Jozan, Lidda, Mialee, and Tordek prepare for an expedition into the mountains, following an old map that they found in a ruined temple. They ride their horses out into the wilderness, find the cavern marked on the map, and descend into dark chambers that have never been touched by light. There they meet strange and dangerous creatures and recover gems, gold, and magic items. When they have taken enough damage and used enough spells that further exploration would be too dangerous, and when the treasure they’re carrying is weighing them down, they return to the light of day, mount their steeds, and ride home. There they divvy up the treasure that they have captured, including a magic shield that Jozan and Tordek both want. The adventurers each reflect on what they have learned from the expedition, confident that every challenge they have faced makes them stronger, individually and as a team.


This chapter covers carrying capacity and encumbrance, movement overland and through adventure sites, exploration, treasure, and experience.

Carrying Capacity

Encumbrance rules determine how much a character’s armor and equipment slow him or her down. Encumbrance comes in two parts: encumbrance by armor and encumbrance by total weight.


Encumbrance by Armor: Your armor (as shown on Table 7–5: Armor) defines your maximum Dexterity bonus to AC, your armor check penalty, your speed, and how fast you move when you run. Unless your character is weak or carrying a lot of gear, that’s all you need to know. The extra gear your character carries, such as weapons and rope, won’t slow your character down any more than his or her armor already does.


If your character is weak or carrying a lot of gear, however, then you’ll need to calculate encumbrance by weight. Doing so is most important when your character is trying to carry some heavy object, such as a treasure chest.


Weight: If you want to determine whether your character’s gear is heavy enough to slow him or her down (more than the armor already does), total the weight of all his or her armor, weapons, and gear. Compare this total to the character’s Strength on Table 9–1: Carrying Capacity. Depending on how the weight compares to your carrying capacity, you will be carrying a light, medium, or heavy load. Like armor, your load gives you a maximum Dexterity bonus to AC, a check penalty (which works like an armor check penalty), speed, and run factor, as shown on Table 9–2: Carrying Loads. Carrying a light load does not encumber a character.


If you are wearing armor, use the worse figure (from armor or from weight) for each category. Do not stack the penalties.


For example, Tordek the dwarf is wearing scale mail. As shown by Table 7–5: Armor, it cuts his maximum Dexterity bonus to AC down to +3, gives him a –4 armor check penalty, and cuts his speed to 15 feet. The total weight of his gear, including armor, is 71 1/2 pounds. With a Strength of 15, his maximum carrying capacity (maximum load) is 200 pounds. A medium load for him is is 67 pounds or more, and a heavy load is 134 pounds or more, so he is carrying a medium load . Looking at the medium load line on Table 9–2: Carrying Loads, Monte sees that these figures are all as good or better than the penalties that Tordek is already incurring for wearing scale mail, so he incurs no extra encumbrance penalties.


Mialee has a Strength of 10, and she’s carrying 28 pounds of gear. Her light load capacity is 33, so she’s carrying a light load (no penalties). She finds 500 gold pieces (weighing 10 pounds) and adds it to her load, so now she’s carrying a medium load. Doing so reduces her speed from 30 feet to 20 feet, gives her a –3 check penalty, and sets her maximum Dexterity bonus to AC at +3 (which is okay with her, since that’s her Dexterity bonus anyway).


Then Mialee is knocked unconscious in a fight, and Tordek wants to carry her out of the dungeon. She weighs 104 pounds, and her gear weighs 28 pounds (or 38 pounds with the gold), so Tordek can’t quite manage to carry her and her gear. (It would put him over his 200 pounds maximum load.) Jozan takes her gear (and the gold), Tordek hoists Mialee onto his shoulders, and now he’s carrying 175 1/2 pounds. He can manage it, but it’s a heavy load. His maximum Dexterity bonus to AC drops to +1, his check penalty increases from –4 (the armor check penalty for scale mail) to –6 (the check penalty for a heavy load), and now he runs at  x 3 speed instead of  x 4.


Lifting and Dragging: A character can lift up to the maximum load over his or her head.


A character can lift up to double the maximum load off the ground, but he or she can only stagger around with it. While overloaded in this way, the character loses any Dexterity bonus to AC and can only move 5 feet per round (as a full-round action).


A character can generally push or drag along the ground up to five times the maximum load. Favorable conditions (smooth ground, dragging a slick object) can double these numbers, and bad circumstances (broken ground, pushing an object that snags) can reduce them to one-half or less.


