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Xvart
Summoned by Monster Summoning I

Armor Class  5

Hit Points  7 (1 HD)

Saving Throws

vs. Death  14

vs. Wand  16

vs. Polymorph  15

vs. Breath  17

vs. Spell  17

Special Traits
Short Sword. Melee Weapon Attack: THAC0 19, APR 1, damage 

1d6 piercing.

Wild Dog
Summoned by Monster Summoning I

Armor Class  7

Hit Points  9 (1 HD)

Saving Throws

vs. Death  14

vs. Wand  16

vs. Polymorph  15

vs. Breath  17

vs. Spell  17

Special Traits
Bite. Melee Weapon Attack: THAC0 19, APR 1, damage 1d4 piercing.

Gibberling
Summoned by Monster Summoning I

Armor Class  10

Hit Points  8 (1 HD)

Saving Throws

vs. Death  14

vs. Wand  16

vs. Polymorph  15

vs. Breath  17

vs. Spell  17

Special Traits
Claws. Melee Weapon Attack: THAC0 20, APR 1, damage 1d8 slashing.

Gnoll
Summoned by Monster Summoning II

Armor Class  5

Hit Points  18 (2 HD)

Saving Throws

vs. Death  14

vs. Wand  16

vs. Polymorph  15

vs. Breath  17

vs. Spell  17

Special Traits
Halberd. Melee Weapon Attack: THAC0 17, APR 1, damage 

1d10 slashing.

Wolf
Summoned by Monster Summoning II

Armor Class  7

Hit Points  24 (3 HD)

Saving Throws

vs. Death  13

vs. Wand  15

vs. Polymorph  14

vs. Breath  16

vs. Spell  16

Special Traits
Bite. Melee Weapon Attack: THAC0 18, APR 1, damage 1d4 piercing.

Hobgoblin
Summoned by Monster Summoning II

Armor Class  5

Hit Points  8 (1 HD)

Saving Throws

vs. Death  14

vs. Wand  16

vs. Polymorph  15

vs. Breath  17

vs. Spell  17

Special Traits
Shortbow. Ranged Weapon Attack: THAC0 18, APR 2, damage 

1d6 missile.

Bastard Sword. Melee Weapon Attack: THAC0 18, APR 2, damage 

2d4 slashing.
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Worg
Summoned by Monster Summoning III

Armor Class  6

Hit Points  26 (3 HD)

Saving Throws

vs. Death  13

vs. Wand  15

vs. Polymorph  14

vs. Breath  16

vs. Spell  16

Special Traits
Bite. Melee Weapon Attack: THAC0 16, APR 1, damage 1d8+3 piercing.

Ghoul
Summoned by Monster Summoning III

Armor Class  6

Hit Points  15 (2 HD)

Saving Throws

vs. Death  12

vs. Wand  14

vs. Polymorph  13

vs. Breath  15

vs. Spell  13

Immunities  stun, level drain, confusion, fear, charm, poison, sleep, 

petrification, paralysis

Special Traits
Ghoul Touch. Melee Weapon Attack: THAC0 18, APR 1, damage 

1d6+1 crushing, and the target must save vs. Poison or be paralyzed 

for 5 rounds.

Ogre Berserker
Summoned by Monster Summoning III

Armor Class  3

Hit Points  42 (5 HD)

Saving Throws

vs. Death  9

vs. Wand  11

vs. Polymorph  10

vs. Breath  12

vs. Spell  12

Special Traits
Morning Star. Melee Weapon Attack: THAC0 12, APR 1, damage 

1d10+6 crushing. Treated as a +1 magical weapon for the purposes of 

determining what enemies it can damage.

Skeleton Warrior (3 HD)
Summoned by Animate Dead (1st-level caster)

Armor Class  6

Hit Points  20 (3 HD)

Saving Throws

vs. Death  5

vs. Wand  7

vs. Polymorph  6

vs. Breath  5

vs. Spell  8

Cold Resistance  100%

Magic Resistance  25%

Slashing Resistance  40%

Piercing Resistance  50%

Missile Resistance  60%

Immunities  stun, level drain, confusion, fear, charm, poison, sleep, 

petrification, paralysis

Special Traits
Long Sword. Melee Weapon Attack: THAC0 18, APR 1, damage 

1d8+1 slashing.

Skeleton Warrior (5 HD)
Summoned by Animate Dead (7th-level caster)

Armor Class  6

Hit Points  40 (5 HD)

Saving Throws

vs. Death  5

vs. Wand  7

vs. Polymorph  6

vs. Breath  5

vs. Spell  8

Cold Resistance  100%

Magic Resistance  45%

Slashing Resistance  40%

Piercing Resistance  50%

Missile Resistance  60%

Immunities  stun, level drain, confusion, fear, charm, poison, sleep, 

petrification, paralysis

Special Traits
Long Sword +1. Melee Weapon Attack: THAC0 13, APR 3/2, damage 

1d8+2 slashing.
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Skeleton Warrior (7 HD)
Summoned by Animate Dead (11th-level caster)

Armor Class  3

Hit Points  60 (7 HD)

Saving Throws

vs. Death  5

vs. Wand  7

vs. Polymorph  6

vs. Breath  5

vs. Spell  8

Cold Resistance  100%

Magic Resistance  65%

Slashing Resistance  40%

Piercing Resistance  50%

Missile Resistance  60%

Immunities  stun, level drain, confusion, fear, charm, poison, sleep, 

petrification, paralysis

Special Traits
Bastard Sword +1. Melee Weapon Attack: THAC0 12, APR 3/2, damage 

2d4+2 slashing.

