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4.0 Background and
special abilities

The heart of the world of Félgorna pumps with the
blood of adventurers and its lungs fill with air fortified
by the heroism of the characterswhotravel itsvast lands
and ply itsgreat oceans. Falgornalivesand growslike a
sentient creature, but it isthe characterswho providethe
soul of thisfantastic land of dragons, magic and legend.
Without these characters, the forests, mountains, mon-
sters, cities, kingdoms, dungeons and secret societies
become nothing more than meaningless scribbles on
countless scraps of paper. The characters of Falgorna
areits children.

Since the characters adventuring in the Félgorna
campaign setting play avital role in bringing the world
to life, more effort must be dedicated to developing
these characters than is dedicated to developing Ad-
vanced Dungeons and Dragons Second Edition charac-
tersin many other campaign settings. A character inthe
land of Félgornahas goals and aspirations, amoral code
hemust follow, aplace he callshome, afamily to defend
or spurn, interesting quirks and other unique traits that
set him or her apart from all other characters. The task
of character development is alabor of love which will
pay high dividends in the form of enjoyment to the
player who takes the job seriously.

This chapter provides the player with assistance in
developing a background and special abilities for his
character.

Following is a summary of the seven sections cov-
ered in this chapter.

» Social Standing — This section provides rules for
determining the character’ sposition within society and his
place within his family.

* Place of Origin — This section summarizes the
kingdomsand popul ation centersof therealmand provides
tablestorandomly determinewhereacharacter hailsfrom.

» Alignment — This section includes a brief discourse
onthephilosophy behind character alignment and provides
guidelines for selecting a characters moral persuasion.

e Lifeand Luck Points— This section provides rules
determining acharacter’ sLifeand Luck Pointsand guide-
lines on how these points are used during game play.

» Special Abilities — In the world of Félgorna, al
human characters receive a specia ability. This section
includes tables for randomly determining the character’s
special ability and descriptions of all the available special
abilities.

* Idiosyncracies — Every character has a chance to
possessapeculiar mannerismwhich may effect gameplay.
This section includes tables for randomly determining the
if a character has an idiosyncracy and descriptions of the
various standard idiosyncracies. It alsoincludes advice on
selecting character quirks, favoritequotesand other distin-
guishing characteristics.

* Per sonal History — Thissection providesguidelines
for developing a character’ s background, keeping adven-
turelogs and generally rounding out a character for usein
the world of Falgorna.

Setting out on the road to adventure
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The never ending conflict ...
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4.1 Social Standing

Every character adventuring in the world of Félgorna
has a social standing. Socia standing reflects the charac-
ter's position in society.

The social standing roll isdivided into four categories:
Social Class, adescription of the general station in society
that the character was born to; Social Rank, a description
of the charcter’s family wealth and standing in his social
class; Sibling Rank, the character'sbirth rank in hisfamily
(this category aso includes the number of siblings the
character has); and Sibling Standing, a description of the
character’ s relationship with his family.

Only oneroll should be made on each table. In the case
of Social Class and Socia Rank, the class and rank are
those of his more affluent parent.

Social Class

Slave — The character was born into slavery. He has
either escaped our been set free.

Commoner — The character was born to an unlanded
peasant family. The most likely occupation of his family
was that of a farming, fishing or some other form of
unskilled labor.

M erchant — The character was born into a family of
skilled craftsmen or merchants. Depending on the social
rank, he may be afreeman, guildsman, independent trader
or alesser member of a merchant house.

Gentry — Gentlemen are members of the lesser nobil-
ity, somelow-ranking leadersof temples, scholars, profes-
sionals, unlanded military officers, high-ranking members
of guilds and merchant houses.

Noble — Nobles are members of the ruling class. A
Noble usually owns land and has some authority over the
people that live on his land. Noble characters should
consult the Nobility Subtable to determine their father's
position among the nobility. If it should be determined that
the character's father (or mother) was royalty then the
royalty subtable must be consulted to determine the ch-
arcter'spositioninthelinetothethrone. Note, anoblechild
does not have the same title as his father (or mother), but
may at the DM's discretion receive alesser nobletitle.

Membersof thenobility enjoy rightsand priviledgesnot
accorded to the lower classes. Included among these ben-
efitsmay bespecial immunity to certainlaws, freetraining,
a +4 reaction bonus among people of his own land (+2
bonus elsewhere), and access to loans of items and gold.
Regardless of anoble's social rank, he begins play with a
mount, weapon and armor (at aminimum) inadditionto his
initial gold.

In addition, to the obvious benefit of being amember of
the nobility, a character who is a noble receives a special
"package" of bonus and recommended nonweapon skills

and 50 bonus physical skill points which must be used to
purchase aweapon skill. Thisbonus skillsreflect the extra
education and training a noble typically receies while
growing up in and around the courts and castles of the
priviledged class. These skills are received regardless of
the character's race. However, the DM may decide to
modify thelist slightly to reflect special circumstancesin
the character's history.

Bonus nonweapon skills include: Etiquette, Heraldry,
Local Family History and Local History. In addition, the
noble receives twohree the following as bonus skills:
Animal Training (usually dog, falcon or horse), Artistic
Ability, Bureaucracy, Charioteering, Connoisseur, Danc-
ing, Debate, Hunting, Land-based Riding, Law, Modern
Languages, Musical Instrument, Oratory, Poetry, Read-
ing/Writing, Religion, Seamstree/tailor (females only),
Singing, Statecraft or Stewardship. Any skill not selected
as abonus skill is considered arecommended skill.

The additional benefits of noble standing require the
noble character to earn an additional five percent in expe-
rience points to advance a level. (Note, the experience
penalty for Drow nobles is included in the race descrip-
tion.)

Social Rank

Social Rank describes the position of the characters
family among other families of the same class. Social rank
also determines the character’s starting wealth and the
amount of any inheritancethe character will receiveif both
his parents should die.

Sibling Rank

Sibling standing describes the characters birth rank. A
human character will have 1d6-1 + his sibling rank addi-
tional living brothers and sisters. If the character is a
bastard he will have 2d8-2 additional living brothers and
sisters. Thereis a 20% chance per sibling that the sibling
will beillegitimate.

Characterswho are first sons (not daughters) receive a
bonus of 10 percent to their initial funds and receive an
additional 10 percent in inheritance, plus their father's
lands and title, if any. Bastards receive 10 percent lessfor
their starting fundsand will rarely receiveaninheritanceif
they are of the gentry or noble Social Class (10% chance).

Sibling Standing

Sibling standing describes the character’ s relationship
with his family. It also describes the status of his parents
(whether they arestill living). Sibling standing can bevery
important in gauging a family member’s reaction to the
character. In addition, if both of a character's parents are
dead, he receives additional starting gold as listed under
inheritance on the Table 4.1.2: Social Rank.
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Blacksheep are unwelcome at home and shunned by
their family (though there may be some members of the
family that welcome them). Under normal circumstances,
a blacksheep suffers a -4 reaction penalty when dealing
with family members or close friends of the familiy (at the
DM's discretion). In addition, a blacksheep receives only
90 percent of the starting gold rolled for the character.

A character has a sibling standing of averageisjust an
ordinary family member, who has done very little to make
thefamily proud and very little to cause the family shame.
No bonus or penalty applies to this charcters starting

money or reaction adjustment.

A character who is a credit to his or her family is the
favorite son or daughter. Thischaracter isalwayswelcome
at home and receives some item of significance (the DM
decides this item) when he or she leaves home for the
adventuring life. A character who isacredit receivesa+4
reaction bonus when dealing with most family members.
However, when interacting with ablacksheep, hereceives
a-4 penalty to reaction.

Note, sibling standing is modified by the character's
race aslisted on Table 4.1.8.

Table 4.1.1: Social Class
doo Social Class
01-10 Slave
11-30 Commoner
31-80 Merchant
81-95 Gentleman
96-00 Noble
Table 4.1.2: Social Rank
Slave:
doo Rank Initial Inherit
01-80 Runaway 1d4 0
81-00 Freed 5d4 0
Commoner:
doo Rank Initial Inherit
01-25 Peasant 6d4 0
26-60 Average 6d6 3d6
61-85 Well-to-do 6d6x2 6d6
86-00 Wealthy 6d6x4 6d6x4
M erchant:
doo Rank Initial Inherit
01-25 Freeman 6d6x2 6d6x4
26-40 Trader 6d6x4 6d6x6
41-55 Guildsman 6d6x5 6d6x8
56-70 Lesser House 6d6x7 6d6x10
71-90 Wealthy 6d6x8 6d6x12
91-00 Very Wealthy 6d6x9 6d6x18
Gentry:
doo Rank Initial Inherit
01-20 I mpoverished 6d6x3 6d6x3
21-60 Average 6d6x5 6d6x8
61-80 Well-to-do 6d6x8 6d6x12
81-90 Wealthy 6d6x10  6d6x18
91-00 Very Wealthy 6d6x12  6d6x30
Noble:
doo Rank Initial Inherit
01-20 Impoverished 6d6x4 6d6x5
21-40 Poor 6d6x6 6d6x7
41-80 Average 6d6x10  6d6x15
81-90 Well-to-do 6d6x12  6d6x20
91-96 Wealthy 6d6x15  6d6x40
97-00 Very Wealthy 6d6x20 6d6x100

Table: 4.1.3: Nobility Subtable/Father's Title
doo Titlex

01-30 Knight

31-60 Baron/Viscount

61-80 Count/Earl

81-90 Marquis

91-96 Duke

97-00 Royalty (see Royalty Subtable)

*Titles vary by race and culture.

Table 4.1.4: Royalty Subtable

doo Relationship Intital Inherit
01-40 Distant 6d6x20  6d6x100
41-60 3rd Cousin 6d6x30  6d6x120
61-85 2nd Cousin 6d6x40  6d6x160
86-99 1st Cousin 6d6x100 6d6x350
00 Immediate
Family 6d6x500 N/A
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Table 4.1.5: Sibling Rank
Table4.1.5a: Human, halfling, humanoid birth
rank

diz Birth Rank
1-2 1st son/daughter
3 2nd son/daughter
4 3rd son/daughter
5 4th son/daughter
6 5th son/daughter
7 6th son/daughter
8 7th son/daughter
9 8th son/daughter
10-11 bastard*
12 special (roll on Table 4.16)

Table 4.1.5b: Dwarf, mul, half-elf, gnome, ul-
drabirth rank

ds Birth Rank
1-2 1st son/daughter
3 2nd son/daughter
4 3rd son/daughter
5 4th son/daughter
6 5th son/daughter
7 bastard*
8 roll on Table 4.15a
Table 4.1.5c: EIf birth rank
dé Birth Rank
1-2 1st son/daughter
3 2nd son/daughter
4 3rd son/daughter
5 4th son/daughter
6 roll on Table 4.15b

*Roll socia class and rank again to determine second
parent’s background.

Table 4.1.6: Special Sibling Rank

doo Birth Rank
01-50 9th son/daughter
61-70 10th son/daughter
71-90 10+1d10-rank son/daughter
91-97 twin (roll again for birth rank)
98-99 tripelet (roll again for birth rank)
00 special

Table 4.1.7: Sibling Standing

doo Standing
01-25 Blacksheep
26-75 Average
76-00 Credit to Family

Table 4.1.8: Racial Modifier to Sibling Standing

Race Modifier
Human 0
Dwarf +15%
Mul -10%
Elf (other than Drow) +15%
Drow -20%*
Gnhome +10%
Halfling +5%
Uldra +10%
Goblin -15%
Half-ogre -15%
Hobgoblin -5%
Kobold -15%
Lizard Man 0
Orc -10%
Half-orc -10%

*This reflects the fact that most Drow PCs are
outcasts.

Table 4.1.9: Parents' Status

Table 4.1.9a: Parents' for humans, halflings
and humanoids

d6 Status

1-4 Both parentsliving
5 One parent deceased
6 Both parents deceased

Table4.1.9b: Parents Statusfor dwar ves, muls,
Drow elves, half-elves, gnomes and uldra
das Status

1-6 Both parentsliving
7 One parent deceased
8 Both parents deceased
Table 4.1.9c: Parents' Status for elves other
than Drow
di2 Status
1-10 Both parentsliving
11 One parent deceased
12 Both parents deceased

“How fast has brother followed brother
from sunshine to the sunless land!’
— Lorminstra's High Priestess
Llara Clarion
spoken in the aftermath of the Battle
of Spurdon Greene, CYY 748
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Alover's tryst
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4.2 Place of Origin

A character's place of origin can be the place where he
wasborn or theplacehegrew up. Thereareno hard and fast
rules about how to select this place. However, every
character should haveat | east ageneral ideaabout wherehe
hales from.

Itisstrongly suggested the player, with the help of the
DM, determine his character's place of origin. However, if
this is not possible or desirable, a place of origin can be
determined randomly on the table following.

The Place of Origin table lists several broad groupings
of kingdomsand geographi c areas. Thesegroupingsshould
not beviewed aspolitical alliancesor even (in some cases)
asgroupingsof kingdomsin close geographic proximity to
each other. Rather they areatoolsfor determining random-
ly where a character comes from.

Thetableisdividedintothefollowing broad categories:

» Barbarian Lands are the undeveloped and uncivi-
lized regionsof the continent wherebarbarian and nomadic
peoples are prevalent;

* Dark Dominionsarethekingdomsand regionswhich
support a basically evil populations which include an
above average number of humanoids;

* TheGreat North Coast includesthe kingdomsalong
the northwestern portion of the continent from The Thorn
Lands (Eirbron) in the east to Bandoran on the west coast;

e The Hearthlands are the kingdoms in the north-
central portion of the continent which, among other com-
monalities, count the Empire of Roland as a common
enemy;

* Thelshmag L andsarethekingdomson the continent
of Félgorna which follow the Ishmag religion. These
kingdoms are similar to the Arabian peninsula of our
world;

* The Mountain Kingdoms are spread throughout the
continent and only sharethefact that they all include large
sections of mountains or hillsin their geography;

* TheOrient includesthekingdomson the east coast of
the continent, the lands of the samurai and wu jen;

 The Pél includes the kingdoms on the vast Plains of
Pel. Theseregionsshareastrong tradition of horsemanship
andtheconstant threat of invasionfromthefollowersof the
Ishmagq religion;

* The Empire of Roland heading includes the evil
Empire of Roland and the kingdoms and provinces under
itsdirect control or influence;

» TheSpecial category includesregionsthat acharacter
will comefrom only if he selectsa specific character class
or kit.

Following the table is a section which provides a brief
description of each of the kingdoms and geographic areas
listed. More detailed information on the areas listed is
available from the DM. Players are encouraged to help
devel op the background of their character'splaceof origin.

