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Adventuring Campaigns 
Rules and Methods for Running a Campaign, Solitaire Perhaps 

 
Introduction: 
 Two previous documents, “Dungeon Crawling” and “Wilderness Adventures” describe 
systems for conducting individual adventure outings.  But, there is a lot more to the Dungeons 
and Dragons game than, well, just the dungeons and the dragons.  The overall game is a story of 
character growth and development.  A player character starts at first level and over considerable 
time goes on many adventures, and gains experience in both the technical “experience points” 
and becoming wiser and more savvy senses.  As the character rises in level, choices are made 
about what to buy, what skills and talents to develop, and (importantly) what opportunities to 
pursue.  The same thing is happening for the other members of the party, including the Non-
Player Characters (NPCs).  Ultimately, a successful character reaches a stage of development 
where he becomes ready to give up the life of active adventuring and focus on other pursuits, 
ranging from starting his own stronghold or colony in the wilderness, taking over an established 
fief as Lord, retiring to do research, or focusing on family life.  Often this happens when there 
are no obvious foes worthy of the player character’s attention, or there are family or other 
reasons to prefer not to travel to distant lands where worthy challenges might be found. 
 

It is in conducting a campaign that a good dungeon master needs the most imagination 
and hard work.  Often the world against which the player’s campaign takes place is static.  
Adventure opportunities and world events wait for the characters to be ready to do something, as 
if the entire world is structured around the players’ lives.  (Most computer role playing games 
seem to follow this model too.)  A good DM gives agency to other powers in the campaign world 
independent of what the players may be doing.  This results in change, and often stimulates 
unusual and interesting events.  Doing this kind of thing is difficult.  The methods outlined here 
do not rise to that level.  Rather, the process is party-centric, revolving around what the party is 
doing, with opportunities to randomly be affected by external agents.  The shortcoming is that 
those external agents don’t have an explicit coordinated animus; they are simply random events. 

 
Campaign Beginnings – World and Party Formation: 

The first issue in starting a campaign is where will it begin.  It can be as simple as 
defining a particular village, then rolling for what the first adventure opportunity will be.  Roads 
and other towns and cities can be roughed out (using random choices) as needed, such as when 
the party members have money and decide to go to the nearest big city to try and find higher 
quality arms and armor.  Where is that?  Roll a random direction and distance.  There is a road 
that gets there more or less directly (roll d6 for how convoluted the path is).  The characters 
never had to ask before, but when the city is needed, there it is!  Yes, there was already a city and 
a king and an army and all of that, the characters just didn’t 
need to know about those details until needed.  This form of 
outward world construction is a method I have used.  It’s easy 
to get started, requiring relatively little initial investment, a 
good thing when you don’t know if the campaign will sustain 
or not.  Figure 1 shows the initial map for one campaign, 
which was later built out to be an entire island, which in turn 
was then spliced into a campaign world. Figure 1 Wildwood and Vicinity
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A second approach is to choose some locale in an already created world.  One could use 
USGS maps of some relatively unknown spot in the US for the initial setting, or re-use a 
previous campaign world (perhaps saying the new campaign is a half century after the previous 
one) or an available world like Greyhawk could be adopted.  There still remains the issue of 
creating the initial local context for adventure.  The 3rd Edition Dungeonmaster’s Guide (DMG) 
includes a useful list of “adventure ideas.”  One could simply roll on the table a few times and 
choose what seems a good idea for an initial character’s problem. 

 
A third possibility is to use a commercial “module” for the purpose.  First edition D&D 

games shipped with “Keep on the Borderland” or “Search for the Unknown” which are small 
initial contexts for a first adventure.  In these two cases, there is no “wider world”, but in some 
others like “The Sinister Secret of Saltmarsh” the first level adventure is given an explicit site, in 
that case within the Greyhawk world.  The problem with using a commercial module is that the 
player in a solitaire game must play both party and dungeonmaster.  This can be done by treating 
the player character more like an NPC when it comes to privileged information the DM normally 
has, and player character decisions that could be unnaturally affected by that.  This document 
does not deal with that difficulty.  Even in such modules, there really isn’t usually much that 
governs the conduct of the campaign.  That’s the reason for this document, to address things that 
come up outside the scope of a particular adventure or group of adventures related to a single 
mission. 

 
So, an initial world exists, one way or another.  Next, we need a starting character or 

characters.  The distinction is important.  Is the campaign going to portray initial party-building? 
The Wildwood campaign did.  The initial character, a “rogue” Alphred, needed to go somewhere 
obscure to avoid people who would be looking for him in a (unnamed) city far away.  By chance 
there were two other characters in the tavern, both zero level fighters, with an interest in trying to 
earn some money by the easier method of adventuring rather than hard work.  Alphred happened 
to know that there were raiding parties of kobolds that had been harassing merchants on the road 
to nearby Widevalley.  Only one of them, Hupster, was willing to join Alphred as a “party.” 
Fortunately, a day later a young (but thoroughly evil) 1st level mage named Kiffon happened 
along, and was willing to join the adventure for similar reasons.  So, that made a three-person 
party for the first adventure, to scout the area where the attacks had taken place.  The whole 
campaign started with the player character and a couple of others who did not stick around long.  
After a few short outings a cleric Jakob joined, and eventually others, while Hupster and Kiffen 
went their separate ways.  Eventually a stable party formed (starting with Jakob) that 
campaigned over a period of about 6 years of game time, with Alphred ultimately reaching 13th 
level (3rd edition). 

 
A disadvantage of starting a campaign this way is that the initial party is not only just 1st 

level, but also few in numbers.  It is not surprising that such a campaign can end quickly with the 
death of the player character.  It is also the case that the initial party will include characters with 
seriously different alignments and perspectives, as was the case for Alphred’s party, in which 
case the party can splinter.  I had one campaign in which the NPC’s chose a different leader and 
essentially kicked the player character out of the party.  If the player character is killed, if other 
characters survive, one could choose to continue as one of those characters.  Or not.  The 
computer game “Baldur’s Gate” follows this model.  The gamer forms the party as the game is 
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played.  Choosing the wrong characters to join can be expensive.  They may quit later after 
absorbing earned experience, and that’s an opportunity cost for other characters you find later. 

 
The other way of starting a campaign is to start with a complete (or at least mostly 

complete) party.  This is pretty much required if you start with a “module”, most of which really 
need a party with 6 to 8 characters.  So, instead of having new potential party members appear 
and the player character needs to decide who and why, the whole party formation process is 
skipped to the end result: a player character and several NPC’s suitable for the first adventure.  (I 
have followed that pattern too, most recently with a player character ranger Arcturus at (module 
town) Saltmarsh.  Arcturus didn’t make it through the first chapter, being replaced after his early 
demise as a player character by sorcerer Jehu.  So now only one fighter, Camburr, now the party 
leader, remains of that original party about three game years later.  The computer game “Icewind 
Dale”, with the same engine as Baldur’s Gate, begins that way with a party of six.  One issue 
with starting this way is that the group is less likely to be diverse; you (as player) want them to 
get along, so creating party members with potentially problematic opposed alignments like CG 
and LN is less likely. 

 
Party Building: 

I list this as a separate process from putting together an initial party above.  This is where 
that lone initial player character seeks help with some project and hopes to find enough 
adventure companions to form a viable party.  Or perhaps a party has been formed, but lacks 
some critical skill or role.  For example, maybe there is no cleric and they need one, or the 
contemplated adventure really, really ought to have a ranger’s help.  The assumption is that the 
player character at the start of a campaign is either a resident of the town (who has been 
supporting himself by some endeavor such as hunting and killing rats and minor vermin), or is a 
transient resident of the local tavern.  (Most “modules” provide some initial habitation situation.)  
How does the character meet and recruit others?  That’s what this section is concerned with. 

 
The first method for recruiting other party members is from other transients or locals the 

player character (or, more generally, the leader of the party) happens to come across.  How many 
potential adventure recruits might be found as the player character scans the tavern common 
room and looks for others who look or act like they might be interested in a bit of “adventuring”?  
What kinds of characters might they be?  Naturally, that can be determined by die roll.  I have 
been using (with modifications over time) what is shown as tables 1 and 2 below. 

 
Once the NPC is defined, then it remains to be seen whether the party will ask him to 

join, or whether the character even has any interest.  In some cases, it will be obvious that the 
party won’t want the character, for example, the character is not of a class that is needed and has 
nothing else to recommend him, such as superior attributes.  Assuming the party expresses some 
interest, the NPC then gets a roll to see if he has an interest in joining.  The process starts with a 
die roll and includes various factors that affect the NPC’s decision.  Table 3 shows this process.  
A modified die roll of 15 is normally needed for the NPC to join right then. 

 
Note: Here and elsewhere I will use the term Thief to refer to what in the 3rd edition is a 

“rogue”. This is convenient since the single letter “T” can be used and let “R” stand for “ranger.”  
There is still ambiguity between Bard and barbarian, but those are not mainline classes. 
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Table 1  NPC Potential Party Member Coincidental Encounters 
Setting: Small town Town Small city City 
First day d4 d6 2d6 3d6 number of NPC’s 
New each day ¼ (d4=4) 1/3 (d6=5,6)  2/3 (d6=3-6) d2  check each day 
Chance depart 1/6 1/6 1/6 1/6  they may not stay. 
 Type character (d20): 
Cleric 1,2* 1-3 1-4 1-3     * 1/20 druid 
Fighter 3-14* 4-13* 5-10 4-10   * 1/20 barb’n, 1/20 rgr 
Wizard 15* 14* 11,12 11,12  * 3/20 Sor, otherwise 2/20 
Thief/Rogue 16-18 15-17 13-17 13-18 
“Local” 19 18,19 18-19 19       default F 50%, T 50% 
Exotic 20 20 20 20 default:bbn/dru/rgr/pal/mk/bd 
Race: default d20: 1-15 human, 16 half elf, 17 dwarf, 18 half orc, 19 gnome/halfling, 20 elf/other 
(The campaign setting, whether town or city, can influence this greatly.  See tables in DMG) 
 

Gender:  Cleric ¼ female; Fighter, Paladin 1/12 female; Wizard, Thief, Ranger 1/3 female 
 

Alignment: LG NG CG LN N CN LE NE CE 
Cleric  1-5 6-9 10,11 12-14 15,16 17 18 19 20 
Fighter  1,2 3-5 6,7 8,9 11,12 13,14 15,16 17,18 19,20 
Wizard  1-3 4-6 7,8 9-12 13-15 16 17,18 19 20 
Thief/Rogue 1 2-4 5,6 7 8-12 13-15 16 17-18 19,20 
Paladin: LG Druid: N Ranger: d8: 1=LG, 2-4=NG, 5,6=CG, 7=N, 8=CN 
Sorcerer: as Wizard but+1 towards chaotic.  Dwarf: -1 toward lawful.  (don’t wrap lines) 
 

Level: d6: 1: 0 level 2-4: 1st level 5: 2nd level 6: d6 1-3: 3rd lev, 4: 4th lev, 5: 5th level, 6: 6th+ 
Roll for characteristics: 0 level: 2x 4d6, 4x3d6  (pick best 3 for 4d6) 
     1st level: 4x 4d6, 3x3d6  (pick best 3 for 4d6) 
     2nd level up: 6 x 4d6        (pick best 3 for 4d6) include +1 for 4th level+ 
     (Females S-2, W+1, Ch+1 – house rule, not in 3rd edition) 
Experience points: (d6, only if joins): 1=minimum, 2=min+10%, 3=min+20%, …. 6=min+50%. 
 

Table 2  NPC Arrangement of Attributes (useful defaults) 
Class, d6(m) d6(f), specialty     Priority of attribute (highest to lowest) 
    m   f    highest   2nd 3rd 4th 5th last 
F 1-3  1   “melee monster”  S C D W/Ch Ch/I I/W 
F 4-5  2-4 “archer”  D S C I/Ch W/I Ch/W 
F 6* 5,6* “finesse fighter”  D S C I/W Ch/I W/Ch *: and d6: 1-5 
F 6,6 6,6  “leader”  Ch S I W D/C C/D 
C 1-3 4-6 “melee focus”  W S C Ch/D I/Ch D/I 
C 4-6 5-6 “spell focus”  W Ch I D S/C C/S 
T  1,2low  “common thief” D I S C Ch W     1 or 2 and d6=1-3(both) 
T   2hi     “con/scam artist” Ch D W/I I/W S C 
T  3  3low  “scout”  D C S W I Ch 
T  4   -        “bully”  S D Ch C W I 
T  5   4       “technical”  D I W S C/Ch Ch/C 
T 6lo 3hi    “organization”  D Ch S W/I I/W C 
T  -   5,6lo “harlotry”  Ch D I W C S 
T  6hi  6hi  “entertainer”  D/Ch Ch/D S I C W 
W     “default”  I D W C/Ch C/S S/Ch Individual cases vary 
R     “default”  D W C/S S/C I Ch Individual cases vary 
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Table 3  NPC Recruiting, Party “Charisma” Check 
 

Die roll (d20 if chaotic, d8+d10+(d2-1) if neutral, 3d6 if lawful) 
+ Party leader Ch modifier (+1 extra for “Leadership” feat) 
+ Modifier for the average Ch of the rest of the party 
-n for alignment difference from leader: -1 if 1 step; -3 if 2 steps, -6 if 3 steps, -10 if 4 steps 
-1 if gender different from leader 
+1 if party “needs” character type (default needs: F,F,C,T,M, and might need R) 
-1 if party “doesn’t need” type (default 1 more than above already in party, so ≥3F, ≥2C, etc.) 
-1 if class or race incompatibility (primarily P-barbarian, W-S, or by race) 
-1 if party member recently quit / -2 if party member recently killed 
+/- 1 to +/- 2 for party reputation (good fortune, treasure, town appreciation etc.) 
+/-p party size: +1 if party <4, -1 if >6, -2 if >8, -3 if >11, etc.  (Leadership allows 1 more) 
+1 if character is 2+ levels below leader, or 0 level characters +d6, 1st level characters +d3 
+1 each for leader Lawful or Good 
 
Modified roll=20+ enthusiastic;  15-19 accepts;   10-14 “Maybe later”;   5-9 “No”;    <4 “HNo” 

 
Example:  F6 Camburr (with leader feat) is LG with Ch=12.  The party averages Chmod +1. 
He is trying to recruit a female neutral thief of 1st level named Liscenda to replace poor departed 
Manganese, who was killed by a tiger which attacked him in the jungle while he was on watch: 
Liscenda rolls d8=5, d10=6, d2-1=0 for dice roll = 11 (about the average expected). 
With modifiers:11+1(ldr ch) +1(L) +1(party) -3(align) -1(gender) +1(need) -2(loss) -1(party=8) 
       +d3=3(1st lev) +2(ldr LG) = 13.  Liscenda says, “Maybe later”. 
 