Skeleton Warrior (9 HD)
Summoned by Animate Dead (15th-level caster)

Armor Class  2

Hit Points  80 (9 HD)

Saving Throws

vs. Death  5

vs. Wand  7

vs. Polymorph  6

vs. Breath  5

vs. Spell  8

Cold Resistance  100%

Magic Resistance  90%

Slashing Resistance  40%

Piercing Resistance  50%

Missile Resistance  60%

Immunities  stun, level drain, confusion, fear, charm, poison, sleep, 

petrification, paralysis

Special Traits
Two-Handed Sword. Melee Weapon Attack: THAC0 7, APR 2, damage 

1d10+4 slashing. Treated as a +3 magical weapon for the purposes of 

determining what enemies it can damage.

Protected From Weapons. The skeleton warrior takes no damage from 

non-magical weapons.

Carrion Crawler
Summoned by Carrion Summons

Armor Class  3

Hit Points  40 (5 HD)

Saving Throws

vs. Death  13

vs. Wand  15

vs. Polymorph  14

vs. Breath  16

vs. Spell  16

Special Traits
Slam. Melee Weapon Attack: THAC0 15, APR 4, damage 1d2 crushing.

Efreeti
Summoned by Summon Efreeti

Armor Class  2

Hit Points  80 (5 HD)

Saving Throws

vs. Death  8

vs. Wand  10

vs. Polymorph  9

vs. Breath  9

vs. Spell  11

Fire Resistance  125%

Special Traits
Slam. Melee Weapon Attack: THAC0 8, APR 1, damage 

3d8+8 crushing.

Spellcasting. The efreeti can cast the following spells as though he 

were a 5th-level Mage:

•	 2/day:  Magic Missile

•	 1/day:  Stinking Cloud, Melf ’s Acid Arrow, Agannazar’s Scorcher, Ghost 

Armor, Lightning Bolt
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Djinni
Summoned by Summon Djinni

Armor Class  4

Hit Points  59 (5 HD)

Saving Throws

vs. Death  10

vs. Wand  12

vs. Polymorph  11

vs. Breath  12

vs. Spell  13

Special Traits
Slam. Melee Weapon Attack: THAC0 9, APR 1, damage 

2d8+9 crushing.

Spellcasting. The djinni can cast the following spells as though he were 

a 5th-level Mage:

•	 2/day:  Magic Missile

•	 1/day:  Stinking Cloud, Melf ’s Acid Arrow, Agannazar’s Scorcher, Ghost 

Armor, Lightning Bolt

Invisible Stalker
Summoned by Invisible Stalker

Armor Class  –3

Hit Points  64 (9 HD)

Saving Throws

vs. Death  10

vs. Wand  12

vs. Polymorph  11

vs. Breath  12

vs. Spell  13

Fire Resistance  30%

Cold Resistance  30%

Electricity Resistance  30%

Acid Resistance  30%

Missile Resistance  80%

Immunities  stun, level drain, confusion, fear, charm, poison, sleep, 

petrification, paralysis

Special Traits
Invisible Blade. Melee Weapon Attack: THAC0 10, APR 1, damage 

2d8+3 slashing.

Invisibility. The invisible stalker is naturally invisible, appearing only 

when it attacks its target.

Magical Sword
Summoned by Mordenkainen’s Sword

Armor Class  –20

Hit Points  36 (10 HD)

Saving Throws

vs. Death  13

vs. Wand  15

vs. Polymorph  14

vs. Breath  16

vs. Spell  16

Fire Resistance  100%

Cold Resistance  100%

Electricity Resistance  100%

Acid Resistance  100%

Missile Resistance  100%

Piercing Resistance  100%

Slashing Resistance  100%

Crushing Resistance  100%

Immunities  Intelligence drain, charm, stun, sleep, hold, confusion, 

paralysis, feeblemind, fear, poison

Special Traits
Magical Blade. Melee Weapon Attack: THAC0 6, APR 1, damage 

5d4+4 slashing.

Giant Spider
Summoned by Spider Spawn

Armor Class  4

Hit Points  35 (4 HD)

Saving Throws

vs. Death  9

vs. Wand  10

vs. Polymorph  9

vs. Breath  10

vs. Spell  10

Immunities  web

Special Traits
Bite. Melee Weapon Attack: THAC0 13, APR 1, damage 1d8 piercing, 

and the target must save vs. Poison or suffer 2 points of damage per 

second for 37 seconds.
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Phase Spider
Summoned by Spider Spawn

Armor Class  5

Hit Points  44 (5 HD)

Saving Throws

vs. Death  11

vs. Wand  13

vs. Polymorph  12

vs. Breath  13

vs. Spell  14

Immunities  web

Special Traits
Bite. Melee Weapon Attack: THAC0 12, APR 2, damage 1d6 piercing, 

and the target must save vs. Poison or suffer 5 points of damage per 

second for 20 seconds. Treated as a +1 magical weapon for purposes 

of determining what enemies it can damage.

