
Numbers
2+1 spells, 202–203
5-foot step, 377

• A •
aberration, 377
abilities. See also ability scores

clerics, 132
defined, 377
fighter class, 125
rogues, 127
skills and key, 170
sorcerer, 130

ability adders, 251
ability checks

defined, 17, 377
making, 83–84

ability modifiers, 137, 377
ability scores, 135–142

ability modifiers, 137, 377
about, 24
assigning by class, 141–142
effect of, 112
elite array, 141
how they work, 136–138
increasing with level, 124
random method for generating,

139–140
about this book

icons, 6
key terms, 3–4
organization, 4–5
using the book, 1–3, 6

abusing nonplayer characters, 277
AC. See Armor Class
acquiring feats, 152–155
actions

available in combat, 79–81
full-round, 377

rolling dice to determine, 74–75
special initiative, 225–226
standard, 377
while exploring locations, 83

actor players, 332–333
adjudicating results, 296
advancing characters, 211–216

advancing level, 213–215
challenge rating, 212
gaining experience points, 

211–212
multiclassing, 216, 283–287
prestige classes, 216
source of XP, 212–213

adventure key for Hall of the Spider
God, 319

adventures. See also Hall of the 
Spider God

about, 12, 14
building, 317–318
choosing, 297
creating, 313
defined, 3, 13
encounters in, 315
endings, 317, 330
parts of, 314–317
premise of, 314–315
preparing for, 294, 334
resources for, 367
structure in, 316
varying encounters in, 332–333

air walk spell, 347
alignment

about, 110–111
defined, 378
roleplaying and, 111, 264–265

amulet of natural armor, 261
animal, 378
arcane spell failure chance, 378
arcane spells, 80, 378

Index
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armor. See also magic items
magic, 145, 194, 242, 250
selecting, 189
shields, 189
speed versus protection, 190–191
upgrading, 193

Armor Class (AC)
about, 113–114
defined, 378
fighting foes with high, 235
sorcerers and, 261

armored wizard, 282
Arms and Equipment Guide

(Cagle et al.), 372
Arneson, Dave, 10
attack of opportunity

avoiding, 227–228
defined, 77, 378
setting up, 230–231

attack rolls
base attack bonus, 115, 120–121
defined, 17, 378

attack sorcerer
feat ladders, 157, 162–163
spell path for, 202

attacks
aiding others in, 269–270
character’s options for, 115–116
charging and full, 226–227
hit point damage, 220
prestige class progression, 287
types of with weapons, 77–78

axe murderer, 282

• B •
background music, 337
Baker, Keith, 365, 371, 374
barbarian

armor choices, 191
defined, 134, 378
feats, 166
magic items, 247

bard
armor choices, 191
defined, 134

feats, 166
magic items, 251
spellcasting ability, 238
spells for, 209, 237–240

base attack bonus
about, 115, 120–121
defined, 378

base save bonus, 378
battle caster cleric spell loadout, 

208, 210
battle grid

about, 16
combat movement on, 76–77
Hall of the Spider God, 318–319
placing characters on, 88, 90–91
squares occupied by characters, 86
using, 85–86

beholder, 360–361
blaster sorcerer spell path, 

197–199
bless spells, 79
Bluff skill, 173
books. See resources; supplements
Brenna, human fighter, 36–37, 99
buffer sorcerer spell path, 

197, 199–200
buffing

defined, 131, 379
playing cooperatively and, 270–272
stacking spells, 271–272

bugbear, 322
building. See also character building

adventures, 317–318
character with min-maxing, 

279–281
D&D worlds, 294–295
persona, 265–266

bull rush, 379
bull’s strength spell, 348
burning hands spell, 80
buying

character skills, 172–175
equipment, 184
magic items, 246
scrolls, 257–258

Byers, Richard Lee, 375
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• C •
C. See class skill
Cagle, Eric, 372
calculating

attack bonus with ranged 
weapon, 116

skill points per level, 175
weapon damage, 186

campaign settings
first, 10
using published, 295

campaigns, 4
caster level check, 379
caster level (CL), 379
casting

spells, 379. See also spellcasting
time, 379

CC. See cross-class skills
challenge encounters

defined, 74, 315
example, 325–326

Challenge Rating (CR)
defined, 212
monsters and, 353, 359

character building, 279–290. See also
multiclassing

about, 279
choosing prestige class, 287–290
developing character to fit team, 134
good combinations for, 281–283
min-maxing character, 279–281
multiclassing, 216, 283–287
sourcebooks on, 280
ways of, 108

character class, 119–134, 379. See also
specific classes

ability scores by, 142
about, 119
armor choices by, 190
assigning ability scores by, 141–142
barbarian, 134, 166, 191, 247, 378
base attack bonus, 115, 120–121
base save bonus progressions, 122
cherrypicking by, 284–287
choosing prestige, 287–290

class level, 215
clerics, 23, 63–64, 131–134
defining characters with, 110
developing feats, 156–157
feats for additional, 166
fighters, 23, 31, 124–126
level benefits of, 123–124
multiclassing, 216, 283–287
other, 134
player character, 23–24
prestige, 216
rogues, 23, 43, 126–129
sorcerer, 23, 53, 129–131
specialized gear for, 191–192
spellcasting abilities, 238