I=N
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Table 4.2.1: Place of Origin

The Great North Coast

Barbarian Lands
1-2 Black Hills

3 Black Mountains
4 Boulder Hills
5 Burning Islands
6-8 Dark Forest
9 Frozen Wastes
10 Garon-Bor
11-12  Het

13-14  Juad Wood

15 Redrake ldsle

16 Smoking Glass Desert
17-19  Vebroncy Plains

20 White Ice

Dark Dominions

Erie of Bloodlock
Everdark

Eye, Theocracy of the
Garon-Bor
Ravencraft

Roland

OO WN PR

1 Arken
2 Bartravia
3 Bandoran
4 Carthonia
5 Cyllene
6 Dolan
7-9 Eirbron
10 Ether
11 Nyfor
12 Paladondia
13-14 Roland
15-16  Rush, City-state of
17 Tartony
18-19  Thorn Lands
20 Urssia
Hearthlands
1 Bartravia
2 Carthonia
3 Cyllene
4 Dolan
5-8 Eirbron
9 Hestlegartle
10-12 Kent
13 Paladondia
14-15 Rush, City-state of
16 Tartony
17-18 Thorn Lands
18 Tumanzahar
19 Urssia
20 Wilnéven

Thelshmaqg Lands

1-3 Fellnor
4 Lorence
57 Sdlen

Uther
Yart

The Mountain Kingdoms

1 Aré Arda
2-3 Bartravia
4 Coltus
5 Dolan
6 Dzargritin
7 Hestlegartle
8 Het
9 Paladondia
10-11  Petty Kingdoms
12 Ravencraft
13 Thorn, Free-city of
14 Tumanzahar
15-16 Urssia
17 Vostead
18 Wilndven
19 Zlbregrunt
20 Zorgos, Kingdoms of
TheOrient
1 Téghorn
2 Lorence
4-6 Pantaerian Islands
ThePd
1-5 Pel
6 Carthenburg
7-8 Circle of Iron
9-11 Kent
12 Krakeland
13 Mare
14 Moroxia
15-17  Orange
18-20 Reamé

Empire of Roland

1-9 Roland
10 Arken
11 Coltus
12 Ether
13 Garin
14 Iré
15-16 Keto
17 Nyfor
18-19  Ravencraft
20 Vostead
Special
Idle of the Brothers

Adicia, |sle of the Amazons
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Area and kingdom summaries

Adicia, | Sleof — Theidleof theAmazonslocated inthe
Adian Ocean south of the continent. It's exact location is
unconfirmed.

Aré Arda — A sparsely inhabited region of miners,
fishers and farmers ruled by an immortal elf.

Arken, Province of — A semiautonomous region un-
der the sway of the Empire of Roland which provides a
refuge for demihumans persecuted by the sorcerer-king.

Bandoran — A kingdom of pirates, thieves and assas-
sins on the west coast of the continent.

Bartravia, Kingdom of — A prosperous feudal king-
dom in the Spur Passes ruled with an iron hand by a
paternalistic king. The culture is basically Germanic.

Black Hills— An extensive region of high hillson the
southeastern edge of the continent. Many dwarves and
barbarians live here.

Black Mountains — Two chains of mountains, the
Upper and Lower Black Mountains which divide the Ori-
ent from the west. These mountains stretch through vast
tracks of unsettled land.

Boulder Hills— Cold, barren hills on the north coast
just east of Garon-Bor, mostly inhabited by barbariansand
humanoids.

Burning Islands — A volcanic island chain in the
Turarctic Ocean north of the continent, inhabited mostly by
barbarians.

Carthenbirg — A landlocked agricultural kingdom
friendly with Pel, but strongly influenced by the Ishmaqg
religion.

Carthonia, Kingdom of — A weak agricultural king-
dom which exists at the pleasure of its more powerful
neighbors.

Circle of Iron — A lose confederacy of city-states
bound together for trade and mutual defense, |located onthe
southern coast of the continent

Coltus, Isleof — A largeisland on the west side of the
continent whereEriador Clandwarvesarefightingfor their
survival.

Cyllene, Republic of — A powerful seafaring, island
republic which maintains close ties with the City-state of
Rush.

Dark Forest — An immense forest which covers a
large portion of the continent beginning on the borders of
the Hearthlands and The Pel and stretching to the Empire
of Taghorn.

Dolan — Themilitaristic homeof the nobleorder of the
Knights of Erus.

Dzargritin, Clan Lands of — Home of the Dzargritin
Clan dwarves in the Upper Black Mountains.

Eirbron, Kingdom of — A beacon of learning and
knowledge with a strong Celtic atmosphere, home of the
high temple of Lilnana

Erieof Bloodlock — A land inthe Dislit Swamp ruled
by amysterious ring of extremely powerful wizards.

Ether, Province of — A vast training ground for the
legions of the Empire of Roland.

Everdark — The vast lands beneath the surface of
Fagorna, also commonly known as the Underdark. It is
home to the Drow and other less savory peoples.

Eye, Theocracy of the— A theocracy dedicated to the
Cult of Elementa Evil, located on a peninsula on the
southern side of the continent.

Fellnor — An oligarchy of five Ishmagq caliphs which
stands asthefirst line of defense against the Theocracy of
the Eye.

Frozen Wastes— Steppeland along the north coast of
the continent which are nearly uninhabitable.

Garin, Kingdom of — A small, moderately wealthy,
lackey state of the Empire of Roland.

Garon-Bor — The evil domain of the Demon Lord
Arrok. A wasteland which serves as home for humanoids
and evil barbarians.

Het — A dwarven kingdom in the Black Hills and
Lower Black Mountains in the southern region of the
continent.

Hestlegartle, Clan L andsof — Homeof theHestlegar-
tle dwarvesin the northern Spineridge Mountains.

Juad Wood — An aboreal forest in the northeastern
portion of the continent. Hometo Viking-like Juad barbar-
ians.

Isle of the Brothers — Home of an ancient order of
warrior-monkslocated in the Barmouth Bay. No onelands
on theisland without the permission of the order and lives
to tell the tail.

Iré, Provinceof — A rebelliousprovinceof the Empire
of Roland known as a safe haven for pirates.

Kent, Kingdom of — An extremely powerful kingdom
modeled on medieval France, locatedinthe central portion
of the continent.

K eto, Duchy of — Home of theworld's most notorious
slave lords, the historical enslavers of the lizard men.

Krakeland — An inhospitable and poor kingdom lo-
cated in the coastal swamps of the Barmouth Bay.

L orence, Sultanateof — A country onthesoutheastern
tip of the continent with an Ishmaq culture influenced
strongly by dwarves and Oriental philosophy.

Mare, Barony of — A prosperous province of Pel
known for its superior horse breeders.

M or oxia, Barony of — Aninsignificant region which
pledges loyalty to Pel.
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Nyfor — Anamazonian kingdom under the sway of the
Empire of Roland, located on the northwestern edge of the
continent.

Orange, Kingdom of — An agricultural kingdom in
the southern portion of the continent which isin virtually
constant warfare with Ravencraft.

Paladondia— Thewestern province of the old Paladi-
an elf empire.

Pantaerian | lands— Anextensiveisland chain of the
east coast of the continent. This region is Orienta in
culture.

Pel, Kingdom of — The famed horsemen of Pel make
their home in this kingdom on the plains.

Petty Kingdoms— A region of bandit lordsand rulers
of small fiefs.

Ravencraft — An evil kingdom loyal to the Empire of
Roland. The land teems with humanoids and constantly
warswith the Kingdom of Orange and its other neighbors.

Realmé, Kingdom of — A strong naval power at the
top of the Barmouth Bay, ardently opposed to the Ishmag
religion.

Redrakelse— A near tropical volcanic island on the
southern edge of the Gulf of Bright
in the Adian Ocean. Home to
barbarianswho worship an an-

cient red dragon.

Roland,theEmpir eof
— A vast empirewhich
dominatesthewestern
sideof thecontinent
under the evil
hand of the sor-
cerer-king
CetaTha. It
is a land
where
demihu-
mans are
perse-

cuted and humanoids walk the streets of cities.

Rush, the City-state of — The home of a bold and
powerful people who have broken free from the chains of
the Empire of Roland. It is probably the most prosperous
city on the continent.

Salen — A caliphate in the Ishmag lands which serves
as the base of operations for the famed House Quentari
merchant house.

Smoking GlassDesert — A vast arid region west of the
Spineridge Mountains which is inhabited by only a few
hardy humans and humanoids.

Téaghorn, Empireof — Thegreat eastern empire of the
Paladian elves, a strong oriental culture and home of the
world's most important magical academy.

Tartony, the Kingdom of — A defense-minded king-
dom that borders the Empire of Roland.

Thorn, Free City of — A prosperous city-state on the
southern side of the continent at the tip of Barmouth Bay.

Thorn Lands— A largetract of lightly-settled frontier
land which is part of the Kingdom of Eirbron.

Tumanzahar, Clan L ands of — Home of the Tuman-
zahar dwarves in the Misty Mountains.

Urssia, the Kingdom of — An extremely powerful,
militaristic nationwhich hasplaced theeyesof conquest on
several of its neighbors; Germanic in culture.

Uther — The home of crusaders who have survived
while surrounded by the forces of the Ishmaq faithful.

Vebroncy Plains— A prairie land which beginsin the
Kingdom of Eirbron and stretches east along the northern
border of the Dark Forest; the home of many horse barbar-
ians.

Vostead — A mysterious kingdom in the southern
Spineridge Mountainswhich serves ashome of the Cult of
the Stone of Truth. Thehigh priestisloyal tothe Empire of
Roland.

Wilndven, Kingdom of — A weak kingdom with an
enlightened ruler which acts as a buffer between the Em-
pire of Roland and Paladondia in the Spineridge Moun-
tains. The place has a Slavic-Swiss feel.

Whitelce— Anarctic region at the extreme northeast-
ern tip of the continent.

Yart — A religiously intolerant kingdom inthe I shmag
lands. It provesaconstant threat to kingdomswhich follow
other religious beliefs.

Zorgos, Kingdoms of — Twin kingdomsin the south-
ern Spineridge Mountains ruled jointly by humans and
dwarves.

Zlbregrunt, Clan L andsof — Home of the Zlbregrunt
Clan dwarves in the Crystal Hills and Boulder Hills,
influenced by Oriental culture.
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4.3 Alignment

From atop his mighty warhorse Sir Clairence Right-
blade surveyed histroops. Arrayed in full battle garb, his
men seemed mor ethan an even match for hisopponent. The
drilling had paid off. Sr Clairence knew each soldier was
awel|-disciplined fighting machine capabl e of forthrightly
dispatching his enemies and the enemies of his king.

Ontheother sideof theriver Lady Ariana Touveir gazed
upon her soldiers, their spears bristled above their heads
likethe hairson the back of an anger badger. Alowrumble
of many nervous voices had already begun to crescendo
into the battle cry that would erupt as they charged into
combat with her enemiesand theenemiesof her king. Each
man had trained for countless hours, preparing for a
moment like this when they would face enemies of the
Kingdom of Kent.

Lord Clairence could almost make out the lithe form of
his adversary on the other side of the river. He wondered
why the paladin stood her ground, when she obviously
fought onthewr ong side. Had her King not beenthe source
behind an increased tax on Eirbrony goods? Had her
people not caused hardship to his by depriving them of the
much needed gold they normally gained by selling their
products in the markets of Kent?

Lady Ariana raised her sword high above her head as
she prepared toissuethe order to attack. She could seethe
glint of the paladin’s armor on the other side as the noon
sun reflected off of it. How coul d hefight for such an unjust
cause? His people had attempted to flood the markets of
Kent with their surplus goods after an exceptionally pros-
perous growing season, while her people had little luck in
thefields. Negotiationshad broken down last week and her
king had ordered a special tax on goods imported from
Eirbron. Protests had followed and now this.

Lord Clairencelifted hislanceand preparedtoissuethe
order to charge. He looked back at his men and bellowed
a few words of encouragement. Then looking toward
heaven he asked his god for blessing, “ Erus grant me
victory!”

At the same moment, Lady Ariana, |ooked toward heav-
en and asked her god for his blessing, “ Erus grant me
victory!” Thevoicesof her soldiershadgrowntoafrenzied
war cry asthey preparedto chargetheenemy. Shelowered
her sword in command ...

Philosophy of alignment

The deepest problem with alignment in the AD&D
gameisitsinability toaddresssituationsliketheoneabove.
Whilethe above event never actually took placein Fal gor-
na, it could have.

Taking a conservative approach to the alignment rules,
the paladins in conflict above would be at risk of losing
their status as paladins regardless of their actions. It is

certainly not a good act to engage in mortal combat with
another paladin. But, what is the aternative? If either
paladin disobeyed an order from their king, that act of
disobedience would aso be a violation of the paladin's
alignment. Disobedienceisdefinitely not lawful, and prob-
ably not good.

A liberal interpretation of the rules might find a DM
deciding that both paladins were demonstrating Lawful
Good behavior. Both are supporting the will of their king
for the betterment of the people of their kingdom. Yet, if
both are acting in amanner consistent with the ethos of the
Lawful Good alignment then why is there a conflict? The
AD&D game’salignment rules seem to suggest that there
is never conflict between creatures of the same alignment
(at least not those of good alignment). Creatures of like
alignments manage to coexist in quiet harmony with each
other — they share a sort of camaraderie that rises above
real moral decision making.

Paradoxically the simple fact that the two sides are in
conflict nullifiesthe possibility that both paladins could be
acting in a Lawful and Good manner. The Lawful Good
alignment is a polar extreme. By its very nature, thosein
opposition to aLawful Good act must either be not lawful,
not good, or both. So one of the paladins (or both) must be
wrong. Y et, it can bedemonstrated that both are correct and
operating within the ethical guidelines of their chosen
alignment.

Both sides can legitimately claim they are right and
arguments can be made that both arewrong. The fact, that
neither can agree does not make one bear more blamethan
the other. While AD& D ispurefantasy, the narrow defini-
tion of alignment doesmoreto weaken the storylinesaDM
attemptsto weavethanto strengthenthem. Intherea world
misunderstandings, human weakness and imperfection
alow the type of situation like the one described aboveto
occur far too often. The results of these weaknesses often
give birth to drama often lost in Dungeons and Dragons
campaigns.

Most players want, whether they know it or not, a
believable experience when they play the game. Good
roleplaying beginswhen aplayer becomessoimmersedin
the character that he is able to suspend disbelief of the
fantasy world long enough for it and his character to
become real, even if for just moment. This flash of sus-
pended disbelief can become amemory that formsabasis
for astory retold countlesstimes around the gaming table.
This suspension of disbelief ismore easily achieved if the
world and its people are believabl e, and the world and the
peoplecanbemoreeasily believedif they have moredepth
than the two-dimensions currently allowed by alignment.

Alignment and Fdlgorna

The earliest versions of the Dungeons and Dragons
game included a much simpler version of the alignment
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rules. Characters and creatures were divided into three
major categories: Law, Chaosand Neutrality. The ensuing
years brought more detail to the system, but also setup a
situation where character and creature actions could be-
come predictable and two-dimensional.

Withtherelease of AD& D 2nd edition, onewould have
thought that the alignment rules would once again be
updated, however, they were not. Second edition align-
ment rulesarealmost unchanged fromfirst editionrules. In
addition none of the Player’s Option books dealt with
alignment in significant detail.

The problem withthealignment systemissimple. It too
narrowly defines a character’s morality and does not take
into account the rel ationship between the character'smoral
code and the moral code of the society in which he lives.

All creatureswith an alignment basetheir conception of
good and evil on the moral code established by the society
inwhich they live. Thisisnot to say that good and evil are
mutable concepts. Rather, it is to say, an individua's
understanding of these concepts is subjective. An evil
creaturelikely seesitsevil actionsas good and vice versa.
For example, an ogre would consider murder and thievery

exemplary behaviorsor “good” behaviors, while aPaladi-
an elf would not. (This specific problem with alignment
was dealt with in some detail in the Forgotten Realms
supplement, Giantcraft.)

The problem defined, how can it be remedied?