Bigger and Smaller Creatures: The figures on Table 9–1: Carrying Capacity are for Medium-size creatures. Larger creatures can carry more weight depending on size category: Large ( x 2), Huge ( x 4), Gargantuan ( x 8), and Colossal ( x 16). Smaller creatures can carry less weight depending on size category: Small (3/4), Tiny (1/2), Diminutive (1/4), and Fine (1/8). Thus, a human with a Strength score magically boosted to equal that of a giant would still have a harder time lifting, say, a horse or a boulder than a giant would.


For example, Mialee, an elf with 10 Strength, can carry up to 100 pounds. Lidda, a halfling with 10 Strength, can only carry 75 pounds.


Tremendous Strength: For Strength scores not listed, determine the carrying capacity this way. Find the Strength score between 20 and 29 that has the same ones digit as the creature’s Strength score. Multiply the figures by four if the creature’s Strength is in the 30s, 16 if it’s in the 40s, 64 if it’s in the 50s, and so on. For example, a cloud giant with a 35 Strength can carry four times what a creature with a 25 Strength can carry, or 3,200 pounds, multiplied by eight because the cloud giant is Gargantuan, for a grand total of 25,600 pounds.

Table 9–1: Carrying Capacity



Light
Medium
Heavy


Strength
Load
Load
Load


1 Str
up to 3 lb.
4–6 lb.
7–10 lb.


2 Str
up to 6 lb.
7–13 lb.
14–20 lb.


3 Str
up to 10 lb.
11–20 lb.
21–30 lb.


4 Str
up to 13 lb.
14–26 lb.
27–40 lb.


5 Str
up to 16 lb.
17–33 lb.
34–50 lb.


6 Str
up to 20 lb.
21–40 lb.
41–60 lb.


7 Str
up to 23 lb.
24–46 lb.
47–70 lb.


8 Str
up to 26 lb.
27–53 lb.
54–80 lb.


9 Str
up to 30 lb.
31–60 lb.
61–90 lb.


10 Str
up to 33 lb.
34–66 lb.
67–100 lb.


11 Str
up to 38 lb.
39–76 lb.
77–115 lb.


12 Str
up to 43 lb.
44–86 lb.
87–130 lb.


13 Str
up to 50 lb.
51–100 lb.
101–150 lb.


14 Str
up to 58 lb.
59–116 lb.
117–175 lb.


15 Str
up to 66 lb.
67–133 lb.
134–200 lb.


16 Str
up to 76 lb.
77–153 lb.
154–230 lb.


17 Str
up to 86 lb.
87–173 lb.
174–260 lb.


18 Str
up to 100 lb.
101–200 lb.
201–300 lb.


19 Str
up to 116 lb.
117–233 lb.
234–350 lb.


20 Str
up to 133 lb.
134–266 lb.
267–400 lb.


21 Str
up to 153 lb.
154–306 lb.
307–460 lb.


22 Str
up to 173 lb.
174–346 lb.
347–520 lb.


23 Str
up to 200 lb.
201–400 lb.
401–600 lb.


24 Str
up to 233 lb.
234–466 lb.
467–700 lb.


25 Str
up to 266 lb.
267–533 lb.
534–800 lb.


26 Str
up to 306 lb.
307–613 lb.
614–920 lb.


27 Str
up to 346 lb.
347–693 lb.
694–1,040 lb.


28 Str
up to 400 lb.
401–800 lb.
801–1,200 lb.


29 Str
up to 466 lb.
467–933 lb.
934–1,400 lb.


+10 Str
 x 4
 x 4
 x 4

Table 9–2: Carrying Loads


Max
Check
–—— Speed —–—

Load
Dex
Penalty
(30 ft.)
(20 ft.)
Run

Medium
+3
–3
20 ft.
15 ft.
 x 4

Heavy
+1
–6
20 ft.
15 ft.
 x 3

Movement

Characters spend a lot of time getting from one place to another. If your character needs to reach the evil tower, he might choose to walk along the road, hire a boat to row him along the river, or cut cross-country on horseback. He can climb trees to get a better look at his surroundings, scale mountains, or ford streams.


The DM moderates the pace of a game session, so he or she determines when movement is so important that it’s worth measuring. During casual scenes, you usually won’t have to worry about movement rates. If your character has come to a new city and takes a stroll to get a feel for the place, no one needs to know exactly how many rounds or minutes the circuit takes.


