? 
Revered or despised? A predominance of magic does not guarantee that the general population 
feels comfortable with wizards; though familiarity can foster acceptance, it can also breed 
prejudice and resentment. 

Is there a relationship between magic and political power? Wizards usually wield more 
power than any other group in a society. Have the wizards used their power for political gain? 
Are they commonly found as rulers and administrators? Does the general population reject the 
idea of wizard rulers (wizards are too strange or too frightening) or do they embrace it (wizards 
are smart and deserve to run the government)? 

How integrated are wizards in the rest of society? Do wizards live openly, or must they 
keep their abilities secret? Are wizards able to walk down the street unmolested, or do they 
invariably draw a crowd of curious on-lookers or hostile townsmen who regard them as a threat? 
Do they live in a special area of town, or can they make their homes anywhere they wish? Do 
they associate only with other wizards, do they mingle freely with people from all walks of life, 
or do they prefer a solitary existence? 

There are no fixed rules for the amount of magic available in a campaign world, as long as the 
DM strives for consistency and balance. Following are some general guidelines for several 
different types of campaigns. 

Worlds With Excessive Amounts of Magic 

In worlds where magic is relatively common, the non-wizard is sometimes the outsider. Wizards 
are the most frequently encountered character class and typically hold all positions of power. 
Wizards of good alignments consider themselves caretakers of the non-wizard population; 
wizards of evil alignments see the non-wizards as an exploitable resource. 

Kingdoms controlled by evil wizards often clash with one another. They also frequently wage 
war on kingdoms controlled by good wizards. The awesome power wielded in these conflicts can 
easily devastate the entire world. (Think of such conflicts as the wizardly equivalent of nuclear 
war.) 



Mentors and academies of magic are common, as are wizards of all schools and levels. Novices 
tend to rise quickly in ability, and high-level wizards are in abundance. Magical items and 
magical monsters abound. There may be a large number of priests as well, since they are also 
magic-users, but an abundance of wizards does not guarantee that a world has an abundance of 
priests. (Priests get their magical abilities from the gods, who may be as generous or as stingy 
with their gifts as the DM wants.) 

Worlds where magic is prevalent are invariably populated by a large number of powerful 
characters. The DM will probably have his hands full trying to maintain play balance, devising 
challenging adventures for his player characters, and prevent non-wizard player characters from 
feeling overwhelmed or insignificant. For these reasons, it is suggested that only experienced 
DMs attempt to stage adventures in a magic-heavy campaign world. Creating a world where 
magic is taken for granted can be difficult, but for DMs and players up to the challenge, it can be 
a fascinating alternative 

Worlds With Typical Amounts of Magic 

"Typical" in this sense means the amount of magic present within the limits of an average 
C&C® campaign world. In such worlds, magic is known to exist, but real wizards are regarded 
with awe and perhaps a little suspicion. Average people may be baffled by magic and others may 
be afraid of it, but all are impressed by its power. Wizards are uncommon, especially those of 
higher levels. Novices wishing to master a particular school of magic may have to work hard to 
find a suitable mentor or academy. In some areas of the world, certain specialists may not even 
exist. Spell books, magical items, and magical monsters are relatively rare; finding one will 
probably be a major event in the life of any character. 

To avoid violating the unique nature of magic in this type of world, the DM must be careful to 
set limits on the availability of magical items, spell books, and magical effects in general. He 
also may wish to limit the number of magic-users by deciding whether PCs can be multi-class or 
dual class characters with wizard or priest spells. In a campaign where such restrictions are in 
force, evil wizards will not need to be quite as powerful to be effective against a typical party. 
Without such restrictions, there are likely to be more magic-users in a party, meaning that evil 
wizards will need to be of higher levels to be effective opponents. 

Worlds With Low Amounts of Magic 

Not surprisingly, wizards are rare commodities in worlds where little magic exists. Most people 
have never seen a real wizard. In some of these societies, wizards are confined to myths and 
legend. A player character wizard will likely be restricted to low levels, and advancement will be 
difficult. In fact, it may be impossible for a wizard to reach higher levels of ability-- such spells 
may simply not exist. Magical items are extremely rare, if they exist at all. Magical monsters are 
equally rare, but those encountered are especially formidable, wielding powers unheard of by a 
typical adventuring party. 

Worlds With No Magic 

By means of a portal, a magical device or artifact, or divine intervention, an adventuring party 
might find themselves on a world where magic does not exist.  



Alternately, a player character may find himself transported from a world where magic is 
common to a world with no magic. Aside from the PC wizards in the party, such a world has no 
wizards at all. There are also no magical items, spell books, magical monsters, or magical effects 
of any kind. Such a world will have a number of interesting ramifications for wizard characters, 
as well as for the party as a whole. 

• There is no way to recharge rods and other magical items. 
• There is no way for a wizard to learn new spells. 
• Magical research is impossible. 
• Magical potions no longer exist (aside from those the characters brought with them). 

How would such a world react to a wizard? As an analogy, imagine how people of our world 
would react to the news that an actual wizard walked the planet. Some would beseech him for 
favors, while others would seek to exploit him. Some would see him as a hero, while others 
would see him as a physical manifestation of their religious beliefs. Governments might attempt 
to recruit him as a weapon against enemies. Scholars might seek to study him. Unsophisticated 
people, fearful of his power, might try to capture or kill him. 

Obviously, a world without magic is radically different from the typical C&C® campaign world, 
but it can be a refreshing change for the DM and a stimulating challenge for players with wizard 
PCs. There are many interesting themes to explore in this type of campaign world, but the action 
is also likely to be more subdued without magical monsters and evil wizards for opponents. 

Campaign Variations 

Following are a few off-beat suggestions for using wizards and magic in a campaign. The DM is 
free to modify, combine, and vary these suggestions as he sees fit 

The AllWizard Campaign 

In this type of campaign, most of the player characters are wizards. Other classes are allowed, 
but they are usually restricted to one character from each class. (That is, a party can have no 
more than one warrior, one priest, and one rogue-- the rest are wizards.) To begin this type of 
campaign, the DM can encourage players to take PC wizards by fostering an atmosphere where 
NPCs have a special admiration for wizards or where magic is an especially revered field of 
study. Alternately, the DM can simply require the players to use wizard characters. All wizard 
kits are allowed in this type of campaign, as are multi-class and dual-class characters as long as 
one of the class choices is wizard. The DM is forewarned that he will have to be especially 
creative to invent adversaries of sufficient power to provide acceptable challenges for a party of 
wizards. 

The Single Wizard Kit Campaign 

The DM might decide that all magic in his world stems from a particular culture; therefore, all 
wizards must have the same kit. This includes player character wizards and well as NPC wizards 
of all alignments. Among the kits especially appropriate for this type of campaign are the 
Amazon, the Witch-Doctor, and the Wu Jen. If the DM wishes, player characters of all classes 
might be required to take the same kit, but this is not necessary for an interesting campaign. 



How this type of campaign affects the existence of magical items and magical monsters is the 
decision of the DM, but there are likely to be fewer of both (see Worlds With Low Amounts of 
Magic in the Magic in the Campaign World section above). In a campaign where all magic 
comes from an Amazon culture, all magical items will have their origin in that culture. Dragons, 
for instance, may exist throughout the world, but all of them trace a common ancestry to a land 
dominated by Amazons. 

The Restricted Level Campaign 

The DM might decide that no spells of 6th level or higher exist. Therefore, a wizard has access to 
spells of 1st level through 5th level only, and he is unable to research higher-level spells. As with 
the DM decides whether magical devices duplicating the effects of higher-level spells exist. 