Note: In the case of “Maybe later” or “No” it is possible that successful diplomacy will 
raise the response one notch.  A “Maybe later” allows a re-try if approached again before 
departure.  Now, the question remains whether the rest of the party will accept the NPC.  That 
requires each party member to roll on Table 4.  (The Party Relations table is similar.) 
 

Table 4  NPC  Recruitment Party Check 
 

Die roll (d20 if chaotic, d8+d10+(d2-1) if neutral, 3d6 if lawful) 
+ Party leader Ch modifier (+1 extra for “Leadership” feat) 
+ Modifier for the Ch of the NPC asking to join the party (+1 if “enthusiastic”) 
-n for alignment difference from party member: -1 if 1 step; -3 if 2 steps, -6 if 3 steps, -10 if 4 
-1 if gender different from NPC 
+1 if party “needs” character type (default “needs” F,F,C,T,M, and might need R) 
-1 if party “doesn’t need” type (default 1 more than above already in party, so ≥3F, ≥2C, etc.) 
-1 if class or race incompatibility for the character in question 
+1 if party <4, -1 if >6, -2 if >8, -3 if >11, etc.  (Leadership allows 1 more) 
+1 if character is within 3 levels below leader.  -1 for 0 level characters 
+1 for a “superior” character (SIWDCCh total >75) or +2 for very superior (>80) 
+1, possibly more, if had been with the party before and departed under amicable terms. 
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The die roll needed is a modified 10.  If all members of the party are above 10, fine, the 
party has a new member.  If someone is a holdout, either negotiations (diplomacy etc.) needs to 
be successful, or the objecting party member may leave if the NPC is hired anyway (50% at -1).  
A failure by 5 or more means there is no way the party member is going to remain if this person 
is hired.  If a person below 10 happens to be the party leader, the NPC won’t be hired, period.   
 

Suppose Liscenda was convinced by cleric Arbigal’s diplomacy to decide in favor of 
joining.  A few of the party member die rolls are: 
 
Camburr (LG leader): 3d6=10 +3(Liscenda Ch) + 1(leadership) -3(align) -1(gender) +1(need)  
                              -1(party=8) +1(superior) = 11: He’s OK, though not extremely thrilled. 
Arbigal (LN cleric): 3d6=11 +3(Liscenda) +2(Camburr Ch+L) -1(align) +1(need) -1(party=8) 
                             +1(superior) = 16: She welcomes Liscenda to the party with enthusiasm.  
Jehu (CG sorcerer): d20=8 +3(Liscenda) +2(Camburr) -3(align) -1(gender) +1(need) -1(party=8) 
                             +1(superior) = 10: Jehu isn’t happy, but he decides not to make objections. 
 

These tables are not necessarily exhaustive.  For example, a party desperate to hire 
Liscenda might offer a full share of treasure immediately, and some “getting started” funds so 
that she can purchase masterwork weapons and armor and maybe masterwork tools.  (A 
character much lower in level than most of the party might expect to start at maybe ½ share.)  
The offer cited would probably be worth a +2 modifier, and may well be in the party’s best 
interest anyway.  However, that concession might mean a -1 on the party members’ checks: 
“Why should she be treated so special anyway?  She’s just first level, and not a technical 
specialist like Managanese was.”  Some judgment is needed when considering such extra 
modifiers.  Obviously, the modifier needs to be settled before the die roll. 

 
It should be apparent that Charisma is not a “throw-away” characteristic.  A character 

with a higher charisma is more likely to get hired on, to influence others, and to remain in good 
standing with other party members.  It may appear that this process is a bit complicated for 
asking an NPC to join.  But, that’s a very important decision.  The party can’t afford to be but so 
large.  (For one thing, charisma checks such as these get more difficult.  Party members figure 
the loot will be divided more ways, and think of reasons why certain others don’t deserve a full 
share.)  There will be a lot more places to follow where Charisma has a significant impact. 

 
A party attempting to recruit another character (or more than one) can also specifically 

look for that character, including by passing out word, giving tips to bartenders, and even 
employing persons who make a point of looking for people.  This costs something.  It will take 
some time for a response.  The more specific the search, the fewer the number of potential party 
members will be found.  Table 5 gives the costs, the number of candidates that will be generated, 
and other parameters related to such a search.  The table assumes you promise to pay position 
seekers for showing up: 10gp per level maybe regionally perhaps, more if coming from a 
distance.  The offer of a high guarantee for showing up may result in more coming but likely 
with a decrease in the number genuinely interested and qualified.  Starting bonuses or other 
promises to prospective candidates can also be mentioned in the campaign, but judgment will 
have to be used in assessing what the impact will be. 
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Table 5  Procedure for Seeking Out Particular Types of NPC’s 
 
Type of NPC sought  local  regional kingdom-wide 

Cost base:  100gp  500gp  2000gp (to messengers, etc.) 
Time for response” d4 days 2d6 days 3d6 days   (roll for each applicant) 
Cost per +1 level 50gp  250gp  1000gp 
Fmm   d6  3d6  6d6 
Far   d4  2d6  4d6 
Ff   d3-1  d6  2d6 
Ranger   d3-1  d6  2d6 
Paladin   d3-2  d3  d6 
Cleric   d4  2d6  4d6 
Wizard   d3-1  d6  2d6 
Thf, common/random  d6  3d6  5d6 
Thf, specialist  d3-1  d6  2d6 
 
Normal responses by level and alignment match table 1. 
Response per +1 lev asked for: ½ the number of responses from “normal” above 
Response if “Good only”: further ½ the number of responses 
Second search within a year:  1/3 the number of responses (you will get a few more) 
If party reputation is neutral or bad: -/-1 local, -1/-2 regional, -1/-3 kingdom-wide for 2d6 
 
In a player character’s home town, he would expect double the number of initially 

available NPC’s and local searches will yield double.  The extra NPC’s would all be of 1st or 0 
level.  In addition, the character when searching has a better chance to find an NPC of his own 
class, since he would know some of these people by reputation or from shared training.  The 
chances are 1/3 for F or T, 1/6 for C, 1/12 for W or D for a town each day (not counting days 
when adventuring takes place; this requires effort).  In other towns, a successful “Gather 
Information” check (and a day’s time spent doing it) has a similar chance of finding a character 
of one of these classes with the same odds, with the check being DC 15 (town), DC12 (city).  
(The normal “meet NPCs” method described earlier does not reflect special effort.) 

 
A final way of adding characters to the party is through chance interactions.  The tables 

and methods above assume the party is trying to look for additional members.  If they are not, 
those methods don’t apply.  Yet, there is still a chance that some NPC will seek out the party and 
want to join.  These are chance events when the party is in a city or town.  Some “admirer” 
events may also result in the admirer wanting to join the party.  Occasionally the party may 
rescue prisoners or others who can be asked or will ask to join the party.  Most such cases need 
to be ad hock, but use of the tables given earlier with modification is a starting point. 

 
Recruited characters will typically have reasonable equipment consistent with their level, 

but will also tend to be short on funds, and may need help from the party for living expenses in 
the short run. 
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Daily Life: 
 The DMG would term this section “Urban Adventures”.  But, rather than being a specific 
occasion that is episodic, a party when not adventuring is going to be living somewhere.  If they 
have chosen to live in a cave or dungeon, or even a stronghold in the wilderness, then they will 
get some reasonable number of monster rolls per day and will, of course, occasionally get 
monster attacks, perhaps even occasionally on massive scale.  Assuming they killed or drove 
away most of the resident monsters before settling down, the incidence of monster attacks would 
be reduced from the rate for adventuring in previously unexplored regions.  Perhaps one d6 roll 
per day and one per night would be about right.  (The day rolls might include visits from the 
king’s tax agents, peddlers, and diplomatic missions from nearby lords.  The night visits would 
most likely be monsters generated by the usual methods. 
 

For most parties, especially starting out, “home” will be a tavern or in in some village, or 
quarters in a stronghold that is supervised by a reasonably powerful lord or officer.  It is unlikely 
that parties will be adventuring even most of the time.  They will need to return to civilization to 
sell treasure, buy supplies, recover from injuries, gather information, recruit new party members, 
get training and do whatever is needed for advancement in level, and sometimes just rest.  The 
Fifth Edition Player’s Manual handles routine expenses in a rather clean, abstract manner, that 
depends on the level of style and comfort the party members choose (and can afford).  I’ve used 
this method (or something comparable).  These are summarized in Table 6.   

 
Table 6  “Lifestyle Expenses” (modified to reflect 20sp = 1gp) 

Lifestyle Price/Day  (Multiply by 30 for per month) 
Wretched     - One the streets.  Like “camping”; may be illegal in town.  Vulnerable. 
Squalid 2sp Boarding house of worst sort, bare subsistence fare.  Vulnerable to theft. 
Poor  4sp Tolerable.  Sleeping in common room at tavern, still quite vulnerable. 
Modest 1gp Rented room, possibly shared, some limited security.  Enough to eat.  
Comfortable 2gp Cottage or good room at inn, probably locking door, good clothes, food. 
Wealthy 5gp Excellent accommodations, food, nice clothes, maybe a maid or lackey. 
Aristocratic 10gp+ The best of everything, tailored clothes, some servants, good security. 
 

Adventurers even at first level, once they have gained some treasure, will want to 
maintain at least a Modest or Comfortable style of living, if for no other reason than some 
security from theft.  It is very, very annoying to have risked much and labored hard in an 
adventure only to have somebody steal all of your money or that nice masterwork sword during 
the night.  That is quite likely in less than Modest conditions, and still is a significant risk at even 
Comfortable living conditions.  (In addition, someone in poorer living conditions is more likely 
to be caught up in a brawl or thrown into prison for some slight or imagined offense.)  So, 
Modest, Comfortable, and Wealthy scales of expenses are most typical, though high level 
characters might want to go to the Aristocratic level and perhaps buy or build their own tower, 
mansion, or stronghold. 

 
If the party is traveling, or only intermittently in residence, expenses are likely to be 

higher, maybe by as much as a factor of two.  The above assumes an extended stay of at least a 
month.  It will usually cost another ½ gp. each to maintain a horse, a carriage, or a (non-
adventuring) ordinary servant such as a maid, lackey, doorman or kitchen drudge.  Maintaining 
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the respective lifestyles with a partner with whom quarters are shared, say a wife or lover, will be 
somewhat less expensive than the two separately, say 150% of the single person’s rate.  (Inns, 
even poor ones, are not going to be happy with screaming children.  So, this model breaks down 
when you are trying to raise a family.) 

 
Normally when a party expects to be static for a while, it’s more convenient to handle 

such expenses by the month.  When traveling, say to the area where an adventure is to take place, 
then it is usually necessary to track daily expenses.  When I’m playing and the party enters some 
new town, I roll a die for the level of lifestyle of the primary tavern in the town, as 2gp to 6gp (I 
use d6=1: 2gp, 2,3: 3gp, 4,5: 4gp, 6: 5 or 6 gp, ranging from Modest to Wealthy.  If the die 
indicate a Wealthy tavern or inn, there will be another at the other end of the scale: 1-3gp per 
night (Poor to Modest).  A city will typically have many inns and taverns, the characters will 
have their choice, except perhaps at the high end of the scale. 

 
In the context of traveling, staying at a Wealthy establishment will probably include an 

element of service that amounts to gathering information of a low DC sort (where to buy things, 
who is important, the names of the local lord’s family members: the kinds of things most locals 
would know.  The establishment will help with small problems, such as arranging for a message 
to be sent or arranging the replacement of consumables like oil or rations.  Someone known to be 
staying there may receive a +1 deference on things like diplomacy checks.  On the other hand, 
someone staying at a Poor or worse establishment will tend to meet hostility and suspicion from 
people like merchants, guards, and shopkeepers, and can expect a -1 or worse modifier on 
diplomacy checks (such as to convince a guard not to arrest you).  Someone who is camping 
outside of town to avoid expenses will be considered to be in the Wretched category.  (Camping 
between towns while traveling, in the absence of an inn, is considered normal.) 