First, alignments in Falgorna are based on a Lawful
Good standard. This means, Lawful means respecting the
established order and Good meanspureandjust. A Chaotic
Evil character from a Chaotic Evil society is still free to
think of himself and lawful and good, however, for game
purposes heis still chaotic and evil.

Second, the definition of alignment in Félgorna is
changed. Alignment for most characters is no longer an
imperative, rather itisagoal . If thecharacter deviatesfrom
his given alignment, so be it. No “real” world person is
perfect, sowhy should acharacter beany different?n most
casesthe penaltiesfor deviating from one’ salignment will
not beleviedintermsof experience point penaltiesor bolts
of divine lightning striking from above, but rather in the
form of societal punishments.

Imagine the problems caused by the performance of an
evil act such as murder in a basically

good society which does not tolerate
such action. On amore practical level, a
character who frequently straysfromthe
moral base of the community will begin
to cause people to mistrust and dislike
him. A much more appropriate way for
the DM toreflect alignment deviationis
by imposing reaction penaltieswith peo-
ple who know of the deviant behavior.
However, some characters (such as
priests and paladins) may experience
more severe penalties for deviations.

Priests and paladins

A specia problem comes into play
with regard to priests, paladins, rangers
and other characterstied to an alignment
by aclass or kit restriction. A character
whoreceivespowersand spellsbased on
hisalignment riskslosingthefavor of his
deity should he stray too far from his
chosen moral code. Thesetypesof char-
actersshould striveto be paragons of the
moral code they have chosen.

However, all isnot lost if the charac-
ter deviates from his professed align-
ment. A minor deviation may only result
in achance of spell failure or the loss of
aminor power. However, depending on
theattitudeof thedeity granting power to
acharacter, aminor alignment deviation

Discussing morals with a dragon ... ?

may be all the excuse that is needed to
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completely stripacharacter of hisdivinely granted powers.

Penaltiesfor paladins, priests, rangersand similar char-
acters who deviate from their alignment are at the DM's
discretion. However, these penalties will seldom include
the loss of experience points.

Determining alignment

Every player character must chose an alignment. Fol-
lowing are general guidelinesto aid the player in selecting
an alignment for his character.

Good vs. Evil

Theforcesof good believeinthe sanctity of life, respect
for individual freedom and the right to pursue happiness.
Acts of cruelty, causing another to suffer or oppressing
othersfor personal gain are not thework of good creatures.

Evil embraces death, slavery and oppression as legiti-
mate means for gaining personal power and wealth. It is
diametrically opposed to good and revels in cruelty and
causing others to suffer. Selfishness and pride drive the
forces of evil onward.

Law vs. Chaos

The philosophy of law isthe philosophy theimportance
of organized society holding precedence over individual
expression and freedom. Law is the theory that through
order comes greater benefit to all parts of an organization.

Chaos, on the other hand, describes the philosophy of
individualism and self-expression in highest esteem. Cha-
os describes a belief that calls for individual freedom to
take precedence over the needs of a group.

Alignment divisions

There are nine basic alignments divisions derived by
combining the elements of Law, Chaos, Neutrality, Good
and Evil. InFalgorna, themost important of theseelements
are Good, Evil and Neutrality. Law and Chaos are merely
nuances of the Good, Neutral and Evil poles.

A summary of the nine alignments follows:

L awful Good — A character of thisalignment believes
an orderly, just society with awell-organized government
canhelpto createabetter lifefor themajority of the people.
To ensure the quality of life, laws must be created and
obeyed. When peopl e respect the laws and try to help one
another, society as awhole prospers. Therefore, aLawful
Good character strives for those things that will bring the
greatest benefit tothemost peopl eand causethel east harm.

An honest and hard-working serf, a kindly and wise
king or a stern but forthright minister of justice are all
examples of Lawful Good people.

L awful Neutral — Order and organization are of par-
amount importance to a character of this alignment. He
believes in a strong, well-ordered government, whether

that government is a tyranny or benevolent democracy.
The benefits of organization and regimentation outweigh
any moral questions raised by their actions.

Aninquisitor determinedtoferret out traitorsat any cost
or a soldier who never questions his orders are good
examples of Lawful Neutral behavior.

Lawful Evil — A Lawful Evil character believes in
using society and itslawsto hisown benefit. Structure and
organization elevate those who deserve to rule as well as
provide a clearly defined hierarchy between master and
servant. To this end, the Lawful Evil character supports
laws and societies that protect his own concerns. If some-
oneishurt or suffersbecauseof alaw that benefitsaL awful
Evil character, too bad.

A Lawful Evil character obeys laws out of fear of
punishment. He is usually very careful about giving his
word, because he may be forced to honor an unfavorable
contract or oath he has made. Once given, the Lawful Evil
character breaks hisword only if he can find away to do
it legally, within the laws of the society.

An iron-fisted tyrant, the head of a notrious thieves
guild and a devious, greedy merchant are examples of
Lawful Evil beings.

Neutral Good — A character of thisalignment believes
abalanceof forcesisimportant, but that theconcernsof law
and chaos do not moderate the need for good. Since the
universe is vast and contains many creatures striving for
different goals, adetermined pursuit of good will not upset
the balance; it may even maintain it.

If fostering good means supporting organized society,
thenthat iswhat must bedone. If good can only comeabout
through the overthrow of the existing social order, so beit.
Social structureitself has no innate value.

A baron who violates the orders of his king and spares
the lives of rebellious peasants who were deceived by an
evil leader is an example of aNeutral Good character.

True Neutral — A Character who follows this align-
ment believesin the ultimate bal ance of forces, the natural
order of the world, and he refuses to see actions as either
good or evil. Sincethemajority of peopleintheworld make
judgements, True Neutral charactersare extremely rare. A
True Neutral character does his best to avoid siding with
theforces of either good or evil, law or chaos. Itishisduty
toseethat all of theseforcesremainin bal anced contention.

A TrueNeutral character sometimesfindshimself forced
into rather peculiar alliances. To a great extent, he is
compelledto sidewiththeunderdoginany given situation,
sometimes even changing sides as the previous loser be-
comes the winner. A True Neutral druid might join the
local barony to put down atribe of evil gnolls, only to drop
out or switch sideswhen thegnollsare brought to the brink
of destruction. He would seek to prevent either side from
becoming too powerful. Clearly, there are very few True
Neutral charactersin the world.
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Neutral Evil — A character of thisalignment isprima-
rily concerned with himself and his own advancement. He
has no particular objection to working with others, or for
that matter, going it on his own. His only interest is in
getting ahead. If there is a quick and easy way to gain a
profit, whether it be legal, questionable or obviously ille-
gal, he takes advantage of it.

Although a Neutral Evil character does not have the
every-man-for-himself attitude of a chaotic character, he
has no qual msabout betraying hisfriends and companions
for personal gain. He typically bases his allegiance on
power and money, which makes him quite receptive to
bribes.

An unscrupulous mercenary, a common thief and a
double-crossing informer who betrays people to the au-
thorities to protect and advance himself are typical exam-
ples of Neutral Evil characters.

Chaotic Good — A character of this alignment is a
strong individualist marked with a streak of kindness and
benevolence. Hebelievesin all thevirtues of goodnessand
right, but has little use for laws and regulations. The
Chaotic Good character has no use for people who “try to
push folk around and tell them what to do.” His every
actionisguidedby hisownmoral compasswhich, although
good, may not alwaysbein perfect agreement with therest
of society.

A brave frontiersman, forever moving on as settlers
follow in his wake is an example of a Chaotic Good
character.

Chaotic Neutral — For the Chaotic Neutral character,
individualismreignssupreme. Thestricturesof society are
absolutely irrelevant to this character. Likewise, good and
evil have meaning only in relation to the individual needs
of this character. This does not mean the character is
unaware of the strictures of society; it only means he will
choose to serve his own needs if he thinks he can do it
without getting caught.

For example, a Chaotic Neutral may have no moral
objectiontokilling aguard rather than paying afine, but he
knows that the personal conseguences he faces by killing
theguard aregreater than those hefacesby paying thefine.
Now, if that same guard attempted to collect thefinewhile
standing al one at thetop of astairwell, the Chaotic Neutral
character's actions might be quite different.

Chaotic Neutral characters in general are notoriously
unreliable. The only thing that can be relied upon when
dealing with a Chaotic Neutral character is that he will
always be looking out for Number One.

Hardened thieves, lunatics and madmen tend toward
Chaotic Neutral in alignment.

Chaotic Evil — This character isthe bane of al that is
good and orderly. A Chaotic Evil character ismotivated by
thedesirefor personal gain and pleasure. He seesabsol ute-
ly nothing wrong with taking whatever he wants by what-

ever means necessary. Laws and government are thetools
of weaklings unable to fend for themselves. The strong
havetheright to takewhat they want and theweak arethere
to be exploited.

When Chaotic Evil characters band together, they are
not motivated by adesireto cooperate, but rather to oppose
powerful enemies. Such agroup can be held together only
by a strong leader capable of bullying his underlings into
obedience. Since leadership is based on raw power, a
leader islikely to bereplaced at thefirst sign of weakness
by anyonewho can take hisposition away from him by any
method.

Bloodthirsty buccaneers and monsters of low intelli-
gence are fine examples of Chaotic Evil personalties.

Alignment variations

The nine basic alignments are further defined by the
order of the words combined to create the alignment. The
second word in the combination is the more important
moral compass for the character. The first word is a
modifier to this basic moral persuasion. For example, a
character could be Lawful Good or Good Lawful. The
difference between the two is slight but significant.

Spells and alignment

Spellswhichdivinealignment, such asdetect evil, know
alignment and others, and spells which provide special
protection from creatures of a specific alignment, such as
protectionfromevil and protection fromevil 10' radius, do
not function in the Falgorna campaign setting in the same
way they do in other Dungeons and Dragons campaign
settings. These spells have little effect on mere mortals.

Spells which protect against evil or good, never effect
mortal creatures from the same plane as the spellcaster.
Likewise, a spellcaster will not detect evil (or good) in a
mortal creaturewhichisnot at thetime of casting thinking
evil (or good) thoughtsor inthe process of committing and
evil (or good) act. The know alignment spell will never
reveal the alignment of a mortal creature,

With regard to creatures native to the outer planes,
alignment detection abilities work normally. These crea-
tures have a strong ties with areas which embody the very
essence of an alignment. For example, tannari are always
Chaotic Evil, this never changes, their alignment is what
makes them what they are.

Likewise, creatures such as undead who draw energy
from another plane are often steeped in the forces of a
certain alignment. Thisiswhy thealignment of undead can
always be detected. The strong negative force they draw
from the Negative Material Plane manifestsitself as palat-
able evil on the prime. Why mummies, who draw energy
from the Positive Material Plane, radiate evil isamystery
which sages have yet to unravel.
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4.4 Life and Luck

Life Points measure a character’s life energy level.
They gauge vital essence, the unseen force that binds a
character’s soul or spirit to his body.

Thislife energy isall important to acharacter’ s contin-
ued mortal existenceontheprimematerial plane. Strongest
in youth, life energy gradually wanes as a character ages
and fades compl etely when the time comes for a character
todieof oldage. A character whodiesof oldagehasnoL.ife
Points remaining. However, natural aging is not the only
way a character can lose Life Points.

Starting Life Points

A character determines starting Life Pointsby rolling a
dieasindicated on Table 4.4.1, accordingto hisrace. To
this number is added a modifier for the character's Ego/
Auraability scoreand one point per character level (multi-
classed and dual-classed charactersgain onepoint for each
level in all their classes).

Life Points are gained automatically, like hit points,
when the character reaches a sufficient experience point
total to bring him to the next level. No training isrequired
toreceivethebenefitsof additional Life Points. LifePoints
can not be increased through any known type of special
training. However, there may be magics that can tempo-
rarily increase Life Points or that utilize Life Points to
increase the potency of magic.

Table 4.4.1: Starting Life Points:
Race Starting roll
human 2d6
dwarf 3d6
mul 2d6
ef 3d12
half-elf 2d8
halfling 2d6
gnome 3d8
uldra 3d10
goblin 1d6
half-ogre 2d6
hobgoblin 2d6
kobold 2d6
lizard man 2d6
orc 1d4
half-orc 1d8

Losing Life Points

Unfortunately for the adventurer, there seem to be far
too many ways to lose Life Points permanently. Some of
the more common ways to lose Life Points are through

undead attacksand necromantic magic. LifePointsarealso
lost by recipientsof aresurrectionor raise dead spell, and
of course, through the process of natural aging.

Undead

The positive life energy represented by Life Pointsis
also the food upon which many undead creatures feed.
Level draining undead tap this energy each time they
successfully hit a living creature. In Félgorna, a level
draining attack by an undead creature only temporarily
reduces the experience level of a creature it strikes. For
every level the creature drains, one Life Point is lost
permanently. Experience levels and all their associated
benefits are also lost temporarily.

Undead which unnaturally age acreature wreak special
havoc on mortals, draining one life point from a character
per 10 years of unnatural aging suffered.

Levelslost to energy draining undead are recovered at
therate of onelevel per day. However, lost Life Points can
only be restored through a restoration spell. Life Points
lost to unnatural aging may only be restored through a
restore youth spell or similar magic. When a character is
reducesto zero Life Points, the character dies within 1d3
days unless the life points are restored.

Death magic and other draining spells

Necromantic magic that sapslife energy temporarily in
the form of Hit Points, such as spells like vampiric touch,
alsoreduceL ifePoints. However, thereductioninthiscase
istemporary. For every 10 Hit Points (or fraction there of)
caused by necromantic life draining magic the character
affectedlosesoneLifePoint. LifePointslostinthismanner
arerecovered at the rate of one point per day of complete
rest.

Spells that drain energy levels temporarily or perma-
nently such as enervation and energy drain also reduce
Life Points. If the drain is normally permanent, then the
Life Point loss is also permanent. If the level drain is
temporary, then the Life Point loss is also temporary.

LifePointsthat arelost temporarily can also berestored
through the use of a heal or restoration spell.

Necromantic spells that kill a victim’s soul or spirit,
such as the death spell, drain all remaining Life Points
permanently.

In addition, certain spells, such aswish, limited wish,
permanency, resurrection, raise dead and others, sap Life
Points permanently from the caster as detailed in the spell
descriptions. Life Points lost in this manner cannot be
recovered by any known means.

Resurrection and raise dead

Character’'s can also loose Life Points by being the
beneficiary of resurrection or raisedead. Boththese spells
causeapermanent lossof Life Pointsin additiontotheloss
of Constitutionfor raisedead. Thecostinlife pointsvaries
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according to the character’s race and class as shown on
Table4.4.2. A lossof Life Pointsin this manner cannot be
restored through the use of arestoration spell or any other
known magic, but can be negated through divineinterven-
tion.

Table 4.4.2: Life Pointloss from resurrection
and raise dead

Life Point
Race loss
human, mul, goblin, half-ogre, 1
hobgoblin, kobold, lizard man,
orc, half-orc
dwarf, half-elf, halfling 2
gnome, uldra 3
elf 4

Natural aging

As a character grows older he loses life points also.
Character’s whose age category is not yet “mature” are
considered to have double their total normal Life Points.
“Mature” characters have the standard amount,

When a character reaches middle age he loses 25 per-
cent of hisremaining Life Points (round down). When the
character reaches the Old Age category he loses half his
remaining Life Points (round down) and when the charac-
ter reaches Venerable Age he loses half the Life Points
remaining since he reached Old Age (round down). The
character can survive with only one Life Point, indefinite-
ly. However, if the character is permanently reduced to
zero or fewer Life Points through any means, he will die
without the possibility of resurrection, A character with at
least one Life Point dies when he reaches the age of death
as determined in secret by the DM.