Spell Research 
Most of the details are left to the DM so he can customize spell research according to the needs 
of his campaign. If a DM is having trouble devising a useable system or is not exactly sure how 
to proceed, some suggested rules are given below. These rules apply to researching new spells; 
rules for researching existing spells can be found at the end of this section. Again, all of these 
rules are optional--the DM can make any adjustments or additions that seem reasonable to him 

Defining a New Spell 
The first step in researching a spell is defining exactly what the spell is intended to accomplish. 
The player begins by making a rough draft of the proposed spell, including its effects, school, 
range, duration, and area of effect. The DM will then adjust these elements, making sure the 
proposed spell does not duplicate the effects of an existing spell, or is not a minor variation of an 
existing spell. The DM, working with the player, will establish the spell's casting time, saving 
throw, and, most importantly, its level. Every proposed spell is not automatically acceptable. The 
DM can veto a proposed spell for any of the following reasons: 

• The player character already knows the maximum number of spells of the proposed 
spell's level.  

• The proposed spell is not of a level allowed by the player character's Intelligence, as per 
Table 4 of the Player's Handbook. (For instance, a wizard with an Intelligence of 9 
cannot cast 4th-level spells. Therefore, he cannot research them.) 

• The proposed spell belongs to a school in opposition to the player character's school. 
• The player proposes to research a spell of 10th-level or higher. (No spell can exceed 9th- 

level.) 

Spell Components 
If the DM is using the optional rules for spell components, the components for the proposed spell 
should be established before the research begins. If the spell is of a relatively low level, the 
components should be fairly simple, but higher-level spells might require unusually obscure 
components, such as the cloak of a spectre, the freshly-clipped toenail of a troll, or a handful of 
dust from the Abyss. (The quest for a needed component makes for an excellent adventure 
springboard.) In any case, the wizard must have all necessary components in hand before he can 
begin his research 



Cost of Research 

A general range of costs for researching new spells is 100-1,000 gp per spell level, plus 1,000-
10,000 gp for a laboratory. Following is an alternate way to establish research costs. 

There are two categories of expenses required for research: the Basic Investment, and the 
Operational Cost. 

The Basic Investment is a one-time expenditure, representing the funds spent to buy the scrolls 
and books needed, as well as the funds necessary to assemble a suitable laboratory. 

The library costs for each spell level are summarized in Table 15. There are two ways a wizard 
can avoid the Basic Investment for a library. 

1. The wizard already has a suitable library of his own (see the Wizard's Library section 
below). 

2. The wizard has access to a large library, such as those existing in major cities or in 
academies of magic. (The DM decides if a library of acceptable size is available to the 
wizard). 

The Basic Investment for a laboratory is 1,000-6,000 (1d6 x 1000) gp. The DM determines the 
cost of the laboratory, either by rolling randomly or setting a specific price. As with the library, 
there are two ways a wizard can avoid paying the Basic Investment for a laboratory: 

1. The wizard has purchased a laboratory previously. Once a wizard purchases a lab, it 
becomes a permanent part of his possessions. He never has to buy another one unless, of 
course, it blew up in a lab accident or is otherwise destroyed. 

2. The wizard has access to a laboratory in a major city or at a magical academy. A city or 
academy that has a suitable library will usually have a suitable laboratory, but the 
decision belongs to the DM. The DM might also require the wizard to pay a modest 
weekly rental fee--say, 20-120 (2d6 x 10) gp--for the use of the lab. 

The Operational Cost is an ongoing expense necessary to sustain the research. The Operational 
Cost must be paid every week and mainly represents the price of additional books, supplies, and 
scrolls. The weekly Operational Cost is equal to 200-1,200 (2d6 x100) gp. The DM determines 
the Operational Cost, either by rolling randomly or choosing a fixed price. There is no way for a 
wizard to avoid paying the weekly Operational Cost 

   



The Wizard's Library 

Before a wizard can begin research on any spell, he must have a sizeable library of arcane books 
and scrolls. The size of the library is expressed in terms of its value. The value of the library 
necessary for each spell level is summarized in Table 15 

Table 15: Library Values Necessary for Spell Research 
GP Value of 
Library 

Can Research 
Spells of This Level 

2,000 1st 
4,000 2nd 
8,000 3rd  
14,000 4th 
22,000 5th 
32,000 6th 
44,000 7th 
58,000 8th 
74,000 9th  
 

For instance, before a wizard can begin researching a 4th-level spell, he must have access to a 
library worth at least 14,000 gp. If he has no books at all in his library (perhaps because he has 
never researched a spell before), he must spend 14,000 gp on books before he can begin. If he 
has a library of lesser value (for instance, if his library is worth 4,000 gp), he must spend 
whatever money is necessary to increase the value of his library to the appropriate level. (If he 
has a 4,000 gp library, he must spend an additional 10,000 gp before he can research a 4th-level 
spell.) 

For the most part, books that are suitable for research are hard to find. If a wizard is assembling 
his library prior to research, assume that it takes 5-10 (1d6 + 4) weeks of searching to locate 
1,000 gp worth of books. 

Books can sometimes be purchased in the bookshops of any major city or from NPC book 
collectors. A fortunate wizard may stumble upon such books during his adventures and keep 
them as he would any other discovered treasure; these books, of course, don't cost him any 
money. The quest for a particular book can be the basis for an entire adventure. (The DM 
determines the value of any discovered books.) 

For the purposes of spell research, whether a library is of suitable size depends on its value, not 
its actual number of books. However, as a point of interest, assume that the cost of a single 
research book varies between 100-1,000 (1d10 x 100) gp. Therefore, a library suitable for 
researching 4th-level spells is valued at 14,000 gp and contains 14-140 books. 

Once a wizard has assembled a library of sufficient value, he can begin research, but he still must 
pay the weekly Operational Costs. The Operational Costs correspond to the purchase of 
additional books and supplies. Half these Operational Costs can be considered to be new tomes. 
Therefore, over the course of his research, the wizard's library will increase in value. For 
instance, assume that a wizard with a 14,000 gp library has a weekly Operational Cost of 400 gp 
to research a 4th-level spell. After he has researched for four weeks, he'll have spent a total of 
1,600 gp in Operational Costs and his library will have increased in value 800 gp. (Buying books 



with Operational Cost funds is assumed to be part of the research process and requires no extra 
time.) 

As his research progresses, a wizard can opt to spend more than the minimum amount of money 
required for his Operational Costs in order to buy additional books to increase his chances of 
successfully researching his spell. The effects of these additional expenditures are explained in 
the Research Time and Chance of Success section below. 

When a wizard spends money on library books, whether spent as part of the Basic Investment or 
as Operational Costs, the books then become part of his permanent library. 

Therefore, once he has assembled a library valued at 14,000 gp, he will never need to make 
another Basic Investment in library books when he wants to research 4th-level spells. Once he 
has assembled a library valued at 74,000 gp, he can research spells of any level without ever 
making another Basic Investment in books. Clearly, a wizard's library is one of his most precious 
possessions. The prudent wizard will go to great lengths to keep his library safe and protected. 

Initial Preparation 

After the Basic Investment is made (or avoided, if the wizard already owns or has access to a 
suitable library), the wizard must spend preparation time before the actual research begins. This 
initial preparation involves basic reading and reviewing of notes; in addition, the wizard must 
prepare himself mentally and physically for the grueling task ahead. This initial preparation lasts 
a number of weeks equal to the level of the proposed spell, plus one. Therefore, a wizard 
attempting to research a 5th-level spell must spend six weeks in initial preparation 

Research Time and Chance of Success 

According to the Dungeon Master's Guide, a wizard can check to see if he has successfully 
researched a spell after he has spent the minimum number of weeks required in research. The 
success check is the same as his chance for learning any new spell. Though this is a simple, 
straightforward method for checking success, it does not consider the researcher's experience 
level (a more experienced wizard would probably be more successful at researching spells than a 
less experienced wizard) or the level of the spell (a high-level spell would be more difficult to 
research than a lower-level spell). Nor does it consider any extra funds the wizard is willing to 
invest to increase his chances of success. 