 
Events during Daily Life: 

As might be expected, during “daily life” occasionally things happen.  These are the 
“random events” of urban adventuring.  The probability of an event will depend on what the 
party (or perhaps individual members if they are going their separate ways) are doing.  The 3rd 
Edition DMG provides a useful table with a system for making adjustments.  I have instead used 
my own tables. 

Currently there are two sets of tables, one for a town or village, the other for a city.  
There is also one for an isolated (somewhat fortified) inn.  It would make sense to have another 
appropriate to an outpost or keep or fortress, such as the fortress of the module “Keep on the 
Borderlands.”  Life in such a place would be quite different from either a town or village.  For 
each of these basic situations, there are three tables, “low profile,” “day,” and “night”.  The 
“day” condition includes what might be called normal business hours, even into the early 
evening, especially in a city.  This is when ordinary people are about and the streets are patrolled 
at least to some extent.  A party not doing anything in particular but active with shopping, 
training, and gathering information would normally roll once on the “day” table.  The “night” 
table would be used if a party arrives after dark, say after a forced march to reach the town, and 
may find the streets mostly deserted, vermin acting bolder, and thieves or thugs taking notice of 
them.  The party might also deliberately choose to operate at night for some reason.  Typically 
this would be in addition to a “day” roll for a resident party.  “Low profile” means the party is 
trying to stay hidden as much as practical without calling attention that they are doing so. 
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Table 7  Town / City Events 
 
    Town    City  Isolated Inn 

Kind of event  low profile day night low profile day night (day & night) 
 Vermin/undead  1low 1 1-5  1low 1 1-5  1-2 
Town Guard   1hi-4 2-7 5-10  1hi-2 2-5 6-11  3-9 
Merchant*   5 8-12 11-12  3 6-10 12  10-14 
Pilgrim/cleric   6low 13 -  4low 11 -  15 
Noble/royalty   6hi 14 -  - 12low -  - 
Toughs/Gang   7low 15 13,14  4hi 12hi 13  16 
Thief/group*   7hi 16 15,16  5 13,14 14-16  17 
Rival NPC’s   8low 17 17  6 15 17,18low 18 
Potential recruit/departure 8hi 18 18  7low 16,17 18hi.19low 19 
Admirer   9low 19 19  7hi 18 19hi  20low 
Unusual event   9hi 20** 20**  8low 20** 20**  20hi  
 
Note: “Low Profile” cannot be used on day of arrival. 
*Staying at a “poor inn” (1gp/night) doubles chances of a “thief event” (at expense of merchant 
events): the last numbers for the merchant events become thief events instead. 
*Staying at a “good inn” reduces the chance of a thief event in the inn (but not outside); the extra 
events are turned into merchant events.  Rate of 4 gp – 6gp 50%; 10gp+ 75%. 
** Possibly “someone unexpected” (but known), 50% chance, or “unusual event” table. 
 
Each of these various kinds of events has their own table, which follow below in Tables 8-15. 
 

Table 8  Vermin / Undead Events 
 
During the day, these are all “vermin” events.  At night outside, 20% are “Undead” events. 
 
Vermin: roll d6 for size: 1-4 small, 5, 6low medium, 6,high large. 
   Roll 6 for EL level of vermin: 1-3 EL1, 4 EL2, 5 EL3, 6 EL4  (+1 for medium, +2 large) 
   (Use dungeon small/medium/large animals/vermin tables) 

Medium or Large vermin will normally be encountered outside.  For small animals or 
vermin, the party normally encounters them inside somewhere 50%, outside 50%.  

Undead: Use dungeon undead table after rolling d4 (town) or d6 (city) for EL. 
 

Most of the tables don’t really need much explanation other than what is given there.  In 
all cases, some judgment may be needed if an event seems completely inappropriate for the 
context.  In such cases, rolling again for the details of the event is the first step.  If that remains 
inappropriate, the event table roll itself could be rerolled.  If the second event also turns up as 
inappropriate (after two rolls for details), the event probably should be one of the common ones, 
vermin event or guard event (or possibly a merchant event if that also seems potentially 
appropriate). 
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Table 9  Town Guard Events 
 
1: Party is under suspicion.  Diplomacy DC20 or a bribe (total levels x d10gp) required.  Failing 

that, party taken to Captain of Guard/Watch, need Diplomacy DC25 or bribe 2d10gp each.  
The party may appeal to the lord (town) or Guard Captain (City); what happens depends on 
alignments, and can be complicated.  Possible consequences include fine, loss of property, 
and/or being required to leave. 

2: The Guard is looking for someone.  1=T in the party, 2=T in another party, 3 = someone else 
in the party (roll), 4 = a character in another party, 5=a merchant, 6= a foreigner.  (If in party, 
individual is “under suspicion as #1.  If another, party may have info (do “gather info”). 

3: Someone has made complaints about the party.  The party is called before the magistrate or 
Captain of the Guard.  Diplomacy DC20 or a bribe (total levels x d10) fixes things.  
Otherwise, the party must leave town.  (This is a non-event if party is low profile, inactive.) 

4: The guard with tax collector pay a visit.  A typical nominal tax is 10% of coins, gems and 
jewelry and bulk “trade goods”.  Jewelry will be assessed so that the tax is actually 5%.  
Successful diplomacy DC22 negotiates to pay just half.  (If the town or city also used tariffs, 
gate entry fees, or such, this tax will be lower, perhaps half.)  If the characters have paid this 
tax within the last 6 months in this city or town, the event is ignored. 

5: Low: a guard expresses interest in joining the party. 
    High: The Guard tries to recruit one of the fighters who is a party member, possibly to be a 

watch captain or other position consistent with level and experience. 
6: The party is asked to help with a problem (may be minor adventure):  1: Transport prisoner; 2: 

guard an official (say, a tax collector) on a trip, 3: exterminate some vermin, 4: capture 
bandits (usually operating somewhere outside of the town or city, but sometimes inside), 5: 
rescue a captive, 6: Other.  Some “other” less likely missions might be 1: arrest someone (or 
help with an arrest, say of a dangerous wizard), 2: search somewhere outside of town for 
something, 3: search in town for something, 4: magic services of some sort, 5: loan of 
equipment or money, 6: information, perhaps about bandits, a foreign threat, someone 
known. 

 
Table 10  Merchant Event 

 
Merchant of:  1. Weapons and/or Armor, 2: gems, jewelry, 3: magic,  

4,5: general goods, 6: food or livestock 
1.  Transient merchant – Diplomacy DC20 check will give 10% discount 
2.  Transient merchant – going to <destination> , asks to accompany party (will give discount) 
3.  Transient merchant – going to <destination>, anticipated likely attack, asks help/protection. 
4.  Transient merchant – was robbed, needs help: tells of bandits.  Asks for: 1,2: use of horse or 

escort, 3-4: loan, 5-6 reward for return of goods 
5.  Town merchant: 1.  Asks party to look for item of interest, 2. Asks party to transport/fetch 

item from nearby town, 3. Asks info on competitors / prices elsewhere (DC20 gather info), 4: 
With Diplomacy DC20 offers discount, 5: Tries to recruit party member to be a guard, 6: 
Merchant’s employee seeks to make private deal or employment with party. 

6.  Town merchant has an unusual item for sale at a particularly good price. 
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Table 11  Pilgrim / Cleric Event 
1.  Asked for contribution of d6 x 10gp.  Refusal may draw curse for d6 days. 
2.  Pilgrim/Cleric offers blessing.  If donate d6 x 10gp, good for d6 days. 
3.  Cleric attempts to recruit cleric party member of same alignment (or religion) 
4.  Cleric shows interest in the party.  (Cleric must be within 1 step of leader, party average.) 
     He offers: 1: Healing/restoration, 2: Information (religious), 3: information (evildoings), 4: 

vial of holy water, 5: scroll/potion for donation(~1/2  price),  6: Interest in joining or helping  
5.  Pilgrim party going to <somewhere> asks to join party temporarily while traveling there. 
6.  Cleric takes exception to party, speaks harshly or condemns.  Diplomacy checks at -5 for d6 

days.  (A DC25 Diplomacy check turns this around, and the Cleric is the one people turn on.) 
 

Table 12  Nobility Event 
1.  Local lord summons party to explain activities.  (If found to be troublesome, diplomacy check 

or fine of 10 x d6 gp, held in prison d6 days, or expelled. 
2.  Local lord, family member or retainer encounters vermin or thieves, and the party (or part of  

the party) happens to be nearby to help. 
3.  Local lord, family member or retainer encounters you and “Doesn’t like your looks.”  Next 

Nobility encounter is #1 (in same town). 
4.  In position to help lord, relative or retainer when they fall in the street – if help, favorable 

view cancels negative nobility events for the next d6 months. 
5.  Lord has mission for the party. 
6.  Lord calls on party to pay taxes, level x 10gp each.  (Or as guard tax  event) 
 
Personage: 1: lord, 2: lord and lady, 3: son, 4: daughter or other relatives, 5, 6: important retainer 
 

Table 13  Toughs / Thugs / Gang 
 
1,2,3:  Toughs/Thugs/Gang confronts party.  Treat as NPC encounter (evil) but if Attack is 

indicated, in day that only happens 1/3 of the time; they threaten instead.  A diplomacy / 
bluff check precedes any action.  Day: a guard (or detachment) comes into the scene 1/6 
chance per round (1/12 chance a guard detachment).  At night 1/12 chance per round. 

4:  A gang of thugs or thieves ambushes the party.  Guards as above.  A successful spot result is 
needed to avoid surprise. (Or, “gather information” DC20: someone warned the party.) 

5:  Toughs / Thugs are confronting another individual or party; the party has an opportunity to 
intervene.  1-3: merchant, 4: cleric, 5: peasant (1/6 child, 2/3 adult female), 6: random NPC 

6:  Encounter someone running from pursuing toughs / thugs.  Otherwise similar to #5. 
 
If the party fights, they come “under suspicion” (as guard event #1), with -1 on diplomacy 

checks for each thug injured below 0 or -2 for each dead.  If diplomacy is successful, a 
further check may or bribe can allow the party to keep 50% of the thugs’ assets. 

Town: Toughs/Thugs EL level: d6  City: 2d4. 
Thugs or Toughs, if they see themselves as being close to the party level in overall strength,  

usually will be satisfied to extort ~5gp per level out of the party for their benevolence.  If 
they see themselves as significantly stronger, that rises to 10gp/level.  Successful extortion 
would be accompanied by derisive remarks, of course, but a low level party can survive that 
way.  The party can also run and it is unlikely that the toughs will chase far or vigorously. 
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Table 14  Thief Event: 
 

1:  Prostitution solicitation (50% chance accompanied by pickpocket attempt as below). 
2-3: Pickpocket attempts to steal random character’s money or other possession.  The thief is 

assumed to be of levels 0/1/1/2/3/d6(town) 0/1/2/3/4/d8 (city), and have max“slight of hand” 
skill, dex of +1/+2/+2/+3/+3/+4.  If succeeds, gets 1-3 money, 4,5: d10 x 10% of money, 6: 
weapon or other item 

4:  Thief steals character’s horse from inn/stable.  (50% chance of recovering it within 2d6 days) 
5:  Group of thieves break into character’s room at night and steal stuff: d6 for level of top thief. 
6:  Thief approaches party member for help with a project, offering or asking information, etc. 

 
Table 15  Potential Recruit 

 
1.  A professional or servant:  bearer/cook/seaman/guide/fence/baby care (may have char class). 
2.  A 0 level character with a compatible alignment and a class useful to the party. 
3,4: A character generated by the usual random method, but with compatible alignment (within 1 

step of either party leader or average party alignment; roll alignment until get acceptable). 
5:  NPC of “needed” class (if any), compatible alignment, random level 
6:  As 5, but at a level equal to party average minus (d3-1):  1,2: average; 3,4: -1; 5,6: -2 
 

Table 16  Admirer Encounter 
 

If the party has not performed a mission of note known in or around the town, 50% chance null. 
Step 1:  Decide who is admired – Allocate by ch modifier+1 + bonus -1 for level 0 or 1, +1 for 

5+ (minimum 0).  Make die roll based on modified ch as described to see who is admired 
Step 2:  Who is the admirer?   
 d6=1 or 2: roll again 1-4m, 1f: barmaid / 5m, 2-4f townsperson / 6m, 5,6f transient  
 d6=3,4: locally important person (guard officer, shopkeeper, official, …) 
 d6=5,6: an NPC character 
Step 3:    What sought?  barmd/twnsp/trns important NPC Remarks about NPC admirer 
 Relationship  1-3*  1m/1-4 f 1,2** of opposite gender 
 Favor given  4*  3,4m/5f 3** d6: 1-4 same gender 5,6 opp.  
 Professional association 5*  5,6m/6f - d6: 1-3m, 4-6f 
 Join Party   6*  -  4-6** d6: 1-3m, 4,5f, 6:same 
       (5/6 local)  (2/3 local) 
 *:brmd/twnsp/trns by gender of party member: m 1-4/5/6; f 1/2-4/5,6 barmaid=>lackey if m 
 **: class of NPC: 1,2 random, 3 by need, 4: F(m) or T(f), 5,6 same as party character 
Step 4:  Additional details: 
Favor asked: accommodation / meal / money gift   (these as seems to make sense) 
Professional relationship: guard, militia, missions, business (buy/sell/fence..), church, …. 
NPC’s not asking to join can still be asked to join. 
Admirer NPC level re admiree: Party member male: d6=1: -4, 2:-3, 3: -2, 4: -1, 6,5: same 
        Party member female: 1: -2, 2: -1, 3: same, 4: +1, 5: +2, 6: +3+ 
      (If result is <1st level, d6: 1-3 0 lev, 4-6 1st level) 
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Various Circumstances: 
Because bandit and brigand events are likely to be fairly common, it is helpful to have a 

system prepared to handle the situation that the party hauls the bandits back to town to face 
justice.  (This should be extra mission experience points beyond those from defeating the 
bandits.)  The question is, what happens to the bandits (and the party).  Table 17 provides a 
quickly generated answer.  The assumption is that the party has taken the bandits to a town 
nearby to where the bandits were encountered, and the party is NOT residing in the town to 
which they have brought the bandits. 

