Pellador — Dungeon Master’s Guide [Version 1.2]

This booklet contains specialty information that the DM needs to run a Pellador campaign.  Pellador is a more primitive and mysterious world than the standard D&D setting.  The world is in the early Bronze Age.  There is no coinage, so the economy functions entirely through barter and gift-giving.  Magic items are created differently, too, through the use of magical gemstones.  Finally, Pellador contains a limited range of standard D&D creatures.

Wealth

The table below contains a wide selection of trade goods commonly exchanged in Pellador.  An item’s GP Value is its relative worth compared to another item, not a fixed cost.  The Appraise skill is very important for being able to determine the trade value of an item.  Artistic items (objects crafted out of valuable raw materials, like a gold scepter or a sable coat) have a cumulative value of the base materials plus 20-50% based on craftsmanship.
	Table: Trade Goods

	Value
	Item
	Value
	Item

	1 gp
	One chicken

One lb., common spices (salt, sugar, roots)

One lb., butter/cheese

Two days’ worth of dry rations

Two lbs. of tanned leather hides

Four lbs. of milled flour

Eight lbs. of raw grain

Twenty lbs. of cut timber
	50 gp
	One lb., electrum (ingot)

One lb., darkwood
One lb., exotic fur (sable, mink, ermine)



	2 gp
	One lb. of copper
One bushel of fresh fruit (5#)
One lb., spun wool or cheap fur

(rabbit, raccoon, bear)
	60 gp
	One ox (plow)

	3 gp
	One square yard of spun linen

One cask of ale or mead (5#)
	75 gp
	One lb., cold-iron
One horse (light riding)

One hawk (hunting)

	4 gp
	One lb., ivory
One jar of olive oil (2#)
	100 gp
	One lb., pure silver
One lb., mithral

	5 gp
	One lb., uncommon spices (garlic, nutmeg)

One lb., bronze
	125 gp
	One battle-chariot

One rowboat/river raft

(1-3 crew, 1 ton of cargo)

	8 gp
	One cask of wine (5#)

One donkey or mule
	150 gp
	One horse (light war)

	10 gp
	One pound of good fur (fox, otter, beaver)

One goat (milking)
	200 gp
	One horse (heavy work)

	15 gp
	One lb., rare spices (saffron, cinnamon)

One lb., iron (ore)

One cart
	250 gp
	One pound of adamantine

	20 gp
	One pig (sow)
	400 gp
	One horse (heavy war)

	25 gp
	One dog (guard or work)
	500 gp
	One lb., pure gold

	30 gp
	One square yard of silk cloth

One sheep (wool)
	1,000 gp
	One fishing boat (sea) or barge (river)

(4-7 crew, 10 tons of cargo)

	35 gp
	One wagon
	3,000 gp
	One keelboat (8-15 crew, 40 tons of cargo)

	40 gp
	One cow (dairy heifer)
	10,000 gp
	One longship (50 crew, 50 tons of cargo)


Magic Materials
In Pellador, magic comes from the natural world.  Rare stones drawn from the earth may contain a portion of this magic.  When magical stones are crafted onto an object by a magician or priest (with the appropriate Item Creation feats), they pass on their magic to it.  Most magic gems also possess a trade value based on what they are—a magic diamond is nicer than most regular diamonds.  Runestones are pebbles made in the earth at a ley-line, the ley-line’s magic imprints a strange mark (rune) in the stone itself.  When a runestone is used, the marking is mystically transferred onto the item (discernable by detect magic, identify, etc.) and the pebble itself turns to dust.  Runestones have no trade value to those who do not know what they are.
	Material
	Weapons
	Armor/Shield
	Miscellaneous Items

	Infused Crystal

[trade value: 100 gp]
	–
	–
	Miscellaneous magic effects

	Misty Globe

[trade value: 50 gp]
	-1 Delay [+1 equivalent; can be put on masterwork arms]
	–
	–

	Steeled Charm

[trade value: 50 gp]
	Defending
	Fortification, Light (x1)

Moderate (x2)

Heavy (x3)
	Armor bonus

Natural armor

Damage reduction

	Runestone

[trade value: none]
	+1 enhancement each
	+1 enhancement each
	–

	Amber, Quickened

[trade value: 100 gp]
	Speed
	Haste (10 rounds/day)
[+3 equivalent]
	Dexterity-related effects

	Amethyst, Vital

[trade value: 250 gp]
	Throwing or Seeking, and Distance [+2 equivalent]
	Acid resistance, Improved