character level, 215, 379
character sheet

ability scores, 112
alignment and deity, 110–111
Armor Class, 113–114
attack options, 115–116
base attack bonus, 115, 120–121
character names, 109–110
character speed, 114
class and level, 110
defined, 22
deluxe, 370
downloading free, 274–275
feats, 117
function of, 107–109
game requirements and, 16
hit points, 112–113
illustrated, 9, 108
initiative, 114
names of characters, 22, 109–110
physical description, 111–112
race, 110
saving throws, 114–115
skills, 116–117
special abilities, spells, and gear, 118

character speed, 114
characters. See also nonplayer

character; player character
ability scores, 112
advancing, 211–216
alignment for, 110–111, 264–265
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characters (continued)
attack options for, 115–116
base attack bonus, 115, 120–121
building persona, 265–266
buying skills, 172–175
character speed, 114
choosing names, 22, 109–110
class spellcasting abilities, 238
classes of player, 23–24, 110
complimentary alignments for, 111
defined, 379
defining with race, 110
deity and alignment for, 110–111
developing, 108
developing to fit team, 134
disrespecting other, 276
DM’s involvement with, 296–297
equipping higher-level, 185
experience and growth of, 12
favorite tactics, 267
feats, 25, 117, 153
gender of, 145
healing dying, 78–79
hit points, 112–113
initiative, 114
knowing your, 274–275
level of, 110
markers for Hall of the Spider 

God, 319
physical description of, 111–112
placing on battle grid, 88, 90–91
saving downed, 272–273
saving throws, 114–115
setting up attack of opportunity,

230–231
skills, 116–117
special abilities, spells, and gear, 118
squares occupied by, 86
working together, 268–269

charging
defined, 379
full attacks and, 226–227

Charisma
about, 137
class scores for, 141–142

defined, 130
effect on action, 138

check, 379
cherrypicking, 284–287
City of the Spider Queen, 367
City of Towers, The (Baker), 374
CL (caster level), 379
class level, 215, 380
class skill (C)

buying, 172–173
defined, 117, 380
maximum ranks for, 123

cleric
2+1 spells, 202–203
about, 23, 63–64
air walk spell, 347
bull’s strength spell, 348
buying scrolls, 257–258
casting spells, 79–80
class descriptions, 23, 63–64, 131–134
death ward spell, 348
defined, 380
dispel magic spell, 349
divine favor spell, 349
Eberk, dwarf cleric, 70–71
feat ladders for, 157, 164–165, 167
flame strike spell, 349
hold person spell, 351
Jerek, human cleric, 66–67
magic items, 254–258
playing, 29, 64
preparing spells, 204–205
protection from evil spell, 350
raise dead spell, 350
recommended domain choices for,

203–204
selecting deity for, 132
selecting spells, 237–240
skill package, 181–182
spell loadouts, 205–208
spellcasting abilities, 238
spells, 202–208, 347–351
summon monster III spell, 348
Tiann, human cleric, 68–69
weapon choices for, 186, 188
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cloak of Charisma, 262
cloak of resistance, 246, 262
Collins, Andy, 366, 372
combat encounters. See also fights

actions available, 79–81
attacking with weapons, 77–78
basics of, 75
casting magic in, 240–241
casting spells, 79–80
damage and dying, 78
defined, 74, 315
determining who goes first, 75–76
developing fight strategy, 222–225
flanking, 81
healing dying characters, 78–79
moving in, 76–77
player versus monsters, 92
player versus player, 89–90
reloading crossbow, 81
saving throws, 80
shooting into a fight, 81
switching weapons, 80

combat monster cleric spell loadout,
205–206

combat task, 298–300, 303–305
command undead, 380
competition, 276
competitive players, 332–333
Hero Series books, 370
computer games, D&D, 18
concealment, 380
concentrate on spell, 380
Concentration skill, 173
confirm, 380
console games, 18
constitution

about, 136
class scores for, 141–142
effect on action, 138

construct, 380
conversation task, 298, 300, 302–303
Cook, Monte, 363–364, 369
cooperation

buffing and, 270–272
delaying tactics as, 270
in fights, 269–270

helping your friends shine, 275
teamwork and, 268–269

copper pieces (cp), 184, 380
Cordell, Bruce, 366, 370–372
core books needed, 15
core game mechanic, 17, 74
coup de grace, 380
courtesy during turns, 274
cover, 380
cp (copper pieces), 184, 380
CR. See Challenge Rating
creature, 380
crit, 381
critical hit, 381
critical roll, 381
cross-class (CC) skills, 117

buying, 172–173
defined, 381
maximum ranks for, 123

cure spells, 79, 381
cut-scenes, 335

• D •
d20 rolls, 17
damage, 78, 381
damage reduction, 381
damage resistance, 235–236
darkvision, 381
DC. See difficulty class
death ward spell, 348
Decker, Jesse, 372
defensive fighting, 229–230
defensive spellcasting, 241
deities

about, 110–111
cleric domain choices for, 203–204
selecting, 132

Deities and Demigods (Redman 
et al.), 365

delaying
game sessions, 268
tactics for, 270

Deluxe Dungeon Master’s Screen, 366
demon, 361–362
detect magic spells, 245–246
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dexterity, 136, 138
diagonal moves, 77, 87
dice. See also Hit Die/Hit Dice

attack and damage rolling process, 78
casting spells without rolling, 80
d20 rolls, 17
defined, 4
generating ability scores, 139–140
Hit Die, 113
honesty on rolls, 338
illustrated, 16
initiative roll, 88
making saving throws, 80
needed for game, 15–16
rolling, 74–75