 
Table 17  Bringing In Bandits 

Roll d6 for reaction of authorities: 
1.  Hostile: The party is accused of attacking innocents.  Any treasure found on the bandits is 
seized, and the party bust pay a hefty bribe, and / or use diplomacy successfully (DC20 default) 
or be jailed pending trial.  The party will have their property seized if jailed.  Usually this is a 
matter of the bandits being local boys “who meant no harm” or who are operating under the 
protection of the local authorities. 
2.  Indifference:  The event is of no concern to the authorities.  If town guards, a patrol or others 
with authority are present at the end of the fight, there is no loot.  If the bandits are taken in, a 
successful bribe or diplomacy check allows the party to keep half. 
3.  Careless:  The authorities lock up the surviving bandits, allow the party to keep any loot that 
was not on the bandits when brought in. 
4.  Appreciative:  The authorities lock up the bandits, and the party is allowed to keep any loot.  
A small reward of 5gp per bandit is given.  3 x CLW are offered to the party if the authorities 
have a cleric on staff or available. 
5.  Very appreciative:  As above, but there was a reward for these bandits of d6 x n2 gp per 
bandit (where n is the level of the individual bandit). 
6.  Very appreciative: As #5, but authorities know something about this or another bandit gang or 
a monster nest that would be a useful mission for the party.  Merchants in town give a 10% 
discount for d6 days.  Help of some sort is offered.  (Possibly an NPC will join, potions offered, 
or an extra reward for the mission given). 
 
Subtract 1 if the local lord or his authorities are evil.  OR 
Subtract 1 from rolls of 2 or 3 if some of the bandits ended up dead. 
Add 1 if the party is resident in the town, and have performed some useful service or paid taxes. 
 
Company on the Road: 
 On most roads, there is a good chance that a road between towns will see not just the 
party, but also a merchant or two and maybe a military unit making the same trip between 
destinations.  Merchants in particular are often eager to pool defenses against bandit or monster 
attacks with others.  Between towns, there is typically a 25% chance that a merchant (maybe just 
a peddler) is going in the same direction as the party.  Between a city and an adjacent town, that 
rises to 50%.  The others making the trip are typically: 
 1-3:  A merchant (roll for type): 1 low: individual, 1 high: individual on horse, 2: 
individual with pack animal (50% he’s mounted), 3: one wagon, 1 guard, 4: merchant with d6 
handlers/guards and pack animals, all on foot, 5: as 4, but all mounted, 6: merchant with d4 
wagons & drivers, d6 guards, 50% of time all mounted. 
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 If the party is accompanying a merchant, the merchant will expect the party to be in 
advance.  If he is mounted and the party is not, whether the merchant slows down to stay with 
the party instead of getting to his destination faster is a matter of judgment and risk.  Decide on 
odds and roll a die.  If camping is necessary, the merchant is likely to want to share camp with 
the party, and may contribute some small token in appreciation. 
 
Shopping: 

One more or less routine activity of party members is shopping for better equipment.  
That’s usually what characters will want to do if they acquire a considerable quantity of treasure 
beyond immediate needs.  It can be assumed that most of the standard quality items listed in the 
Player’s Handbook will be available in a town or city, though there are obvious exceptions such 
as higher priced items like a magnifying glass, a ship, or a royal clothing outfit.  Usually a town 
will have someone like a moneychanger who can convert copper to silver coins, gold to 
platinum, and platinum to gems (for a 10% premium per step) up to some reasonable limit.  Most 
common trade goods will be readily available.  There will typically be limits on quantities, for 
example, a town might typically have only d6 riding horses for sale, and only 1/3 chance of a 
light warhorse being available.  In a city one might easily find 3d6 riding horses, d3 light 
warhorses and a 50% chance of finding a heavy warhorse available for sale. 

Masterwork and Magic items will be more difficult to find.  For magic items, it will be 
relatively rare that a party member finds exactly what he needs.  Masterwork items should be 
more readily available.  The chances listed in Table 18 have been used.  The assumption is that 
these items are available at the prices given in the Player’s Handbook or the DMG. 

 
Table 18:  Typical Availability of Masterwork and Magic Items 

 
City:  Common masterwork melee weapons: at least one is available. 50% two or more, 25%... 
 Exotic or uncommon masterwork melee weapon sought: 1/6 chance usually. 
 Masterwork ranged weapons: 1/3 chance of one for each type sought  
  (but roll randomly for S of c. bows available: 1: 0; 2,3: +1, 4: +2, 5: +3, 6: +4.) 
 At least one of each type of light and medium armor type and shield.  50% chance >1. 
  (but, only 1/3 chance for any particular type of lt armor for a female character.) 
 Chance that particular type of common melee weapon at +1 is available: 1/6 (1/3 dagger) 
 Chance that particular ranged or exotic/uncommon melee weapon is available at +1: 1/18 
 Chance that some one type of +1 light or medium armor is available: 1/6 (male) 
 Chance that some one type of +1 light armor is available: 1/12 (female) 
 Chance that some one type of +1 heavy armor (or tower shield) is available (1/18) 
 Chance that a particular +1 level ring, wand, or wondrous item is available: 1/36 
 Chances for most particular scrolls and potions to be available: 1/(6 x level2) 
  (Certain “popular” spells such as magic missile, fireball have double the odds.) 
 Chances for healing potions: d3 CLW, ½ CMW, 1/6 CSW lesser restoration, rem. disease 

Most lower level cleric spells can be made available for healing at a temple compatible 
with the individual’s or the party’s alignment at nominal cost.  It may take a day. 

 
 For a city, it is assumed that the party spends about a full day visiting various shops. 
 (After checking, can’t check again for 14 days.  If come back later for something, chance 
               it is still available is 1/sqrt(n+1) for n days later.  After 14 days, a new list. 
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Table 18:  Typical Availability of Masterwork and Magic Items (continued) 
 
Town:  Common masterwork melee weapons: 1/6 chance for each type sought (1/3 for daggers) 
 Chance that some one masterwork ranged weapon is available: 1/6 (Use DMG for which) 
 Chance that some one sort of mw light armor is available: 1/6 (chain sh./studded/leather) 
 Chance that one mw shield is available 1/6 (50% wooden, and 50% light, 50% heavy) 
 Chance that some one magic item is available:  1/6 (Use DMG to see what kind) 
 (After checking, can’t check again for 30 days.  If come back later for something, chance 
               it is still available is 1/sqrt(n+1) for n days later.  After 30 days, a new list. 
 
 The tables above assume that the party arrives in a given town or city and checks to see 
what is immediately available.  If a party member requests a merchant try to find a particular 
item, the chances improve (typically double), but the price now includes a d3 x 10% premium, 
and the item will only be available upon the next check (in or after 30 days for a town merchant 
or 14 days for a city merchant.  The premium won’t be known until the item is available for 
purchase.  Usually an advanced deposit of about 20% of the nominal value of the item is 
required.  The merchant can renew the search automatically.  If the item becomes available but 
the character then decides not to buy it, the deposit is forfeit and the merchant may well be 
offended. 
 

In a city and (rarely) in the country a particular masterwork or magic item can be made to 
order.  It will take a while (figure the artisan’s time to make a masterwork item plus some), and 
the item will receive a premium of 10% to 50%, negotiated on commissioning.  Magic items will 
have a premium of 30% to 50% above nominal price.  The purchase of common magical items of 
lower levels by commission will be relatively easy to arrange in a city; there are mages and 
sometimes clerics who earn their livelihood doing this.  They usually will only be making +1 or 
other less powerful items.  Having a more powerful magic item made will depend on finding a 
spellcaster with the requisite talents, and convincing him or her to undertake the commission.  
Often the spellcaster will want some special favor in return as well as the specified price. 

 
A transient merchant of weapons or armor or magic items may happen to have an item 

that the party would like to buy.  A weapons merchant will typically have immediately available 
with 50% chance any of the common melee items, often several of each.  He has a 15% chance 
of having any given type of missile weapon, and 5% chance for uncommon melee weapons.  
Chances for mw items are the same as for a town.  There is a 10% chance he has some random 
magic weapon (use DMG minor magic tables) which may be more powerful than +1.  A 
transient armor merchant will have goods available comparable to a town, again with a 10% 
chance of having some one magic item.  A merchant of magic items will typically have 2d6 
magic items (types as rolled by the DMG).  A merchant of livestock has a 1/3 chance of having a 
riding horse for sale, and 1/12 chance of a light warhorse.  A merchant of gems and jewelry will 
typically have perhaps 2d6 gems of 100gp value, and d3 of higher value.  He will have d3 pieces 
of jewelry as well.  Asking a merchant to give a catalog of his goods and then not buying 
something that seemingly would be useful to the party member may be reason for offense taken 
by the merchant. 
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Just as a magic item may have more than one type of enhancement, I have allowed that 
masterwork items can likewise have a second enhancement appropriate to the function of the 
item.  For clothing including armor, a masterwork item is one which is more functional.  For 
example, masterwork armor has a reduced armor check penalty.  But in addition, the armor could 
be crafted to be styled to convey a positive impression of the wearer, effecting a +1 (non-magic) 
bonus to charisma in interactions with people, or perhaps a reduction of 20% in weight compared 
to normal masterwork items.  My general rule for such enhancements is that the masterwork cost 
doubles for each such enhancement.  Thus, ordinary masterwork studded leather armor is 20 lb. 
and costs 175gp.  Such armor styled to enhance charisma would cost 475gp, the former plus a 
cost of 300gp (rather than 150gp) for the second enhancement.  A set of studded leather armor 
with the third enhancement as well, 16 lb. instead of 20lb., would cost 1075 gp.  (It would not be 
appropriate for a suit of armor to enhance intelligence, wisdom, strength or constitution; those 
are not within the scope of armor or clothing a character might wear.  A suit of armor to receive 
magic enhancements to both protection and charisma must start out as masterwork for both of 
those aspects.  Both masterwork and magic items of this sort are uncommon, and are typically 
made to special orders only.  (Female armor with such enhancements is occasionally 
encountered, since to for them lighter weight and appearance seems to more often command a 
premium.)   

 
The most common masterwork enhancements in addition to those listed in the Player’s 

Handbook (weapons, armor, music instruments and tools) are clothing (think fancy party attire or 
professional robes) including cloaks, and means of transportation (boats and ships or chariots).  
I’ve assigned arbitrary mw costs to these as 150gp (cloaks and clothes, same as armor), and 
300gp (boat or chariot, lighter and slightly more speed, +1 in various circumstances) and for a 
ship, about an extra 50% to 100%.  (Things like galleys would probably qualify as “masterwork” 
already.  A sailing ship built to a design that emphasized speed or sailing qualities anyway for 
military purposes would cost 100% to take that extra step to masterwork quality with a +1 bonus, 
while a more ordinary cargo craft design would pay a premium of 50% for masterwork quality.) 

 
In addition to buying goods, characters are often selling things, often the arms and armor 

of those defeated.  For most items, an assumption is made that they are of ordinary quality 
(unless explicitly masterwork or magic).  However, weapons and armor taken from monsters 
needs to be treated differently.  Most often, armor taken from a monster, including most 
humanoid types, is essentially worthless.  (It may have some value as scrap iron, but not enough 
to be worth collecting and carrying it.)  The weapons are another matter.  Were these weapons 
that the humanoids crafted themselves?  In that case the value is probably quite low.  Or were 
they taken from some NPC that the monsters defeated?  In that case it might have its nominal 
value?  Or is it a weapon take from someone that was of good manufacture but has been poorly 
treated?  For most humanoids, a die roll for weapon quality is needed: d6=1 no value, 2,3 1/3 
nominal, 4,5: ½ value, 6: full value.  (Hobgoblins are an exception; their weapons and even 
armor tends to be of good quality.)  In addition, some weapons might be of “small” size, such as 
the crossbows used by kobolds, which means a further reduction in sale value by a factor of two.  
(Actually, such crossbows of good or even masterwork quality are useful to low strength 
characters.  I consider S=8 a minimum for a normal crossbow, so an S=6 magic user (same 
strength as a kobold) could instead use the smaller crossbow that does d6 damage. Instead of d8.  
In all cases, in the interest of simplicity, items are sold for half of their nominal (sale) value. 
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Party Relations: 
 A party in which you have both chaotic evil characters and lawful good ones is not likely 
to stay together long.  Earlier, the effects of differing alignment was a factor in whether an NPC 
would be likely to join the party, and whether the party members would find him acceptable.  
There needs to be some similar mechanism for accounting for ongoing relations among party 
members.  When some of those relationships go negative, someone is likely to leave or be kicked 
out of the party, regardless of the importance of that person’s class and abilities.  This adds an 
interesting dynamism to the game. 
 