Following is an alternate method of checking for research success. While more complicated, it 
produces results that the DM might find more realistic. The minimum amount of time needed to 
research a spell is two weeks per spell level; for instance, a minimum of eight weeks is required 
to research a 4th-level spell. During this time, the wizard is poring over old texts, cross-checking 
references, taking notes, and conducting experiments. 

It is essential that the wizard is free from interruption during his research. Since 10-12 hours per 
day of intensive study are required, a wizard engaged in research is precluded from participating 
in adventures or any other time-consuming activity. If a wizard's study is interrupted, the DM 
can rule that the research has suffered a set-back, requiring an additional amount of research time 
before success can be checked. While engaged in research, the wizard must pay the required 
Operational Cost every week. If he runs out of funds, he must interrupt his research to earn more 
money before he can resume. At the DM's discretion, this interruption might also require that the 
research time be lengthened. If the wizard's research is interrupted for an extended period--say, a 



week or more--the DM might require the wizard to start his research all over again. When the 
minimum research period is over, the wizard can check to see if he has discovered his spell. If he 
fails to discover it, he can continue with his research and check again every week thereafter. 

The following formula is used to check for a successful discovery: 

Success chance = {10% (base chance) + researcher's Intelligence + researcher's experience 
level} -(level of spell being researched x 2) 
As an example, assume that a 7th-level wizard with an Intelligence of 10 is researching a 3rd-
level spell. His success chance is equal to 10 percent (base chance) + 10 (his Intelligence) + 7 
(his experience level)-6 (the level of the spell, multiplied by 2). 

Therefore, his chance of success is 21 percent. If the DM rolls 21 or less on percentile dice, the 
wizard has learned the new spell and can add it to his spell books; the new spell is then treated 
like a normal spell for all purposes. If the wizard fails the check, he can continue his research and 
check for success again in another week. (Note that this chance of success is somewhat lower 
than it would be if the wizard were trying to learn an existing spell. But this is logical since the 
uncertain nature of a new spell makes learning more difficult.) 

The wizard can increase his chance of success by spending more than the required amount of 
money for his weekly Operational Costs. For every extra 2,000 gp he spends per week (this is in 
addition to his weekly Operational Costs), his base chance increases by 10 percent. The base 
chance of 10 percent can be increased to a maximum of 50 percent in this way (the wizard can 
spend as much as 8,000 extra gp per week). In our example above, if the wizard had spent an 
extra 8,000 gp, his chance of success would have been 61 percent (50 + 10 + 7-6). The extra 
expenditure applies to the current week only--if he wants to increase his chance again next week, 
he'll have to spend extra money again 
Example of Research 

Following is a step-by-step example of spell research. In this example, an 8th-level wizard with 
an Intelligence of 12 is attempting to research a 3rd-level spell. This is his first attempt at 
researching a spell. He has no library or laboratory, but he has plenty of money. The DM has 
decided that no special components are necessary to research this spell. 

1. The wizard has no lab, so the DM determines that the wizard must spend 1,000 gp to 
establish a suitable lab. 

2. The wizard has no library, so he spends 8,000 gp over the next eight weeks locating the 
appropriate books. (The wizard must have an 8,000 gp library to research a 3rd-level 
spell.) 

3. The DM establishes the Operating Costs to research this spell at 500 gp per week. 
4. The wizard spends four weeks of preparation time before beginning his research. (The 

preparation time is the number of weeks equal to the level of the spell plus 1.) 
5. The wizard begins his research. He spends six consecutive, uninterrupted weeks in 

research, the minimum number required to research a 3rd-level spell. During this period, 
he invests 3,000 gp in Operating Costs (500 gp for six weeks). At the end of six weeks, 
he's ready to check whether his research has been successful. Note that the value of his 
library has grown to 9,500 gp during this period. 

6. The DM determines that the wizard's chance of success is equal to 10 (the base chance) + 
12 (the wizard's Intelligence) + 8 (the wizard's level)-6 (the level of the spell, multiplied 



by 2), which is 24 percent. The DM rolls percentile dice, and the result is 66. The check 
fails. (If the wizard gives up at this point, he won't be able to learn the proposed spell 
unless he starts from scratch at some point in the future; in the meantime, he can console 
himself with the fact that he has acquired a nice library.) 

7. The wizard continues his research for another week. He spends the required 500 gp for 
his Operating Costs, but also spends an additional 4,000 gp to raise his success chance by 
20 percent (the cost is 2,000 gp per 10 percent boost). The increased investment affects 
the percentage chance for this week only. 

8. At the end of the week, the DM checks again to see if the wizard has been successful. 
This time, the wizard's chance of success is 44 percent (the 20 percent increase represents 
the additional investment of 4,000 gp). The roll is 34, so the wizard is successful--he can 
add the new spell to his spell book. 

If the check had failed again, the wizard could continue the research for as many weeks as he is 
willing, until either his patience or his money run out. He must pay the Operational Costs each 
week. 

Researching Existing Spells 

In addition to researching new spells, a wizard can research existing spells (those listed in the 
Player's Handbook and--if the DM allows them--the new spells from Chapter 8 of this book). 
Since it makes sense that information about existing spells is easier to find than information 
about spells that do not yet exist, it is easier for a wizard to research them. 

To account for this difference, make the following adjustments in the above procedures when a 
wizard is researching an existing spell: 

1. The Operational Cost is reduced to 100-600 (1d6 x 100) gp per week. 
2. The base chance of success is increased from 10 percent to 30 percent. The lab costs, 

library costs, preparation time, and minimum number of weeks for researching existing 
spells are the same as research of new spells. The cost of increasing the base chance is 
also the same (2,000 gp per 10 percent increase), as is the total amount that can be spent 
(8,000 gp). Notice, however, that spending the 8,000 gp maximum increases the base 
chance to 70 percent (20 points higher than the 50 percent limit when researching new 
spells.) 

Limiting the Success Chance 

Notice that a wizard's chance of successfully researching a spell could exceed 100 percent, 
particularly when a high-level wizard is researching an existing low-level spell. Although 
automatic success is certainly in the spirit of the game (according to Table 4 of the Player's 
Handbook, all wizards of 19th level and above have a 100 percent chance of learning new 
spells), some DMs might prefer to eliminate any chance of automatic success. If so, we suggest 
requiring that all wizards must roll for success, even if their calculated chance exceeds 100 
percent; a roll of 95 or higher is treated as failure. 

More About Magical Item Research 

Magical item research is discussed in detail in the Dungeon Master's Guide and needs little 
elaboration here. However, a few points are worth mentioning: 



Laboratories: The laboratory requirements for researching magical items are different than 
those for researching spells. Spell research requires shelving, easels, writing tools, files, and 
similar supplies, while item research requires test tubes, beakers, burners, chemicals, and other 
equipment. 

Consequently, a wizard who invested in a spell research laboratory will still need to buy 
equipment to research an item. For example, assume that a wizard just spent 5,000 gp on a 
laboratory for spell research, and now wants to research a new potion. The basic cost for an 
alchemical laboratory is 2,000 gp. Since the 5,000 gp laboratory is useless for potion research, 
the wizard must spend 2,000 gp for alchemical equipment. 

Libraries: Just as a wizard's spell research lab is relatively useless for item research, so is his 
spell research library. However, a sizeable library of magical tomes probably contains short-cuts, 
hints, and formulas that will help the wizard in his item research. At the DM's discretion, access 
to a sizeable library (say, with a value of at least 74,000 gp) can increase a wizard's chance of 
success by as much as 10 percent. Access to a library doesn't change the amount of time it takes 
to research and create an item, nor does it change the amount of money that must be spent. 

Specialist Bonus: If a specialist is researching an item that duplicates an effect of a spell from 
his school, his chance of success can be increased by as much as 10 percent. If the DM uses this 
rule, he should also deny a specialist the chance to research an item that duplicates a spell effect 
from any of the specialist's oppositional schools. The researcher's school has no effect on the 
amount of research time required, nor does it affect the amount of money that must be spent. 