Luck Points

In the Dungeons and Dragons game, luck is what
separates an adventurer from the masses. Luck isan unex-
plainable force that makesitself known at the most oppor-
tune times, often acting to save a character's life or by
allowing acharacter to perform an otherwiseimpossibleor
heroic act. Luck Pointsareaway toreflectin AD& D game
terms the effects of this special force which distinguishes
a hero from the unwashed masses.

Starting Luck Points

A first-level human character begins play with 1d4+2
Luck Points. All other characters (demihuman and human-
oid) begin with 1d4 Luck Points.

Inadditiontothesestarting L uck Points, amulti-classed
character receives a bonus Luck Point for each class

beyond the first. Thus a wizard/fighter/thief will receive
1d4+3 Luck Points at first level. One or more bonus Luck
Points may also be received as abenefit of the kit selected
by the character.

A character may also receive bonus Luck Pointsat first
level for ahigh Ego/Auraability score. BonusLuck Points
receivedfor ahigh Auraareaonetimebenefit gained by the
character at first level.

Gaining additional Luck Points

A character that survives beyond first level usually
possesses a greater quotient of luck than the average
peasant. To reflect this Dungeons and Dragons game
terms, the character receives an additional Luck Point
every time he advances in level (a multi-classed or dual-
classed character gains a Luck Point for each level he
advancesin all hisclasses). The DM may also award Luck
Pointsat hisdiscretion at the compl etion of an adventureor
asareward for good roleplaying.

Using Luck Points

In gameterms, Luck Points can be used for avariety of
purposes. However, all usesof Luck Pointsareat theDM’ s
discretion. In general, Luck Points are more powerful
when used beforeadieroll ismade. However, Luck Points
can be used after aroll ismade, but with lesser effect. Inall
cases, the use of a Luck Point(s) must be declared during
the round in which the action to be affected takes place.

Following are some examples of a how one or more
Luck Pointsdeclared beforeadieroll ismade can be used.

Use of single Luck Point before die roll:

» Automatically make a saving throw normally rolled
without penalty;

« Automatically hit or parry an opponent's attack;

* Change a successful hit to anatural 20 (with achance
for acritical hit);

« Cause an opponent to suffer maximum damage from
asuccessful hit by the character or aspell which hasfixed
damage of 20 hit points or less or uses only one die to
determine damage;

* Reroll 1sand 2sfor damage caused by aspell or special
ability which uses more than one die to determine damage
(for example, awizard casting a10d6 fireball could reroll
any one or two result when determining damage);

» Automatically wininitiative or attack one phase more
quickly than normal;

» Automatically make an ability or skill check;
* Make an extra attack;
« Avoid an automatic attack by an opponent;

» Complete a heroic task without rolling for success,
such as leaping a chasm, tearing a door of its hinges or
lifting a heavy (man-sized) object.
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Use of two Luck Points before a die roll:
» Automatically make any saving throw;

* Receive a saving throw of 20 modified by special
protections (such asaring of protection) against an attack
or effect which normally doesn't allow a saving throw
(such as life draining attacks by undead);

» Automatically roll a natural 20 (no to hit roll neces-
sary) with anormal chance for acritical hit;

» Automatically make a called shot on an opponent;

» Automatically cause an opponent(s) to suffer maxi-
mum damage from a spell or special ability which uses
more than one die to determine damage;

» Avoid amagica or mechanical trap that has already
sprung;

» Make two extra attacks in a round;

» Attack two phases more quickly than normal;

» Complete a heroic task without rolling for success,
such as leaping a chasm while carrying a companion,
lifting a large- or huge-size object or breaking through a
thin stone or brick wall.

Use of three Luck Points before a die roll:

» Automatically score arandom critical hit on an oppo-
nent;

» Cause an opponent to suffer maximum damage from
aspell or special ability and to suffer the effectsof acritical
strike (opponent still receives a saving throw at -4 if
applicable);

» Make an extrathree attacks in around;

» Attack or act first in around, regardless of the oppo-
nent'sinitiative or special abilities;

» Complete an action which is normally outside the
scope of the Dungeons and Dragons rules.

Use of Luck Point before the beginning of a round:

A Luck Point can also be used at the beginning of a
round to affect all of asingle category of actions taken by
acharacter during theround. Some examplesof thistypeof
Luck Point usage follow:

» +4 to hit on all attacks;

* +4 to damage on all attacks;
* +4 bonus to Armor Class;
 +4 to al saving throws.

Use of a Luck Point after a die roll is made:

A Luck Point may beused after adieroll hasbeen made
to reroll the die. A reroll must be declared immediately
after thedieroll in questionisfailed. For example, aL uck
Point could be used for the following:

* Reroll afailed saving throw;

* Reroll afailed attack or parry;

* Reroll an unsatisfactory damage roll;
* Reroll an ability or skill check;

« Force an opponent to reroll damage from a physical
attack (the character deflects or dodges part of the blow);

* To stop bleeding from a critical wound or when the
character is reduced to -1 hit points or less;

« To negate an opponent's use of Luck Point.

The only limit to the number of Luck Pointsthat can be
used in around isthe number of Luck Pointsthe character
possesses. For example, a character could use multiple
Luck Points to repeatedly reroll a saving throw or to
repeatedly counter an opponent's Luck Points.

However, acharacter may never transfer aL uck Point to
acompanion or another creature. For example, acharacter
could not use a Luck Point to enable his comrade to
automatically score a successful hit, but he could use a
Luck Point to maximize the benefits of the cure light
wounds spell he uses to heal his comrade.

In addition, Luck Points may never be used during the
character creation process (when rolling ability scores, hit
points, checks for psionic wild talents, etc.).

NPC and creature Luck Points

Player characters are not the only ones who receive
Luck Points. Powerful NPCs and monsters may also have
Luck Points at their disposal at the DM's discretion.

Use of Life Points as Luck Points

A character may, at hisdiscretion, expend hislifeforce
to complete heroic deeds. A character may exchange Life
Points for Luck Points on a one-to-one basis for this
purpose. Life Points used in this manner are lost perma-
nently. Note, the reverse is not possible. Luck Points may
not be exchanged for Life Points.
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Andarta, goddess of war, has a taste for cruelty
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4.5 Special Abilities

In Falgorna there are no artificial level limitations for
non-human races. Thismay seemto put humansat asevere
disadvantage when compared with members of other races
who possess myriad specia racial abilities.

On the contrary, humans are the only PC race that can
exceed 18 in all of the ability scores. Humans also find
greater general acceptancein theworld becausethemgjor-
ity of the population is human (woeto the orc trying to by
adrink inthe local tavern or the light-fingered Variquesti
found prowling the streets of ahuman city after dark). The
varioushuman nationsgainafew racial abilitiesasdetailed
inChapter 2. Inaddition, humansaretheonly racethat may
choose to become a dua classed character, but this is
countered to some degree, possibly surpassed by the non-

human ability to become mult-classed.

Despite these benefits, the human advantages pale in
significance when compaired to the dwarven resistance to
poison or the elfin ability to resist sleep and charm spells.
To help balance humans as a viable character race, all
human (and muls who favor their human side) PCsgain a
special ability uniquetotheir character classdetermined by
rolling on the tables following.

It should be noted that not all humans have a special
ability. Butchers, bakers, and candlestick makersarevery
unlikely to have a specia ability. Usually only humans
with acharacter classwill have aspecial ability, but afew
especially talented bakers and barbers do roam the world.
Perhapsthey areadventurerswhoignorethecall or perhaps
they have yet to hear it. Whatever the answer may be, the
special ability iswhat makes an adventurer an adventurer.

“Fight fire with fire and magic with magic ..."
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Table 4.5.1: Special Abilities for Fighters, Gladiators, Rangers, Paladins, etc.

doOrall

01-04

05-08
09

10
11-13
14
15-18
19
20-22
23-25
26-28
29-32
33-34
35-37
38
39-43
44
45-46
47
48-50
51
52
53-54
55
56
57-59

Special ability

+1 to hit and damage

ability score bonus (physical)
ability score bonus (mental)
agility

attack immunity

beastmaster

bonus skill

bonus to all saving throws
bonus to saving throw category
bump direction

climbing

courage

creature friend

expert skill

extraordinary liar

fast learner (weapons)
favored by deity

fearless

fight like a bear

hated foe

healer

immortal

incredibly handsome/beautiful
infravision/ ultravison

innate spell ability

keen hearing

doOroll
60-62
63
64-65
66
67
68

69
70

71
72-73
74
75-77
78
79
80-81
82-83
84-85
86
87-88
89
90-91
92-95
96-97
98
99
00

Special ability
keen sight
locksmith

luck

magic resistance
master craftsman
mechanical intuition

mixed blood
pickpocket/ petty thief
psionic immunity

rapid healer

repulsive taste

saving throw bonus, one attack form
speed

stealth

superior horseman
superior sense of smell
superior sense of taste
superior weapon master
tough skin

true sight

weapon master

weapon specialist
weapon high master
choose any ahility
taketwo rolls
takethreerolls

Grinning Skull orcs on the warpath
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Table 4.5.2: Special Abilities for Priests, Crusaders, Druids, Monks, etc.

doOroll  Special ability doOroll  Special ability

01-03 ability score bonus (mental) 77 protection from evil/ good,

04-05 ability score bonus (physical) 10 radius

06-07 “All"” sphere expert 78 psionic immunity

08-09 attack immunity 79 rapid healer

10-11 beastmaster 80 repulsive taste

12-14 bonus skill 81-83 saving throw bonus, one attack form
15 bonus to all saving throws 84 stealth

16-17 bonus to saving throw category 85-86 superior horseman

18-19 bump direction 87 superior memory

20-22 casting competency 88-89 superior sense of smell

23-24 casting competency, one spell 90-91 superior sense of taste

25-26 comprehend languages ability 92 tough skin
27 climbing 93-94 true sight

28-29 courage 95-96 undead bane

30-31 creature friend 97 zedlot

32-33 disease immunity 98 choose any ability

34-35 evil detection 99 take two rolls

36-37 expert skill

38-39 fast spell recovery
40-41 favored by deity

take threerolls

42 fearless
43 good detection e
44 hated foe : :
45-47 healer
48 immortal
49 incredibly handsome/
beautiful
50 infravison/ ultravision
51 innate spell ability

52-53 keen hearing
54-55 keen sight

56-57 legend lore

58 life energy protection
59 life protection
60-61 linguist
62 locksmith
63-64 luck
65 magic resistance
66 magic smith
67 master craftsman
68 mechanical intuition

69-70 memory
71-72 mixed blood

73 oracle
74 pickpocket/ petty thief
75-76 protection from evil/ good
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Table 4.5.3: Special Abilities for Thieves, Bards, Assassins, Psionicists, etc.

doOroll  Special abilities doOroll  Special ability

01-04 +1 to hit and damage 60-63 keen sight

05-08 ability score bonus (physical) 64 legend lore

09-10 ability score bonus (mental) 65-67 luck

11-12 agility 68 magic resistance

13-14 armor wearing rogue 69 master craftsman

15-18 attack immunity 70-73 mixed blood

19-21 backstabber 74-77 powerful underworld contacts

22-25 bonus skill 78 psionic immunity
26 bonus to all saving throws 79 rapid healer

27-28 bonus to saving throw category 80 repulsive taste

29-32 bump direction 81-82 saving throw bonus, one attack form
33 courage 83-84 secret door locator

34-36 creature friend 84-86 speed

37-39 expert skill 87-88 superior horseman

40-43 extraordinary liar 89-90 superior sense of smell
44 favored by deity 91-92 superior sense of taste
45 hated foe 93-94 thieving specialization
46 healer 95 tough skin
47 immortal 96 treasure sense

48-51 incrdibly handsome/ beautiful 97 true sight

52-53 infravision/ ultravision 98 choose any ability

54-55 innate spell ability 99 take two rolls

56-59 keen hearing 00 take threerolls
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Table 4.5.4: Special Abilities for Wizards, Specialist Wizards, Incantrix, etc.

doOrall

01-04
05
07-08
09-12
13
14-15

16-17
18-21
22-25
26-27
28
29

30-33
34-35
36

37
38-39
40
41-43
a4
45
46-47
48
49

50
51
52-53
54-55

Special ability

ability score bonus (mental)
ability score bonus (physical)
attack immunity

bonus skill

bonusto all saving throws
bonus to saving throw category
bump direction

casting competency

casting competency, one spell
comprehend languages ability
climbing

courage

creature friend

detect magic by touch

detect magic 60' radius

evil detection

expert skill

extraordinary liar

fast spell recovery

favored by deity

good detection

healer

immortal

incredibly handsome/ beautiful

infravision/ ultravison
innate spell ability
keen hearing

keen sight

doOoroll
56-59
60
61-62
63
64
65-66
67-69
70
71-72
73-76
77
78
79
80
8l
82-83
84
85-86
87-89
90-91
92-93

95
96-97
98
99
00

Special ability
legend lore

life protection

linguist

locksmith

luck

magic resistance
magic smith

master craftsman
mechanical intuition
memory

mixed blood
pickpocket/petty thief
psionic immunity
rapid healer

repulsive taste

saving throw bonus, one attack form
stealth

superior horseman
superior memory
superior sense of smell
superior sense of taste
telepathy, 60" radius
tough skin

true sight

choose any ability
take two rolls

take threeralls
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Special Ability Descriptions

+1to hit and damage — A character with this SA has
a+1 bonusto hit and damage with aweapon of hischoice.
This bonus is cumulative with all other bonuses. The
weapon must be picked at first level and cannot bechanged.

Ability score bonus — This SA gives a character a
bonus of +1 to +3in an ability score determined randomly
on the tables below. A character with this special ability
may exceed the racial ability score maximum of 19 to a
maximum score of 20.

Table 4.5.5a: Physical abilities

1-3 Strength
4-6 Dexterity
7-9 Constitution
o, 10-11 Observation
E 12 roll twice ignoring rolls of 12
Ly
&
by
! Table 4.5.5b: Mental abilities
1 Intelligence
2 Wisdom
3 Charisma
4 Ego
5 Sanity (+1 = 5%)
6 Observation

Agility — The character with this SA may increase his
Dexterity score by +4 to amaximum of 19. His Dexterity
AC adjustment is doubl ed.

“All" sphere expert — The priest with this special
ability casts all spells from the All Sphere at double
effectiveness (doubleduration, areaof effect, range, etc.; a
bless spell would give the creatures affected a+2 bonusto
hit, etc.).

Armor wearing rogue — The rogue with this SA has
learned how to wear armor so that it doesn’t affect his
thieving skills. He may wear armor with an encumbrance
ratinglessthan“bulky” (banded, splint, plate, etc.) without
penalty to his thief abilities. It is near impossible to
perform thief abilitiesin “bulky” armor and the character
receives no benefit when attempting to do so.

Attack immunity — The character with this SA is100
percent immuneto asingle special attack form such asred
dragon breath, acid, blue lotus poison, petrification by
gorgons, or asinglespell. Thenature of theattack formthe
character is immune to may be chosen by the player. A
character with an attack immunity will never take damage
or experiencean adverseeffect fromthistypeof attack. An
immunity to a normal attack form cannot be taken. For
exampleacharacter could not beimmuneto swords, but he
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could beimmune to the magical fire produce by aflaming
sword.