The basic mechanism is that every once in a while, die rolls are made for relationships 
among party members.  I’ve used the term “chapter”.  Somewhere during or at the end of each 
“chapter” which includes a major episode in the history of the party, relationships need to be 
rolled.  Typically a chapter would encompass a series of separate adventures in which the party 
undertakes a particular mission, though with perhaps some minor side quests.  A die is cast for 
each NPC party member’s attitude toward each other party member.  As a default, the conclusion 
of a “chapter” is a good time to do this, since that’s when party members would be most likely to 
depart, after fulfilling some adventure goal.  (The player character’s attitudes are up to the 
player.)  Those rolls consider a variety of factors similar to those for NPC recruitment.  The 
result is a number that reflects the current attitude, 0 for neutral, -1 for somewhat displeased, and 
positive numbers for appreciation.  Table 19 gives the dice rolls and various adjustments. 

 
Table 19  Party Relationship Table 

 
Dice roll: 3d6 for Lawful character’s attitude, d8+d10+(d2-1) for neutral, d20 for chaotic 
+ Charisma modifier of other person (target of relationship) 
+ Charisma modifier of party leader 
+1 if leader has “leadership” feat (+2 if the attitude is toward him)  
-n for alignment difference (-1 for 1 step, -3 for 2 steps, -6 for 3 steps, -10 for 4 steps) 
-1 gender different  (and -1 if race different except half-elf to/from human) 
+/-1 for “need”: party needs 2 fighters, C, M, T and maybe R or P.  -1 if >2 (3 for F, 1 for R,P) 
+/-m for party size: +2 <3, +1 at <4, -1 at <6, -2 at >8, -3 at >11, etc. (L feat gives +1:-2 at >9…) 
-1 (potentially more) if class or race incompatibility (Barbarian-Paladin, Sorcerer-Wizard, …) 
+1 if with party on previous outing 
+2 if with party on multiple adventures but not yet a full chapter, or for just a full chapter. 
+3 with party throughout the previous chapter 
+4, +5, +6 with the party throughout two, three, or four chapters 
+/-h the “history” of the character’s attitude toward the target, usually from the previous chapter 
+2 to -2 if the adventure just recently completed was “good” (abundant treasure, all survived) +2 

to -2 if it was “bad”: a major character in the party was killed, or someone was killed and 
treasure was poor or nonexistent.  Or possibly -3 if a very bad adventure. 

+1 if character level is 3 or more levels below the top 3 or 4 party members. 
+d6 or d3 for 1st or 0 level recent recruits if 3 or more levels below leaders (instead of +1) 
Other modifiers: -1 if person did something somewhat shameful, +2 if romantically linked, etc. 
 
Convert modified die roll to relationship scores: mod die roll 4-6: -to 2, 7-9: to -1, 10-12: +0; 13-

16: +1, 17-19: +3, 20-22: +4 etc.  The scores are put into a matrix for character relations. 
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Example: 
    Jo C M Je B H Q 
Jonah (C, NG)   0 +1 +1 0 +1 +1 
Camburr (F,LG) +1  +1 +1 -1 0 +1 
Manganese (T,NG) +1 0  -1 0 +1 +2* 
Jehu (S,CG)  +2 +1 +2  +2 +2 +2 
Beatrice (F,NG) +3 0 -1 +1  +2 +1 
Herstoria (R,NG) +2 -1 -1 0 +1  0 
Qantari (T, N)  0 +1 +3* +1 +3 -1 
 

This is from the first chapter of an adventuring group, while all the characters are still just 
first or second level.  Cleric Jonah is the leader.  With his Ch=14 (for +2 modifier) he is probably 
the best leader at this point in the party’s history after the shocking death of the ranger Arcturus, 
the previous leader, from one blow of a gnoll’s mace (critical, max damage).  Jehu and Camburr 
have portential for problems since the alignment difference is two steps, but Jehu as a sorcerer 
has a good Ch mod (+3) that counterbalances that, and Jehu is the player character so his attitude 
towards Camburr is in the player’s control.  The fact that most all alignments are within one step 
of NG definitely helps.  Herstoria (ch mod = 0) is somewhat dangerously close to trouble, with 
two party members viewing her negatively.  It’s a good thing she is NG, no more than one step 
from anybody else.  Fortunately, Jonah likes her.   And, Beatrice and Herstoria support each 
other.  At this early point in the party’s history, Manganese and Qantari have become entangled 
with each other, giving them a +2 to their die rolls for each other, but each earning a -1 die roll 
modifier from everybody else.  Qantari with CH16 (+3 mod) can afford it, with just one a 
negative from Herstoria although neutral by the party leader is dangerous.  Manganese is 
affected too; Jehu disapproves and Camburr and Beatrice are neutral toward him.   Overall 
nobody has a net negative for their views toward other party members or the appreciation of 
others toward them.  And none of the negative ratings go from -1, mild disapproval, to -2 overt 
negative attitude or worse.  The party, as it is, hangs together for another chapter.  These 
numbers will be the “history” modifiers or the next chapter’s party relations die rolls. 

 
In addition to using different die patterns (all with the same average) for Lawful, Neutral 

and Chaotic,  I have also limited the relationship swings based on alignment.  Lawful characters 
change attitudes at most +/-1 (+2/-1 if good, +1/-2 if evil), Neutral +/-2 (+3/-2 good, +2/-3 evil), 
and Chaotic +/-3 (+4/-3 if good, +3/-4 if evil).  Extreme swings might justify 1 more in either 
direction.  Good characters are more willing to look for the good, evil characters the opposite. 

 
It does not take too long to do the die rolls and build the matrix once per chapter for a 

party of just 7 characters as above.  But as a party gets larger, this process becomes onerous since 
the number of die rolls increases as n squared.  If a party is well established, most of the die rolls 
will be in positive territory, and as a practical matter won’t vary much.  I have considered doing 
“take 10” for established party members.  If they have been together for four chapters or more, 
their relationship numbers should not change much even with die rolls, and doing “take 10” 
keeps them unchanged, hence trivial to update.  Rolls would still be made for newer members of 
the party, or for unusual cases such as an alignment change or other special circumstance. 
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Party relationships matter in a number of ways.  As mentioned, an average approval of or 
by a character that is negative probably means they will leave.  A negative two or worse 
probably means a, “It’s either him or me,” ultimatum to the party leader.  In these cases, 
someone the displeased party member likes has a chance to use diplomacy (DC = 20+ negative 
relationship score) to get at least indifference or grudging tolerance by the upset party member.  
The score of the upset party member towards the person trying to negotiate a settlement is added 
to the diplomacy roll.  The person to do the negotiation effort won’t do it if his attitude toward 
the displeased party member is negative.  So, a positive score to some extent shows the degree to 
which a character will go out of his way to help another.  Not so much in a fight; then it’s all for 
the party.  But it matters is other situations, such as lending money to purchase some nice armor 
or a better weapon, or even to keep up with expenses, or to provide training for another 
character’s advancement in level.  A relationship that is neutral or negative won’t normally see 
any of these things happen.  Characters with neutral or negative attitudes toward each other 
won’t normally share a room to save on expenses, either, except on a very limited basis when 
there seems to be no alternative, and then not if negative.  On the other hand, a very positive 
relationship means characters will help each other out quite a bit, in or out of adventure 
situations.  If between characters of opposite gender, a romantic relationship can result. 

 
Romance: 

First, a matter of clarification: this applies only to NPCs.  Player characters have free will 
to do what they please, limited only by the player’s sense of role playing will allow.  The issue 
here is what happens among NPCs.  There are two kinds of occasions when checks are made for 
this kind of thing: during a chapter when relationship changes are rolled, and during selected 
festivals, parties or celebrations when spirits are flowing and the activities tend to lead characters 
to think about romance.  For that, I have used solstices and equinoxes, and sometimes the New 
Years Day, May Day, and Valentine’s day.  Serious religious holidays like Easter wouldn’t 
qualify.  Christmas is a toss-up.  But, in any case where multiple holidays come together (the 
solstice, Christmas, New Years) perhaps only one resolution is really needed.  A judgment call.  
If you figure a chapter is about every three months, one could simply consolidate the chapter 
relationship event with the party, and just need to fool with this once every three months. 

 
The basic process is again to use die rolls, and at the chapter relationship determination, 

the die rolls for that also serve as the “what happens” die rolls to see if something develops.  The 
process begins by seeing who might be interested in who, starting with the female characters.  A 
matrix is made for male characters vs female characters (leaving out those married or in a 
sustained romantic situation).  The die rolls of the females toward the males are then placed in 
the matrix.  Circle the highest score, then the next highest that does not include either of those 
characters, and so forth to develop as many pairings as possible.  For each such pair, determine 
whether a relationship develops.  That takes three steps: 

 
Step 1:  See if the female character “entices” (expresses interest in) the male character. 
Step 2: See if the male character proposes a relationship, either transient or marriage 
Step 3: If step 2 resulted in a proposal, see if the female character accepts the proposal. 
Table 20 shows how the dice rolls are modified and the threshold for each action. 
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The matrix is then marked so characters already committed (or are in the “remaining 
mutual interest category) are eliminated.  Then each female selects the next possible suitor 
starting with the highest dice roll, etc.  Then pairings are made and repeated.  Do this three times. 

 
Table 20 Romance 

   Entice(f) Propose s (m) Accept s(f) Propose m(m) Accept m(f) 
Threshold  16  18  20  22  22 
3d6/d10+d8+(d2-1)/d20 Dice roll Dice roll Dice roll Dice roll Dice roll 

  original original new die roll original new die roll 
Ch mod of other +Chmod +Chmod +Chmod +Chmod +Chmod 
W mod of char -W  -W  -W  +W  +W 
Character Alignmnt [   for all three cases E+1, C+2, L-1, G-1 ]   [for both E+1, C+2, L-1, G-1] 
Character cleric? P?V? -1  -2  -2  -1  -1 
Time known  [ -2 if just met, -1 if less than full chapter]    [-4 just met, -2 < chapter] 
History (relationship) +h   +h  +h  +h  +h  
Enticed?  -  +2  +1  +1  +1 
Enthusiasm  -  +1  +1  +1  +1 
f. has child (or p) -  -1(if known) +1  -1/+2f(known) +1(+2father) 
debt/gift/help  +1*  +1  +1*  +1  +1* 
str f≥m   -(D+1)  -(D+1)  -(D+1)  -(D+1)  -(D+1) 
Other circumstances:[Party +1 or +2 depending on how elaborate, no privacy -1 or more; other?] 
skills applied  [Skills of “perform,” “diplomacy,” or “bluff vs “sense motive” can apply.] 
“Enthusiasm” means that the previous die roll exceeded its threshold by 5 or more. 
 
If Entice -> propose s ->accept s is successful, something happens:  
 d6:1-2 one night, 3-4 temporary (next chapter, 5-6 indefinite (die +1Lawf, -1Chaotic avg) 
If Entice -> propose s fails, continue to check propose m (with same die roll). 
 If that fails by < 5, the pair don’t do anything but have a remaining interest in each other. 
If Entice -> propose s fails, propose m succeeds, roll for f to see if accepts.  If yes, marriage eng. 
 If that last roll fails by <5, pair don’t do anything, have a remaining interest in each other. 
 

Some things to note: “debt/gift/help” is for one character helping or presenting a gift to 
the other.  Examples include doing training for the other character’s advancement, making a gift 
of jewelry, or rescuing the other from slavery or certain death or something worse than death 
(worth more than just +1).  If there is something that would deter a relationship, that should be 
included too, such as a best friend’s interest in the same person, or the character doing something 
notably bad.  Whether attempts to use diplomacy, the effects of an artistic performance (say, 
exotic dancing), or bluff to sway the other party are successful (opposed by “sense motive” will 
have to be judged ad-hoc. 

 
A couple of other effects might be included.  If the party leader has expressed disapproval 

of intra-party romances, that may add another -1 on all of the rolls above, and at least 50% or 
romances that do occur are of the “one night” variety.  Anyone in a relationship despite the party 
leader’s expressed policy would receive a -2 modification on relations with respect to the party 
leader.  Another effect is that if no other party members are engaged in romance, there would 
probably be more hesitation to start something like that, another -1 effect.  On the other hand, if 
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as much as half the party is engaged in this kind of thing, there will be an “everybody is doing it” 
effect that would result in a +1. 