New Spells 

This chapter includes a variety of new spells that can be used to supplement the choices provided 
in the Player's Handbook. These spells expand the options for the schools of abjuration, 
divination, and necromancy, thus making these specializations more attractive to player 
characters 

Spell Descriptions 

The game statistics listed for the spells below follow the guidelines in the Player's Handbook. 
All of these spells are acquired, memorized, and recorded in spell books as described in Dungeon 
Master's Guide and the Player's Handbook. 

Spell Components 

Material Components 

In accordance with the listings in the Player's Handbook, material components are given below 
for the spells that require them. The DM must decide the precise amounts of these materials, as 
well as any other details about them. For instance, color spray requires a "pinch" of colored 
sand--the DM decides what exactly constitutes a "pinch." Likewise, dancing lights requires a 
glowworm--must the glowworm be alive, or can it be a preserved specimen? Less fussy DMs can 
allow their wizards as much latitude as they wish with material components, as long as they meet 
the general requirements of the spell description 



Magical Societies 
Generally speaking, wizards don’t form guilds the way mundane craftsmen do. They gather in secret 
societies. Wizards are most comfortable in the company of their fellow practitioners, especially 
those with whom they share common interests, and often form their own mystic associations and 
secret organizations. 
Witches, for example, gather in covens – preferably of 13. A coven ideally consists of a leader (who may 
be either male or female) and 6 male and 6 female witches. Academician wizards may found formal 
schools and academies.  

A mystic society is broken into orders, lodges and covenants. The order is the global organization of the 
mystic society. They have flowery names like the Great White Order of the Golden Ascension. 

A covenant is a local chapter of an order covering a single realm (e.g. The Worshipful Mystic Rite of 
Nyrond) while a lodge is a local organization (the Esoteric Fraternity of Radigast City) 

Mystic societies can have simple or complex initiation ceremonies, members are pledged to obey the 
order’s laws 

Below is a suggested structure for a secret society: 

Level Title Role in the Order 
0 Apprentice Student 
1 Entered Apprentice Advanced student 
2 Neophyte Working wizard – member of the order but excluded from lodge 

discussions of policy 
3 Adeptus Minoris Full member of the order 
4 Adeptus Practicus Full member of the order, may hold minor positions of authority 
5 Adeptus Majoris Full member of the order, may hold intermediate positions of authority 
6 Adeptus Exemplum May be a sergeant-at-arms 
7 Adeptus Philosophus May be a warden of the lodge 
8 Magister May be a syndic of the lodge 
9 Magus May lead a lodge 
10 Magus Practicus May be an warden of the covenant 
11 Magus Exemplun May be a syndic of the covenant 
12 Magus Philosophus May be the leader of the covenant 
13 Magus Tempi May be a warden of the order 
14 ArchMagus May be a syndic of the order 
15+ Grand Magus May be Master of the Order 

Sample Orders 
A few such groups are listed below. The DM is encouraged to design variations of these groups; 
each organization's description includes the following information: 
Description: The purpose of the group. 
Membership: The types of wizards belonging to the group. 
New Member Requirements: Conditions a prospective member is expected to meet in order to 
join the group. Usually, this consists of paying an entrance fee or being sponsored by a current 
member. 
Annual Dues: The fee that a member must pay each year to remain an active member. 
Benefits: The advantages of being a member. 



The Grand Mystic Council of the Wise 
Description: This group consists of wizards whose primary interest is alchemical research, 
particularly the research of new magical potions. The group compiles and exchanges information 
about their current projects, with the implicit understanding that such information will not be 
shared with outsiders. Violation of this rule results in immediate expulsion from the 
Brotherhood. 

Membership: A member must be an alchemist. 

New Member Requirements: New members must pay an entrance fee of 100 gp and show 
evidence of original magical research within the last year. 

Annual Dues: 20 gp 

Benefits: The Brotherhood can help its members obtain hard-to-find research supplies and 
laboratory equipment. They can also offer assistance to members who have reached a dead end 
in their research. 

The Worshipful Esoteric Society for Legerdemain  

Description: This group provides legal defense to wizards unjustly accused of criminal activity. 
Their services include legal representation, financial support, and personal counseling. 

Membership: Any wizard of lawful good alignment can be a member. 

New Member Requirements: A new member must be sponsored by a current member and must 
pay an entrance fee of 200 gp. The entrance fee may be waived on a majority vote. 

Annual Dues: 50 gp 

Benefits: If a member is accused of a crime, the Front will provide 1,000 gp or more toward his 
defense. The Front can also provide expert witnesses and legal representation if necessary. Their 
counseling service advises members about the acceptance of magicians in various cities and 
cultures, giving special attention to places where they are routinely persecuted and imprisoned 
for minor infractions of the law. 

The Silver Swan Club 

Description: Primarily a social organization for unmarried wizards, the Silver Swan Club holds 
regular dances, picnics, and other social events for its members. The highlight of the year is the 
annual Harvest Moon Festival, when the club stages an all-night party in a rented castle. 

Membership: All wizards are welcome, but the membership comprises mainly young, low-level 
wizards. 

New Member Requirements: A new member pays an entrance fee of 20 gp. 

Annual Dues: 5 gp 

Benefits: The club provides its members with excellent opportunities to meet potential friends 
and mates. 



The Esoteric Society for the Edification of Man 

Description: This is an organization of purists who adamantly oppose the use of magical 
devices. Such devices are perceived to be a threat to the Art; only the use of spells is acceptable 
to the Society. If a member is ever caught using a magical item, he is immediately expelled. 

Membership: All wizards are eligible, but the membership is primarily composed of older 
mages of higher levels. 

New Member Requirements: The only requirement for a prospective member is the donation 
of a magical item to the Foes. The Foes then destroy the item in a solemn ceremony, after which 
the prospective member vows never to use a magical item again. 

Annual Dues: None 

Benefits: Once per year, each member can exchange a magical device for a spell of comparable 
power. The magical item is destroyed, and then the Society allow the member to copy one spell 
(of their choice, not the member's) from their spell books. 

Mystic  Syndicate of the Eye of Amara 

Description: More of a business than a fraternal organization, the Mystic Syndicate of the Eye 
of Amara sells advice, predictions, and omen interpretations to members of the aristocracy. Their 
fees are expensive, but because the syndicate pools the talents of a sizeable number of skilled 
wizards, their advice and predictions are extremely accurate. 

Membership: Only diviners of eighth lever or higher are eligible. 

New Member Requirements: The prospective member must pay an entrance fee of 500 gp and 
bring at least one new client to the syndicate. 

Annual Dues: There are no annual dues. However, to remain in good standing, a member must 
spend a minimum of eight weeks per year working exclusively for the syndicate. 

Benefits: Members in good standing split the syndicate's profits at the end of the year. A 
member's annual share is usually 5,000-30,000 (1d6 x 5,000) gp. 

Mystic Order of Arcane Shielding 

Description: This organization compiles information about magical monsters and makes this 
information available to its members at no charge. 

Membership: All wizards who have first-hand knowledge of magical monsters are eligible. 

New Member Requirements: A new member must pay an entrance fee of 10 gp. Additionally, 
the prospective member must have first-hand knowledge of a magical monster or a monster 
wielding magical powers (such knowledge is usually acquired as a result of a battle). The 
membership votes on whether the prospective member's knowledge is of sufficient usefulness to 
the organization to allow him membership. 

Annual Dues: None if the member attends all bi-monthly meetings. The member may be 
assessed a fine if too many meetings are missed without good reason. 



Benefits: The organization supplies information to its members about magical monsters, 
including their abilities, their weaknesses, and suggested strategies for defeating or avoiding 
them. 

League of Extraplanar Travelers 

Description: Similar to the Mystic Order of Arcane Shielding, this organization compiles 
information about alternate planes of existence and makes this information available to its 
members at no charge. 

Membership: All wizards who have visited one or more alternate planes of existence are 
eligible. 