Difficulty Class (DC)
ability checks and, 83–84
comparing skill check with, 171
defined, 381
sample skill, 172
using, 74

Diplomacy skill, 173
dire rat, 355
dispel, 381
dispel check, 381
dispel magic spell, 349
disrespecting other characters, 276
divine favor spell, 349
divine spell, 79, 382
DM. See Dungeon Master
domain

choosing cleric, 203–204
defined, 382

domain spell, 382
double weapon, 382
downloading character sheets,

274–275
Draconomicon (Collins et al.), 366
Dragon Magazine, 18, 280
Dragonlance Chronicles (Weis and

Hickman), 373
Dragonlance Legends (Weis and

Hickman), 373
dragons

defined, 382
Draconomicon, 366

young adult black, 362
young white, 354

druid
armor choices, 191
defined, 134, 382
feats for, 134
magic items for, 254
selecting spells, 237–240
spell selections for, 209
spellcasting abilities, 238

dungeon
as focus of adventure, 313
risk versus reward of, 339
sample adventure, 318–319

Dungeon Magazine, 18, 297, 367
Dungeon Master (DM)

adding cut-scenes, 335
adjudicating results, 296
adventure-building checklist, 317–318
awarding experience points, 213
building world, 294–295
calling for ability checks, 83–84
character’s magic items, 244, 247
characters with evil alignment, 265
choosing adventures, 297
clarifying table rules, 337–338
creating evocative scenes, 335
creativity of, 313–314
deciding what foes do, 310–311
defined, 3, 382
Deluxe Dungeon Master’s Screen, 366
determining who goes first, 75–76
developing adventure premise,

314–315
don’t argue with, 277–278
exploration task, 298, 300–302
fighting task, 298–300, 303–305
figuring out monster stats, 306–309
figuring out players, 331–333
free time task, 299, 305–306
game balance and, 339
handling negotiation, 221–222
having fun in games, 273, 306,

336–339
honesty on rolls, 338
importance of, 12–14, 91, 293
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keeping up with characters, 296–297
organizing games for players, 334
playing NPCs, 295
preparing adventures, 294
resources for, 363–368
respecting NPCs of, 277
role in dungeon exploration, 82–83
rules for new characters, 99
running monsters, 296, 311–312
starting Hall of the Spider God

adventure, 320
stat blocks, 309
talking task, 298, 302–303
tasks for, 298–300
using props, 336–337

Dungeon Master’s Guide (Cook,
Williams, and Tweet)

defined, 4, 15
prestige classes in, 287
resources in, 363

DUNGEONS & DRAGONS. See also
roleplaying

adventures, 14
challenge encounters, 74
combat encounters, 74
components of, 12–14
core mechanic, 17, 74
defined, 3
Dungeon Master’s role, 13–14
expressions of, 18
joining existing games, 19, 97
objectives of, 11–12
origins of, 10
role of players and characters, 13
roleplaying encounters, 73–74
roleplaying in, 9–11, 18
rolling dice, 74–75
skills required in, 11
supplies needed, 14–17
taking turns in, 27
typical game sessions, 95–96

DUNGEONS & DRAGONS Basic Game,
15, 19, 98

DUNGEONS & DRAGONS Miniatures
Starter Set, 19

dwarf
about, 22–23
armor choices for, 191
characteristics of, 145–146
weapon choices for, 186

dying characters
avoid being poor loser, 276–277
healing, 78–79
how to help, 272–273

• E •
Eberk, dwarf cleric, 70–71
Eberron Campaign Setting (Baker et al.),

295, 365, 371
elemental, 382
elf

about, 23
characteristics of, 146–147
weapon choices for, 186

elite array for ability scores, 141
Encounter Levels, 297
encounters

defined, 300
sample, 320–329
types of, 315
varying to amuse players, 332

ending adventures, 317, 330
enemies. See foes
energy drain, 382
Epic Level Handbook (Collins et al.),

214, 372
equipment, 183–194. See also armor;

gear; weapons
Arms and Equipment Guide, 372
choosing right weapon, 185–189
gear, 191–193
higher-level characters, 185
improving weapons and armor,

193–194
selecting armor, 189–191
starting packages, 183–185

Eronni, human sorcerer, 58–59
ethereal, 382
etiquette, game session, 275
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event-based adventures, 316
evil characters

alignment and, 111, 264–265
playing, 265

excessive roleplaying, 267–268
exotic weapons, 185
Expanded Psionics Handbook (Cordell),