Backstabber — Theroguewiththis SA hasaknack for
dispatching enemies by attacking them from behind. His
backstabbing multiplier isincreased by one.

Beastmaster — A character withthisSA hastheability
to communicate telepathically with all natural animals.
Natural animals include giant-sized versions of normal
animals, but never includes creatures with magic attack
forms or sentient beings.

Hemay forge atelepathic link with up to 1d4 creatures.
He may accomplish this by maintaining constant contact
with asingleanimal for aone-week period. Theanimal(s)
linked to the character in thisway will act asfamiliarsfor
the character as if he had cast the first-level wizard spell
find familiar.

Animals linked with the character will give the beast
master a +1 bonus to his hit point total per hit die of the
creature. If the creature should diethe character will loose
double the number of bonus hit points permanently. The
character can chooseto release an animal from hiscontrol,
but he will not be able to bond with areplacement animal
for 2d4 weeks.

Normal animalswill not harm abeastmaster unlessthey
are attacked.

Bonusskill — Thecharacter with this SA isamaster of
a certain skill. The character can pick one non-weapon
skill to receive asabonus skill (4x ability) and in addition
adds 20% to the skill score.

Bonustoall savingthrows— A character withthisSA
gains a bonus of +1 to +3 on al saving throws as deter-
mined by apercentile dieroll. Saving throw bonus: (01-
75) +1, (76-95) +2, (96-00) +3.

Bonusto saving throw category — A character with
thisSA gainsabonusof +1to+3toall saving throwsunder
one category on the saving throw table: poison, death
magic; polymorph, paralyzation; wand, staff, rod; breath
weapon; or spells.

The amount of the bonusis determined by a percentile
dieroll: (01-60) +1, (61-90) +2, (91-00) +3.

Bump dir ection— ThisSA reflectstheuncanny ability
of the character to never get lost under ordinary circum-
stances. A character with this SA has a 95 percent chance
to be ableto find hisway home or to wherever he wantsto
go, even if blindfolded or stranded in an unfamiliar area
without having the benefit of knowing how he got there
(i.e., teleport, etc.).

Following a guide with bump direction can be confus-
ing. Oneday hemay lead the part due north asserting, “this
isdefinitely theright way” and uponwakinginthemorning
leads the party the opposite direction, insisting that he is
till going the same way as the day before.

A character who uses bump direction will require 1d6
timesaslong to reach hisdestination asacharacter follow-
ing aknown trail or using a map.

Casting competency — This SA can prove very valu-
able to the spell caster. A character with this SA has an
uncanny grasp of the theory of magic or an unequaled
understanding of the nature of divine magic. In game
termsthisisreflected by athe wizard or priest being able
to cast spellsfrom a specific school or sphere asif he was
two levels higher. The caster also receives a bonus of +1
to all saving throwsvs. spellsfrom the school or sphere of
competency and his opponents saveat -1 vs. spells cast by
the character from the school or sphere in which he is
competent. In addition, a wizard who is competent in a
school of magic learns spells from that school as if his
intelligence were +1 and with a bonus of +15% to his
chance to know a spell. A character with this SA never
gains any additional spells because of this ability.

To determine which school or sphere the character has
specia competency in roll on the following tables.

Table: 4.5.6 Wizard School Competency
di2roll* School

1 Abjuration
2 Alteration
3 Conjuration/ Summoning
4 Enchantment/ Charm
5 Greater Divination
6 Ilusion/ Phantasm
7 Invocation/ Evocation
8 Necromancy
9 Air Elemental (Wind)
10 Earth Elemental (Sand)
11 Fire Elemental (Flame)
12 Water Elemental (Sea)
13 Dimension
14 Force
15 Mentalism
16 Shadow
17 Alchemy
18 Artifice
19 Geometry
20 Song

21-22 Universal
23 Taketworolls
24 Player's choice

*Roll d6 on aresult of 4to 6 add 10 to the d12 roll.

Specialist wizards will always be competent in their
specialty school, but should roll on the Wizard School
Competency table any way. If the roll indicates the
wizard' sspecialty school asthe school of competency then
the wizard will cast spells from that school asif hewerea
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wizard of threelevels higher than hisown. Hewould save
vs. spellsfrom that school at abonus of +3, and opponents
would save vs. his spellsfrom that school at -3. All other
rolls but a 23 (take two rolls) should be ignored.

A specidlist will never be competent in an opposition
school, but if the result of the specialists competency roll
is 23, he will be alowed to roll for a second school of
competency (hisfirst competency isalwaysconsidered his
specialty school). If the second school of competency isan
opposition school then the specialist will be allowed to
learn and cast spells from that school with a-15% penalty
to his chance to learn a spell, no other bonuses apply. He
may know spells from the opposition school as if his
intelligence were six less than normal.

For example, aspecialist wizard with an intelligence of
18rollsa23 (taketworolls) on hiscompetency roll. Heis
assumed to be competent in his specialty field already; his
second roll results in an opposition school, therefore he
may |earn spellsfromthat school asif hisintelligencewere
12 with a-15% penalty. He would have a 35% chance to
learn a spell, would never be able to cast a spell over 6th
level, and could learn no more than seven spells per level
in that school.

Wild Mages and Incantrix will always be competent in
wild magic and incantrix magic respectively. These wiz-
ards should roll on the Wizard School Competency table
like a specialist, with a roll of 24 being considered wild
magic or incantrix magic.

“Hedling magic, the blessing of adventurers”

Table: 4.5.7 Priest Sphere Competency

DieRall Sphere

01-04 All

05-08 Animal

09-11 Astral

12-14 Chaos

15-18 Charm

19-22 Combat

23-25 Creation

26-28 Curses

29-32 Divination

33-36 Elemental
1 Air
2 Earth
3 Fire
4 Water

37-40 Guardian

41-43 Healing

44-47 Law

48-51 Necromantic

52-55 Numbers

56-59 Plant

60-63 Protection

64-67 Summoning

68-71 Sun

72-75 Sun Reversed

76-79 Thought

80-83 Time

84-87 Travelers

88-91 War

92-95 Wards

96-99 Weather

00 Taketworolls

Priestswill never be competent in asphere of magic not
availabletothem because of their religiousfaith. If apriest
rolls 00 (take two rolls) and on subsequent rolls gains the
sameresult twice, hewill cast spellsfrom that sphere asif
he were three levels higher (see specialist wizard special
circumstance).

A priest who is competent in a sphere of magic casts
spellsfrom that sphere with no chance of spell failure and
asif his Wisdom were +1.

Casting competency, onespell — ThisSA isidentical
to Casting Competency above, butislimitedto one spell of
any level chosen by the character. A wizard character will
automatically gain access to this spell and may placeitin
his spellbook when hereachesthe minimum level required
to cast it.

Comprehend languages ability — This SA givesthe
character a specia nonweapon skill similar to the thief
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ability of the same name. The nonweapon skill starts at a
percentage equal to the character’s Intelligence/K nowl-
edgeand canbeincreasedasaMental 1 skill. Thisskill can
be used to read magical writings.

Choose any ability — A character may choose any
single special ability from the table for his class.

Climbing — The character with this SA has a natural
climbing ability equal to four timeshis Dexterity/Balance.
This ability allows a character to climb walls as a thief.
After the base chance has been calculated the character
may add an adjustment for high Dexterity/Balanceif appli-
cable. A character who wears armor will be penalized as
if hewereathief wearingarmor. Thisskill canbeimproved
asif it were aPhysical 4 skill.

Courage — The character with this SA shows above
average bravery in the face of danger. In game terms he
receivesa+1 bonusto all savesvs. fear, and a +5% bonus
to Sanity checks.

Creaturefriend — ThisSA indicatesthat the character
has intimate knowledge of the customs, ethics, lifestyle,
traditions and language of arace of sentient beings. Some
time earlier in life this character befriended a single indi-
vidual of this race and became through that friendship an
“adopted” member of the race. Dragon friend, EIf friend,
Orc friend, etc. are all examples of Creature Friends.

A character who is a creature friend modifies his reac-
tion adjustment by +5 when dealing with members of his
“befriended” race. He also gains +1 to saving throws vs.
specia attack forms (if any, i.e. dragon breath) of his
“befriended” race. Hisknowledge of theraceisreflected
by expert skill, 80% plusability modifier, in CreatureLore.

Detect magic by touch — The character with this SA
has the ability to detect magic on an object by touching it
and concentrating for 1d4 rounds. During this time the
caster may not do anything but concentrate on determining
the presence of magic. If the object to be detected is
normally worn, then the caster must wear it whiledetecting
magic. Thusacursed ring would effect the caster; acloak
of poison would also take effect.

By concentrating on an object for an additional 2d4
roundsthe caster can determine which school or spherethe
magic originates from.

Detect magic 60" radius — This SA is identical to
Detect Magic by Touch but is effective over a60' radius,
and the character need not make physical contact with an
itemto detect magic. Thecharacter does, however, needto
make physical contact with the object in question to deter-
mine what school or sphere the magic originates from.

Disease immunity — The character with this SA is
immuneto all natural diseases and parasites. Hereceives
no special immunity to magical diseases or curses.

Evil detection — This SA allows a character to detect
evil in a60' radius when concentrating. Paladins or other

characters normally able to detect evil because of class or
kit benefits gain the ability to detect evil in a 120" radius.

Expert skill — The character with this SA may chose
to be an expert in any single nonweapon skill he desires.
Thecharacter receivestheskill at 80% plushisability score
modifier.

Extraordinary liar — Thischaracter hasanincredible
knack for telling very believablelies. Infact, hetellslies
sowell, that under normal circumstances (when it doesn’'t
really matter whether he's telling alie or the truth) he is
alwaysbelieved when lying. When telling asuccessful lie
could prevent injury to the character (either physically,
emotionally or monetarily) the character adjusts hisreac-
tion roll by +5 or +25%. Player characters may always
decide for themselves whether the liar is telling the truth.

Fast learner (weapons) — A character withthisSA is
able to gain new weapon skills at at half the normal skill
point cost. When afast learner uses aweapon with which
heisnot proficient for six consecutiveroundsof combat he
subtracts one from the non-proficiency penalty after using
the weapon, this bonus is not cumulative. A fast learner
gains51-150 (d00 + 50) additional skill pointsat first level
which must be used to learn weapon skills.

Fast spell recovery — The spell casting character who
hasthisSA will beabletorecover spellsat twicethenormal
rate. Thus, awizard could memorize 1st level spells after
only two hours of rest and it would only take him five
minutes to memorize each spell; he could memorize a9th-
level spell after only six hoursof rest and it would takehim
45 minutes to actually memorize the spell.

Favored by deity — A deity (not necessarily the
character’'s patron) has taken a special interest in this
character. The deity has specific plans for the character
which are incomprehensible to a mere mortal. In game
terms, thismeansthedeity will interveneonthecharacter’ s
behalf one or moretimesat the DM’ sdiscretion. 1t should
be noted that thisintervention may not awaysbewelcome
by the character and will not always be beneficial. Inthe
case that the deity saves a character’slife, he or she may
demand some sort of payment from the character, usually
in the form of ageas or quest.

Fearless— A character who is fearless will never run
in the face of danger because of lack of courage. In game
terms this means that he isimmune to fear spells, dragon
fear, demon fear and other fear-based special attacks. A
character who is fearless must still make Sanity checks
when required, but any failed Sanity check that resultsina
fear responseisinstead an “Attack in Berserk Rage” (41-
60) response. The Sanity point loss is equal to the Sanity
Check Failure result rolled.

Fight like a bear — A character with this SA can
continue to fight for a number of rounds equal to his
Constitution minus 1d6 even after being reduced to zero hit
pointsor less. If the character isreduced to -10 Hit Points
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or less, hewill collapse and die at the end of combat. The
character will dieinstantly when hisnegativehit point total
drops below his Constitution minus 1d6. In addition, once
thecharacter isreduced bel ow zero hit pointshewill bleed,
losing one hit point per round until cured.

While fighting at negative hit points the character will
gain abonusof +2 to hit and +4 to damage. The character
will also have a 10% greater chance to cause a critical hit
on aroll of anatural 20.

Good detection — ThisSA allowsacharacter to detect
good in a60' radius when concentrating. Evil paladins or
other characters normally able to detect good because of
classor kit benefits gain the ability to detect good ina120'
radius.

Hated foe— Thecharacter withthisspecial ability may
pick asingle creature type which he hates. In gameterms
thismeansthe character will attack the hated foe 90 percent
of the time, gaining a +4 to hit and +4 to damage. Any
applicable saving throws against special attacks made by
thecreaturearerolled at +2. Thisspecial ability may not be
combined with the Blood Oath skill.

Healer — A character with this SA haslearned the art
of healing from apersonwho hasknowledgefar in advance
of contemporary technology. The character gains the
Healing and Herbalism skills as bonus skills and can heal
twice as many hit points as normal when these skills are
successfully used. In addition, the ability to heal twice as
many hit points as hormal applies to other healing skills
such as Chirurgery, but the character must learn them
normally to gain the bonus.

Also, al spellsfromthesphereof healing cast by apriest
with this SA will be twice as effective as normal.

Immortal — A character who isimmortal never phys-
icaly grows older than 25. He can not die of old age and
can only be permanently slain by decapitation or any
meansthat totally destroysthephysical body. Any timethe
character is dain but not destroyed in a manner listed
above, he will rise from the dead fully healed the next
morning.

The greatest disadvantage to this SA is that other im-
mortals(usually evil) will hunt the character and attempt to
destroy him. Animmortal who decapitatesanother immor-
tal will instantly gain one experience level.

I ncr edibly handsome/beautiful — The character with
this SA is exceptionally attractive to members of hisrace
of the opposite sex. He or she has learned to monopolize
onthisability andinitial reaction modifiersfor membersof
the opposite sex are made asif the character had a Charis-
ma/Appearance of 19 (20 if the character’s Charisma/
Appearanceisalready 19). Thismodifier isonly effective
for the first 10-60 (10d6) turns of interaction. After this
time it is assumed that the character’s true personality
showsitself and any futurereaction rollsaremadenormal -

ly.

Infravision/ultravision — A character with this SA
hasinfravision or ultravision asdetermined by apercentile
dieroll (01-70infravision/ 71-00 ultravision). Therange of
this special vision is equal to 1d12 and 10 feet.

Innate spell ability — A character with innate spell
ability has the ability to cast one zero- to third-level spell
(wizard or priest) 1d3 times per day without using any
material components. He simply willsthe effect to occur.
This is similar to a Drow’s ability to cast certain spells
innately. Theinnatespell ability hasacasting timeof 3and
iseffectiveasif the character wereawizard or priest of his
present level. Use of this ability is equal to a half-move
action in combat.

Keen hearing— A character with this SA has hearing
which is twice as effective as normal (30%).

Keen sight — A character with this SA has twice the
normal vision range for a human. He also has twice the
normal chance to detect secret and concealed doors.

L egend lore— Thecharacter with this SA hasaspecial
nonweapon skill which giveshimabasechanceegual tohis
Intelligence/Knowledge plus Wisdom/Understanding di-
vided by two to know basic knowledge about a particular
item, place, event or person. Thisskill issimilar tothebard
ability of the same name. The character may roll once on
the legend lore table for every level he has achieved.

This special ability may beincreased as Mental 2 skill.