Sword Spider
Summoned by Spider Spawn

Armor Class  3

Hit Points  45 (5 HD)

Saving Throws

vs. Death  11

vs. Wand  13

vs. Polymorph  12

vs. Breath  13

vs. Spell  14

Immunities  web

Special Traits
Bite. Melee Weapon Attack: THAC0 15, APR 5, damage 2d6 piercing. 

Treated as a +1 magical weapon for purposes of determining what 

enemies it can damage.

Aerial Servant
Summoned by Aerial Servant

Armor Class  3

Hit Points  128 (16 HD)

Saving Throws

vs. Death  4

vs. Wand  6

vs. Polymorph  5

vs. Breath  4

vs. Spell  7

Immunities  web

Special Traits
Slam. Melee Weapon Attack: THAC0 5, APR 1, damage 4d8 crushing. 

Treated as a +4 magical weapon for purposes of determining what 

enemies it can damage.

Spirit Animals
The Totemic Druid kit can summon a powerful spirit 
companion. When the character uses this ability, they may 
choose either a snake, a bear, a lion, or a wolf.

Spirit Bear (1 HD)
Spirit Animal

Armor Class  6

Hit Points  16 (1 HD)

Saving Throws

vs. Death  15

vs. Wand  16

vs. Polymorph  16

vs. Breath  16

vs. Spell  17

Cold Resistance  25%

Immunities  fear, polymorph

Special Traits
Claw. Melee Weapon Attack: THAC0 17, APR 2, damage 1d4 crushing 

or slashing, and the target must save vs. Death with a +4 bonus or be 

panicked for 8 seconds. Treated as a +6 magical weapon for purposes 

of determining what enemies it can damage.

Spirit Lion (1 HD)
Spirit Animal

Armor Class  5

Hit Points  12 (1 HD)

Saving Throws

vs. Death  15

vs. Wand  16

vs. Polymorph  16

vs. Breath  16

vs. Spell  17

Electricity Resistance  25%

Immunities  charm, polymorph

Special Traits
Claw. Melee Weapon Attack: THAC0 16, APR 2, damage 1d4 piercing. 

Treated as a +6 magical weapon for purposes of determining what 

enemies it can damage.
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Spirit Snake (1 HD)
Spirit Animal

Armor Class  3

Hit Points  8 (1 HD)

Saving Throws

vs. Death  14

vs. Wand  16

vs. Polymorph  16

vs. Breath  16

vs. Spell  17

Immunities  haste, slow, grease, web, entangle, paralysis, hold, poi-

son, polymorph

Special Traits
Bite. Melee Weapon Attack: THAC0 16, APR 1, damage 1d4 piercing, 

and the target must save vs. Poison with a +3 bonus or be poisoned 

and suffer 2 points of damage per second for 3 seconds. Treated as 

a +4 magical weapon for purposes of determining what enemies it 

can damage.

Spirit Wolf (1 HD)
Spirit Animal

Armor Class  4

Hit Points  9 (1 HD)

Saving Throws

vs. Death  14

vs. Wand  16

vs. Polymorph  15

vs. Breath  16

vs. Spell  17

Cold Resistance  100%

Electricity Resistance  25%

Immunities  polymorph, sleep

Special Traits
Bite. Melee Weapon Attack: THAC0 17, APR 1, damage 1 piercing, 1d3 

cold. Treated as a +4 magical weapon for purposes of determining 

what enemies it can damage.

Spirit Bear (3 HD)
Spirit Animal

Armor Class  5

Hit Points  32 (3 HD)

Saving Throws

vs. Death  14

vs. Wand  16

vs. Polymorph  15

vs. Breath  16

vs. Spell  16

Cold Resistance  50%

Electricity Resistance  25%

Poison Resistance  25%

Immunities  fear, polymorph, sleep

Special Traits
Claw. Melee Weapon Attack: THAC0 16, APR 2, damage 1d6 crushing 

or slashing, and the target must save vs. Death with a +4 bonus or be 

panicked for 8 seconds. Treated as a +6 magical weapon for purposes 

of determining what enemies it can damage.

Spirit Lion (3 HD)
Spirit Animal

Armor Class  4

Hit Points  23 (3 HD)

Saving Throws

vs. Death  14

vs. Wand  16

vs. Polymorph  15

vs. Breath  16

vs. Spell  16

Cold Resistance  25%

Electricity Resistance  50%

Poison Resistance  25%

Immunities  charm, fear, berserk, polymorph

Special Traits
Claw. Melee Weapon Attack: THAC0 14, APR 2, damage 1d5 piercing. 