370–371
expected damage value, 232
experience points (XPs)

awarded by Dungeon Master, 213
defined, 24, 383
gaining, 211–212
level and, 123
source of, 212–213

exploring
dungeon, 82–83
locations, 83
talking and, 300
task of, 298, 300–302

Extra Turning, 167

• F •
familiars, 131
fast armor, 190
feat ladders, 156–165, 167

clerics, 157, 164–165, 167
fighter, 157–159
goals of, 156
rogue, 160–161
sorcerer, 162–164
spell path and, 202

feat trees, 155
feats, 151–167. See also feat ladders

about feat ladders, 156–157
acquiring, 152–155
character, 25, 117
defined, 151–152
examples of, 152
feat trees, 155
increasing with level, 124, 153–154
meeting requirements for, 153–154
Power Attack, 231–232
types of, 154–155

fey, 383
fighter, 31–41, 383. See also melee

fighter; ranged fighter; skill fighter
about, 23, 31
acquiring feats, 153
Brenna, human fighter, 36–37, 99
class descriptions, 23, 31, 124–126
feat ladders, 157–159
magic items for, 247–251
playing, 29, 32
practice session with, 88–90
Quarion, elf fighter, 40–41
Redgar, human fighter, 34–35, 100–102
skill package, 176–177
spiked chain, 282
Tordek, dwarf fighter, 38–39
weapon choices for, 186–187
who should play, 32

fights, 219–236. See also combat
encounters

avoiding attack of opportunity,
227–228

beating initiative order, 225–226
beating spellcasters, 233
casting magic in, 240–241
charging and full attacks, 226–227
cooperating in, 269–270
defensive fighting, 229–230
developing strategy for, 222–225
fighting task, 298–300, 303–305
flanking in, 225, 226
handling numerous foes, 234
hit point damage, 220
maneuvering in, 221
monsters you can’t hurt, 234–236
negotiation in, 221–222
Power Attack feat, 231–232
retreat, 222
save-or-die spells, 220
setting up attack of opportunity,

230–231
finding

D&D groups, 19, 97
magic items, 245

fireball spell, 345
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flame strike spell, 349
flanking

cooperative use of, 269
defined, 81, 383
in fights, 225–226

flat-footed, 383
flat-footed AC, 113–114
flesh golem, 359–360
fly spell, 344
focusing during game, 275
foes. See also evil characters; monsters

attacking with hit point, 220
beating enemy wizards, 233
bugbear, 322
combat with high AC, 235
deciding actions of, 310–311
evaluating, 223–224
fighting elusive foes, 236
giant spider, 330
kobold, 328
orcs, 329
outnumbered by, 234
planning tactics for, 311–312
skeleton, 324
zombies, 326

FORGOTTEN REALMS Campaign 
Setting (Greenwood et al.), 
295, 364–365, 371

Fortitude save
bonus progressions for, 122
defined, 115, 383

free time
setting up and, 300
task of, 299, 305–306

friends
helping them shine, 275
moving through squares occupied by,

77, 86
full-round action, 377

• G •
game sessions, 95–103. See also

practice session
adjudicating, 296
cooperating in, 268–269, 275

creating evocative scenes, 335
cut-scenes in, 335
delaying, 268
don’t argue with DM, 277–278
dos for, 274–275
etiquette for, 275
excessive roleplaying, 267–268
fighting monsters you can’t hurt,

234–236
focusing during, 275
game balance, 339
having fun in, 273, 306, 336–339
joining existing games, 19, 97
mannerisms during, 266–267
organizing, 98, 334
poor losers and, 276–277
props in, 336–337
spells in, 196
starting with high-level 

characters, 99
table rules, 337–338
typical, 95–96

Gargoyle, 307–309
gauth, 360–361
gear, 191–193. See also magic items

about, 118
player character, 26
recommended, 191–192
starting packages for, 183–185
traveling, 192–193
useful, 192

gender of characters, 145
gestures, 267
ghost, 360
ghoul, 355
giant, 383
giant spider, 330
gish, 383
glossary, 377–389
gold pieces (gp), 184, 383
grapple, 383
grapple check, 383
Greenwood, Ed, 364–365, 371
Grubb, Jeff, 366
Gygax, Gary, 10
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• H •
hack-and-slasher players, 332–333
halfling

about, 23
characteristics of, 148–149

Hall of the Spider God, 318–330
adventure key for, 319
battle grid for, 318
bugbear, 322
character and monster markers 

for, 319
encounter areas, 320–329
giant spider, 330
initiative checks, 321, 327–328
kobold, 328
orcs, 329
premise of, 318
skeleton, 324
starting adventure, 320
zombies, 326