There are three movement scales in the game:

•
Tactical, for combat, measured in feet per round.

•
Local, for exploring an area, measured in feet per minute.

•
Overland, for getting from place to place, measured in miles per hour or day.


Modes of Movement: While moving at the different movement scales, creatures generally walk, hustle, or run.


Walk: A walk represents unhurried but purposeful movement at three miles per hour for an unencumbered human.


Hustle: A hustle is a jog that is movement at about six miles per hour for an unencumbered human. The double move action represents a hustle.


Run ( x 3): Moving three times your standard speed is a running pace for a character in heavy armor. It is moving about six miles per hour for a human in full plate.


Run ( x 4): Moving four times your standard speed is a running pace for a character in light, medium, or no armor. It is moving about twelve miles per hour for an unencumbered human, or eight miles per hour for a human in chainmail.


Hampered Movement: Obstructions, bad surface conditions, or poor visibility can hamper movement. The DM determines the category that a specific condition falls into (see Table 9–4: Hampered Movement). When movement is hampered, multiply the standard distance by the movement penalty (a fraction) to determine the distance covered. For example, a character who could normally cover 40 feet with a double move (hustle) can only cover 30 feet if moving through undergrowth.


If more than one condition applies, multiply the normal distance covered by all movement penalty fractions that apply. For instance, a character who could normally cover 60 feet with a double move (hustle) could only cover 15 feet moving through thick undergrowth in fog (one-quarter as far as normal).

Table 9–3: Movement and Distance


———–———— Speed ——–—————


15 feet
20 feet
30 feet
40 feet

One Round (Tactical)

Walk
15 ft.
20 ft.
30 ft.
40 ft.

Hustle
30 ft.
40 ft.
60 ft.
80 ft.

Run ( x 3)
45 ft.
60 ft.
90 ft.
120 ft.

Run ( x 4)
60 ft.
80 ft.
120 ft.
160 ft.

One Minute (Local)

Walk
150 ft.
200 ft.
300 ft.
400 ft.

Hustle
300 ft.
400 ft.
600 ft.
800 ft.

Run ( x 3)
450 ft.
600 ft.
900 ft.
1,200 ft.

Run ( x 4)
600 ft.
800 ft.
1,200 ft.
1,600 ft.

One Hour (Overland)

Walk
1 1/2 miles
2 miles
3 miles
4 miles

Hustle
3 miles
4 miles
6 miles
8 miles

Run
—
—
—
—

One Day (Overland)

Walk
12 miles
16 miles
24 miles
32 miles

Hustle
—
—
—
—

Run
—
—
—
—

Table 9–4: Hampered Movement

Condition
Example
Movement Penalty

Obstruction


Moderate
Undergrowth
 x  3/4


Heavy
Thick undergrowth
 x  1/2

Surface


Bad
Steep slope or mud
 x  1/2


Very bad
Deep snow
 x  1/4

Poor visibility
Darkness or fog
 x  1/2

Tactical Movement

Use tactical speed for combat, as detailed in Chapter 8: Combat. Characters generally don’t walk during combat: They hustle or run. A character who moves his or her speed and takes some action, such as attacking or casting a spell, is hustling for about half the round and doing something else the other half.

Local Movement

Characters exploring an area use local movement, measured in minutes.


Walk: A character can walk without a problem on the local scale.


Hustle: A character can hustle without a problem on the local scale. See Overland Movement, below, for movement measured in hours.


Run: A character with a Constitution score of 9 or higher can run for a minute without a problem. Generally, a character can run for about a minute or two before having to rest for a minute (see Run, page 127).

Overland Movement

Characters covering long distances cross-country use overland movement. Overland movement is measured in hours or days. A day represents 8 hours of actual travel time. For rowed watercraft, a day represents 10 hours of rowing. For a sailing ship, it represents 24 hours.


Walk: You can walk 8 hours in a day of travel without a problem. Walking for longer than that can wear you out (see Forced March, below).


Hustle: You can hustle for 1 hour without a problem. Hustling for a second hour in between sleep cycles causes you 1 point of subdual damage, and each additional hour causes twice the damage taken during the previous hour.


Run: You can’t run for an extended period of time. Attempts to run and rest in cycles effectively work out to a hustle.