Treated as a +6 magical weapon for purposes of determining what 

enemies it can damage.
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Spirit Snake (3 HD)
Summon Spirit Animal

Armor Class  2

Hit Points  15 (3 HD)

Saving Throws

vs. Death  13

vs. Wand  15

vs. Polymorph  14

vs. Breath  15

vs. Spell  16

Cold Resistance  25%

Electricity Resistance  25%

Immunities  haste, slow, grease, web, entangle, paralysis, hold, poi-

son, polymorph, petrification

Special Traits
Bite. Melee Weapon Attack: THAC0 14, APR 1, damage 1d6 piercing, 

and the target must save vs. Poison with a +2 bonus or be poisoned 

and suffer 2 points of damage per second for 4 seconds. Treated as 

a +6 magical weapon for purposes of determining what enemies it 

can damage.

Spirit Wolf (3 HD)
Summon Spirit Animal

Armor Class  3

Hit Points  19 (3 HD)

Saving Throws

vs. Death  13

vs. Wand  15

vs. Polymorph  14

vs. Breath  15

vs. Spell  16

Cold Resistance  100%

Electricity Resistance  50%

Poison Resistance  50%

Immunities  petrification, polymorph, sleep

Special Traits
Bite. Melee Weapon Attack: THAC0 15, APR 2, damage 1d2 piercing, 

1d4 cold, and the target must save vs. Death with a +5 bonus or be 

paralyzed for 3 seconds. Treated as a +6 magical weapon for purposes 

of determining what enemies it can damage.

Spirit Lion (5 HD)
Summon Spirit Animal

Armor Class  3

Hit Points  36 (5 HD)

Saving Throws

vs. Death  12

vs. Wand  14

vs. Polymorph  13

vs. Breath  14

vs. Spell  15

Cold Resistance  50%

Electricity Resistance  75%

Poison Resistance  50%

Immunities  charm, berserk, fear, polymorph, haste, slow, paralysis, 

grease, web, entangle, hold, stun

Special Traits
Claw. Melee Weapon Attack: THAC0 12, APR 3, damage 1d5+2 pierc-

ing. Treated as a +6 magical weapon for purposes of determining what 

enemies it can damage.

Spirit Bear (5 HD)
Spirit Animal

Armor Class  4

Hit Points  48 (5 HD)

Saving Throws

vs. Death  12

vs. Wand  14

vs. Polymorph  13

vs. Breath  14

vs. Spell  15

Cold Resistance  75%

Electricity Resistance  50%

Poison Resistance  50%

Immunities  fear, polymorph, sleep

Special Traits
Claw. Melee Weapon Attack: THAC0 14, APR 3, damage 1d6 slashing, 

and the target must save vs. Death with a +4 bonus or be panicked for 

12 seconds. Treated as a +6 magical weapon for purposes of determin-

ing what enemies it can damage.
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Spirit Snake (5 HD)
Spirit Animal

Armor Class  1

Hit Points  23 (5 HD)

Saving Throws

vs. Death  11

vs. Wand  13

vs. Polymorph  12

vs. Breath  13

vs. Spell  14

Cold Resistance  50%

Electricity Resistance  50%

Immunities  haste, slow, grease, web, entangle, paralysis, hold, poi-

son, polymorph, petrification, feeblemind, confusion

Special Traits
Bite. Melee Weapon Attack: THAC0 13, APR 2, damage 1d6 piercing, 

and the target must save vs. Poison with a +1 bonus or be poisoned 

and suffer 2 points of damage per second for 5 seconds. Treated as 

a +6 magical weapon for purposes of determining what enemies it 

can damage.

Spirit Wolf (5 HD)
Spirit Animal

Armor Class  2

Hit Points  28 (5 HD)

Saving Throws

vs. Death  11

vs. Wand  13

vs. Polymorph  12

vs. Breath  13

vs. Spell  14

Cold Resistance  100%

Electricity Resistance  75%

Immunities  charm, polymorph, sleep, petrification, level drain

Special Traits
Bite. Melee Weapon Attack: THAC0 13, APR 2, damage 1d2 piercing, 

1d4 cold, and the target must save vs. Death with a +4 bonus or be 

paralyzed for 3 seconds. Treated as a +6 magical weapon for purposes 

of determining what enemies it can damage.

Spirit Bear (7 HD)
Spirit Animal

Armor Class  3

Hit Points  72 (7 HD)

Saving Throws

vs. Death  10

vs. Wand  12

vs. Polymorph  11

vs. Breath  12

vs. Spell  13

Cold Resistance  100%

Electricity Resistance  75%

Poison Resistance  75%

Immunities  fear, polymorph, sleep, paralysis, web, entangle, hold, 

slow, grease, feeblemind, confusion, petrification

Special Traits
Claw. Melee Weapon Attack: THAC0 12, APR 3, damage 1d8 crushing 

or slashing, and the target must save vs. Death with a +3 bonus or be 

panicked for 20 seconds. Treated as a +6 magical weapon for purposes 

of determining what enemies it can damage.