[Greater with Obsidian]
	Constitution-related effects

	Aquamarine, Clear

[trade value: 500 gp]
	Thundering and Light, 20 ft. [+1 equivalent]
	Sonic resistance, Improved

[Greater with Garnet]
	Wisdom-related effects

	Diamond, Lightning

[trade value: 500 gp]
	Shock (x1)

Shocking burst (x2)
	Electricity resistance (x1)

Improved resistance (x2)

Greater resistance (x3)
	Energy-related effects

	Emerald, Feystone

[trade value: 1000 gp]
	Ghost touch
	Ghost touch
	Other planes; invisibility, incorporeal, ethereal, astral

	Garnet, Brilliant

[trade value: 250 gp]
	Dancing
	Sonic resistance, Improved

[Greater with Aquamarine]
	Intelligence-related effects

	Jade, Kingly

[trade value: 1000 gp]
	Brilliant energy
	Glamered
	Charisma-related effects

	Obsidian, Hardened
[trade value: 100 gp]
	Keen
	Acid resistance, Improved

[Greater with Amethyst]
	Strength-related effects

	Opal, Fire

[trade value: 500 gp]
	Flaming (x1)

Flaming burst (x2)
	Fire resistance (x1)

Improved resistance (x2)

Greater resistance (x3)
	Fire-related effects

	Pearl, Spirit
[trade value: 250 gp]
	Holy or Axiomatic (x1)

Holy and Axiomatic (x2)
	Spell resistance

Improved (x2)

Greater (x3)
	Lawful or Good effects

Spell storing

Spell resistance

	Pearl, Shadow

[trade value: 250 gp]
	Unholy or Anarchic (x1)

Unholy and Anarchic (x2)
	Spell resistance

Improved (x2)

Greater (x3)
	Chaotic or Evil effects

Anti-magic

Spell turning

	Ruby, Blood

[trade value: 500 gp]
	Bane (1 per stone)
	Bashing (shield only)

Invulnerability (armor only)
	Death/resurrection effects

Healing/restoration effects

	Sapphire, Ice

[trade value: 500 gp]
	Frost (x1)

Icy burst (x2)
	Cold resistance (x1)

Improved resistance (x2)

Greater resistance (x3)
	Cold-related effects


Creating Magic Items

Creating magic items in Pellador consumes a portion of the creator’s own mystical essence, represented by Item Creation Points.  The table below contains guidelines for how many ICP any particular magic effect costs the creator to make.
	Table: Item Creation Point Guidelines

	Effect 
	ICP Cost
	Example

	Ability bonus (enhancement) 
	Bonus squared  x 40 ICP 
	Gloves of Dexterity +2

	Armor bonus (enhancement) 
	Bonus squared  x 40 ICP 
	+1 chainmail

	Bonus spell 
	Spell level squared  x 40 ICP
	Pearl of power

	AC bonus (deflection) 
	Bonus squared  x 80 ICP
	Ring of protection +3

	AC bonus (other)1 
	Bonus squared  x 100 ICP 
	Ioun stone, dusty rose prism

	Natural armor bonus (enhancement) 
	Bonus squared  x 80 ICP
	Amulet of natural armor +1

	Save bonus (resistance) 
	Bonus squared  x 40 ICP
	Cloak of resistance +5

	Save bonus (other)1 
	Bonus squared  x 80 ICP 
	Stone of good luck

	Skill bonus (competence) 
	Bonus squared  x 4 ICP 
	Cloak of elvenkind

	Spell resistance 
	400 ICP per point over SR 12 (min. 13)
	Mantle of spell resistance

	Weapon bonus (enhancement) 
	Bonus squared  x 80 ICP
	+1 longsword

	Spell Effect 
	
	Example

	Single use, spell completion 
	Spell level  x caster level  x 1 ICP
	Scroll of haste

	Single use, use-activated 
	Spell level  x caster level  x 2 ICP 
	Potion of cure light wounds

	50 charges, spell trigger 
	Spell level  x caster level  x 30 ICP
	Wand of hold person

	Command word 
	Spell level  x caster level  x 72 ICP
	Cape of the mountebank

	Use-activated or continuous 
	Spell level  x caster level  x 80 ICP2 
	Lantern of revealing

	Special 
	ICP Cost Adjustment 
	Example

	Charges per day 
	Divide by (5 divided by charges per day) 
	Boots of teleportation