Terrain: The terrain through which you travel affects how much distance you can cover in an hour or a day (see Table 9–5: Terrain and Overland Movement). Travel is quickest on a highway, followed by on a road (or trail), and least quick through trackless terrain. A highway is a straight, major, paved road. A road is typically a dirt track. A trail is like a road, except that it allows only single-file travel and does not benefit a party traveling with vehicles. Trackless terrain is a wild area with no paths.


Forced March: In a day of normal walking, you walk for 8 hours. You spend the rest of daylight time making and breaking camp, resting, and eating.


You can walk for more than 8 hours in a day by making a forced march. For each hour of marching beyond 8 hours, you make a Constitution check (DC 10 + 1 per extra hour). If the check fails, you take 1d6 points of subdual damage. You can’t recover this subdual damage normally until you halt and rest for at least 4 hours. It’s possible for a character to march into unconsciousness by pushing himself or herself too hard.


Mounted Movement: A horse bearing a rider can move at a hustle. The damage it takes, however, is normal damage, not subdual damage. It can also be force-marched, but its Constitution checks automatically fail, and, again, the damage it takes is normal damage.


See Table 9–6: Mounts and Vehicles for mounted speeds and speeds for vehicles pulled by draft animals.


Waterborne Movement: See Table 9–6: Mounts and Vehicles for speeds for water vehicles.

Table 9–5: Terrain and Overland Movement

Terrain
Highway
Road
Trackless

Plains
 x 1
 x 1
 x 1

Scrub, rough
 x 1
 x 1
 x 3/4

Forest
 x 1
 x 1
 x 1/2

Jungle
 x 1
 x 3/4
 x 1/4

Swamp
 x 1
 x 3/4
 x 1/2

Hills
 x 1
 x 3/4
 x 1/2

Mountains
 x 3/4
 x 1/2
 x 1/4

Sandy desert
 x 1
—
 x 1/2

Table 9–6: Mounts and Vehicles

Mount/Vehicle
Per Hour
Per Day

Mount (carrying load)

  Light horse or light warhorse
6 miles
48 miles

  Light horse (101–300 lb.)
4 miles
32 miles

  Light warhorse (134–400 lb.)
4 miles
32 miles

  Heavy horse
5 miles
40 miles

  Heavy horse (134–400 lb.)
3 1/2 miles
28 miles

  Heavy warhorse
4 miles
32 miles

  Heavy warhorse (174–520 lb.)
3 miles
24 miles

  Pony or warpony
4 miles
32 miles

  Pony (44–130 lb.)
3 miles
24 miles

  Warpony (51–150 lb.)
3 miles
24 miles

  Donkey or mule
3 miles
24 miles

  Mule (94–280 lb.)
2 miles
16 miles

Cart or wagon
2 miles
16 miles

Ship

  Raft or barge (poled or towed)*
1/2 mile
5 miles

  Keelboat (rowed)*
1 mile
10 miles

  Rowboat
1 1/2 miles
15 miles

  Sailing ship (sailed)
2 miles
48 miles

  Warship (sailed and rowed)
2 1/2 miles
60 miles

  Longship (sailed and rowed)
3 miles
72 miles

  Galley (rowed and sailed)
4 miles
96 miles

*Rafts, barges, and keelboats are used on lakes and rivers. If going downstream, add the speed of the current (typically 3 mph) to the speed of the vehicle. In addition to 10 hours of being rowed, the vehicle can also float an additional 14 hours, if someone can guide it, so add an additional 42 miles to the daily distance traveled. These vehicles can’t be rowed against any significant current, but they can be pulled upstream by draft animals on the shores.

Exploration

Adventurers spend time exploring dark caverns, cursed ruins, catacombs, and other dangerous and forbidding areas. A little careful forethought can help the characters in their adventures.

Preparations

Characters should have the supplies they need for their adventures: arrows, food, water, torches, bedrolls, or whatever is needed for the task at hand. Rope, chains, crowbars, and other tools can come in handy, too. Characters should have ranged weapons, if possible, for combats in which they can’t close with the enemy (or don’t want to). Horses are useful for overland journeys, while sure-footed pack donkeys and mules can be handy for exploring ruins and dungeons.

Vision and Light

Characters need a way to see in the dark, dangerous places where they often find adventures. Dwarves and half-orcs have darkvision, but everyone else needs light to see by. Typically, adventurers bring along torches or lanterns, and spellcasters have spells that can create light. See Table 9–7: Light Sources for the radius that a light source illuminates and how long it lasts.