New Member Requirements: A new member must pay an entrance fee of 20 gp. Additionally, 
the prospective member must have proof of a visit to at least one alternate plane of existence. 
The membership votes on whether the prospective member's knowledge of that plane is of 
sufficient usefulness to the organization to allow him membership. 

Annual Dues: None if the member attends all bi-monthly meetings. A fine may be assessed if a 
member misses too many meetings without good reason. 

Benefits: The organization supplies information to its members about the alternate planes, 
including inhabitants, physical laws, and how spell casting is affected. 

The Honorable and Arcane Fellowship of Sages 

Description: This is an organization of sages who are expert in a wide variety of subjects. The 
sages charge for their advice, giving a percentage of their fees to the Fellowship for its upkeep. 

Membership: All types of wizards belong to the fellowship, each with one or more areas of 
expertise. 

New Member Requirements: A prospective member must pay an entrance fee of 100 gp, plus 
he must have a non-weapon proficiency in one or more of the fields of study listed on Table 61 
of the Dungeon Master's Guide. If the wizard is a recognized authority in one of the fields of 
study not available as a nonweapon proficiency in the DM's campaign, he can still be admitted to 
the fellowship with the DM's permission. 

Annual Dues: None. However, each member must provide 15 percent of the fees he charges for 
his sage advice to the fellowship. 

Benefits: As long as a member spends a minimum of eight weeks per year working exclusively 
for the syndicate, he has access to the advice of the other members at no charge. If he fails to 
spend the minimum of eight weeks per year, he must pay their normal fees. Advice is given 
according to the rules for sages on in the DMG. However, the chances listed on Table 61 of 
finding a sage in the fellowship who is expert in a given field are doubled; for instance, there is a 
20 percent chance of finding an expert in alchemy. When using the Sage Modifiers table (Table 
62 of the DMG ), assume that a fellowship sage always has access to a complete library. 

The Grand Mystic Royal Order of the Hidden Temple 

Description: This is an organization conjurers who specialize in summoning and controlling 
extra-planar entities. 



Membership: Conjurers with knowledge of summoning extra-planar entities 

New Member Requirements: A prospective member must pay an entrance fee of 100 gp, plus 
he must have access to at least one spell that summons a being from another plane. 

Annual Dues: None. However, each member must provide assist any other member in 
summoning or controlling extra-planar entities 

Benefits: Access to detailed information about angels, demons and other extra-planar entities. 

   



Appendices 

Twentyfive Helpful Familiars 

As explained in the summon familiar spell, summoned familiars are not restricted to the choices 
listed in the spell description. To expand the number of possibilities, use the table below. If the 
find familiar spell is successful, the DM rolls percentile dice and consults this table to determine 
the results. 

All details of the spell still apply as stated; if the roll indicates a creature not commonly found in 
the immediate area, the DM can roll again or simply choose a more appropriate creature from the 
list. The DM can also substitute different small animals suitable to the area; for instance, the DM 
might substitute a duck for a crow, a mink for a raccoon, or a bluebird for a raven. (In general, 
summoned creatures should have 1-4 hit points and, if able to make attacks, should be able to 
inflict no more than 1 or 2 hit points of damage per round. Armor Classes for creatures of this 
size range from 12-14.) 

Table 17: Summoned Familiars 

d100 Roll Familiar 
01-03 Bat 
04-10 Cat 
11-14 Chipmunk 
15-18 Crow 
19-22 Dog 
23-24 Fox 
25-26 Gull 
27-30 Hawk 
31-33 Hare 
34-37 Lizard 
38-40 Monkey 
41-42 Mouse 
43-44 Otter 
45-46 Owl 
47-48 Parrot 
49-50 Raccoon 
51-52 Rat 
53-54 Rooster 
55-57 Raven 
58-59 Skunk 
60-61 Snake 
62-63 Squirrel 
64-66 Toad 
67-70 Weasel 
71-74 Wolverine 
75-00 No familiar available within spell range 

 



Five Unusual Sources For Spells 
When a wizard learns a new spell, he usually acquires it from a teacher, a discovered spell book, 
another wizard, or his own research. But there are many more ways to learn new spells--some of 
the more unusual possibilities are listed below (in all cases, the wizard must successfully learn a 
new spell once it is revealed to him) 

1. Dragons 
Most dragons are masters of magic. A friendly dragon might teach a wizard a new spell as a 
reward for helping him or as a bribe to leave him alone. The DM should note that the magic of 
dragons is significantly different from the magic normally wielded by wizards, so it is unlikely 
that a wizard could learn to cast a spell in the same manner as a dragon; however, a dragon of 
exceptional intelligence might know the formula for a spell useable by humans (or know where 
to find it) and reveal the information to a wizard 

2. Monuments 
Ancient obelisks, monoliths, and other structures are occasionally inscribed with the formulas of 
spells. Locating such a monument can be an adventure in itself. For instance, a wizard who died 
thousands of years ago may be entombed in a pyramid in the heart of an unexplored jungle; prior 
to his death, the wizard inscribed the formulas of his spells on the walls of his tomb so he could 
have access to them in the afterlife  

3. Other Planes 
The alternate planes of existence are filled with an unending variety of weird phenomena, 
strange landmarks, and bizarre entities. A wizard might find a magic formula spelled out in giant 
runes stretched across an entire plane of the Abyss. Or he might stumble across a horde of ape-
like creatures in the plane of Elysium chanting the formula of a spell. The inhabitants of the 
elemental plane of Fire might know the secrets of a variety of fire-related spells, while the 
occupants of the elemental plane of Earth might be willing to share the formulas for earth-related 
spells in exchange for a favor 

4. Summoned Creatures 
A creature summoned as a result of invisible stalker, monster summoning, or a similar spell 
might negotiate for his freedom by offering to teach the caster a spell or show him where to find 
a spell formula. If the summoned creature is exceptionally knowledgeable, it might be able to 
dictate a formula to the wizard; it might even be able to cause a spell formula to magically 
appear in his spell book (in which case, the wizard has his normal chance to learn it; if he fails, 
the spell formula disappears). 

5. Gems, Crystals, and Mirrors 
Magic-using creatures from other planes of existence sometimes use gems, crystals, or mirrors as 
substitutes for spell books to record the formulas of their spells. Although wizards from the 
prime material plane are ordinarily unable to use such items to record their own spells, a DM 
might allow that a wizard could stumble across such a gem or mirror; if the wizard studied the 
item, a cloud of mist might materialize inside it, containing the symbols of a spell formula 



 

Nine Magical Items That Have Not Yet Been Invented 
If your wizard is interested in researching new magical items and is looking for an unusual 
project, he might consider one of the choices listed below. All of these items have been proposed 
by wizards over the years, but none has yet been successfully researched. The DM and the player 
must establish the exact effects for these items as well as the details of the research. Keep in 
mind that if the research was easy, some other wizard would surely have completed it by now 

1. Seeds of Wealth 
These are seeds that grow trees that bear gems instead of fruit 

2. Portable Bridge 
This is a bridge that can be folded up and carried in a pocket. When unfolded, the bridge can 
span a river or chasm without the use of pillars or other supports. The portable bridge is as 
strong as a bridge made of stone 

3. Iron Heart 
This is a mechanical heart capable of replacing a damaged or aging human heart. No surgery is 
required; the mechanical heart is merely placed on the recipient's chest and it is absorbed into his 
body. Presumably, the mechanical heart would increase the owner's endurance and resistance to 
disease 

4. Paper of Writing 
Any words that the user speaks or thinks will magically appear in writing on this paper 

5. Scope of Seeing 
This is a portable viewing scope with unlimited range. No physical barriers block the view of a 
person using the scope of seeing. The scope enables the user to observe the details of the sun, the 
moon, and distant worlds. It also allows the user to see completely through the earth to observe 
locations on the opposite side 

6. Liquid Iron 
When kept inside a container, this substance remains liquid. When poured from the container, 
the liquid turns to iron. Before the iron hardens, it can be formed into any number of useful items 

7. Cold Fire 
This type of fire looks the same as normal fire, but it generates no heat. Cold fire would be useful 
for torches in cramped quarters, and also would be a safe light source for homes, since there 
would be no danger of accidental fires. 