Spirit Lion (7 HD)
Spirit Animal

Armor Class  2

Hit Points  54 (7 HD)

Saving Throws

vs. Death  10

vs. Wand  12

vs. Polymorph  11

vs. Breath  12

vs. Spell  13

Cold Resistance  75%

Electricity Resistance  100%

Poison Resistance  75%

Immunities  charm, berserk, fear, polymorph, haste, slow, paralysis, 

grease, web, entangle, hold, stun, feeblemind, confusion, chaos shield

Special Traits
Claw. Melee Weapon Attack: THAC0 10, APR 3, damage 1d6+2 pierc-

ing or slashing. Treated as a +6 magical weapon for purposes of deter-

mining what enemies it can damage.
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Spirit Snake (7 HD)
Spirit Animal

Armor Class  0

Hit Points  34 (7 HD)

Saving Throws

vs. Death  9

vs. Wand  11

vs. Polymorph  10

vs. Breath  11

vs. Spell  12

Cold Resistance  75%

Electricity Resistance  75%

Immunities  haste, slow, grease, web, entangle, paralysis, hold, poi-

son, polymorph, petrification, feeblemind, confusion, sleep

Special Traits
Bite. Melee Weapon Attack: THAC0 11, APR 2, damage 1d8 piercing, 

and the target must save vs. Poison with a +1 bonus or be poisoned 

and suffer 2 points of damage per second for 5 seconds. Treated as 

a +6 magical weapon for purposes of determining what enemies it 

can damage.

Spirit Wolf (7 HD)
Spirit Animal

Armor Class  1

Hit Points  42 (7 HD)

Saving Throws

vs. Death  9

vs. Wand  11

vs. Polymorph  10

vs. Breath  11

vs. Spell  12

Cold Resistance  100%

Electricity Resistance  100%

Poison Resistance  100%

Immunities  charm, poison, petrification, polymorph, level drain, sleep

Special Traits
Bite. Melee Weapon Attack: THAC0 11, APR 2, damage 1d2 piercing, 

1d6 cold, and the target must save vs. Death with a +3 bonus or be 

paralyzed for 5 seconds. Treated as a +6 magical weapon for purposes 

of determining what enemies it can damage.

Spirit Bear (10 HD)
Spirit Animal

Armor Class  2

Hit Points  96 (10 HD)

Saving Throws

vs. Death  8

vs. Wand  10

vs. Polymorph  9

vs. Breath  10

vs. Spell  11

Cold Resistance  100%

Electricity Resistance  100%

Poison Resistance  100%

Immunities  fear, polymorph, sleep, paralysis, web, entangle, hold, 

slow, grease, feeblemind, confusion, petrification, haste, charm, 

level drain

Special Traits
Claw. Melee Weapon Attack: THAC0 10, APR 3, damage 1d10 crushing 

or slashing, and the target must save vs. Death with a +3 bonus or be 

panicked for 30 seconds. Treated as a +6 magical weapon for purposes 

of determining what enemies it can damage.

Protected From Weapons. The spirit animal is immune to all damage 

from non-magical weapons.

Spirit Lion (10 HD)
Spirit Animal

Armor Class  1

Hit Points  72 (10 HD)

Saving Throws

vs. Death  8

vs. Wand  10

vs. Polymorph  9

vs. Breath  10

vs. Spell  11

Cold Resistance  100%

Electricity Resistance  100%

Poison Resistance  100%

Immunities  charm, berserk, fear, polymorph, haste, slow, paralysis, 

grease, web, entangle, hold, stun, feeblemind, confusion, chaos shield, 

poison, petrification, level drain, sleep

Special Traits
Claw. Melee Weapon Attack: THAC0 8, APR 3, damage 1d8+2 piercing 

or slashing. Treated as a +6 magical weapon for purposes of determin-

ing what enemies it can damage.

Protected From Weapons. The spirit animal is immune to all damage 

from non-magical weapons.
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Spirit Snake (10 HD)
Spirit Animal

Armor Class  –1

Hit Points  45 (10 HD)

Saving Throws

vs. Death  7

vs. Wand  9

vs. Polymorph  8

vs. Breath  9

vs. Spell  10

Cold Resistance  100%

Electricity Resistance  100%

Immunities  haste, slow, grease, web, entangle, paralysis, hold, poi-

son, polymorph, petrification, feeblemind, confusion, sleep, charm, 

fear, level drain

Special Traits
Bite. Melee Weapon Attack: THAC0 9, APR 2, damage 1d10 piercing, 

and the target must save vs. Poison or be poisoned and suffer 2 points 

of damage per second for 6 seconds. Treated as a +6 magical weapon 

for purposes of determining what enemies it can damage.

Protected From Weapons. The spirit animal is immune to all damage 

from non-magical weapons.

Spirit Wolf (10 HD)
Spirit Animal

Armor Class  0

Hit Points  56 (10 HD)

Saving Throws

vs. Death  7

vs. Wand  9

vs. Polymorph  8

vs. Breath  9

vs. Spell  10

Cold Resistance  100%

Electricity Resistance  100%

Poison Resistance  100%

Immunities  charm, berserk, fear, polymorph, haste, slow, paralysis, 

grease, web, entangle, hold, stun, feeblemind, confusion, chaos shield, 

poison, petrification, level drain, sleep

Special Traits
Bite. Melee Weapon Attack: THAC0 9, APR 3, damage 1d4 piercing, 

1d6 cold, and the target must save vs. Death with a +1 bonus or be 

paralyzed for 7 seconds. The target must also save vs. Death with a +5 

bonus or be drained of one level. Treated as a +6 magical weapon for 

purposes of determining what enemies it can damage.