Characters with low-light vision (elves, gnomes, and half-elves) can see objects twice as far away as the given radius. Characters with darkvision (dwarves and half-orcs) can see lit areas normally as well as dark areas within 60 feet.

Table 9–7: Light Sources

Object
Light
Duration

Candle
  5 ft.
1 hr.

Lamp, common
15 ft.
6 hr./pint

Lantern, bullseye
60-ft. cone*
6 hr./pint

Lantern, hooded
30 ft.
6 hr./pint

Sunrod
30 ft.
6 hr.

Torch
20 ft.
1 hr.

Spell
Light
Duration

Continual flame
20 ft.
Permanent

Dancing lights (torches)
20 ft. (each)
  1 min.

Daylight
60 ft.
30 min.

Light
20 ft.
10 min.

*A cone 60 feet long and 20 feet wide at the far end.

Marching Order

The characters in a party need to decide what their marching order is. Marching order is the relative position of the characters to each other while they are moving (who is in front of or next to whom, for instance). If you’re using miniatures, arrange them on the table to represent the PCs’ relative locations. You can change the marching order as the party enters different areas, as characters get wounded, or at other times for some reason.


In a marching order, the sturdiest characters, such as barbarians, fighters, and paladins, usually go in front. Wizards, sorcerers, and bards often find a place in the middle or back, where they are protected from direct attack. Clerics and druids are good choices for rear guard. They’re tough enough to withstand a rear attack, and they’re important enough as healers that it’s risky to put them in the front line. Rogues, rangers, and monks might serve as stealthy scouts, though they have to be careful if they’re away from the safety of the party.


If the characters are close together, they can protect each other, but they’re more vulnerable to spells that way, so sometimes it pays to spread out a little. 

Experience and Levels

Experience points (XP) measure how much your character has learned and how much he or she has grown in personal power. Your character earns XP by defeating monsters and other opponents. The DM assigns XP to the characters at the end of each adventure based on what they have accomplished. Characters accumulate XP from adventure to adventure. When a character earns enough XP, he or she attains a new character level (see Table 3–2: Experience and Level-Dependent Benefits, page 22).


Advancing a Level: When your character’s XP total reaches at least the minimum XP needed for a new character level (see Table 3–2: Experience and Level-Dependent Benefits, page 22), she goes up a level. For example, when Tordek obtains 1,000 or more XP, he becomes a 2nd-level character. After that, once he accumulates a total of 3,000 XP or higher, he reaches 3rd level. Going up a level provides the character with several immediate benefits (see below).


A character can only advance one level at a time. If, for some extraordinary reason, a character gains enough XP to advance two or more levels at once, he or she instead advances one level and gains just enough XP to be 1 XP short of the next level. For example, if Tordek has 5,000 XP (1,000 points short of 4th level) and gains 6,000 more, normally that would put him at 11,000—enough for 5th level. Instead, he only attains 4th level, and his XP total is 9,999.


Training and Practice: Characters spend time between adventures training, studying, or otherwise practicing their skills. This work consolidates what they learn on adventures and keeps them in top form. If, for some reason, a character can’t practice or train for an extended time, the DM may reduce XP awards or even cause him or her to lose experience points.

Level Advancement

Each character class has a table that shows how the class features and statistics increase as a member of that class advances in level. When your character achieves a new level, make these changes:

1. Choose Class: Most characters have only one class, and when such a character achieves a new level, it is a new level in that class. If your character has more than one class or wants to acquire a new class, however, you choose which class goes up one level. The other class or classes stay at the previous level. (See Multiclass Characters, page 55.)

2. Base Attack Bonus: The base attack bonus for fighters, barbarians, rangers, and paladins increases by +1 every level. The base attack bonus for other characters increases at a slower rate. If your character’s base attack bonus changes, record it on your character sheet.

3. Base Save Bonuses: Like base attack bonuses, base save bonuses improve at varying rates as characters increase in level. Check your character’s base save bonuses to see if any of them have increased by +1. Some base save bonuses increase at every even-numbered level; others increase at every level divisible by three.

4. Skill Points: Each character gains skill points to spend on skills as detailed in the class section. For class skills, each skill point buys 1 rank, and a character’s maximum rank in the skill is his or her level plus 3. For cross-class skills, each skill point only buys a half rank, and the maximum rank in the skill is one-half that of class skills (don’t round up or down). See Table 3–2: Experience and Level-Dependent Benefits, page 22.