HD. See Hit Die/Hit Dice
headband of intellect, 262
Heal skill, 78–79
healing

cleric’s spells for, 204
dying characters, 78–79

Heinsoo, Rob, 364–365, 371
hell hound, 354
Hero Series, 370
Hickman, Tracy, 373
Hide skill, 173
hit, 384
Hit Die/Hit Dice (HD)

about, 113
clerics, 132
fighter class, 125
rogues, 127
sorcerer, 130

hit points (hp)
about, 112–113
attacking foes with, 220
calculating damage and dying with, 78
healing dying characters, 78–79

hogging the spotlight, 276
hold monster spell, 344

hold person spell, 351
horizontal movement, 87
hp. See hit points
humanoid, 384
humans

about, 22
acquiring feats, 153
bonus feat for, 157
characteristics of, 144–145

Hunter’s Blades Trilogy (Salvatore), 375
hydra, 359

• I •
Icewind Dale Trilogy (Salvatore), 374
icons in book, 6
incorporeal, 384
inflict spells, 384
initiative

defined, 384
Dexterity modifier and, 114

initiative check
defined, 75, 384
in Hall of Spider God, 321, 327–328

initiative log, 75–76
initiative modifier, 75
initiative order, 225–226
intelligence

about, 136
class scores for, 141–142
effect on action, 138

invisibility
invisibility spell, 346
ring of invisibility, 254

• J •
Jerek, human cleric, 66–67
joining existing games

about, 19, 97
equipping higher-level characters, 185

• K •
Kerwyn, human rogue, 46–47
key ability, skills and, 117, 170
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key statistics, 25
Knights of the Silver Dragon novels, 374
known spell, 384
kobold, 328

• L •
Lain, T.H., 375
large monstrous spider, 354
levels

characters advancing, 213–215
class benefits of, 123–124
class versus character, 215
defined, 24, 384
defining characters with, 110
Epic Level Handbook, 214, 372
fighter magic items by, 247–251
increasing feats with, 124, 153–154
skill points per, 175

Lidda, halfling rogue, 50–51
light weapon, 384
Liquette, Kolja Raven, 372
loadouts, 195, 205–208

battle caster cleric, 208, 210
combat monster cleric, 205–206
master healer cleric, 206–208
using, 205

low-level monsters, 353–357
dire rat, 355
ghoul, 355
hell hound, 354
large monstrous spider, 354
stirges, 353
werewolf, 355
young white dragon, 354

low-light vision, 385

• M •
magic, 237–262. See also magic items

about magic items, 241–242
acquiring magic items, 244–246
casting in combat, 240–241
cleric items of, 254–258
fighter items of, 247–251
finding magic items, 245

magic armor, 145, 194, 242, 250
magic wand, 243
magic weapons, 194, 242, 250
paths for collecting items of, 246–247
potions, 242, 246, 386
rogue items of, 251–254
selecting spells, 237–240
sorcerer items of, 258–262
types of magic items, 242–244

magic items
about, 241–242
acquiring, 244–246
cleric’s, 254–258
fighter’s, 247–251
paths for collecting, 246–247
rogue’s, 251–254
sorcerer’s, 258–262
types of, 242–244
wondrous items, 244

magic missile spell, 80, 346
magical beast, 385
magical weapons and armor, 194
maneuvering in fights, 221
mannerisms, 266–267
Manual of the Planes (Grubb et al.), 366
markers

for Hall of the Spider God, 319
miniatures, 16–17, 18, 368
size and movement of, 86

martial weapons, 184
master healer cleric spell loadout,

206–208
masterwork armor and weapons, 

193, 385
Material Plane, 385
melee attacks

defined, 77, 385
melee touch attack, 385
optimal weapons for, 186

melee cleric
feat ladders, 157, 164, 165
optimal weapons for, 185

melee fighter
developing, 158–159
feat ladder for, 156, 158
optimal weapons for, 185
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melee rogue
feat ladder, 156, 160–161
optimal weapons for, 185

message boards, 280
mid-level monsters, 359–362. See also

monsters
beholder, 360–361
demon, 361–362
flesh golem, 359–360
gauth, 360–361
ghost, 360
hydra, 359
mind flayer, 361
mummy, 361
troll, 362
umber hulk, 360
vrock, 361–362
young adult black dragon, 362

mind flayer, 361
miniatures

about, 18
needed for game, 16–17
resources for, 368

min-maxing
building character with, 279–281
cherrypicking and, 284–287
good combinations for, 281–283

mirror image spell, 343
modifiers

ability, 137, 377
initiative, 75

module. See adventures
money, 184
monk

armor choices, 191
defined, 134, 385
feats for, 134

Monster Manual
about, 364
defined, 4, 15
finding best spells, 220
interpreting Gargoyle stats, 307–309

monsters
attack of opportunity, 77, 227–228, 378
attacking spellcasters, 80
beholder, 360–361

conversations with, 302–304
demon, 361–362
dire rat, 355
Dungeon Master rolls for, 75
elemental, 382
evaluating, 223–224
fey, 383
flesh golem, 359–360
gauth, 360–361
ghost, 360
ghoul, 355
giant, 383
hell hound, 354
hydra, 359
large monstrous spider, 354
low-level, 353–357
markers for Hall of the Spider 

God, 319
mid-level, 359–362
mind flayer, 361
mummy, 361
ogre, 356
orc, 356–357
planning tactics for, 311–312
practice session against, 90–92
reading stats for, 306–309
running, 296
skeleton, 356
stirges, 353
troll, 362
umber hulk, 360
vrock, 361–362
werewolf, 355
young adult black dragon, 362
young white dragon, 354

monstrous humanoid, 385
moving

on battle grid, 86–87
in combat, 76–77
through occupied squares, 77, 86

multiclassing, 283–287
cherrypicking, 284–287
defined, 216, 385
increasing versatility, 281

mummy, 361
music for roleplaying, 337
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• N •
naming player characters, 22, 109–110
natural weapon, 385
negotiations, 221–222
nonlethal damage, 385
nonplayer character (NPC), 73

abusing, 277
defined, 386
delaying games with, 268
playing, 295
respecting, 277
roleplaying encounters with, 315