Protected From Weapons. The spirit animal is immune to all damage 

from non-magical weapons.
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Appendix: Class Tables
ach class has its own progression 

for experience points, THAC0, and 
Saving Throws, as well as spell slots 
for spellcasters and known spells for 
Sorcerers an Shamans. These 
progressions dive into the fine details 
of character building, and so they 

have been compiled on the following pages for ease of 
convenience.

Class progression tables list the experience points 
required for each level as well as the THAC0 and Saving 
Throws for that level, along with annotated class features 
as referenced in the class’s description. Saving Throw 
values are listed in the following order: Death, Wands, 
Polymorph, Breath, Spell.
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Fighter Class Progression

Level XP Required THAC0 Saving Throws Features

1 0 20 14/16/15/17/17 4 Proficiencies

2 2,000 19 14/16/15/17/17

3 4,000 18 13/15/14/16/16 1 Proficiency

4 8,000 17 13/15/14/16/16

5 16,000 16 11/13/12/13/14

6 32,000 15 11/13/12/13/14 1 Proficiency

7 64,000 14 10/12/11/12/13 +1/2 Attacks per Round

8 125,000 13 10/12/11/12/13

9 250,000 12 8/10/9/9/11 1 Proficiency

10 500,000 11 8/10/9/9/11

11 750,000 10 7/9/8/8/10

12 1,000,000 9 7/9/8/8/10 1 Proficiency

13 1,250,000 8 5/7/6/5/8 +1/2 Attacks per Round

14 1,500,000 7 5/7/6/5/8

15 1,750,000 6 4/6/5/4/7 1 Proficiency

16 2,000,000 5 4/6/5/4/7

17 2,250,000 4 3/5/4/4/6

18 2,500,000 3 3/5/4/4/6 1 Proficiency

19 2,750,000 2 3/5/4/4/6

20 3,000,000 1 3/5/4/4/6 High-Level Ability

21 3,250,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency

22 3,500,000 0 3/5/4/4/6 High-Level Ability

23 3,750,000 0 3/5/4/4/6 High-Level Ability

24 4,000,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency

25 4,250,000 0 3/5/4/4/6 High-Level Ability

26 4,500,000 0 3/5/4/4/6 High-Level Ability

27 4,750,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency

28 5,000,000 0 3/5/4/4/6 High-Level Ability

29 5,250,000 0 3/5/4/4/6 High-Level Ability

30 5,500,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency

31 5,750,000 0 3/5/4/4/6 High-Level Ability

32 6,000,000 0 3/5/4/4/6 High-Level Ability

33 6,250,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency

34 6,500,000 0 3/5/4/4/6 High-Level Ability

35 6,750,000 0 3/5/4/4/6 High-Level Ability

36 7,000,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency

37 7,250,000 0 3/5/4/4/6 High-Level Ability

38 7,500,000 0 3/5/4/4/6 High-Level Ability

39 7,750,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency

40 8,000,000 0 3/5/4/4/6 High-Level Ability
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Paladin Class Progression