If you have been maxing out a skill (putting as many skill points into it as possible), you don’t have to worry about calculating your maximum rank with it. At each new level, you can always assign 1 skill point—and just 1—to any skill that you’re maxing out. (If it’s a cross-class skill, this point buys half a rank.)

Your character’s Intelligence modifier affects the number of skill points he or she gets at each level (see Table 1–1: Ability Modifiers and Bonus Spells, page 8). This rule represents an intelligent character’s ability to learn faster over time (and the slower rate for dim-witted characters), so use the Intelligence score that your character had during his or her previous level. If he or she was feebleminded for a short time during the previous level, that doesn’t reduce the number of skill points he or she acquires. Likewise, wearing a headband of intellect for a short time doesn’t grant him or her extra skill points. Only a change in Intelligence that was constant (or very nearly constant) over the previous level affects how many skill points were acquired during that level.

5. Ability Score: If your character has just attained 4th, 8th, 12th, 16th, or 20th level, raise one of his or her ability scores by 1 point. (It’s okay for a score to go above 18.) For a multiclass character, it is the overall character level, not the class level, that counts.

If your character’s Constitution modifier increases by +1 (see Table 1–1: Ability Modifiers and Bonus Spells, page 8), add +1 to his or her hit point total for every character level lower than the one just attained. For example, if you raise your character’s Constitution from 11 to 12 at 4th level, he or she gets +3 hit points. Add these points before rolling for hit points (the next step).

6. Hit Points: Roll a Hit Die, add your character’s Constitution modifier, and add the total roll to his or her total hit points. Even if he or she has a Constitution penalty and the roll was so low as to yield a result of 0 or fewer hit points, always add at least 1 hit point upon gaining a new level.

7. Feats: Upon reaching 3rd level and every third level thereafter (6th, 9th, 12th, 15th, and 18th), you gain one feat of your choice (see Table 5–1: Feats, page 79). As with ability score increases, for multiclass characters it is the overall character level, not the class level, that determines when a character gets a new feat.

8. Spells: Spellcasting characters gain the ability to cast more spells as they advance in levels. Each spellcasting class has a “Spells per Day” section on its class table that shows how many spells of a given level a character can cast. See your character’s class description in Chapter 3: Classes for details.

9. Class Features: Check the table for your class in Chapter 3: Classes for new capabilities you may receive. Many characters gain special attacks or new special powers as they advance in levels.

Treasure

When characters undertake adventures, they usually end up with some amount of silver, gold, gems, or other treasure. These rewards might be ancient treasures that they have unearthed, the hoards of the villains they have conquered, or pay from a patron who hired the characters to go on the adventure.


Splitting Treasure: Split treasure evenly among the characters who participated. Some characters may be of higher level than others, or some characters might happen to have done more on a particular adventure than others did, but the simplest, fastest, and best policy is to split treasure up evenly.


Special Items: While gems can be cashed in for gold pieces and the coins split evenly among adventurers, some treasures can’t be split up so easily. Magic items, for instance, can be sold, but only for half of what they would cost, so it’s usually better for characters to keep them. When a character gets a magic item, count half its cost against his or her share of the treasure. For instance, if Jozan, Lidda, Mialee, and Tordek split a treasure of 5,000 gp and a +1 large steel shield, the group would count the magic shield as worth 500 gp, roughly half the price someone would have to pay to buy one. Since the treasure is worth 5,500 gp altogether, three characters would each get 1,375 gp, and the fourth character (probably Tordek or Jozan) would get the shield (valued at 500 gp) plus 875 gp in coin.


If more than one character wants a single item, they can bid for it. For example, Jozan and Tordek both want the shield, so they bid over how much they’re each willing to “pay” for it. Tordek wins the bid at 800 gp. That means the total treasure is 5,800 gp. Mialee, Jozan, and Lidda each get 1,450 gp, and Tordek gets the shield (800 gp) plus 650 gp.


A character can only bid as much as his share of the treasure would amount to, unless he has extra gold pieces or treasure to back up the bid. For example, if Tordek had no other treasure from earlier adventures, the most he could bid for the magic shield is 1,250 gp—he would get the shield, and the other three characters would split the 5,000 gp.


If no one is willing to take a special item, the party members should sell it (for half its cost, as listed in the Dungeon Master’s Guide, if they can find a buyer) and split the gold evenly.