 
Sometimes romantic entanglements may arise with NPC’s outside of the party.  This 

might start with an “Admirer” event.  Or, at a party, the males may invite particular females to 
start the party (go) with them (and the females may or may not accept) to establish initial 
pairings.  If there is an imbalance in the party, additional NPC’s from outside the party may be 
invited or may happen to be in attendance.  These might be a sergeant or officer in the guard, a 
local merchant or professional who has had dealings with the party, one of the tavern staff, some 
other local patron of the tavern, or a prostitute (for those truly desperate).  Or a character might 
not start in a pairing, but waiting for opportunity on the bench.  A musician providing the 
entertainment, with a masterful performance, may even add a +1 circumstance bonus to the 
proceedings.  If he happens to be a party member, that should help his own chances considerably 
as well, whether with a member of the party or not.   

 
Someone who cannot afford appropriate clothes for a party, but comes in normal 

adventuring garb, is going to have a -1 disadvantage.  (Maybe that is what is sought!)  Just in 
case something happens at the party (a fight breaks out, for example) attendees are not going to 
be normally wearing armor.  It gets in the way.  If trouble is expected, or in an unfamiliar setting 
where the odds of trouble are unknown, light armor could be worn under party clothing, but 
again at a disadvantage to the proceedings, maybe -1. 

 
If a party is not coincident with party relationship rolls, or if additional NPC’s are 

participating in the party as possible targets of romantic affection, die rolls will be needed for 
“entice” and “propose” and “accept” rolls as they are needed.  In such a case, if the person is 
appearing for the first time and remains involved with the party, an initial relationship roll uses 
the same (entice or propose) die roll.  There may be such relationship history, then, to only one 
or a couple of party members.  (Initial “history” is equal to charisma when the first relationship 
rolls for a character are made, and that applies here too.) 

 
If the romantic result of this process is a “One night stand”, the partners remain 

“interested” in each other and receive a +1 modification to each other’s relationship die rolls, 
both for relationship scores and for romance.  A “temporary” relationship lasts until the next 
relationship checks or party, which the partners receiving the +2 with respect to each other, and 
an inclination to pair up when opportunity permits.  In romance checks, these partners get a +2 
added.  After the next relationship check, the romance would have to be rerolled, and would 
continue only if it does.  In indefinite relationship persists until the relationship score of either 
partner drops to 0, or a die roll at the end of the month is d6=1 (add one if both partners lawful, 
minus 1 for each if chaotic, cumulative). 

 
There are possible consequences to romantic activity.  First, those not involved in 

romance will view those who are (unless married) with a -1 modification to the calculation of 
relationship scores.  The partners add +2 to the same.  Lawful married partners view unmarried 
romance partners with a -1 modification also.  Marriage partners add +4. 
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A major possible consequence of romantic activity is pregnancy.  At the end of each 
month, a die roll is made for each female character in the party or involved with a party member.  
A “6” means a possible pregnancy.  If a romantic link was just a “one night stand,” a second die 
roll of 4-6 results in pregnancy.  If the romance is continuing, the first roll of 6 is a result of 
pregnancy.   

 
For any other female party member (or associate) not known to have been in a 

relationship, if the first die roll was a 6 a second die is rolled.  If that is also a 6, there is a 
possibility she is pregnant, notwithstanding no sexual activity is known.  That doesn’t 
necessarily mean it didn’t happen, the player character (and probably most of the others) simple 
didn’t know about it.  If the character is LG, the chances of her being pregnant after 6,6 is 50%: 
d6=4-6.  If NG or LN, the odds are 2/3 (d6=3-6).  If LE, N, or CG, 5/6 (d6=2-6).  In other cases 
she is pregnant.  (An ad-hoc procedure may eventually be needed to determine how she got 
pregnant.  It may be a case of force, maybe by some vile NPC outside the party, or possibly the 
lord’s son, or, of course, a party member.  In odd cases, a satyr might be the culprit, a traveling 
musician, an enchanter NPC, or some other transient.)  The situation remains secret, though, and 
does not affect anything for other characters until the matter becomes known.  That is when 
some determination may be needed.  If the character simply chooses to retire, perhaps nobody 
will ever know!  It is likely that a female character in this situation, if she foresees no help with 
the child, will want to continue adventuring for the sake of treasure she will need to manage life 
after the she has to retire and later raise the child, possibly with little or no help. 

 
If an unexpected pregnancy arises, it is likely a lawful father will propose to marry the 

woman, and a lawful woman would most likely accept.  Chaotic or evil characters are another 
situation; one or both might fail to do what honor and the best interest of the child would seem to 
require.  Failure to do the right thing (on the part of one or the other, as applicable) would likely 
result in a -2 penalty on relationship rolls, or -2 for lawful types, -1 for neutrals. 

 
Eventually the pregnant woman will need to retire from active adventuring, typically by 

the 6th month, and perhaps earlier (and possibly later if the party is stranded somewhere).  While 
continuing to adventure she would suffer -2 penalties to endurance rolls, and may lose some 
Dexterity at about month 4 or 5. 

 
A retired character still may be considered a member of the party for some purposes, but 

would not be actively adventuring.  Depending on circumstances, such a member may need to 
track expenses (likely shared with a party member), might still have opportunities to do things 
like earn experience (such as helping the party acquire information, or help with diplomacy).  
The retired member might also be engaged (part time) in magic research, fabricating magic 
items, or pursuing some profession or craft, and by doing so contributing to covering expenses.  
Or, a retired member without close involvement to active party members may simply be 
considered there and potentially available if something appropriate to the situation comes up. 

 
You might be wondering about birth control.  This is a religious issue.  It is likely that a 

LG church or cleric would oppose potions (that are surely in existence, given magic) that would 
prevent pregnancy.  Very likely LN and NG clerics and churches would as well.  CG, N, and LE 
could go either way.  The remaining alignments would not be troubled.  So, someone wanting 
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such a potion would need to seek out a cleric or temple that was willing to provide such.  Potions 
or spells that abort pregnancies would be limited to NE, CE, and CN clerics and temples most 
likely.  They too might be obtained with enough effort.  That might change alignment though.  
There are also love potions, fertility potions, and potions that select for either a male or female 
child.  How ethical it is to use these will depend on alignment of the character making the 
decision and the cleric or church providing it. 

 
Training: 

So, what else would non-adventuring party members be doing, other than eating, 
sleeping, buying stuff, and getting into trouble (one way or another)?  D&D materials provide for 
“training” being necessary for advancement in level.  I have often ignored that in episodic 
campaigns; it’s an unneeded extra complexity.  But, in a continuous campaign, for example a 
computer version of D&D, without something to slow the pace, advancement from 1st to 10th level 
can happen in just months of game time, with the character continuously adventuring (with only 
“rest” imposed daily to regain spells or as a daily limit on activity).  That is an unnatural and 
unsustainable pace.  So, a “training” requirement makes some sense as down time for characters 
to develop skills by means other than adventuring and traveling (which is itself a form of 
adventuring).  D&D guidance is usually vague on training, with the good reason that different 
Dungeonmasters will need different methods.  It’s interesting that some “modules” explicitly 
address training needing to be waived or handled in a special way so that characters can advance 
without disturbing the pace of the module.  In a sense, my own method is to limit the overall 
proportion of time actively adventuring to realistic levels, while also providing opportunity to 
sustain adventures when needed.  So, here it is. 

 
The general principle is that some devotion of time and funds is needed for advancement 

in level, and the scale of those investments go up with increasing level.  In general a character 
seeking to advance by his own efforts (rather than receiving training from some person or 
organization) needs 1 week per level sought, and 5gp x level squared in expenditures.  This is the 
mode usually needed by some classes, such as the Sorcerer, whose development is usually very 
individual.  It is also usually the case that higher level characters will find nobody convenient 
able to provide training, and they will often need this approach.  A Cleric whose alignment or 
religion is not matched by a temple in town or an independent and willing cleric of higher level 
will also need this approach.  Rangers and Paladins often must rely on their own resources for 
training.  Wizards in an adventuring party will seldom find appropriate help unless they are in a 
city.  When someone to provide training is available, it is often another, higher level, member of 
the party. 

 
If some character or organization is available to provide appropriate training, the time is 

halved but the expense is doubled, with the additional expense going to the person or agency 
providing the training.  A party member might provide this training service at a reduced rate or 
even free, a “favor” that would typically receive a +1 or a party relationship roll.  NPC’s outside 
the party will seldom reduce the training rates, with the possible exception of churches/temples 
for like-aligned clerics who stay associated with the temple.  (Indeed, if a cleric is actually on the 
temple staff, he is likely returning at least half his treasure share to the temple, and they will 
cover all of his training expenses.) 
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The basic model is, then, when a character is eligible to go up in level by having enough 
experience points, that character upon getting back to base (a town in which the party is staying, 
and where supplies may be obtained) spends the requisite amount for training (including 
payments to the trainer), and on the characters card a record is started for training indicating the 
number of days of training needed.  I count each week as 6 days of training plus one day of rest 
(arbitrarily Sunday, or whatever name that designated day has).  So, let’s say Father Durer (C6) 
has sufficient experience points to go to 7th level.  He is a LN cleric of St. Cuthbert’s order.  
There is a church of that cult in the town, but the senior cleric is only 5th level, and so no training 
can be obtained from that source (though they are the presumed destination for training 
expenditures).  Father Drurer would pay 245gp (7x7x5), and his character record would be 
notated: training C7(42).  He will need 42 days of training activity before actually becoming 7th 
level.  That will take at least 49 days (after considering rest days) and likely more since days 
spent traveling or adventuring won’t count.  After a week, the record would look like:  

 
C7(42) |||||  |||||  ||    (or, C7(42) 5 5 ||,   etc.) 
 
When adventuring or doing other things during training that grant experience points, 

those experience points will continue to accrue at the rate normal for 6th level.  Once he becomes 
7th level, they accrue at the somewhat slower rate for that level.  So, if a character can’t go up in 
level right away, there is a little bit of benefit to experience points.  On the other hand, he is 
sacri8ficing the benefits of the higher level (including survivability!).  But, the character won’t 
have to wait (and hold up the whole party) while he completes his training.  However, if several 
party members need training before going up in level, there will be pressure on the party to wait 
on further adventuring until most complete training sop that the party will benefit from their 
increased capabilities.  Still, if something is time urgent, the party can and will do it. 

 
If a party member achieves enough experience points while training to go up a second 

level, those experience points are “discounted” 75%.  For example, while training and 
adventuring as a 6th level cleric while training for 7th level, Durer exceeds the 28,000 x.p. needed 
for 8th level.  But, he still has 10 days to go on his training for 7th.  Let’s say calculation based on 
his 6th level status would give him 29,000, 1,000 above the 8th level requirement.  Then he would 
only receive 75% of those extra x.p., and be credited with 28,750 x.p.  Thus, he doesn’t gain any 
significant benefit from his training being incomplete, x.p.’s gained from the 7th level rate would 
be about the same.  Usually characters are anxious to get and receive the benefits of each level 
gained immediately.  In Durer’s case, the availability of 4th level spells is very important to both 
him and the party.  (Since the x.p. awards are the same for levels 1-3, I usually do not impose the 
75% penalty until x.p. for 4th level is reached.) 

 
Training seems to go slowly.  In the example case for Durer, his 42 days will likely take 2 

months.  The party may do an adventure, there may be reason to travel to a large town or city 
nearby to shop, and a holiday or religious festival day wouldn’t count for training.  As characters 
go up in level, it takes more time to gain those extraordinary levels of skill and talent.  That 
seems appropriate.  As a consequence, it does, and should, take significant time to grow from a 
beginning adventurer to a character of considerable importance at the local or kingdom level.  
Three years to get to 10th level is actually a rapid rise to prominence, if you think about it. 
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A couple of minor tweaks to the training system are these:  I allow a Paladin or Ranger to 
train under a fighter, but then they only reduce the training time to 75%, not by 50%.  If they 
could find a druid or cleric of appropriate nature and level, perhaps they would be able to get to 
50%, but would also have to pay for that additional source of help.  Often starting characters, and 
sometimes others at higher levels, simply have trouble affording the training money.  (For 10th 
level with help, it’s 1000gp.  Would a character sell his magic sword to free funds for this?  Not 
likely!  He’ll get by on the minimum of 500gp and take more time.) 

 
Also, when a person reaches ½ of the x.p. needed to get to the next level (that is, covers 

more than half the interval from the previous level), I allow expenditures for training and 
accumulation of training at a ½ rate in advance of the x.p. threshold.  That gives characters short 
of the next x.p. threshold something useful to do while others are training to get to their next 
levels.  (Keep in mind that the x.p. system is an artificial abstraction that the characters don’t 
really know about.  They just understand that they have achieved or are approaching the ability 
to have better skills and more abilities.  So, if other characters are busy with useful training, why 
not everybody?) 

 
Finally, on sea voyages on days where nothing is happening but sailing toward a 

destination, I allow training at ½ the normal rate.  A day of storms, or the day after, would not 
allow this.  There may be other circumstances where a ½ training rate is appropriate, such as 
while providing child care, while doing some limited information gathering in a town, tending a 
few patients while providing healing care, or something else allowing time for extra activities. 