Noonan, David, 366
novels

about, 10, 18
City of Towers, The, 374
Dragonlance Chronicles, 373
Dragonlance Legends, 373
Hunter’s Blades Trilogy, 375
Icewind Dale Trilogy, 374
inspirational, 376
Knights of the Silver Dragon series, 374
Savage Caves, The, 375
Temple of Elemental Evil, The, 375
War of the Spider Queen, 374
Year of Rogue Dragons, The, 375

novice players. See also practice
session; roleplaying

finding game to join, 19, 97
game balance and, 339
getting started, 98
organizing own game, 98
starting with DUNGEONS & DRAGONS

Basic Game, 15, 19, 98
NPC. See nonplayer character

• O •
objectives of DUNGEONS & DRAGONS,

11–12
ogre, 356
ooze, 386
orcs, 92, 329, 356–357
origins of DUNGEONS & DRAGONS, 10

outnumbered by foes, 234
outsider, 386

• P •
paladin

armor choices, 191
defined, 134, 386
feats for, 134
magic items for, 247

paper supplies, 17
PC. See player character
periapt of Wisdom, 258
plane, 386
plant, 386
platinum pieces (pp), 386
player character (PC). See also specific

classes
ability scores, 24, 112
about, 21–22
actions for exploring locations, 83
alignment and deity, 110–111
attack options for, 115–116
base attack bonus, 115, 120–121
battle grid squares occupied 

by, 86
character speed, 114
choosing, 28–29
class of, 23–24, 110
creating your own, 29
defined, 3, 21, 386
example dungeon exploration, 

82–83
feats of, 25, 117
gear, 26, 118
hit points, 112–113
initiative, 114
initiative modifiers for, 75
key statistics, 25
level of, 24, 110
names for, 22, 109–110
number needed for game, 12
physical description of, 111–112
placing on battle grid, 88
players versus characters, 28
playing your character, 27–28
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player character (PC) (continued)
practice session against monsters,

90–92
race of, 22–23, 110
role of, 13
saving throws, 114–115
skills, 25, 116–117
special abilities, 24, 118
speed of, 76–77
spells, 26–27, 118
types of actions, 17
XP, 24

players, 331–339. See also novice
players

adding suspense with cut-scenes, 335
balance among, 339
categories of, 332
characters versus, 28
clarifying table rules, 337–338
creating evocative scenes for, 335
figuring out, 331–333
honesty on rolls, 338
organizing games for, 334
playing your character, 27–28
preferences for adventures, 333
resources for, 369–372
separating character and, 28

Player’s Handbook (Tweet et al.)
character sheets in, 108–109
defined, 4, 15
experience points, 211
resources found in, 364, 369
reviewing feats in, 152
sample names in, 110
spells in, 196–197

playing
clerics, 29, 64
exploring dungeon, 82–83
fighters, 29, 32
rogues, 29, 44
sorcerers, 29, 54
your character, 27–28

polymorph spell, 345–346
poor losers, 276–277
potions, 242, 246, 386
Power Attack feat, 231–232, 235

pp (platinum pieces), 386
practice session, 85–93

adding story elements, 93
battle grid and markers for, 85–86
fighters, 88–90
players versus monsters, 90–92
what to do on turns, 89–91

premise
developing, 314–315
Hall of the Spider God, 318

prepared casters, 237
preparing

adventures, 294
spells, 204–205

prerequisite, 386
prestige classes, 287–290

about, 216
defined, 287
table of, 288–290

prioritizing tasks, 299–300
props, 336–337
protection from evil spell, 350
psionics, 386
publications. See resources
puzzle-solver players, 332, 333

• Q •
Quarion, elf fighter, 40–41
quest. See adventures
Quick, Jeff, 372

• R •
race, 143–149

about, 22–23
defined, 386
defining characters by, 110
dwarves, 145–146
elves, 146–147
halflings, 148–149
humans, 144–145
other, 149

Race Series books, 369–370
raise dead spell, 350
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randomly generated ability scores, 139
range increment, 386
range penalty, 116
ranged attack, 77
ranged fighter

developing, 159
feat ladder for, 156, 158

ranged rogue ladder, 156, 161
ranged weapons, 116
ranger

armor choices, 191
defined, 134, 387
feats for, 134
magic items for, 247

reach, 387
recommended gear, 191–192
Redgar, human fighter

1st level character, 34–35
4th level character, 100–101
8th level character, 102–103

Redman, Rich, 365
Reflex save

bonus progressions for, 122
defined, 115, 387

Reid, Thomas, 372, 375
reloading crossbow, 81
requirements

for feats, 153–154
game, 16
skills required for game, 11

resources, 363–368. See also supple-
ments; and specific resources

adventure, 367
Arms and Equipment Guide, 372
City of the Spider Queen, 367
Complete... books, 370
core books needed, 15
Deities and Demigods, 365
Deluxe Dungeon Master’s Screen, 366
deluxe player character sheets, 370
Draconomicon, 366
Dragon Magazine, 18, 280
Dungeon Magazine, 18, 297, 367
Dungeon Master’s Guide, 363
Eberron Campaign Setting, 295, 