Level XP Required THAC0 Saving Throws Features

—Spells Per Level—

1 2 3 4

1 0 20 14/16/15/17/17 4 Proficiencies, Lay On Hands, 

Detect Evil, Protection From Evil, 

Saving Throw Bonus, Turn Undead

- - - -

2 2,250 19 14/16/15/17/17 - - - -

3 4,500 18 13/15/14/16/16 1 Proficiency - - - -

4 9,000 17 13/15/14/16/16 - - - -

5 18,000 16 11/13/12/13/14 - - - -

6 36,000 15 11/13/12/13/14 1 Proficiency - - - -

7 75,000 14 10/12/11/12/13 +1/2 Attacks per Round - - - -

8 150,000 13 10/12/11/12/13 - - - -

9 300,000 12 8/10/9/9/11 1 Proficiency 1 - - -

10 600,000 11 8/10/9/9/11 2 - - -

11 900,000 10 7/9/8/8/10 2 1 - -

12 1,200,000 9 7/9/8/8/10 1 Proficiency 2 2 - -

13 1,500,000 8 5/7/6/5/8 +1/2 Attacks per Round 2 2 1 -

14 1,800,000 7 5/7/6/5/8 3 2 1 -

15 2,100,000 6 4/6/5/4/7 1 Proficiency 3 2 1 1

16 2,400,000 5 4/6/5/4/7 3 3 2 1

17 2,700,000 4 3/5/4/4/6 3 3 3 1

18 3,000,000 3 3/5/4/4/6 High-Level Ability, 1 Proficiency 3 3 3 1

19 3,300,000 2 3/5/4/4/6 High-Level Ability 3 3 3 2

20 3,600,000 1 3/5/4/4/6 High-Level Ability 3 3 3 3

21 3,900,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency 3 3 3 3

22 4,200,000 0 3/5/4/4/6 High-Level Ability 3 3 3 3

23 4,500,000 0 3/5/4/4/6 High-Level Ability 3 3 3 3

24 4,800,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency 3 3 3 3

25 5,100,000 0 3/5/4/4/6 High-Level Ability 3 3 3 3

26 5,400,000 0 3/5/4/4/6 High-Level Ability 3 3 3 3

27 5,700,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency 3 3 3 3

28 6,000,000 0 3/5/4/4/6 High-Level Ability 3 3 3 3

29 6,300,000 0 3/5/4/4/6 High-Level Ability 3 3 3 3

30 6,600,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency 3 3 3 3

31 6,900,000 0 3/5/4/4/6 High-Level Ability 3 3 3 3

32 7,200,000 0 3/5/4/4/6 High-Level Ability 3 3 3 3

33 7,500,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency 3 3 3 3

34 7,800,000 0 3/5/4/4/6 High-Level Ability 3 3 3 3
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Ranger Class Progression

Level XP Required THAC0 Saving Throws Features

Stealth 

Bonus

—Spells Per Level—

1 2 3

1 0 20 14/16/15/17/17 4 Proficiencies, Racial Enemy, 

Two-Weapon Style, Charm Animal

+15% - - -

2 2,250 19 14/16/15/17/17 +21% - - -

3 4,500 18 13/15/14/16/16 1 Proficiency +27% - - -

4 9,000 17 13/15/14/16/16 +33% - - -

5 18,000 16 11/13/12/13/14 +40% - - -

6 36,000 15 11/13/12/13/14 1 Proficiency +47% - - -

7 75,000 14 10/12/11/12/13 +1/2 Attacks per Round +55% - - -

8 150,000 13 10/12/11/12/13 +62% 1 - -

9 300,000 12 8/10/9/9/11 1 Proficiency +70% 2 - -

10 600,000 11 8/10/9/9/11 +78% 2 1 -

11 900,000 10 7/9/8/8/10 +86% 2 2 -

12 1,200,000 9 7/9/8/8/10 1 Proficiency +94% 2 2 1

13 1,500,000 8 5/7/6/5/8 +1/2 Attacks per Round +99% 3 2 1

14 1,800,000 7 5/7/6/5/8 +99% 3 2 2

15 2,100,000 6 4/6/5/4/7 1 Proficiency +99% 3 3 2

16 2,400,000 5 4/6/5/4/7 +99% 3 3 3

17 2,700,000 4 3/5/4/4/6 +99% 3 3 3

18 3,000,000 3 3/5/4/4/6 High-Level Ability, 1 Proficiency +99% 3 3 3

19 3,300,000 2 3/5/4/4/6 High-Level Ability +99% 3 3 3

20 3,600,000 1 3/5/4/4/6 High-Level Ability +99% 3 3 3

21 3,900,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency +99% 3 3 3

22 4,200,000 0 3/5/4/4/6 High-Level Ability +99% 3 3 3

23 4,500,000 0 3/5/4/4/6 High-Level Ability +99% 3 3 3

24 4,800,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency +99% 3 3 3

25 5,100,000 0 3/5/4/4/6 High-Level Ability +99% 3 3 3

26 5,400,000 0 3/5/4/4/6 High-Level Ability +99% 3 3 3

27 5,700,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency +99% 3 3 3

28 6,000,000 0 3/5/4/4/6 High-Level Ability +99% 3 3 3

29 6,300,000 0 3/5/4/4/6 High-Level Ability +99% 3 3 3

30 6,600,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency +99% 3 3 3

31 6,900,000 0 3/5/4/4/6 High-Level Ability +99% 3 3 3

32 7,200,000 0 3/5/4/4/6 High-Level Ability +99% 3 3 3

33 7,500,000 0 3/5/4/4/6 High-Level Ability, 1 Proficiency +99% 3 3 3

34 7,800,000 0 3/5/4/4/6 High-Level Ability +99% 3 3 3
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Cleric Class Progression