8. Dark Fire 
The antithesis of cold fire, dark fire generates heat the same as normal fire, but it produces no 
light. With flames as black as shadows, dark fire would be useful in making campfires for 
soldiers or other travelers who did not wish their location to be revealed by bright flames 



9. Mirror of Recall 
Staring into this device enables the user to recall with precise detail any book he has read or any 
sight or conversation he has ever experienced 

Five Debilitating Afflictions 

Following are several afflictions that affect only wizards. These afflictions can occur as a result 
of a curse, a side-effect of magical research, or a penalty from a wish. Assume that an affliction 
can strike at any time--short of a wish, there is no way a wizard can inoculate himself to prevent 
the onset of these afflictions. 

Unlike some organic diseases, suffering from one of these afflictions does not render a caster 
immune to future bouts with one of these conditions. A spell caster who survives one of these 
diseases is equally as likely to suffer the disease again in the future as a caster who has never 
contracted the disease. 

The DM can use these afflictions to temporarily handicap a powerful PC wizard or to liven up a 
dreary stretch of a campaign. Unless indicated otherwise, all afflictions can be cured by cure 
disease or a similar spell. Unless the DM decides that a particular affliction was a result of a 
magical attack or effect, dispel magic will not help. 

1. Bertrek's Amnesia 
Description: The wizard afflicted with Bertrek's Amnesia has trouble remembering all of the 
details of his memorized spells. Just as he attempts to cast the spell, he suddenly forgets a crucial 
element of its formula, and the spell fails to work. The onset of Bertrek's Amnesia is usually 
preceded by a day or two of mild headaches. The mild headaches persist as long as the wizard is 
afflicted with this condition. 

Susceptibility: Bertrek's Amnesia can strike any wizard, but it seems to affect wizards with 
Intelligence scores of 14 or less. 

Prognosis: A full day of bed rest usually cures this condition, presuming the wizard refrains 
from casting spells, studying texts, or engaging in other strenuous mental activities. Without rest, 
the affliction can persist indefinitely. 

DM's Notes: When a wizard is afflicted with Bertrek's Amnesia, he must make an Intelligence 
Check when attempting to cast a spell. If the check is successful, the spell is cast normally. If he 
fails the check, the spell is lost in a fizzle of useless energy and is wiped clean from the memory 
of the caster until it can be rememorized. After every full day of rest, the DM rolls 1d20 to see if 
the wizard is cured; if the roll is less than or equal to the wizard's Intelligence score, the wizard is 
cured. Otherwise, the wizard is automatically cured after he has been afflicted for 2-8 (2d4) days 

2. Chronic Incandescence 
Description: The wizard afflicted with chronic incandescence continually radiates light from his 
body. The glow is bright enough to penetrate any thickness of clothing and extends to a radius of 
20 feet. The glow persists regardless of whether the wizard is resting, casting spells, or 
performing other actions. The onset of chronic incandescence is usually preceded by a day or 
two of sporadic glowing, particularly while the wizard is asleep. 

Susceptibility: Chronic incandescence can strike any wizard. 



Prognosis: Darkness cast on the afflicted wizard sometimes cancels this condition. Dispel magic 
has also been known to work. Otherwise, the affliction usually passes within a few days. 

DM's Notes: A wizard with this affliction glows as if affected by a 1st-level light spell. This 
does not affect his ability to cast spells, but he will find it difficult to hide from enemies. Cure 
disease and similar spells have no effect on chronic incandescence. If darkness, 15' radius is cast 
on the afflicted wizard, he can make a save vs. magic; if he fails the check, his condition is 
negated. Likewise, if he fails a check against dispel magic, his condition is cancelled. These 
spells can only be attempted once each on an afflicted wizard. The afflicted wizard cannot cast 
these spells on himself. If these spells are unavailable, or if he successfully saves in both cases, 
the condition disappears in 1-4 days 

3. Conjuritis 
Description: A wizard afflicted with conjuritis produces bizarre and unexpected effects when 
attempting to cast any conjuration or summoning spell. Usually, there is no warning of the onset 
of this affliction. 

Susceptibility: Conjurers are the most likely wizards to be affected, but any wizard who knows 
one or more conjuration/summoning spells can be stricken with conjuritis.  

Prognosis: Conjuritis is difficult to treat. Dispel magic has no effect on conjuritis, nor does cure 
disease or similar spells. Fortunately, conjuritis eventually clears up after running its course. 

DM's Notes: When a wizard afflicted with conjuritis attempts to cast any conjuration or 
summoning spell, the DM rolls 1d20 and consults Table 18 for the result of the spell 

Table 18: Conjuritis Results 

d20 
Roll 

Result of Conjuration Spell 

1 The immediate area is filled with the sounds of thunder, while lightning flashes 
overhead. The thunder and lightning persist for 1-4 rounds, but have no effects on the 
characters or their abilities 

2 A plush toy animal 10-40 feet high appears in an area in front of the caster. The toy 
animal can be a rabbit, a dragon, a cow, or any creature of the DM's choice. The toy 
animal crumbles to dust immediately if it is touched or disturbed in any way.  

3 Dozens of mushrooms of various sizes suddenly pop up everywhere within a 10-40 
foot radius of the caster (this occurs even if the caster is indoors). Each mushroom has 
an image of the caster's smiling face on its cap. As soon as any of the mushrooms are 
touched, all of them crumble into dust. 

4 The area within a 10-40 foot radius of the caster fills with multi-colored soap bubbles. 
On the side of each bubble is an image of the caster's smiling face. 

5 The temperature within a 10-40 foot radius of the caster suddenly rises or drops (DM's 
choice) 20 degrees Fahrenheit. The change persists for 1-4 rounds, then the area 
reverts to its previous temperature 

6 The immediate area fills with the sounds of human shrieks and screams. There is no 
apparent source of the sounds. The screams persist for 1-4 rounds, then fade away. 

7 The caster's flesh turns purple (or green or blue or any other color or combination of 
the DM's choice). The effect persists for 1-4 rounds, then the caster's flesh reverts to 
its normal color 



8 The area within a 50-foot radius of the caster is filled with a thin mist, light green in 
color (or light purple or light orange, or any other color of the DM's choice). The mist 
smells of cinnamon (or mint or rotten fish or any other aroma of the DM's choice). 
The mist dissipates in 1-4 rounds. 

9 The areas within a 50-foot radius of the caster abruptly turns pitch black, as if it were 
affected by a darkness spell. If the area was already dark, it abruptly becomes bright, 
as if affected by a light spell. This effect persists for 1-4 rounds. 

10 An image of whatever the caster was attempting to conjure appears 10 feet in front of 
the caster, hovers in mid-air for a few seconds, then disappears. If the caster was 
attempting a spell that did not conjure or summon an item or creature, the hovering 
image is of the caster. 

11-20 The caster's spell works normally 
 

A wizard probably will not know that he has conjuritis until he first experiences an unexpected 
result from a conjuration/summoning spell; (that is, when he first receives one of the results 
numbered 1-10 on Table 18.) After he experiences this first unexpected result, there are two 
ways he can be cured. 

1. As soon as the wizard casts two consecutive conjuration/summoning spells with normal results 
(that is, the DM rolls 11-20 on Table 18), he is cured of the affliction.  

2. As soon the wizard casts four normal conjuration/summoning spells (a result of 11-20 on 
Table 18), he is cured of the affliction; these spells need not be consecutive 
4. Barlow's Blacksickness 

Description: An extremely dangerous disease, blacksickness causes the afflicted wizard to 
weaken every time he attempts to cast a necromancy spell. In extreme cases, afflicted wizards 
have died from this disease. The affliction is accompanied by stomach cramps, blurred vision, 
and nightmares. Its onset is usually preceded by several days of nausea. 