 
Adventure Opportunities: 

One of the issues for characters experiencing “daily life” in  a town or city while training, 
buying and selling and pursuing other things is, where is the next adventure going to come from?  
In a social D&D setting, it’s the responsibility of the dungeonmaster to have such opportunities 
available, and provide the lead-in “hooks” that help the characters find such a path.  In a 
dungeonmasterless campaign, such as those I am attempting to make possible through this body 
of rules and methods, that needs to be handled another way.  One of those ways is to find and use 
a “module” that seems appropriate to the levels and situation of the characters.  Some trick of 
circumstance can be used to guide the party into that new adventure.  Otherwise, some way of 
discovering the next adventure is needed.  One way is, of course, for the party to strike out into 
the wilderness hoping to search for and find a “dungeon” or humanoid infested ruins or some 
other adventure context.  That is possible using the wilderness adventure rules as provided.  The 
other possibility is for someone (typically an NPC with an interest) to bring a situation or 
opportunity to the attention of the party.  Or, perhaps the opportunity is found while looking 
using “gather information” processes.  That is the kind of adventure opportunity this section 
seeks to address. 

 
Table 21 Provides chances and rolls for the nature of various adventure opportunities that 

may be found while the party is resident in a town or city.  It is assumed that on campaign start, 
one of these is revealed to the initial player character.  After that, the party may find no 
remaining immediate opportunity in their initial setting, but by traveling elsewhere (or by 
gathering information from travelers) they may find other opportunities.  A “remote” town or 
city sits on the edge of wilderness or a hostile frontier of some sort, as opposed to “settled”. 
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Table 21  Adventure Opportunities 
 

  Context: Remote town Settled Town Remote City Settled City 
Chance on first arrival   2/3  1/3  5/6  1/3 
Chance each day*   1/6  1/20  ¼  1/12 
1 time bonus for a completion* 1/6  2/20  ¼  1/6 
 
Type (d20 roll): 
Caverns, remote   1-3  1-6  1-4  1-6 
Underground dungeon, remote 4-9  7-13  5-11  7-14 
Aboveground ruins, remote  10-11  14  12  15 
Caverns, local    12  15,16  13,14  16  
Underground dungeon, local  13  17  15  17 
Aboveground ruins, local  14  -  16  - 
Lair of singular monster, remote 15-16  18  17  18 
Lair of colony of monsters, remote 17-18  19  18  19 
Lair of monsters, local  19  -  19  - 
Other     20  20  20  20 
 
“remote” from town: 3d6 miles or by level  “remote” from city: 3d20 miles or by level 
“local” for town: d6-1 miles    “local” for city: d20 – 4 miles (not <0) 
Make random rolls for direction; use directions preferentially toward nearby wilderness, if any. 
 

Completion of a major mission brings a one-time chance someone will bring the party 
another particular mission that needs their help.  Chances of a new mission each day decrease 
after the second mission by a factor of 1/6 for each one, never falling below 1/36.  The die roll 
indicates the chance that a mission might be found; it will still typically require investigation, 
“gather information”, to find it.  Only then will the nature of the mission be revealed. 
 

An alternative table based somewhat on suggested adventures from the DMG is given in 
Table 22.  This could be used for “Other” in Table 21.  There is some overlap in topics. 

 
Table 22  Adventure situations

 
1.  20% Recently discovered ruins 
2.  30% Recently discovered caverns 
3.  5%  Bandit hideout 
4.  5%  Deserted / haunted dwelling or tower 
5.  5%  Innocent captured / carried off 
6.  5%  Raid on town by humanoids 
7.  5%  Invasion, monsters into civilized areas 
8.  4%  Thieves or assassins causing problems 
9.  4%  Convoy/caravan threat; guards needed 

 
10. 3%  Missing adventurers 
11. 2% Lair of powerful monster discovered 
12. 2% Invasion by raiders from another nation 
13. 2% Plea for help from isolated stronghold 
14. 2% Recently discovered evil cult site 
15. 1% Charter to clear new lands for kingdom 
16. 1% Commission to find rare creature /item 
17. 1% Miners discover / release some peril 
18. 3% Other (or make #15-17 2% each)

 
Singular creatures that might be the subject of an adventure are listed in Table 23.  In this 

case, the monster and at least the vicinity of its lair are known, but the party may need to search 
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to find the actual monster habitation.  Odds will depend on the appropriate adventure level.  
Possibilities from this table are in many cases a decent challenge even for upper level 
adventurers.  The playing challenge is to construct reasonable circumstances for the encounter.  
Upper level adventures (when needed) might (with some probability) use Table 24 which gives 
an increased chance of the party being called on to deal with an overwhelming problem that 
normal resources available to a lord or maybe even a small kingdom cannot address.

Table 23  Singular Monsters as Adventure Targets 
 

1.  Achaierai  CR5 
2.  Arrowhawks CR3-8 
3.  Barghest  CR4-5 
4.  Behir  CR8 
5.  Beholder  CR13 
6.  Bulette  CR7 * 
7.  Chaosbeast  CR7 
8.  Chimera  CR7 
9.  Digester  CR6 
10. Dragon  varies * 
11. Formian colony varies 
12. Gargoyle  CR4 * 
13. Gorgon  CR8 
14. Grey Render CR8 
15. Hydra  varies 
16. Manticore  CR5 * 
17. Roper  CR10 
18. Trendiculos CR6 

19. Umber hulk CR7 
20. Wyvern  CR6 * 
* indicates cases that are probably more likely. 
 
Unusual humanoids (often not singular): 
1. Athach CR7 each 
2. Drider CR7 each 
3. Ettin  CR5 each 
4. Minotaur CR4 each 
5. Naga varies 
6. Yuan-Ti CR5(most) each 
7. Giant varies 
 
Example Undead problems: 
1. Vampire 
2. Specter/Wraith etc. (haunting) 
3. Skeletons / Zombies (from of old) 
4. Ghouls/Ghasts (ass. with graveyard) 

 
Table 24 Upper Level Adventure Possibilities 

 
d6 = 1,2: Invader: The territory or kingdom is being attacked by a large scale force.  The party 

needs to try to defeat the force in detail, or force it to dissipate its efforts away from the 
villages and cities of the kingdom or county involved. 

     = 3,4,5:  Monster story – someone brings report of monsters having entered or found in the 
area.  This may well be a singular monster from Table 23 or a war party or an entire tribe 
of humanoids. 

    = 6  Assassins:  They seek to kill the local lord, royalty, or other important persons, maybe 
even the party leaders.  This might at least start out as a city adventure, but the assassins 
may have a headquarters hold in the wilderness. 

 
Most of the adventure situations anticipated from the use of these tables start with the 

need for the party to travel to the adventure site.  For new 1st level parties, local sites within 6 
miles ought to be the agenda, since deep adventures into the wilderness will bring challenges that 
exceed the party’s abilities.  In cases where the rolled adventure opportunity obviously exceeds 
the party’s ability, a reroll would be appropriate.  Beyond that, maybe travel to a different town 
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to find something manageable.  After all, discretion is a virtue that needs to be exercised on 
occasion. 
 

As mentioned, an alternative is to use an existing adventure “module”.  These need to be 
approached with caution.  Most will indicate a certain range of levels for the characters, and 
perhaps a total number of levels that the party should have.  My experience is that the number of 
levels and character levels ought to be considered minimums for a party in a campaign that 
expects to survive the adventure.  There are several reasons for this.  Many of the available 
modules were created for tournament play, where players do not have an investment in the 
particular characters, and killing off half or more of the party is expected and normal.  This is 
unsustainable for a campaign; the party, if it survives as such at all, would be recruiting new 
party members on massive scale after each adventure, and they would be mostly starting at low 
levels, so overall party advancement would be halting, or terminated with total party kill.   

 
A second reason for an apparent mismatch is that the module characters often start with 

more powerful magic items than would be expected of characters at a comparable level.  (For 
example, in the Saltwater module, most suggested starting first level characters have some sort of 
magic item.  That is extremely unusual, and can’t happen if new characters are equipped using 
the normal initial starting money, which is what I use for new characters at first level.)  Also, 
availability of healing, and especially “Raise Dead” spells, may be unrealistically (if that word 
makes sense) available.  After all, it takes a 9th level cleric, typically at least a bishop or above, to 
do that, and it will be rarely available to mere adventurers, even if a bishop can be found in a 
sufficiently timely manner.  Yes, a local church might have a scroll on hand, but those would be 
reserved for some emergency that is a challenge to the entire community, not for some stupid 
adventurer who got himself whacked grubbing for treasure in some dungeon.  Even if available, 
the 5000 g.p. cost of casting a “Raise Dead” spell is prohibitive for low to mid-level parties. 

 
Finally, a human DM will give the party a break at times, such as allowing the party to 

return top town without doing monster rolls.  It’s the end of the gaming session, and there isn’t 
time.  But if a “system” is used, there will be occasional catastrophic events that kill people that 
might have been mitigated somehow by a human dungeonmaster.  For example, consider the 
lowly orc.  As provided in the 3rd edition rules, these CR ½ creatures each has a greataxe, and hits 
at +3 and does d12+3 damage.  So, an orc that gets a chance to swing has a small but finite 
chance of getting a critical hit (x3) and doing 45h.p. of damage to some unfortunate character.  
Yes, the 3rd edition orcs are not well protected (AC14) and are slow (20 ft speed), but they are 
still extremely dangerous, especially in a dungeon where distances are close, compared to their 1st 
edition cousins.  So, if you are using a 1st edition module (readily available and inexpensive), and 
play it using 3rd edition, such misalignments may raise the effective challenge of the adventure.  If 
some encounters go up in challenge and others go down, the effect is still a net greater challenge, 
because it is the highest challenge encounters in an adventure that get characters killed. 

 
So, if a module is to be used, it needs to be chosen with care.  Yet, it can’t be read until 

the party is into it, otherwise the surprises will be lost.  So, it’s a tricky business.  Given that, 
there is still good reason for using commercially available “modules” in an “as you go” fashion.  
At low levels, the methods outlined in these documents for dungeon crawls and wilderness 
adventures work pretty well.  The opponents are typically unthinking monsters that present 
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random hazards.  It works pretty well up to 6th level and perhaps a bit beyond.  Eventually, there 
is a sameness to the patterns and they cease to be as interesting and challenging.  At mid to upper 
levels, unthinking monsters are not a particularly good challenge.  There is a need for planning, 
even conniving, opponents who will present the unexpected to the party.  The modules can 
provide that.  But they do have to be approached cautiously, and modified on the fly if something 
is presented that does not suit the campaign.   

 
For example, one “module” used provided for the entire party to be captured by the evil 

bad guys at the end of the module.  (This was to set conditions for the following module in a 
series.)  This was unknown when the module was chosen as the next adventure context for an 
established party.  After all, reading through the module spoils the surprise.  When this module 
was used, the player (me) discovered this certain pending fate for the next encounter just as it 
was pending.  The rational (and plausible) escape was that the party’s thief, who was in advance 
of the rest of the party and invisible, heard the villains observing and commenting on the party as 
they viewed it through a crystal ball.  She ran back and exclaimed, “We need to get out in a 
hurry!”  The party ran (not walked) to the quickest available exit and managed to do so before 
the evil, overpoweringly strong reception committee could change their plans and organize a 
pursuit. 

 
Odds and ends: 
Money: 

I have continued to use the 1st edition monetary scale, specifically 20sp = 1gp and 5gp = 
1pp.  The problem adventurers have is that they quite often have wealth that is too bulky to carry 
but insufficient for major useful purchases.  So, it is assumed that certain standard sized gems are 
available as units of exchange at 100gp, 500gp and 1000gp.  (In some campaigns, I have 
included special coins cut from gems for this role.)  As mentioned earlier, characters wishing to 
convert money to more compact forms pay a fee of 10% per level, so converting 11gp to 2pp 
costs an extra gp.  I’ve used 3rd edition weights of 50 coins per pound, and have not counted any 
weight toward encumbrance until the total reaches 50 coins (1 lb.), and then 2lb. at 100 coins, 
etc.  Electrum pops up rarely.  It is assumed that most coins are seriously denatured by the local 
minting authorities, so that the gold content of a g.p. is substantially less than 100%, typically 
50% and sometimes less.  Similarly, silver coins are denatured with tin and/or lead, by typically 
50%.  Consequently, pure gold is worth (by default) 100gp per pound, not 50, though some 
authorities will insist on valuing it at its nominal value of 50gp when it suits their purpose.  A 
pound of pure silver would be worth (and can usually be exchanged for) 100sp, or 5gp.  
Merchants are assumed to be very good at recognizing legitimate and forged currency, or 
equivalents in gems or other goods.  Most have scales and other measuring tools to check such 
things, especially when dealing with suspicious people like adventurers. 

 
Armor fit: 

Armor that is found, say, taken from a skeleton found in a dungeon or a recently dead 
bandit, may or may not fit a given character.  For most light armor, it is assumed any needed 
modifications to fit can be readily accomplished.  For medium or heavy armor, things may be 
problematic.  If the difference in strength between the former owner and the current owner is 2 or 
less(heavy) or 4 or less(medium), it can probably be fitted without having to explicitly deal with 
the process.  Otherwise some expense ranging from 10% to 40% is required.  For masterwork 
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items, the difference in strength is just 1(heavy) or 2(medium) before needing expensive 
alterations, since such items are more closely fitted.   