365, 371

Epic Level Handbook, 214, 372
Expanded Psionics Handbook, 370–371
Forgotten Realms Campaign Setting,

295, 364–365, 371
inspirational novels, 376
Manual of the Planes, 366
miniatures, 368
Monster Manual, 364
player, 369–372
Player’s Handbook, 364, 369
Race Series books, 369–370
Return to the Temple of Elemental 

Evil, 367
Shadows of the Last War, 367
Weapons of Legacy, 372

retreat, 222
Return to the Temple of Elemental Evil,

367
Reynolds, Sean, 364–365, 371
rings

magic, 242–243
ring of invisibility, 254
ring of protection, 261

risk versus reward, 339
robes of archmagi, 261
rods, magic, 243
rogue

class description of, 23, 43, 126–129
defined, 387
feat ladders, 160–161
Kerwyn, human rogue, 46–47
Lidda, halfling rogue, 50–51
magic items, 251–254
playing, 29, 44
Shadow, human rogue, 48–49
skill package, 177–179
weapon choices for, 186–188

roleplaying, 263–278
about, 27–28
background music for, 337
buffing, 270–272
building persona, 265–266
character alignment and, 111, 264–265
choosing your character, 28–29
cooperating in fights, 269–270
cooperative, 268–269
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roleplaying (continued)
DUNGEONS & DRAGONS and, 9–11, 18
excessive, 267–268
mannerisms, 266–267
poor losers and, 276–277
positive steps for, 274–275
saving downed characters, 272–273
separating player and character, 28
things to avoid, 276–278

roleplaying encounters, 74, 315
Roleplaying Gamers Association

(RPGA), 97
round, 387
running games, 293–312. See also

Dungeon Master
building D&D world, 294–295
choosing adventures, 297
clarifying table rules, 337–338
deciding actions of foes, 310–311
DM’s role in, 293
exploration task in, 298, 300–302
fighting task, 298–299, 300, 303–305
figuring out monster stats, 306–309
free time task, 299, 305–306
having fun, 273, 306, 336–339
keeping up with characters, 296–297
organizing games for players, 334
planning tactics for monsters, 

311–312
preparing adventures, 294
running monsters, 296
talking task, 298, 300, 302–303
tasks for DM, 298–300
using props, 336–337

• S •
Salvatore, R.A., 374, 375
Savage Caves, The (Lain), 375
save-or-die spells, 220
saving throw

class base bonus progressions for, 122
defined, 80, 387
Fortitude, 115, 122, 383
Reflex, 115, 122, 387
saving downed characters, 272–273

types of, 114–115
Will, 115, 122, 389

sayings, 267
scroll

buying, 257–258
defined, 387
magic, 242

scrollbait scroll, 258
selling magic items, 246
setting up

free time and, 300
task of, 299

Shadow, human rogue, 48–49
Shadows of the Last War, 367
shields, 189
shooting into a fight, 81
silver pieces (sp), 184, 387
simple weapons, 185
site-based adventures, 315–316
size of characters, 112
skeleton, 324, 356
skill check, 17, 117, 171
skill fighter

developing, 159
feat ladder for, 156, 158

skill packages, 176–182
cleric, 181–182
fighter, 176–177
rogue, 177–179
sorcerer, 179–180

skill ranks, 169
skills, 169–182

about, 116–117, 169–170
buying, 172–175
clerics, 133
examples of, 170
fighter class, 125–126
key, 173
player character, 25
rogues, 127–128
skill packages, 176–182
sorcerer, 130–131
using, 171–172

Slavicsek, Bill, 365, 371
sleep spells, 344–345
slow armor, 190
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sneak attack
about, 128–129
prestige class progression, 288

sneaky rogue ladder, 156, 161
sorcerer. See also attack sorcerer;

survival sorcerer; team buff
sorcerer

abilities in spellcasting, 238
about, 23, 53
blaster spell path, 197–199
casting spells, 80, 195–196
class description, 23, 53, 129–131
cloak of Charisma, 262
defined, 387
Eronni, human sorcerer, 58–59
feat ladders, 157, 162–164
fireball spell, 345
hold monster spell, 344
invisibility spell, 346
learning spells, 196–197
magic items, 258–262
magic missile spell, 346
mirror image spell, 343
playing, 29, 54
polymorph spell, 345–346
selecting spells, 237–240
skill package, 179–180
spells, 195–196, 343–346
teleport spell, 345
trickster spell path, 198, 200–201
Valanthe, elf sorcerer, 60–61
weapon choices for, 186, 188–189
Wellyn, human sorcerer, 56–57
wizard versus, 197

supplements
allowed in game session, 338
on character building, 280
core, 15

sp (silver pieces), 184, 387
special abilities

about, 24, 118
prestige class progression, 288

special class features
clerics, 133–134
fighters, 126
rogues, 128–129
sorcerer, 131