Level XP Required THAC0 Saving Throws Features

—Spell Slots Per Spell Level—

1 2 3 4 5  6 7

1 0 20 10/14/13/16/15 Turn Undead, 

2 Proficiencies

1 - - - - - -

2 1,500 20 10/14/13/16/15 2 - - - - - -

3 3,000 20 10/14/13/16/15 2 1 - - - - -

4 6,000 18 9/13/12/15/14 1 Proficiency 3 2 - - - - -

5 13,000 18 9/13/12/15/14 3 3 1 - - - -

6 27,500 18 9/13/12/15/14 3 3 2 - - - -

7 55,000 16 7/11/10/13/12 3 3 2 1 - - -

8 110,000 16 7/11/10/13/12 1 Proficiency 3 3 3 2 - - -

9 225,000 16 7/11/10/13/12 4 4 3 2 1 - -

10 450,000 14 6/10/9/12/11 4 4 3 3 2 - -

11 675,000 14 6/10/9/12/11 5 4 4 3 2 1 -

12 900,000 14 6/10/9/12/11 1 Proficiency 6 5 5 3 2 2 -

13 1,125,000 12 5/9/8/11/10 6 6 6 4 2 2 -

14 1,350,000 12 5/9/8/11/10 6 6 6 5 3 2 1

15 1,575,000 12 5/9/8/11/10 6 6 6 6 4 2 1

16 1,800,000 10 4/8/7/10/9 1 Proficiency 7 7 7 6 4 3 1

17 2,025,000 10 4/8/7/10/9 7 7 7 7 5 3 2

18 2,250,000 10 4/8/7/10/9 8 8 8 8 6 4 2

19 2,475,000 8 2/6/5/8/7 9 9 8 8 6 4 2

20 2,700,000 8 2/6/5/8/7 1 Proficiency 9 9 9 8 7 5 2

21 2,925,000 8 2/6/5/8/7 9 9 9 9 8 6 2

22 3,150,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 8 6 3

23 3,375,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 7 3

24 3,600,000 6 2/6/5/8/7 High-Level Ability, 

1 Proficiency

9 9 9 9 9 7 3

25 3,825,000 6 2/6/5/8/7 High-Level Ability, 

Holy Symbol

9 9 9 9 9 7 3

26 4,050,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 8 3

27 4,275,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 8 3

28 4,500,000 6 2/6/5/8/7 High-Level Ability, 

1 Proficiency

9 9 9 9 9 8 4

29 4,725,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 8 4

30 4,950,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 8 4

31 5,175,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 8 5

32 5,400,000 6 2/6/5/8/7 High-Level Ability, 

1 Proficiency

9 9 9 9 9 8 5

33 5,625,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 8 5

34 5,850,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 8 6

35 6,075,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 8 6

36 6,300,000 6 2/6/5/8/7 High-Level Ability, 

1 Proficiency

9 9 9 9 9 8 6

37 6,525,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 8 6

38 6,750,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 8 7

39 6,975,000 6 2/6/5/8/7 High-Level Ability 9 9 9 9 9 8 7

40 8,000,000 6 2/6/5/8/7 High-Level Ability, 

1 Proficiency

9 9 9 9 9 8 7
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Bard Class Progression

Level XP Required THAC0 Saving Throws Features Pick Pockets

—Spell Slots—

1 2 3 4 5 6

1 0 20 13/14/12/16/15 2 Proficiencies, Bard Song, 

Pick Pockets

25% - - - - - -

2 1,250 20 13/14/12/16/15 30% 1 - - - - -

3 2,500 19 13/14/12/16/15 35% 2 - - - - -

4 5,000 19 13/14/12/16/15 1 Proficiency 40% 2 1 - - - -

5 10,000 18 12/12/11/15/13 45% 3 1 - - - -

6 20,000 18 12/12/11/15/13 50% 3 2 - - - -

7 40,000 17 12/12/11/15/13 55% 3 2 1 - - -

8 70,000 17 12/12/11/15/13 1 Proficiency 60% 3 3 1 - - -

9 110,000 16 11/10/10/14/11 65% 3 3 2 - - -

10 160,000 16 11/10/10/14/11 70% 3 3 2 1 - -

11 220,000 15 11/10/10/14/11 75% 3 3 3 1 - -

12 440,000 15 11/10/10/14/11 1 Proficiency 80% 3 3 3 2 - -

13 660,000 14 10/8/9/13/9 85% 3 3 3 2 1 -

14 880,000 14 10/8/9/13/9 90% 3 3 3 3 1 -

15 1,100,000 13 10/8/9/13/9 95% 3 3 3 3 2 -

16 1,320,000 13 10/8/9/13/9 1 Proficiency 99% 4 3 3 3 2 1

17 1,540,000 12 9/6/8/12/7 99% 4 4 3 3 3 1

18 1,760,000 12 9/6/8/12/7 99% 4 4 4 3 3 2

19 1,980,000 11 9/6/8/12/7 99% 4 4 4 4 3 2

20 2,200,000 11 9/6/8/12/7 1 Proficiency 99% 4 4 4 4 4 3

21 2,420,000 10 8/4/7/11/5 99% 5 4 4 4 4 3

22 2,640,000 10 8/4/7/11/5 99% 5 5 4 4 4 3

23 2,860,000 10 8/4/7/11/5 99% 5 5 5 4 4 3

24 3,080,000 10 8/4/7/11/5 High-Level Ability, 

1 Proficiency

99% 5 5 5 4 4 3

25 3,300,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 4 3

26 3,520,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 4 3

27 3,740,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 4 3

28 3,960,000 10 8/4/7/11/5 High-Level Ability, 

1 Proficiency

99% 5 5 5 5 5 3

29 4,180,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 5 3

30 4,400,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 5 4

31 4,620,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 5 4

32 4,840,000 10 8/4/7/11/5 High-Level Ability, 

1 Proficiency

99% 5 5 5 5 5 4

33 5,060,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 5 4

34 5,280,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 5 4

35 5,500,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 5 4

36 5,720,000 10 8/4/7/11/5 High-Level Ability, 

1 Proficiency

99% 5 5 5 5 5 4

37 5,940,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 5 4

38 6,160,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 5 5

39 6,380,000 10 8/4/7/11/5 High-Level Ability 99% 5 5 5 5 5 5

40 8,000,000 10 8/4/7/11/5 High-Level Ability, 

1 Proficiency

99% 5 5 5 5 5 5