Life energy protection — The character with this SA
has special resistanceto the specia attack formsof undead
whichdraw their power from either the positiveor negative
material planes. Undead (or other creature) attacks for
which asaving throw isnormally allowed are automatical-
ly saved against. Attacks for which a saving throw is not
normally allowed may be saved against onaroll of 20 with
an additional plus being added for each point of Ego/Aura
above 14. Bonuses from magical protective devices such
asaring of protection may also be added to this bonus.

Lifeprotection — Thecharacter withthisSA cannot be
affected by magicjar, possession and other similar attacks.
Becauseof thisspecial protection, if thecharacter isapriest
he will often be an exorcist.

Linguist — A character with this SA hasthe ability to
learn twice as many languages as indicated by hisintelli-
gencescore. Thecharacter receiveshalf of theselanguages
as bonus skills, reflecting his natural inclination toward
linguistic ability. In addition, the character may take the
Linguistics skill as abonus skill.

L ocksmith — This SA indicates that the character has
some past experience as an apprentice locksmith or thief.
The character can pick locks with the appropriate tools
with achance of successequal to his Dexterity/Aim times
three. Bonusesfor high Dexterity/Aim may be added after
calculating the base score. Penalties for wearing armor
apply. Thelockpicking skill may beincreased asaPhysical
4 skill.
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The character also receivesthe Locksmith craft skill as
abonus skill. This skill may be increased normally.

Luck — Lady luck rides on this character’ s shoulder.
Thingsalwaysseemtogo hisway. Hehasjust moved when
a chamber pot is emptied from a second floor window,
splashing waste to the place where he was standing only
momentsbefore. Hejust happenstofindacoinonthefloor
to pay for that last drink, etc.

Ingameterms, the player picksonedietype (d4, d6, d8,
d10, d12, d20, d00) with which his character will always
receive a bonus of +1/-1 (+5%/-5% for d00). Whenever
that typeof dieisused, the character will receivethebonus.

In addition, the character receives 1d4 additional Luck
Points.

M agic resistance — The character with this SA has 2-
40% (2d20) magic resistance. This is normal magic
resistance and may be “turned-on” or “turned-off” at will.

Magic smith — A spell caster with this SA has an
extraordinary grasp for the techniques and theories behind
the construction of magical items (priest or wizard). All
items enchanted by this character are done so with a
difficulty factor one less than normal and with abonusto
the caster’ s chance of successfully creating an item equal
toone half hislntelligence +2. The character with this SA
will accidentally create a cursed item only on aroll of 99-
00.

Master craftsman — Before the character began his
adventuring career he rose to fame in his homeland as a
master craftsman. This character was well known and
highly respected. Patronsoften paid two to threetimesthe
standard price for goods produced by this character.

Thepressure of constant demandson histimeand stress
caused by anxious patrons rushing the character to meet
deadlines drove him to leave his chosen profession and
take up life as an adventurer.

Ingametermsthischaracter may pick any onecraft skill
as abonus skill. The character receives that skill at 80%
plus his relevant ability score modifier.

When thischaracter | eft histrade he sold hisbusinessin
order to outfit himself for adventure. Inadditionto normal
starting money the character has anest egg of 500-10,000
gp (d20) from the sale of hisbusiness. The character also
receives one item crafted with extraordinary skill. For
example amaster bowyer would have afine bow, possibly
giving its user anon-magical +1 bonusto hit and a bonus
to damage for high Strength. The item the character
receives will be decided at the DM’ s discretion.

Characters also have the added advantage that others
involvedintheir tradewill recognizethem 25% of thetime.
If the character isrecognized he will receive a+6 reaction
adjustment when dealing with them. The character will
receivethisbonus 75% of thetimeif he hasthe opportunity
to performhiscraftinthe presenceof other craftsmen of his

trade. These craftsmen may not recognize the character’s
name or face, but they will recognize his work.

M echanical intuition — Characters with mechanical
intuition have an uncanny knack for figuring out how
mechanical objects operate. In gametermsthistransiates
into the ability of acharacter to successfully determinethe
function of an unidentified mechanical object withachance
of success equal to four times his Intelligence/Reason
ability score. This character will also be able to disarm
mechanical traps as a thief with a chance equal to his
Dexterity/Aim. Thischaracter can also locate mechanical
traps with a chance egual to his chance to disarm traps
ability. Thecharacter can adjust hischancetofind/remove
traps for high ability scores after calculating the base
chance of success.

Thecharacter must havethe proper toolstodisarmatrap
successfully.

The ability to determine mechanical function can be
improved asaMental 2 skill. Hischanceto find traps can
beincreased asaMental 2, Physical 1 skill and his chance
to remove traps can be increased as a Physical 4 skill.

Memory — Thespell casting character withthisSA can
memorizeone additional spell of any level heor sheisable
tocast. Thusafifth-level wizard could chooseto memorize
an additional 1st, 2nd or 3rd level spell.

Mixed blood — The character with this SA has some
demihuman blood in his ancestry. He may pick 1d3 SAs
availableto any single major demihuman character race (at
theDM*sdiscretion). For example, acharacter with dwarf
blood who had two inherited specia abilities might pick
the dwarven bonus to saving throws vs. poison and a +1
bonus to Constitution. A character who selects an ability
score bonus may exceed theracial ability score maximum
for ahuman only thefinal ability score doesnot exceed the
racial maximum for his parent race.

In no case may acharacter pick SAsfrom two or three
different demi-human races. Inaddition, the character with
this SA may not select innate spell casting ability as his
special ability.

Oracle— The character with this SA has been chosen
by his deity asan oracle. The character may ask his deity
one question per day asif he had cast the 5th-level priest
spell commune.

In addition, (01-10) once per week, (11-60) once per
month, (61-90) once per year, or (91-00) on feast days or
specia occasions the character may go into a deep trance
(1d12 hours) and communewith hisdeity moreintimately.
Whileinthistrancethe character will receivetheanswer to
aquestion hepresentsto hisdeity. Theanswer will usually
be cryptic in nature.

The character must usually use some special method to
divine the meaning of hisdeity’ s message, such aswatch-
ing theflights of birds or examining stones cut with runes,
to help him decipher the meaning of hisdeity’ srevelation.
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Some deities (especially good ones) may require that the
character provide hisoracle powersfree of chargeto those
inneed. Evil deities might require a sacrifice each timea
major divination occurs.

Pick pocket/petty thief — A character withthisSA has
some experience as a petty thief. He has the ability to
pickpocketsasathief. Hisability with thisskill isequal to
three times his Dexterity/Aim score. After calculating the
base scorethe character can add abonusfor high Dexterity/
Aim. Thisability ispenalizedif the character wearsarmor.

ThisSA canbeincreased asif it wereaPhysical 4 skill.

Power ful underworId contacts— Theroguewith this
SA has 1d8 underworld contacts (guild masters, expert
assassins, fences, etc.) who owe him afavor. He may call
on each contact for aid one time and the contacts will do
their besttohelp him. Inno casewill these contactsjointhe
character for an adventure and these contacts will only
rarely (25% +1% per thecharacter’ slevel) risk their lifefor
him. The contacts, their areaof operation and their profes-
sion will be decided by the DM.

Protection from evil/good — The character with this
SA isaffected asif apermanent protection fromevil/good
spell had been cast on him. This ability may belost if the
character changesalignment for any reasonor isindisfavor
with his deity. Evil characters are protected from good,
good characters are protected from evil, and neutral char-
acters have a 50% chance to be protected from evil and a
50% chance to be protected from good.

Protection from evil can be a useful ability

This SA effects only the character and has no radius of
effect and therefore cannot protect other creatures, even if
they touch the character.

Protection from evil/good, 10" radius — This SA is
exactly like the SA above except that it protects everyone
within a 10-foot radius of the character.

Psionicimmunity — This SA givesthe character total
immunity to psionics. Thisimmunity prevents beneficial
aswell ashostile psionic effectsfrom affecting the charac-
ter. Thischaracter may never have psionics. A character
who already has psionics receives an addition 3d10 PSPs
but is not immune to psionics.

Rapid healer — A character who is a rapid healer
recovershit pointsat twicethenormal rate. Healing spells,
magic items, herbal treatments, psionic healing and mun-
dane healing methodsare more effectivewhen used on this
character, healing one extrapoint per dierolled or if nodie
isrolled, one extra hit point per 10 healed.

Repulsive taste — The character with this SA has a
peculiar physical trait that makes hisflesh taste so bad that
most monsters (75%) will not eat him. Thisdoesnot mean
the monster will not defend itself, but it does prevent the
character’s body from being consumed. In the case of
monsters like a purple worm that swallow prey whole,
there is a 75% chance that the character will be spit or
vomited out 1d4 rounds after being swallowed.

Saving throw bonus, one attack form — The charac-
ter with this SA may pick one specific attack form for
which hewill gain abonusof +1 to +4 to hissaving throw.
Examples of specific attack forms include: natural fire,
magical ice, red dragon breath, and bluelotus poison. Roll
onthetablebel ow to determinewhat plusthecharacter will
receivetohissavingthrow. Priestsmay add their Wisdom/
Understanding ability score to thisroll.

Table: 4.5.8 Saving throw bonus
DieRall Bonus
01-50 +1
51-85 +2
86-00 +3
101+ +4

Secret door locator — The character with this SA can
find secret and concealed doorsasif hewere aPaladian elf
(arall of 1-7 on ad20to find secret doors or aroll of 1-10
on ad20 to find a concealed door).

Speed — The character with this SA can move excep-
tionally quickly. His movement rate isincreased by 2d6.
In addition, he may take the nonweapon skill Speed as a
recommended skill.

Stealth — The character with this SA hasthe ability to

hide in shadows (01-45), move silently (46-90) or hidein
shadowsand movesilently (91-00) asathief. Theahility is

Page 4-32

revised March 24, 2001



equal to the character’'s Dexterity/Balance times three.
Dexterity adjustments can be added to this base score.
Penalties for wearing armor apply. Rangers with this SA
may add the bonus points to their standard skill score.

This ability will be at half-strength in either city or
natural settings 90% of thetime (01-50 city/ 51-00 natural
setting). Ten percent of the time this ability is equally
effective in both city and natural settings.

Either of these SAs may be increased as a Physical 4
skill.

Superior horseman — A character with this SA hasa
special affinity for horses and all things equestrian. He
gains the Land-based Riding (horse) nonweapon skill and
the Animal Training (horse) skill as bonus skills. The
character gains a horse of his choice with maximum hit
points, superior intelligence (+3), +1 bonusto AC, and +3
Movement Rate. Thecharacter can communicate empath-
ically with all horses.

Superior memory — The spell caster with this SA can
memorizean additional spell for eachlevel of magicheisable
to cast. For example afifth-level wizard could memorize an
additional 1st-, 2nd- and 3rd-level spell. This bonusisin
addition to the bonus given to specialist wizards.

Superior senseof smell — CharacterswiththisSA can
identify food, drinks, potions, etc., by smell. Thecharacter
would have to normally know what physical object the
smell is normally associated with to successfully identify
it. A character with thisSA can successfully detect poison
(provided it has an odor) infood or drink 50% of thetime.
Thischaracter receivesa+1 bonusto hissurpriseroll when
he encountersacreaturewhich hasan odor of any kind. He
smells the creature approaching.

Superior sense of taste — Characters with a superior
sense of tastewill alwaysbe ableto identify an item tasted
at least once before. They will also notice additives (like
poison) to food or other materials with a 75% chance of
success.

Superior weapon master — This character isrenowned
throughout thelandfor hisinsightintotheart of armed martial
combat. A character with this SA can gain mastery in any
number of weapons regardless of class. A fighter with this
specid ability will gainaweapon of highmastery atfirstlevel
withwhichhewill be+4to hit and damagefor meleeweapons
and +3 to hit and damage with missile weapons (bonuses
exceed normal high mastery bonuses). A fighter withthisSA
will havea+3reaction bonuswhen dealingwithwarriorswho
know of his reputation.

Take two rolls — A character may roll twice on the
special ability table, rerolling any result of 99 or 00.

Takethreerolls— A character may roll threetimeson
the special ability table, rerolling any result of 99 or 00.

Telepathy, 60" radius — This SA gives the character
the ability to communicate via a mental link with other

intelligent creatures as if he had the psionic devotion
telepathy.
Thievingspecialization — TheroguewiththisSA may
choose one thief ability in which he is specialized. The
thief ability chosen will be increased by 10-30% (d3).

Tough skin — A character with this SA has exception-
ally thick skin, aimost leather likein consistency. Without
armor this character has a base natural Armor Class of 9.
This bonus to AC is not cumulative with the protective
value of armor, but may be counted when the character is
wearing only magical protection like bracers of defense
and or aring of protection, but not magic armor. Shields,
however, are cumulativewith the protective val ue of tough
skin.

Treasuresense— A character with this SA can sense,
when concentrating for 1d4 rounds, the presence of large
quantities of treasure (1,000 gp or more) within 100 feet.
Thisability doesnot enablethe character to seethetreasure
or to overcome obstacles or traps that might prevent him
from obtaining it. He can only sense its presence by the
quiver of hishands, the sweat on hispalms, achill downhis
spine, or some other similar means.

True sight — This character has the natural ability of
truesight asthe6th-level wizard spell trueseeing. The5th-
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level priest spell, false seeing, cast on this person effects
him as if he had norma vision. The character must
concentrate on this ability for one turn for it to work
effectively.

Undead bane— The priest with this SA hasthe power
to affect undead more forcefully when calling upon his
deity toturnundead. Thepriest turnsundead asif hewere
apriest threelevels higher than his present level. A priest
of 14th level or higher automatically dispels undead of 7
HD or less (affecting an additional 2d4 undead of lessthan
6 HD), automatically turns specters, vampires and other
undead with 8-9 HD, and turns ghostsor 10 HD undead on
aroll of 4 or higher, lich or 11+ HD undead on aroll of 7
or higher, and special creatures on aroll of 10 or higher.

Evil priests will gain this benefit for befriending un-
dead. Priests who do not have the ability to turn undead
may roll again.

W eapon master — Thecharacter hasan uncanny grasp
for the art of armed martial combat. He may take weapon
specializationsin an unlimited number of weaponseven if

the character is not a single-classed fighter. Fighters
receive afree weapon of mastery skill at first level.

Weapon specialist — A weapon specialist has been
trained by a master warrior who is known throughout the
land for his weapon-skill training ability. The character
can pick one weapon with which he is specialized at 1st
level without expending any weapon skill points. All
warrior classes can benefit from this SA.

Weapon high master — This SA is like weapon
specialist except that the master warrior who trained the
character taught him everything he knew. The character
can pick aweapon of high mastery at first level at no skill
point cost.

Zealot — The priest with this SA has the gift of
charisma when preaching his faith. This priest effects
intelligent creaturesof lessthan 1 HD when heispreaching
as if he had cast an enthrall spell. All other intelligent
creaturesreact to hispreaching asif his Charisma/Appear-
ance werefive higher thanitisnormally. Other clerics of
his faith react to him asif he had a Charisma/Appearance

of 19.

lril

“The Winged EIf"
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4.6 Idiosyncrasies

Every character hasquirksthat are uniqueto hisperson-
ality. Sometimes these quirks are so bizarre that they go
beyond normally accepted standards. These eccentric
gualities are known as idiosyncrasies.

Some of theidiosyncrasieslisted on thefollowing table
arenot behavioral traits, but rather physical idiosyncrasies.