Costs: Sometimes characters incur costs on adventures. A character turned to stone by a basilisk may need a break enchantment spell cast on him, and it costs at least 450 gp to pay a cleric to cast that spell. (See Table 7–9: Special and Superior Items, page 114. A cleric must be at least 9th level to cast break enchantment, which is a 5th-level spell). The default policy is to pay these costs out of the treasure found on the adventure, as a sort of “adventurer’s insurance,” and then to split whatever’s left.

  Party Fund: The party may also want to have a pool of money that they can use to buy things that benefit the whole group, such as potions of healing or holy water.

  Amassing Wealth: When you and your friends have split up the treasure, record your character’s share on your character sheet. Soon, you’ll have enough gold to buy better weapons and equipment, even magic items.

Other Rewards

The other rewards that characters can earn, and there are many, depend more on the characters’ actions and the style of campaign that the DM is running. They bear mention, but the rules cannot define them. These rewards develop naturally in the campaign.

Reputation

You can’t put it in the bank, but many characters enjoy and even pursue fame and notoriety. Someone who seeks a reputation should wear distinctive clothes or armor, should treat bards well, and might even want to invent a personal symbol for signet rings, surcoats, banners, and other forms of display.

Followers

When others hear of the characters, they may offer their services as followers. Followers may be apprentices, admirers, henchmen, students, or sidekicks.

  If a character stands for some cause, he or she may win followers to the cause as well as personal followers.

Land

A character (or a party) might gain land through force of arms or be granted a tract of land by a powerful figure. Land brings in revenues appropriate to the type of land (such as taxes on harvests in arable land), and it provides a place for a character (or party) to build a stronghold of some type. In addition to being a base and a safe place, a stronghold can serve as a church, a monastery, a wizards’ school, or some other purpose, as the master of the stronghold wishes.

  In most settled lands, it is impossible to own land (legally) without some sort of noble or royal title. A character granted land is given at least a nominal title to go with it. Characters who seize a villain’s fortress merely have squatter’s rights until the rightful owner (assuming it’s not the villain!) confirms their prize.

Titles and Honors

High priests, nobles, and royals often acknowledge the services of powerful characters by granting them honors and titles. These awards sometimes come with gifts of gold or land, memberships in elite orders, or with medals, signet rings, diadems, and other symbolic items.

How Players Can Help

Here are a few ways in which you can help the game go more smoothly.


Mapping: Someone should keep a map of places you explore so that you know where you’ve been and where you have yet to explore. The responsibility for mapping can be rotated from person to person, if more than one player likes to do this sort of thing, but as a rule the same person should be the mapper throughout a single playing session.


A map is most useful and most important when the characters are in a dungeon setting—an environment with lots of corridors, doors, and rooms that would be almost impossible to navigate through without a record of what parts the characters have already explored.


To make a map, you start with a blank sheet of paper (graph paper is best) and draw the floor plan of the dungeon as you and your group discover it and the Dungeon Master describes what you’re seeing.  For example, when the characters come to a new, empty room, the DM might say, “The door you have opened leads east into a room twenty-five feet wide and thirty feet deep. The door is in the middle of the room’s west wall, and you can see two other doors: one in the north wall near the corner with the east wall, and one in the east wall about five feet south of the middle.” Or, if it’s easier for you to visualize, the DM might express the information this way: “From the north edge of the door, the wall goes two squares north, six squares east, five squares south, back six squares west, and then north back to the door. There’s a door on the sixth square of the north wall and on the fourth square of the east wall.”


Party Notes: It often pays to keep notes: names of NPCs the party has met, treasure the party has won, secrets the characters have learned, and so forth. The Dungeon Master might keep track of all this information for his or her own benefit, but even so it can be handy for you to jot down facts that might be needed later—at the least, doing this prevents you from having to ask the Dungeon Master, “What was the name of that old man we met in the woods last week?” You might also use this sort of information to make a connection between two seemingly unrelated facts—you can look back through your notes and discover that the birthmark on the arm of the old man (which you noted when you first encountered him) is the same as the birthmark said to be borne by the long-lost heir to the throne (which you just found out about).


Character Notes: You should keep track of hit points, spells, and other characteristics about your character that change during an adventure on scratch paper. Between playing sessions, you might decide to write some of this information directly on your character sheet—but don’t worry about updating the sheet constantly. For instance, it would be tedious (and could make a mess of the sheet) if you erased your character’s current hit points and wrote in a new number every time he or she took damage.