Susceptibility: Barlow's blacksickness primarily affects necromancers. It can also strike any 
wizard who knows and uses necromancy spells. 

Prognosis: This is a difficult affliction to treat. Strangely, the very act of casting the spells 
associated with the disease also seems to help cure it. Otherwise, the affliction can linger 
anywhere from a few days to several weeks. 

DM's Notes: A wizard afflicted with blacksickness risks suffering damage whenever he casts a 
necromancy spell. When an afflicted wizard casts a necromancy spell, he must make a 
Constitution Check, with the level of the spell used as a negative modifier. (For instance, if the 
wizard has a Constitution of 13 and casts a 4th-level necromancy spell, he adds 4 to his 1d20 roll 
when he makes his Constitution Check. ) If he passes the check, there are no ill effects. If he fails 
the check, he suffers 1-4 hit points of damage. Regardless of whether he fails his Constitution 
Check, the spell is cast normally. There are two additional side-effects of blacksickness. 

1. If the afflicted wizard suffers 6-10 hit points of damage in the same day as a result of failing 
Constitution Checks required for casting necromancy spells, he will experience wracking 
nightmares when he sleeps that night. Throughout the following day, he will experience blurred 



vision and stomach cramps, and will make all attack rolls at a -2 penalty. Cure disease or similar 
spells have no effect on this condition. 

2. If the afflicted wizard suffers 11 or more hit points of damage in the same day as a result of 
failing Constitution Checks required for casting necromancy spells, he will immediately 
collapse. He will be unable to cast spells, engage in combat, or undertake any other strenuous 
activities for the next 24 hours. (He can still walk without assistance, but his movement rate is 
halved.) 

Cure disease, dispel magic, and similar spells have no effect on blacksickness. Aside from a 
wish, there are two known cures. 

1. The DM secretly rolls 2d6. This is the number of necromancy spells the afflicted wizard must 
cast in order to purge his system of the blacksickness. The necromancy spells can be of any 
level; for instance, if the wizard needs to cast four spells, they could all be 1st-level spells, they 
could all be 9th-level spells, or they could be any combination of necromancy spells from any 
level. Each time a necromancy spell is cast, the afflicted wizard must still make a Constitution 
Check and suffer the effects as described above. (Obviously, the wizard's health is safer if he 
refrains from casting more than one or two necromancy spells in the same day.) 

The DM does not reveal to the wizard the total number of spells he needs to cast to cure himself-
-instead, the DM should tell the wizard that he's gradually getting better after he casts each  
necromancy spell. The DM can tell the wizard that he is cured after he has cast the last required 
spell, then has cast one subsequent necromancy spell that gives him no ill effects. 

2. Blacksickness persists for 4-32 (4d8) days. The DM should determine the length of the 
affliction at its outset, but not reveal the information to the wizard. If the wizard has not yet 
cured himself, the affliction is over at the end of this period. 
5. Immaterialism 

Description: The wizard afflicted with immaterialism gradually fades away until his body is 
transparent, making him appear as if he were made of glass. In this condition, he is unable to 
fight, cast spells, or perform any other ordinary actions. The onset of immaterialism is preceded 
by a gradual lightening of the victim's skin color.  

Susceptibility: Immaterialism usually strikes illusionists, but any wizard who knows or uses 
illusionist spells can be a victim. 

Prognosis: If treated early, immaterialism can usually be cured with cure disease or a similar 
spell. However, the condition becomes harder to treat as it progresses. Untreated, immaterialism 
can last for several weeks. 

DM's Notes: Immaterialism progresses over three distinct stages, each with different symptoms. 
The affliction can be cured at any stage. 

1. In Stage One, the afflicted wizard's skin turns white, as if it had been bleached. He suffers a -1 
penalty to his Charisma, but there are no other ill effects. At this stage, immaterialism can be 
cured with cure disease or a similar spell; no saving throw is required. Otherwise, Stage One 
persists for 2-8 (2d4) days. 

2. In Stage Two, the afflicted wizard's skin remains white, but his body has the consistency of 
firm gelatin. He continues to suffer the -1 penalty to his Charisma. His natural Armor Class is 



also increased to 13. Because of this improved AC, some afflicted wizards allow their condition 
to advance to Stage Two before attempting a cure. At this stage, immaterialism can be cured with 
cure disease, but the afflicted wizard must make a saving throw vs. spells; if the wizard succeeds 
in his saving throw, he resists cure disease and remains afflicted with immaterialism. Untreated, 
Stage Two persists for 2-8 (2d4) days. 

3. In Stage Three, the wizard and all of his gear become insubstantial; he appears as if he were 
made of glass, but he has no substance. The afflicted wizard cannot cast spells, engage in 
combat, or take any other action aside from moving and speaking. He has a -4 penalty to his 
Charisma. However, the wizard is affected only by magical or special attacks, including weapons 
of +1 or better (such attacks are made against the wizard's normal AC). The afflicted wizard is 
able to pass through small holes or other narrow openings as long as Stage Three persists. At this 
stage, immaterialism cannot be cured with cure disease or any other spell short of a wish. Stage 
Three persists for 2-8 (2d4) days 

Nine Principles of Conduct For Wizards 
As a participation in may mystic societies, a new wizard is obligated to promise to uphold the 
order's principles of conduct. A sampling of these principles are listed below. 

Not all societies subscribe to all of these principles, while others might include principles other 
than the ones given here. Further, these principles primarily apply to societies who expect their 
members to be of good and lawful alignments; the principles of evil and lawless societies will 
probably be significantly different from these. The DM must decide which principles apply to 
specific academies and what penalties--if any—might apply to a graduate who violates them. 

1. The wizard will operate discreetly. He will reveal the secrets of his teachings to no one. 
2. The wizard will operate within the laws of his country. 
3. The wizard will meet all of his expenses from his own funds. He will not accept charity. 
4. The wizard will live in seclusion. He will strive to minimize his social contact with non-

wizards. 
5. The wizard will minimize his contact with kings, princes, and other rulers. 
6. The wizard's home will include at least one room reserved exclusively for research and 

study. 
7. The wizard will be patient. He will persevere in the face of adversity. 
8. The wizard will not attempt to circumvent accepted magical procedures. 
9. The wizard will strive to add to the existing body of magical knowledge through original 

research. 

400 Fantastic Materials 
Occasionally, the DM will need to introduce a fantastic magical material into his campaign. Such 
a material might be required as an ingredient for a PC wizard's magical research (especially if the 
DM is using the fantastical approach to magical fabrication described on page 84 of the Dungeon 
Master's Guide), it might be the focal point of a quest, or it might be a necessary component to 
remove a curse. 

If the DM has no specific material in mind, he can generate one by rolling 1d20 two times on 
Table 19. The first die roll selects an element from Category A; the second die roll selects an 
element from Category B. The selected elements become part of this phrase: "The (Category A) 
of a (Category B). " For instance, if the first die roll is 3 and the second die roll is 5, the fantastic 



material is "the breath of a butterfly." If he desires, the DM can simply pick elements from each 
category to form specific materials. He can also substitute similar elements for the choices in 
Category B. For instance, he might substitute "bumblebee" for "butterfly" (so the example above 
becomes "the breath of a bumblebee") or "diamond" for "stone." 

If random rolls produce results that seem inappropriate or frivolous (such as "the breath of a 
stone"), the DM can roll again for either category or substitute any category choice he wishes. 
Unless the DM has a specific meaning in mind, the players must discover the precise meaning of 
a fantastic material or the means to produce or locate it. Discovering the meaning of a fantastic 
material can easily become the premise for a new adventure. 