In some cases an idiosyncrasy may be indicated which
would not be realistic for acharacter of that classto have.
For example, it would be highly unlikely to have alecher
paladin or a stuttering wizard. In these cases another
idiosyncrasy should berolled. If the second roll indicates
anidiosyncrasy whichwould not berealisticfor acharacter
of the classin question, then the character has no idiosyn-

crasy.

Theseidiosyncrasiesareusually allergiesand odd physical
characteristics, but some handicaps are included. Table 4.6.1: Chance for idiosyncracy
Every player character has a percentage chance listed,
aslisted on Table 4.6.1: Chance for idiocyncracy, to have doo ~ Number of
one or more idiosyncracies. If the an idiosyncrasy is roll idiosyncracies
indicated roll on Table4.6.2: Idiosyncracies, to determine 01 4
the nature of the idiosyncrasy the character possesses. 02-03 3
| diosyncrasiescan sometimesbefrustrating to play, but 04-06 2
like alignment they are atool to help enhance roleplaying. 07-15 1
Playerswho roleplay their character'sidiosyncrasy will be 16+ 0
rewarded with additional experience points.
Table 4.5.2: ldiosyncrasies
% DieRall Idiosyncrasy % DieRall Idiosyncrasy
01-02 Absent minded 53-54 Know-it-all
03-07 Addiction 55-56 Lazy
08 Albino 57-58 Lecher
09-12 Allergy 59 Mental disorder
13-14 Bigot/ Racist 60-61 Obese/ Skinny
15-16 Braggart 62-63 Optimist
17-18 Cleaning 64-65 Overconfident
19-20 Clown 66 Pacifist
21-22 Color blindness 67-68 Pack rat
23-24 Control 69-70 Perfectionist
25 Deformity 71-72 Pessimist
26 Dreg 73-76 Phobia
27-28 Driven 77 Physical handicap
29 Dwarf 78-79 Political activist
30 Epileptic 80-81 Practical joker
31-32 Extrovert 82-83 Procrastinator
33-34 Fetish 84-85 Servile
35 Giant 86-87 Slob
36-37 Glutton 88-89 Stubborn
38-39 Gossip 90 Stuttering
40 Hiccupping 91-92 Tightwad/ Miser
41-42 Honesty 93-94 Vandal
43-44 Impulsive 95-97 Wastrel
45-46 Insomniac 98-99 Zealot
47-48 Introvert 00 Special
49-50 Irreverent
51-52 Jealousy
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Idiosyncrasy descriptions

Absentminded -- An absentminded character has an
uncanny knack for misplacing items of all sorts. Hetends
to leave personal belonging sitting on store counters and
often puts items in odd locations (for example, putting a
quill in his cupboard).

In game terms the character must roll an Intelligence
check eachtimehewantstofind anitemin hisbackpack (or
anywhere the item might be stowed), if he fails the check
the item has been temporarily misplaced (95%) or perma-
nently lost (5%). Ineither caseitwill takethecharacter 1d8
turns to determine what happened to the item.

Typically peoplewho are absentminded arefairly intel-
ligent, so the character gains a+1 bonusto Intelligence.

Thisidiosyncrasy has no effect on spell casting.

Addiction -- The character who has an addiction is
either mentally or physically addicted to a substance such
asalcohol, drugs or tobacco. He must spend 1d6 gp aday
to support his addiction. Substances that cause an intoxi-
cating effect should causetheability scoresof thecharacter
to be modified, as specified on page 82 of thefirst edition
Dungeon Masters Guide, for 1d4 hours (minimum) each
day.

If the character is prevented from obtaining the sub-
stance that he is addicted to, he must make a saving throw
vs. poison each day at a-1 cumulative chance or fight at a
penalty of -4 to hit and damage and -4 to AC. During this
period of withdrawal, the character suffers a-4 penalty to
Charisma reaction modifiersto reflect hisirritability.

If the character refrainsfrom using the substancethat he
is addicted to for a number of days equal to twice his
Constitution/Health + 1d6 he will have conquered his
addiction. If the character should ever use even the
smallest amount of the addi ctive substancein thefuture, he
will again become addicted.

Albino-- Albinoshave pale milky whiteskin, pink eyes
and light colored hair. Thiseffect iscaused by the lack of
body pigmentation. They stand out in a crowd and can
aways be easily identified.

Direct sunlight causes 1d2 points of damage to the
abino every hour (sufficient covering will cancel this
effect). Albinoshave a10% chance of having ultravision.

Allergy -- Many peopleareallergic to many things, but
usually an allergy has no real effect except to cause minor
discomfort. The character with this idiosyncrasy has a
severe allergy to one or more things in his environment.
Typical alergies include: insect bites, dust, pollen, fur,
specific foods, etc.

The character will have 1d4 severe allergies. In game
terms, when ever hecomesin contact with thesubstancehe
isallergic to he must make asaving throw vs. poison each
round, with a-1 cumulative penalty to his saving throw for
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each round heremainsin contact with the substance. If the
saving throw isfailed he will experience asevere allergic
reactionandwill beaffected asif hehad suffered a“ useless
hit” (i.e., hewill beunabl etotakeany action except defense
until the substance he is allergic to is removed or passes
from his body in 1d8 hours).

If herollsanunmodified onefor hissavingthrow, hehas
experienced atraumatic and possibly fatal reaction. If he
fails asystem shock survival roll, he will diein 1d3 hours
unlessaneutralize poison or heal spell isadministered. In
any case, acharacter who experiences atraumatic allergic
reaction will fall unconscious, unable to take any action,
for 1d8 hours.

The player or the DM can pick the substance(s) the
character isallergic to. They do not necessarily haveto be
common substances.

Bigot/racist -- The character with this idiosyncrasy
despisesall who aredifferent from him. Membersof other
races, religions, nationalities, social classes and character
classes can all be included in this hatred.

This character experiencesa-3 reaction modifier when
interacting with those who are not of his background.
When interacting with other bigots/racists of his own
background, however, he receives a +3 reaction modifier.

Thischaracter hasnoinhibitionagainst physically harm-
ing or evenkilling thosewho do not fitinto hisown scheme
of rank and superiority, as long as he thinks he can do so
with impunity.

Theplayer may decided the degreeto which hischarac-
ter is a bigot. Human characters with this idiosyncrasy
make good L eague of Human Supremacy members.

Braggart -- Thebraggart maintainsan inflated sense of
self-worth. He constantly finds time to extol his own
virtues, and in general believes himself to be an exception-
ally fine example of his class, race and sex.

Thisinflated sense of self-worth givesthe character the
advantage of a+1 bonusto Ego, but thisadvantage may be
outweighed by the negative affect his boastings have on
others, resulting in a -2 reaction modifier when dealing
with others.

Cleaning -- Thecharacter with theidiosyncrasy doesn't
just believe that “cleanliness is next to godliness,” he
believes that “cleanliness is the meaning of life” This
character constantly bathes and tidieshimself. Hispackis
always organized and he never looses anything. Charac-
ters of other than Lawful alignment react to this character
asif his Charismawas onelessthan normal. This penalty
does not apply to Lawful characters. This character will
always be Lawful.

In combat thischaracter suffersa-1 penalty to AC (he's
too worried about soiling his clothes with messy blood).
To hisadvantage, it never takesthis character morethan a
single round to recover an item from a backpack or belt

pouch, aslong ashe packedit himself. Characterswiththis
idiosyncrasy halvetheir chanceto contract anatural (non-
magical) disease.

Clown -- The clown manages to make a joke out of
almost any situation. He constantly “cuts-up” and will try
almost any shenanigan to garner attention from others. In
gameterms, this character receivesa-1 penalty to Ego (he
triesto gain attention through humor to compensatefor low
self-esteem), but gains a +1 bonus to Charisma (his at-
tempts to gain attention from others usually work in a
positive way).

Color blindness-- The character whoiscolor blind see
only in black and white. He cannot distinguish other
colors. This handicap can present problems when the
character is trying to distinguish between gems, different
colored potions, etc., (the DM will determine applicable
penalties). But, this character finds it easier to find con-
cealed or camouflaged objects and people hiding in shad-
ows, receiving a bonus of +2 (-10% to thief's hide in
shadows roll). He also has an enhanced ability to locate
secret doors, finding them with a5 in 20 base chance.

Control -- The character with this idiosyncrasy at-
temptstomaintain control over all thingsthat affect hislife.
He will insist on grooming his own horse, preparing his
own food, and making his own decisionswhen ever possi-
ble. The character triesto maintain control because some-
thing in his past made him feel out of control and on a
subconscious level he refuses to let this happen again.

Thischaracter tendsto run himself raggedtryingtokeep
up with all thethings that need to be done, so his Constitu-
tion is penalized by -1. On the other hand, his sense of
control allows the character to receive a +1 bonus on all
saving throwsvs. charm magic and psionic disciplinesthat
affect the mind.

Deformity -- The character with thisidiosyncrasy was
bornwith aphysical deformity. Theplayer may choosehis
character's deformity with the DM's approval. The defor-
mity may besomethingassimpleasahair lip or asdramatic
as having two pupils. Inany casethe characters Charisma
will be penalized by zero to 5 (DM's discretion).

Dreg -- The dreg has decided to forgo the normally
accepted ways of society to live as a street urchin. He
generally wearsragged clothing and seldom if ever bathes.
Heisallowed to keep wealth, but it will usually be hidden,
and in any case, has little meaning to this character. He
would rather eat out of a garbage can than at the finest inn
in Falgorna.

This character receives a -4 reaction modifier when
dealing with anyone other than other dregs. He has the
advantage of being virtually invisible to normal people
(they ignore him) and often overhears or sees things, that
are not supposed to be seen or heard.

Driven -- The character who is driven has a specific
goal that he constantly strives to obtain. He will stop at
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nothing and let no one get in theway of the achievement of
this goal.

Dueto hisability to manipul ate othersinto helping him
achieve his goal, he is able to recruit 1d4 additional
henchmen. If for somereason hisgoal becomescomplete-
ly unobtainable, the character must make a saving throw
vs. spellsor commit suicide. Once hisgoal isobtained he
may pick a new goal or simply choose to disregard this
idiosyncrasy.

Dwarf -- The character with this idiosyncrasy is 27-
65% (2d20 +25) shorter than normal. Dwarves (not the
same as the dwarf race) receive their choice of a+1 bonus
to Strength or Constitution.

Epileptic-- Thecharacter withthisidiosyncrasy suffers
from epilepsy. Whenever the character encounters an
extremely stressful situation or takes a hit to the head, he
must makeasaving throw vs. paralyzation or beaffected as
if by amuscle spasm spell. This character never receives
a saving throw against the muscle spasm spell.

This character receives a +1 bonus to Constitution.

Extrovert -- The extrovert enjoys talking with other
people. Heisvery friendly and can alwaysfind acommon
interest with just about anyone he meets.

This character gains a +1 bonus to Charisma.

Fetish -- The fetichistic character compulsively uses
someinanimate object (ashoe, lock of hair, undergarment,
etc.) to achieve sexual excitement and gratification. This
character will always carry an example of the object with
him, andwill fight (+1tohit) toretaintheitemif any person
or creature attempts to take it from him.

Giant -- The character who isagiant is 27-45% (1d20
+25) taller than normal. He gains a+1 bonus to Strength
and a+1 hit point per die bonusto hishit points. Thegiant
has a shorter life span than others of his race, living only
half as long, and all items the giant purchases costs 1.5
times as much as normal.

Glutton -- The glutton has a problem with indulging
excessively. Most often thisweaknessfor overindulgence
concernsfood, but other possibilitiesinclude: aparticular
hobby, athletics, sex, etc.

A glutton must make a saving throw vs. death magic
each time he encounters the object of his indulgence in
order to refrain fromindulging init. Other disadvantages
related tothisidiosyncrasy should bedevised by theDM on
acase by case basis.

Gossip -- The gossip finds satisfaction in spreading
rumors and poking his nose into other people's business.
On the positive side, this can be avery handy trait to have
if your looking for ideas for adventuring. On the negative
sidethe character hasa 1% cumulative chance per week he
stays in one local to angry someone who responds by
challenging himtoadual. If the character wishesto gather
information through the grapevine, he doesso at apercent-

age chance equal to his Charisma/Appearance time four
plus 2d12%. The information gathered in this manner
won't aways be accurate.

Hiccupping -- Thecharacter with thisidiosyncrasy has
aserious hiccupping problem. This problem usually man-
ifestsitself during stressful situations. Whenever the DM
determinesthat asituationisstressful (combat, meetingthe
king, arendezvouswith abeautiful princess) the character
must make asaving throw vs. poison or beginto hiccup for
2d6 rounds. While hiccupping the character surprises
opponents with a-2 penalty and fights at -1 to hit, -1 AC,
and -1initiative.

Honesty -- The character with this idiosyncrasy will
never willingly lie or deceive, nor will he every willingly
break alaw. Thischaracter isalways of Lawful Good or
Lawful Neutral alignment.

If the character feelsthat alaw is unjust or needsto be
broken for some greater cause, he must make a saving
throw vs. death magic to force himself to do so. He may
chose to turn himself in for his “crime” at a later date or
attempt to pay for hiscrimein someother appropriateway.

The character'sword is hisbond. He always keeps his
word, no matter the consequences. Characters with this
idiosyncrasy who lie will be penalized for poor roleplay-
ing.

To the character's advantage, he has an a percentage
chance equal to his Intelligence plus his level to detect
when others are being dishonest. In an area where heis
known hereceivesa+1 reaction modifier bonusa+3 bonus
when his honesty isin question.

Impulsive -- The impulsive character seldom has the
patience to wait around to find out what an opponent is
going to do next. He wants to take action now and ask
guestionslater. Thischaracter isalmost alwaysChaoticin
alignment, usually Chaotic Neutral.

Despite the obvious disadvantages of this trait, it does
givethecharacter theadvantage of a+1 bonustoinitiative.

Insomniac-- Theinsomniac hasagreat deal of difficul-
ty gettingagood night'ssleep. Heconstantly volunteersfor
guard duty and can be found awake at the campfire during
the wee hours of the morning.

Hislack of sleep usually makes him cranky and irrita-
ble, modifying his Charismareaction rolls by apenalty of
-1, but he has a special resistance to sleep spells and other
attacksthat cause avictim to sleep, resulting in a+4 bonus
to his saving throw vs. these forms of attack.

Introvert -- Theintrovertisaloner, helikeshissolitude
and talksto other peopleaslittleaspossible. Heisshy and
quiet.

This character is penalized by -1 to his Charisma and
receives a +1 bonus to his Wisdom (he has more time to
contemplate life in his solitude).
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Irreverent -- The irreverent character believesin the
deities, but questions their authority to rule. He resents
divine intervention and the representatives of deities (i.e.,
priests). Most of all he questions the supposed powers of
the deitiesand attributes priestly spell casting ability to the
priest's own inner power.

Theirreverent's vocal opposition to the gods can cause
him some problems, especially in pious communities.
Priests and other characters strongly associated with a
particular deity (i.e., paladins, temple guards, etc.) react to
the character with a-4 reaction modifier. Normal citizens
of a community which exhibits above average piety will
react to the character with a-1 to -4 reaction modifier.

Due to the character's strong belief in inner power, he
has a +10% chance to have a wild psionic talent. A
psionicist with this trait gains 10 bonus PSPs.

A priest, paladin, etc., whorollsthisidiosyncrasy should
roll again.

Jealousy -- The character who isjeal ous hasaproblem
with others who are better in some way than himself. He
will alwaysreject their ideasand attempt to discredit them.
This idiosyncrasy may at the DM's option be directed
toward one individual.