 
Any specially tailored armor designed for appearance (a bonus to Ch) will need to be 

refitted if strength varies more than 1 for light armor, or any difference for others.  These are 
designed for the particular person usually, including even color choices.  The same will be true 
for magic armor as well as masterwork.  If the strength of the former owner is unknown, then 
about 50% for light armor and 25% match for heavier armor can be assumed.  (Consider that 
heavier armors will only be worn by high strength individuals anyway.  People wearing leather 
or studded or leather probably are not strong enough for chain shirt, and chain shirt is probably 
more flexible in fitting to compensate for a larger range of strengths.) 

 
Creating Magic Items: 

The DMG provides rules for the creation of magic items.  The general rule is that the 
nominal value of the item is found, and the spellcaster making the item must expend funds equal 
to half the cost and x.p. equal to the cost divided by 25.  A suitable masterwork item is also 
needed for most items, adding to the cost but not the x.p. investment.  So, generally a magic item 
can be sold for about half the cost of creating it (not counting the x.p.)  This is a helpful and 
reasonable way for a spellcaster to help his party, by creating needed magic items.  They can 
even be made available to other members of the party “at cost”.  This constitutes a big favor, 
which may be helpful in the future.  So it was that cleric Jakob created a wonderful set of magic 
leather armor for Paladin Debra, that enhanced both defense and charisma, hoping that his effort 
on her behalf would help her accept the principle that paladins need not abstain from sharing 
affection.  A rather devious guy, that Jakob, for all his being nominally LG.  The party, paladin 
Debra, and Jakob all benefitted. 

 
Creation of magic items would seemingly also be a way that a character in retirement 

could earn a living.  After all, what else would a retired wizard do?  But there’s a problem.  This 
model effectively trades x.p. for g.p.  Pretty soon the wizard gets down to the minimum 
experience points for his level.  What then?  Does he drop a level and have to be satisfied with 
producing lesser goods, and continuing to lose x.p.?  Or does he lose the ability to create magic 
items?  Seemingly someone producing products of any kind would, if anything, gain experience 
useful for the future instead of losing it.  The conclusion I reached is that the model is broken.  I 
did try to provide a route for a retired wizard to stay ahead without bankrupting his experience 
by doing spell research: creating a new and useful spell ought to earn him some x.p., as well as 
bring (initially) maybe twice the usual price for scrolls having that new spell, which would be of 
interest and use to other wizards.  However, that gets into trouble because producing those 
scrolls burns up x.p.  What is a retired wizard to do? 

 
So, to provide another route, suppose the wizard pays 75% (instead of 50%) for materials 

to craft a magic item without x.p. expenditure, and needs twice as long.  He will still be able to 
sell his items for a bit more than his cost, and the shop owner who sells it at the nominal price 
will still make a bit of profit.  For example, consider a +1 dagger: nominal cost 2302gp.  The 
wizard spends 302gp for the mw dagger to build on, and adds 1500gp of expended materials to 
infuse the dagger with the “+1” magic property, so his costs are 1802 gp.  The dagger will 
eventually sell for 2302 gp on consignment, a 500gp profit that is split 50% between the wizard 
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and the magic goods dealer.  So the wizard earns 250gp.  Not too bad for a month’s work.  But 
the merchant might not be able to sell the dagger right away; the 250gp may not come in for a 
while.  Or, if the merchant actually buys it so the wizard gets paid immediately, the wizard 
probably earns only 150gp.  Out of the wizard’s “profit” he actually has to pay for maintaining 
his workshop, as well as wages for an apprentice and a flunky, so he probably clears half or less 
of that.  It’s competitive with doing (non-magic) potions as a master alchemist, which is 
probably about right. 

 
Some magic goods listed for “wondrous items” explicitly call for the wizard to have 

certain skills.  For example, to build a “Folding Boat”, a wizard is required to have two ranks of 
“Shipbuilding”.  I would argue that this kind of requirement should be generally true.  Crafting 
magic arms and armor should require weaponsmithing (or boyer) and armorer (or leatherworker) 
respectively.  Someone crafting magic cloaks should be a seamstress or tailor, and the creator of 
various amulets should be a jewelrymaker.  I normally require five ranks of an appropriate craft. 

 
Crafts and  Professions: 

Earning a living by craft or profession is complicated.  I have made some estimates of 
earnings that could be expected for various crafts based on the character making ordinary but 
high valued or masterwork items.  The process outlined in the 3rd Edition Player’s manual is 
complex; a simpler method is needed.  So far, I’ve just used guesswork and crude estimates. A 
bit of computer programming should allow construction of a simple deterministic earnings per 
month number, and a cost and time figure for particular items, like, say, a mw composite 
longbow S=3.  A retired character other than a wizard is going to be trying to earn a living this 
way.  The book methods for professions (roll skill check, take ½ in weekly g.p. earnings) is more 
straightforward and easier to use.  Performance earnings can be extrapolated reasonably well too.   

 
Some crafts and professions should benefit from synergies that are beyond the scope of 

the D&D materials because they are not normally relevant directly to adventuring.  I have 
supplemented the synergy list to account for some of these which have come up, especially in 
seagoing adventures (like the “Isle of Dread” module).  Normally a profession or craft should not 
get more than two synergies.  These are examples I’ve used: 

 
Seamanship (profession): +2 for rope use, +2 for navigation 
Navigation (profession): +2 for mathematics, +2 for astronomy 
Boat/ship building: +2 for seamanship, +2 for carpentry 
Singing (performance): +2 for compatible instrument (lute OK, flute not) 
 
Craft and profession earnings are most important to characters who will not be 

adventuring for a while, like female characters with young children, and male characters who 
also retire, at least partially, to be with them.  Ideally, such characters earn enough to balance an 
acceptable lifestyle in a stable manner, so that it is unnecessary to track changes in their 
economic situation regularly.  Characters anticipating retirement should consider carefully skill 
and feat selection for what may be their last (for quite a while) rise in level.  Ultimately, over the 
longer term, retired characters’ living standards will fall to what can be sustained, and they may 
have very little extra.  Such retired characters may be available for short duration limited 
missions, especially predictable things like escort or messenger runs to nearby towns. 
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Random prisoners / other people: 
 Occasionally the party will rescue prisoners from humanoids, sparing them the fate of 
being killed and served for dinner.  Or rescuing hostages held by brigands for ransom.  Possibly 
a refugee is found stranded on an island or on wreckage in the bay after a shipwreck.  If there is 
no reason for an unusual distribution of such people, the following Table 24 may be useful: 
 
Table 24  Randomly Generated Freed Prisoners / Rescued Castaways / Random People 
 
Roll d6: 1-4 Commoner  (in some contexts, some of these may be warriors, sailors, or children.) 
              5  Roll again: 1=aristocrat, 2,3=craftsman(commoner), 4=merchant,5=expert, 6=warrior 
   6  Character  (normal random NPC methods) In some contexts, merchants 50% of these 
  Default classes (d20): C1-3; F4-13, W14, T15-19, 20: other: B/D/P/R/S/MkorBd 
Race will depend on the circumstances.  Normally most, at least 90%, will be human. 
 
Random craft/profession (f):  01 alchemist, 02-05 basketweaver, 06 bookbinder, 07 bowyer, 08 

carpenter, 09-12 cobbler, 13-14 gemcutter, 15-17 leatherworker, 18 locksmith, 19 painter, 
20-22 potter, 23 shipwright, 24 cartwright, 25-29 weaver, 30-36 seamstress, 37-43 cook, 
44-45 boatman, 46-48 teamster, 49-51 fisher, 52-55 herbalist, 56-60 innkeeper/barmaid, 
61 miller, 62 scribe, 63- 64 sailor, 65-67 stablehand, 68-71 tanner, 72 animal trainer, 73 
armorer, 74 fletcher, 75 jeweler, 76-85 maid, 86-90 nurse, 91 blacksmith, 92-00 other or 
roll again 

Random craft/profession (m): 01-02 alchemy, 03 basketweaving, 04 bookbinding, 05-06 boyer, 
07-11 carpenter, 12-15 cobbler, 16-17 gemcutter, 18-22 leatherworker, 23 locksmith, 24-
25 painter, 26-28 potter, 29-31 shipwright, 32-34 cartwright, 35 weaver, 36 tailor, 37-38 
cook, 39-43 boatman, 44-53 teamster, 54-57 fisherman, 58 herbalist, 59-63 
innkeeper/worker, 64-66 miller, 67-68 scribe, 69-73 sailor, 74-78 stablehand, 79-82 
tanner, 83-88 blacksmith, 89-92 porter/stevedore, 93 armorer, 94 weaponsmith, 94 
jeweler, 95-96 physician/dentist/healer 97 sage, 98-00 other or roll again 

Level (commoners): d6=1,2: 0 level, 3,4,5: 1st level, 6,low: 2nd lev, 6,4-5: 3rd lev, 6,6: 4th lev up 
Level (others): d6=1: 0 level, 2-4: 1st level, 5: 2nd level, 6:,low: 3rd level, 6:4-5: 4th lev, 6,6: 5th lev up 
 
For attributes: 
For 0st level characters: 4x3d6, 2x4d6,   1st level characters: 2x3d6, 4x4d6 upper: 6x4d6 
 

These folks will normally be very happy at being rescued.  Some may join the party if 
asked.  In a longer adventure where resources of time permit, some may adopt a character class 
and be able to advance in level.  Most who are in decent health and able to swing a weapon will 
help as they can in making an escape if the bad guys try to interfere with the rescue.  Even during 
an adventure, freed prisoners will volunteer to do what they can.  They can be useful just 
watching and listening, and will carry torches or lanterns, freeing party members from those 
tasks.  Some may be able to use of captured armor to some advantage, even the poor stuff that 
humanoids use.  They will make the best use they can of any weapons found.  Commoners who 
have served in the militia will most often be proficient with a spear, and quite a few will be able 
to use a dagger.  Very occasionally a commoner will be proficient with a crossbow, and some 
who have been sailors will likely to know how to use a cutlass or marlinspike (club).  Most 
rescued prisoners will try to aid the party in small ways in the future if the opportunity arises.   
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Some observations: 
I’ve been doing this for a while now, and the methods outlined seem to work and produce 

an enjoyable gaming experience.  There are a few interesting differences from standard D&D as 
I’ve experienced it over the years. 

 
1.  Light armor seems the way to go.  Outdoor adventuring in this system is at least as important 
as the dungeon crawl.  A party with superior speed can usually pick the range and avoid letting 
the bad guys within melee range.  That also means missile weapons proficiency (and feats) is 
more important than melee on average.  It also helps a lot to get in the first move or the first shot.  
What this leads to is the importance of dexterity.  Even for a fighter, dexterity seems to be the #1 
most important attribute.  Maybe for spellcasters, their prime attribute comes first, but dexterity 
will be among the top two or three.  And don’t fail to take the improved initiative feat.  You’d 
like to have a party with initiative scores from 6 to 8.  That gives you the jump most of the time. 
 
2.  Women seem to accumulate.  Despite the lower odds of a character of a given character class 
being female, female characters seem to join and stick at a rate that seems higher than it ought to 
be.  That’s despite the gender bias in the charisma rolls.  I do find that female characters tend to 
have significantly higher charismas (more than the +1 from initial characteristics) and that may 
be the reason.  If a party does approach parity in numbers, the same-gender bias may tip numbers 
the other way, despite a higher rate of retirements.  It’s an oddity I can’t fully explain. 
 
3.  Diplomacy is important, and so is charisma.  There are a lot of situations where the exercise 
of diplomatic skill matters.  Charisma is probably equal in importance to wisdom in general.  
There is no “throw away” attribute.  What can somebody get by with having the least of?  
Perhaps intelligence.  That affects skills dramatically, but the character can still spot, listen, fight, 
and contribute in most situations.  I have seen low intelligence rangers be effective; the normal 6 
skill slots means they can still be skilled at a few very important skills, low intelligence 
notwithstanding.  Skimping on constitution may be survivable, but the character needs to stay off 
the front line, and remains rather fragile (a great fortitude feat helps). 
 
4.  A good campaign seems to be able to go 3 to 5 or 6 game years, with characters rising to level 
10-12, before the opportunities seem to peter out.  By then, several characters will have children 
and will want (with perhaps others of the party) to establish a freehold or in some other manner 
settle down to a less adventure oriented life.  This all seems reasonable.  There are not that many 
things happening, or shouldn’t be, that would challenge a 12th level party.  A major war with a 
rival great power nation would be such a challenge, but the game as structured, and certainly 
these rules here, don’t support that.  You’d need some sort of war game with a scenario 
generating capability for what the party needs to do (and what other parties of extraordinary 
heroes are doing).  This game isn’t really built for campaigns against parties of very intelligent 
foes.  That kind of game is possible, with the DM making up what goes on in the war as a whole. 
 
5.  Sorcerers are very powerful.  Yes, they have a more limited spell selection, but they can cast 
those spells a lot of times, since they don’t need to reserve spell slots for utility or contingency 
spells.  Using metamagic feats, a sorcerer can not only cast ordinary fireballs, but silent and 
enhanced ones as well.  An 7th level sorcerer with CH16 can cast 19 magic missile spells of the 
various sorts if need be.  At 10th level, 15 fireballs as well as 14 magic missile spells.  Awesome. 