Table 19: Random Generation of Fantastic Materials 

D20 
Roll 

Category A Category B 

1 song Stone 
2 dream Flower 
3 breath Meadow 
4 memory Child 
5 heart's desire Butterfly 
6 teardrop Mountain 
7 strength grain of sand 
8 smile Snowflake 
9 blessing flickering candle 
10 touch Widow 
11 courage Eagle 
12 scent Tombstone 
13 whisper Dragon 
14 kiss Skeleton 
15 shadow Mermaid 
16 wisdom River 
17 secret Unicorn 
18 sorrow Goddess 
19 epitaph Giant 
20 gratitude City 

Twelve New Magical Items 

If the DM wishes to determine the discovery of the following items at random, he can use the 
magical item tables in the DUNGEON MASTER Guide. Each item below belongs to a particular 
table; when a DM's Choice result is rolled on the appropriate table, the DM can use the indicated 
item as one of his options. For instance, the potion of elasticity listed below belongs to Table 89. 
If a 20 is rolled, the DM can use the potion of elasticity as an option for the DM's Choice 

Potion of Elasticity 

A character consuming one dose of this potion is able to stretch his legs, arms, neck, or any other 
appendage up to a distance in feet equal to twice his Constitution score; for instance, a character 
with a Constitution of 15 can stretch up to 30 feet. A character can stretch only one appendage at 



a time; for instance, he can stretch one arm, one finger, or his neck. Whenever he stretches any 
appendage, he must make a Constitution Check; if he fails, the stress of the stretch causes 1d6 hit 
points of damage. The potion lasts for 1-4 turns; during this time, the character can make as 
many stretches as he likes, as long as he checks for damage for each stretch.  

Add to: Table 89. 

XP Value: 300 

Candle of Everburning 

This resembles a normal wax candle about 6 inches tall. However, once the candle is lit, the 
flame can be extinguished only by the spoken command of whomever is holding it. Otherwise, 
the flame continues to burn; it will burn underwater, in any alternate plane of existence, or in the 
strongest of winds. Dispel magic and similar spells have no effect on the flame. The candle of 
everburning can burn for 24 hours before all of its wax melts away. 

Add to: Table 101 

XP Value: 300 

Medallion of Steadiness 

This is a silver medallion of a horse's head. While wearing it, a character can never be thrown 
from his mount, whether a horse, a dragon, or any other creature suitable for riding. 

Add to: Table 96. 

XP Value: 1,000 

Dragon Slippers 

These slippers are made of green silk. The magic of the dragon slippers is activated if the wearer 
concentrates and speaks the word "change." If activated, the dragon slippers cause the wearer to 
appear as a 20-foot dragon with bright yellow scales, a barbed tail, and long green fangs; the 
wearer does not gain any of the abilities of a dragon. While the illusion is in effect, the wearer 
retains his normal abilities and statistics. The effect lasts for one hour, but can be canceled any 
time by the command of the wearer.  

Add to: Table 98. 

XP Value: 3,000 

Parchment of Monster Holding 

This 1-foot-square piece of parchment can hold any monster summoned by a monster 
summoning I spell. The wizard unfolds the parchment and lays it before himself prior to casting 
the spell. If the spell is successfully cast, the summoned monster is immediately absorbed into 
the parchment, appearing there as a colored image. The caster can then refold the parchment and 
carry it with him, holding the summoned monster indefinitely. 

When the parchment is unfolded and laid on the ground, and the wizard speaks a command 
word, the monster appears, remaining active for the normal duration of the monster summoning I 
spell. Any single parchment of monster holding can be used only once; after the monster is 



released, the parchment crumbles to dust. The parchment also crumbles if it is torn or defaced in 
any way. 

Add to: Table 104. 

XP Value: 150 

Singing Skull 

This item resembles a small human skull, about 3 inches in diameter, made of ivory. Once per 
day, the owner can command the skull to sing. The singing skull sings eerie, depressing tunes for 
one hour (or less, as ordered by the skull 's owner). All those within 50 feet of the singing skull 
must make a successful saving throw vs. spells or suffer the effects of a fear spell. The owner of 
the singing skull is immune to its effects.  

Add to: Table 103. 

XP Value: 2,000 

Airboat 

This appears to be a canoe made of stone and measures 3 feet tall, 12 feet long, and 4 feet wide. 
Inside are five evenly spaced stone planks, each capable of seating two human sized passengers. 
A plank on one end of the canoe is marked with a star symbol in the center. The airboat is also 
fitted with two sets of stone oars that fit in ridges carved in both sides of the craft. 

The airboat responds to the mental orders of its commander (the character sitting on the plank 
with the star symbol). Only a wizard or priest can serve as an airboat commander. 

The airboat can move in any direction in any medium. While moving, the airboat is surrounded 
by an aura of light that allows all of its passengers to breathe normally, even when traveling 
through water or airless space. The aura surrounds the craft to a distance of 10 feet. 

The airboat has a movement rate of 40. It can move only if it is being rowed with at least one set 
of the stone oars. If only one set is used, the craft has a maximum movement rate of 20; if both 
sets are used, the craft has a maximum speed of 40. A single character can operate two oars, or 
two characters can sit side by side on a plank, each operating an oar. To move at maximum 
speed, the rowers must complete a stroke every two seconds; if the stroking rate is less than this, 
the maximum speed decreases proportionately. For instance, if one set of oars is stroking once 
every four seconds, the airboat has a maximum movement rate of 10. 

The commander must remain seated on the star plank. He can take no actions other than 
commanding the craft. If he moves from his seat, attempts to operate the oars, or takes any other 
action, the airboat stops moving. Similarly, if his concentration is interrupted, the craft stops. If 
it stops moving while in the air, it hovers in place. The airboat can hover in place for only 1 turn, 
after which it sinks gently to the ground. If it stops moving while on water, the boat simply 
drifts. 

Add to: Table 104. 

XP Value: 20,000 



Ring of Resistance to Breath Weapons 

This ring gives the wearer complete immunity to all breath weapon attacks from creatures other 
than dragons; the wearer suffers half damage from dragon breath.  

Add to: Table 91. 

XP Value: 5,000 

Collapsing Spell Book 

This resembles an ordinary traveling spell book, except that it can be folded over and over until it 
is a square one inch on each side. The book can be unfolded when its owner wishes to consult it, 
then folded back into its small size for easy carrying. 

Add to: Table 95. 

XP Value: 1,500 

Spoon of Mixing 

This spoon increases the chance of successfully combining potions to create a new effect. When 
combining potions as per the rules in the DUNGEON MASTER Guide, the percentile dice roll on 
Table 111 is modified by +10 when using the spoon of mixing. Treat all results greater than 00 as 
00. Note that by using the spoon of mixing, there is no chance that the combined potions will 
create an explosion, a lethal poison, or a mild poison. 

Add to: Table 102 

XP Value: 1,500 

Pen of Excellence 

A pen of excellence grants the user the following abilities: 

• He can write at twice his normal speed (particularly helpful for wizards copying new 
spells into their spell books). 

• He can draw accurate pictures of anything he sees with the precision of the finest artist. 
• If the user has a sample of another person's handwriting, he can create a perfect forgery 

of that handwriting. Any type of ink can be used with a pen of excellence. 

Add to: Table 102. 

XP Value: 1,200 

Bracelet of Scaly Command 

This coral bracelet enables the wearer to control water-dwelling creatures with animal 
intelligence or lower (mainly fishes and reptiles). The creatures must be within a half mile radius 
of the caster in order to be controlled, and they must be within 30 feet of each other. The number 
of creatures that can be affected is a function of Hit Dice. The spell affects 1-10 Hit Dice of 
monsters. Monsters with 5+3 Hit Dice or more are unaffected. The center of the area of effect is 
determined by the spellcaster. The creatures with the fewest Hit Dice are affected first, and 
partial effects are ignored. The caster does not have to be in the water to command the creatures. 



This control lasts for 2-12 (2d6) turns and cannot be dispelled. No saving throw is allowed 
against the magic of the bracelet. The wearer can use this ability once per week. 

Add to: Table 96. 

XP Value: 2,500 