Know-it-all -- The know-it-all believes that he has a

greater understanding of almost every subject than anyone
elsearound him. Heconstantly interruptsconversationsto
correct the “misconceptions’ and “ignorances’ of others.
He will always pretend to know something about any
subject heisquestioned on, but theinformation heprovides
will not be completely correct, it will however, be based on
factual information.

Theknow-it-all tendsto irritate people unintentionally,
reflected by a-1 penalty to Charisma, but he also truly has
a greater knowledge of many subjects than others, as
reflected by a +1 bonusto Intelligence.

Lazy -- The character who is lazy has an extreme
disinclination to work or exertion. He will try almost any
excuse to gain an extra hour of sleep, and pay almost any
price or try any trick to get out of doing work.

This character receives a +2 bonus to Charisma when
trying to get someone to do work for him, but is penalized
by -1 each to his Strength and Dexterity (reflecting his
unconditioned and sluggish physical state).

Lecher -- The lecher has an immoderate interest in
sexual indulgence. Heis prone to make lewd remarks to
members of the opposite sex and often causes embarrass-
ing situationsfor more conservative members of the party.

Thelecher's Charismaispenalized by -1 wheninteract-

Attack of Chlorikia the Green
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ing with members of the opposite sex and receives abonus
of +1 when interacting with members of his own sex.

Mental disorder -- Thischaracter has a special mental
disorder determined by consulting the Types of Insanity
table on page 83 of the first edition Dungeon Masters
Guide. Other mental disorders may be assigned at the
DM's whim.

Obese/skinny -- Thecharacter withthisidiosyncrasy is
either incredibly fat or incredibly skinny (player's choice).
A character who is obese weighs twice as much as normal
and receives a bonus of +1 to his hit points per level. A
character whoisskinny weighs 25 percent |essthan normal
and receives a+1 bonus to Dexterity. Both the obese and
skinny character receive a-1 penalty to Charisma.

Optimist -- The optimist always hopes for the best
outcome, he looks on the bright side of things even when
the world is apparently going against him. In general, he
believesthat Falgornaisthe best of all possibleworldsand
that good will ultimately overcome evil.

Thischaracter must be of Good alignment. Evil charac-
ters dislike him and react to him with -2 penalty. When
this character leads troops, their morale is raised by one.

Over confident -- The character who is overconfident
believeshimself to bebetter equi pped to handleal most any
situation than he might really be. Similar to theimpulsive
character he will often leap into battle with superior foes
without asecond thought. Unlikethe braggart, he doesnot
necessarily boast about his perceived abilities.

Theoverconfident character receivesa+1 bonusto Ego
and gains a-1 initiative bonus against characters or mon-
sterswhich are less powerful than himself (lower level or
HD), but receivesa+2 initiative penalty against characters
or creatures more powerful than himself.

Pacifist -- The pacifist is opposed to violence in all
forms. Hewill only attack in self-defenseand will only kill
if absolutely necessary to savehisownlife. Thepacifistis
almost always of Good alignment. He gainsa+1 bonusto
Wisdom.

Pack rat -- Thecharacter withthisidiosyncrasy collects
all types of worthless junk. He saves broken pieces of
pottery, arrowheads, bitsof string, keys, etc., anything else
that hemight find ausefor. He'soften heard saying things
like: “Who knows when you might need an extra belt
buckle.”

In game terms, this character has a 2% chance per
character level of having any needed “junk” item (1 gp
value or less) in hispack. He hasan equal chanceto have
apieceof anitem, likeabreast plate or sword hilt, that can
beusedtorepair adamaged item. 1t will takethe character
one phase per level to retrieve any item from his pack.

When a character with thisidiosyncrasy builds ahouse
or stronghold, hischanceto have an itemisdoubled, but it
takes him one round per level to retrieveit.

This character has a 20% chance to have the additional
special ahility of creature friend, dragon, even if heisa
demihuman or humanoid.

Perfectionist -- The perfectionist takes extra care to
makesurethingsaredonejust right. Tohimthereisaright
way to do things and awrong way to do things and nothing
inbetween. He strives to become the most complete,
lacking in no aspect, individual possible.

This character's great attention to detail giveshima+1
bonus to Observation. This character will aways be
Lawful.

Pessimist -- This character always see events, situa-
tions, and creaturesin the most negative way possible. He
never views a glass as half full, to him it always appears
half empty.

If this character leads troops they suffer a-1 penalty to
morale. To his advantage, very few things surprise the
pessimist, giving him a +1 bonus to surprise rolls.

Phobia -- The character with aphobiahas an unreason-
able obsessive dread of a creature or related group of
creatures, situation, object, etc. Some common phobias
include: acrophobia(fear of heights), agoraphobia (fear of
open spaces), claustrophobia (fear of enclosed spaces),
scotophobia (fear of darkness), entomophobia (fear of
insects), necrophobia (fear of death and dying), xenopho-
bia (fear of strangers and the unknown), etc.,.

Under normal circumstances, acharacter with aphobia
will never willingly expose himself to the object of his
phobia. Hemay, however, attempt to overcome hisfear by
making asuccessful Sanity check. If the check isfailed he
cannot overcome the phobiain thissituation. If he makes
the check, he has overcome his fear and will fight at -2 to
hit, and at a-2 penalty to AC. After facing hisfear in such
away heis entitled to a Sanity check at one-quarter his
normal sanity. If he makes the check he has permanently
overcome his phobia.

When a character is exposed to the object of hisphobia
and cannot escape it he must make a Sanity check.

The DM and the player should decide the character's
phobia by mutual agreement. Thereisa 10% chance that
the character will have 1d4 phobias.

Physical handicap -- This character suffers from a
severe physical handicap. Examplesinclude: blindness,
deafness, missing limb, |ameness, chronicdisease, anosmia,
muteness, etc.,. Thecharacter and the GM should mutually
agree on the nature of the handicap. In all cases the
character has in some way developed measuresto at least
partialy offset the handicap. For example, ablind charac-
ter would receivethe bonusnonweapon skill of Blindfight-
ing. Hewould aso beimmune to all gaze attacks.

Palitical activist -- The political activist character isa
revolutionary. He has acause and fanatically does every-
thing in his power to push that cause forward. He tends
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toward anti-establishment attitudesandisusually of chaot-
ic alignment.

This character gains a bonus skill in Reading/Writing
(Trade Tongue), and carries numerous bills, posters and
pamphlets containing the slogans and literature of his
cause.

The political activist gainsa+2 bonusto his Charisma.
He has an exceptional ability for rallying crowds to his
cause, sometimes inciting riots, he gains a +5 bonus to
Charismawhen attempting to do this.

Some examples of causes a political activist might
support are: animal rights, democracy, intellectual free-
dom, an anti-magic campaign, etc. A political activist may
have more than one cause. The DM and the player should
agree mutually upon the cause(s) the character supports.

Practical joker -- A practical joker finds humor in
playing tricks on other people and making them look
foolish. Hedoesthingslikesticking a“slay me” signona
pal adin's back, pouring honey into a party member's boots
or changing signs on doors.

This character has a chance equal to his Dexterity/Aim
times three of setting simple traps (increasable as a Phys-
ical 4skill). Hecarriessimpleitemsfor setting thesetraps.
Note that this character can not find traps, only set them.
This character's Charismais penalized by one.

Procrastinator -- The procrastinator aways finds a
reason to put something off until another day. This
oftenresultsinan opportunity beinglost.
This character might take weeks
to completeasimplechore
likegetting hisarmor
serviced.

Thischaracteris
penalized by a +1
modifier toinitia-
tive rolls. He
does, however,
receive a second
saving throw to
avoid traps (when
applicable) to reflect
the chance that he may
have been hanging
back, waiting, and
therefor not there when
the trap activated.

Servile -- A servile
character slavishly sub-
mits to the demands of
others. He haslow self
esteem and generally
regards himself as
worthless.

This character suffersa-2 penalty to Ego and savesvs.
charms at a -2 penalty. To his advantage, the character
gains Servility as a bonus skill.

Slob -- The slob has no concern for his persona
hygiene or appearance. He seldom bathes and has no
troublesleeping inafilthy environment. Hekeepshisgear
in equal disarray. It takes a slob an additional round to
recover any item from his backpack.

Theslob'sCharismaispenalized by onepoint. Hedoes,
however, have twice the normal chance of finding valu-
ablesin junk piles, trash heaps, etc.,.

Stubborn -- The stubborn character is unreasonably
obstinate. He has his own opinions and sticks to them. It
may be very difficult to convince this character that a
courseof actionisagood oneif healready hasanother idea
fixed in his mind.

The obstinate nature of this character resultsin a+1to
saving throwsvs. illusions (hefindsthem hard to believe).
His Charismais penalized by one.

Stuttering -- The player with this idiosyncrasy has a
problemwith stuttering. Spellcasterswhoroll thisidiosyn-
crasy should roll again.

Thischaracter doesn't makeavery good leader because
people find it hard
to understand
him, resulting
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two in atown he has usually wasted all hismoney.

In gameterms, thischaracter must spend at |east
half of hismoney on diversions which do not have
any lasting value. Hetendsto make many contacts
through hisextravagant expendituresand hasmany
friends until his money runs out.

Zealot -- The zeadot, much like the poalitical
activist, hasacausethat hefanatically supports. In
the zealot's case, this cause isthat of adeity or cult
(more often than not a cult).

Thezealot gainsa+2bonusto Charismaanda+5
bonus when preaching about his religion. The
zealot can attract 10 followers per level to his
religion, twice that number if heisapriest.

Special -- A special idiosyncrasy isany physical
or mental idiosyncrasy that the DM is devious
enoughto devise. The character may or may not be
aware of the nature and affectsof thisidiosyncrasy.

Quirks and mannerisms

Every character has some unique quality that
makes him different from every other fighter, wiz-
ard, priest or rogue you meet. It might be that
candied applesarehisfavoritefood, or that he hates
catsor sneezeswhen every hesmellswine, perhaps
hewalkswith alimp or talkswith alisp. Quirksare
the qualitiesthat make Bruno the Barbarian, Bruno

Bjorn, a ranger of the arctic wastes

in a-1 penalty to Charisma/Leadership. To counter this
deficiency hehasdevel oped aboveaveragelistening skills,
+5% chance to hear noise.

Tightwad/miser -- The tightwad/miser values money
aboveall other things. Hewould rather hold onto asingle
copper coin than save his own life. He will risk life and
limbtogaintreasureevenif theoddsarevastly against him.

In gameterms, the character must make asaving throw
vs. death magic (at the DM'sdiscretion) any time heviews
atreasure valued at over 10,000 gp or do everything in his
power to obtain it.

Thetightwad always attempts to get his equipment at a
bargain price and he gains Haggling as a bonus skill.

Vandal -- The vandal derives pleasure by destroying
the property of others. He continuously breaks window
and mirrors, defaces walls with graffiti and generally
damages property.

This character gains the bonus nonweapon skill of
Artistic Ability, graffiti.

Wastrel -- Thewastrel lovesto spend money, often on
wasteful enterprises. Helovesto buy drinksfor everyone
in abar. He wears the finest clothes money can buy and
indulgesin expensive diversions. This character needsto
adventure more than any other, because after a month or

the Barbarian and Hildon the Dwarf a dwarf to
remember. These unique qualities, quirks and
mannerisms help the player roleplay his character with
more flair.

In Falgornaevery character has 1d6 quirksand manner-
isms. These quirks and mannerisms should be chosen by
the player for his character. However, the character must
aways have at least one quirk or mannerism, though he
may have more than six if he wishes.

Quirks and mannerisms are like minor idiosyncrasies.
In no case, however, will they ever effect an ability score,
saving throw or combat role. A player who roleplays his
character's quirks and mannerisms will be awarded extra
experience points for good roleplaying.

Favorite quotes

Like quirks and mannerisms, every character has his
favorite words and phrases. Favorite quotes can be as
simple as “Darn” or as inventive as “By the eyes of the
drooling dragons of Taldos,” but should aways be appro-
priateto the character'srace, social background and align-
ment. Most character's have more than one favorite quote
or word, but he need not have any.

Extraexperiencepointsfor roleplayingwill beawarded
for appropriateuse of afavoritequote(i.e., theusage seems
natural).
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4.7 Personal history

Onceacharacter'srace, social standing, placeof origin,
special abilities, idiosyncrasies, class, etc., have been de-
terminedtheplayer knowsagreat deal about the personahe
will play. But these randomly generated characteristics
mean little without the glue that links them together.

Just like all people, the character hasabackground. He
may have brothers and sisters, enemies, friends, and men-
tors. Perhapshehasleft homefor aspecificreason. All the
events, inspiration, hardship and laughter that make the
character real and not just cardboard must be created by the
player. The character's history may take into account his
training to become the character class he functions as, his
family life, how he learned his nonweapon skills, etc. All
of these things and more are within the boundaries of the
character's personal history.

The player may be as detailed or sketchy as he likes
when writing his character's personal history or he may be
satisfied with the simple cardboard statistics generated by
random dice rolls. In any case, if a character history is
written it should be recorded on a separate sheet of paper
and kept with the character sheet. A small space on the
character record sheet should bereserved for asummarized
character history.

A character with a written character history will be
awarded upto 2,500 experiencepoints(or moreattheDM's
discretion) for a good character history. The DM will
decide the award, and has the option to disapprove all or
any part of thecharacter'shistory. TheDM should helpthe
player polish his character's history so that it mesheswith
the campaign setting.

Character knowledge sheets

The DM will periodically distribute written informa-
tion, in the form of character knowledge sheets, to the
characters actively participating in the campaign which
reflects the character's personal knowledge of the world.
This information will detail tidbits that the character has
learned about the world while adventuring or training and
information gleaned from his past. The depth of detail
presented on the sheet will depend on the quality of the
personal history created for the character.

The information provided by the DM might include
specialized knowledge of certain curative herbs or general
knowledge of the laws of a particular kingdom. This
information may be used by the character ashe adventures
to gain an advantage in certain situations.

For example, Thorathe Wild Wizard may have heard a
rumor that the once powerful, wizard, Tel the Unleashed
Fury, died just after completing research on a new wild
magic spell, Tel'sunleashed fury. According to the rumor
his keep lies somewhere in the Distan Grove and many

monsters guard the castle. Thora might then decide to
follow up on thisrumor and try to recover thewild mage's
lost spellbooks.

Not all the information provided on character know!-
edge sheetswill befactual. Just asinthereal world, “You
can't always believe everything you hear.” The character
will have no way of knowing (short of awish spell) which
knowledge is true, with the exception of knowledge that
wasgained by the character through personal experienceor
trial and error.

TheDM should providethe character with aknowledge
sheet at first level, and intermittently thereafter, probably
at the end of every adventure.

Adventure logs

Another way toincreasetheenjoyment of roleplayingis
by maintaining an adventurelog. Thislog detailsthe day-
to-day undertakings of a particular character or an adven-
turing company. By maintaining this type of diary, the
player can look back upon his character's career or that of
the adventuring company with a pride as he rereads long
forgotten events. The log can also become a source of
information, an aid for remembering those tidbits that are
forgotten between gaming sessions.

The adventuring log may be as elaborate as the player
wishesto makeit. It isnever arequirement to keep alog,
but additional roleplaying experience pointswill beaward-
ed to the character who keeps it. Often an adventuring
company may wish to keep a log with different players
responsible for updating it on arotating basis.
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