special initiative actions, 225–226
speech pattern, 267
speed

about, 114
about character, 76–77
armor weight and, 190–191

spell path, 197–202
blaster, 197–199
buffer, 197, 199–200
feat ladder an, 202
trickster, 198, 200–201
types of, 197–198

spell resistance (SR), 388
spellcaster, 387
spellcasting. See also magic

beating spellcasters, 233
clerics and, 133–134
combat situations and, 

240–241
defensive, 241
prestige class progression, 

287–288
selecting spells, 237–240
spontaneous and prepared 

casters, 237
wizards for, 129

spellcasting cleric, 157, 164, 167
spell-like ability, 387
spells, 195–210. See also loadouts

about, 26–27, 118, 195
air walk, 347
buffing, 271–272
bull’s strength, 348
cleric, 202–208
concentrate on, 380
cure, 381
death ward, 348
defined, 387
detect magic, 245–246
dispel magic, 349
divine favor, 349
flame strike, 349
fly, 344
hold person, 351
inflict, 384
invisibility, 346
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spells (continued)
magic missile, 346
mirror image, 343
open spell slots, 240
polymorph, 345–346
protection from evil, 350
raise dead, 350
save-or-die, 220
selecting, 237–240
sleep, 344–345
sorcerer, 195–196, 343–346
spell path, 197–202
spontaneous casting, 204
stoneskin, 344
summon monster, 346, 348
teleport, 345
wizard, druid, and bard, 209

spiked chain fighter, 282
spontaneous casting, 204, 237, 388
Spot skill, 173
stable, 78
stacking

buffing spells, 271–272
defined, 388

staff, magic, 243
standard action, 377
starting to play, 19
stat block, 309
stirges, 353
stoneskin spell, 344
storytelling

adding story elements, 93
building D&D worlds, 294–295
creating evocative scenes, 335
as objective, 11–12

Stout, Travis, 372
strength

about, 136
class scores for, 141–142
effect on action, 138
min-maxing strategies for, 281

structure of adventures, 316
summon monster spell, 346, 348
supplies needed, 14–17

character sheets, 16
core D&D books, 15

dice, 15
miniatures and battle grid, 16–17
pencils, paper, and graph paper, 17

survival sorcerer
feat ladders, 157, 163–164
spell path for, 202

• T •
table rules, 337–338
tactics

attack of opportunity, 227–228,
230–231

character’s favorite, 267
charging and full attacks, 226–227
choosing, 224–225
cooperative use of, 269–270
defensive fighting, 229–230
flanking in fights, 225–226

take 10, 388
take 20, 388
take backs, 338
taking turns, 27
talking

exploration and, 300
task of, 298, 300, 302–303

team buff sorcerer
feat ladders, 157, 163
spell path for, 202

teamwork. See cooperation
teleport spell, 345
Temple of Elemental Evil, The

(Reid), 375
terms

glossary of, 377–389
key, 3–4

threaten, 388
Tiann, human cleric, 68–69
Tordek, dwarf fighter, 38–39
touch AC, 113–114
trap sense, 128
trapfinding, 128
travel gear, 192–193
trickster sorcerer spell path, 198,

200–201
troll, 362
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Tumble skill, 173
turn expert, 157, 164–165, 167
turn taking

courtesy during, 274
tips for practice, 89–90, 91

turning undead, 63, 388
Tweet, Jonathan, 363, 364, 369
2+1 spells, 202–203
two-handed weapon, 388

• U •
umber hulk, 360
unarmed strike, 389
uncanny dodge, 128
undead, 389
useful gear, 192

• V •
Valanthe, elf sorcerer, 60–61
vermin, 389
vertical movement, about, 87
villains. See foes
vrock, 361–362

• W •
wand

defined, 389
magic, 243
using, 241

War domain, 188
War of the Spider Queen, 374
weapons. See also magic items

calculating damage, 186
characteristics of, 185–186
choosing, 219–220
cleric’s, 186, 188
fighter’s, 186–187
hit point damage, 220
light, 384
magic, 194, 242, 250
maneuvering in fights, 221

natural, 385
reloading crossbow, 81
rouge’s, 186–188
save-or-die spells, 220
sorcerer’s, 186, 188–189
starting packages for, 183–185
switching, 80

Weapons of Legacy (Cordell 
et al.), 372

Weis, Margaret, 373
Wellyn, human sorcerer, 56–57
werewolf, 355
when to stop roleplaying, 267
Will saves

bonus progressions for, 122
defined, 115, 389

Williams, Skip, 363–365, 366, 
369, 371

wisdom
about, 136–137
class scores for, 141–142
effect on action, 138

wizard
about, 129
armor choices, 191
armored, 282
beating enemy, 233
defined, 134, 389
feats for, 134
magic items, 258
open spell slots, 240
selecting spells, 237–240
sorcerer versus, 197
spell selections for, 209
spellcasting abilities, 238

Wizards of the Coast Web site,
274–275, 280

wondrous items, 244
Wyatt, James, 365, 366, 371, 372

• X •
XPs. See experience points
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• Y •
Year of Rogue Dragons, The

(Byers), 375
young adult black dragon, 362
young white dragon, 354

• Z •
zombies, 326
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