	Uncustomary space limitation3 
	Multiply entire cost by 1.5 
	Helm of teleportation

	No space limitation4 
	Multiply entire cost by 2 
	Ioun stone

	Multiple different abilities 
	Multiply higher item cost by 2 
	Helm of brilliance

	Charged (50 charges) 
	1/2 unlimited use base price 
	Ring of the ram

	Component 
	Extra Cost 
	Example

	Armor, shield, or weapon 
	Add cost of masterwork item 
	+1 composite longbow

	Spell has material component cost 
	Add directly into price of item per charge5 
	Wand of stoneskin

	Spell has XP cost 
	Add 5 gp per 1 XP per charge5 
	Ring of three wishes

	Spell Level: A 0-level spell is half the value of a 1st-level spell for determining price.

	1 Such as a luck, insight, sacred, or profane bonus.

	2 If a continuous item has an effect based on a spell with a duration measured in rounds, multiply the cost by 4. If the duration of the spell is 1 minute/level, multiply the cost by 2, and if the duration is 10 minutes/level, multiply the cost by 1.5. If the spell has a 24-hour duration or greater, divide the cost in half.

	3 See Body Slot Affinities.

	4 An item that does not take up one of the spaces on a body costs double.

	5 If item is continuous or unlimited, determine cost as if it had 100 charges. If it has some daily limit, determine as if it had 50 charges.


Expense: Since there are no “gold pieces” in Pellador and wealth is measured only in relative trade value, the base or market “price” of magic items is not explicitly used in this campaign.  Material expenses for creating magic items are covered by the magical gemstones required to generate the effect.  For example, one Runestone is required for each +1 weapon enhancement bonus, one quickened amber is required for each +2 enhancement bonus to Dexterity, etc.  Only masterwork equipment or high-value objects (like jewelry) can be enchanted as magic items, and a creator must first find, trade for, or make the high-quality base item.
Identifying Magic Gemstones: Magical gemstones (except runestones) are not immediately obvious.  Detect magic will reveal that a stone has a faint, general aura of magic.  Until the gem is put on an object, the aura does not belong to any school of magic.  Knowledge (Arcana) checks (DC 15) with detect magic can discern a magic gem’s particular effect on an item.  Identify (or a like spell) cast on a magic gemstone reveals all its possible properties.
Item Creation Points: The only function of base/market price in the Pellador campaign is to determine the number of Item Creation Points (ICP) that must be spent by a spellcaster making a magic item.  The ICP take the place of experience points that must be spent in the regular D&D rules.  Creating a magic item costs a number of ICP equal to 1/25th of the item’s “gp price”—in other words, 4 ICP per 100 gp.  When determining the number of ICP that must be spent to put special powers on magic weapons and armor that have only a “gp value” instead of an enhancement bonus equivalent, treat the “gp value” as one-half the listed amount: for example, improved cold resistance for armor is listed at 42,000 gp value but should be treated as 21,000 gp value to calculate the ICP required (840).  A character’s experience point total is never reduced by creating a magical item, unless that item requires the use of a spell that costs XP.

Compensation: A spellcaster who crafts a magic item for another person normally expects to be rewarded with a gift of value, since the creator is putting a portion of his own mystical essence into the object.  Because there are no coins in Pellador, there are no hard-and-fast rules about exchange value: an appropriate gift should have trade value equal to at least 1 gp per ICP spent if the creator and recipient are very close personally, around 3 gp per ICP if they are only professionally acquainted, and up to 5 gp per ICP if they are strangers or competitors.
Minimum Level: There is no minimum caster level required in Pellador for a spellcaster to learn an item creation feat.  However, a magic item’s creator(s) must possess any spell required (for example, a weapon of Speed requires the haste spell) and be able to successfully cast that spell every day spent constructing the item.  Additionally, a creator’s caster level must be at least three times the enhancement bonus given to a weapon, armor, or shield, the bonus granted to saving throws by a wondrous item, or the bonus granted to AC by a ring, amulet, or other jewelry, though a creator’s caster level needs to be only at least two times the AC bonus provided by bracers.  Enhancement bonuses to ability scores do not require any particular minimum Caster Level.
Physical and Time Requirements: Creating a magic item requires access to appropriate tools: a forge for armaments, artisan tools for other kinds of craftworks, pottery and fluids for potions, papyrus and tablets for scrolls, etc.  It also takes time: one day (8 full hours of work) must be spent per 40 ICP (1,000 gp value).  Regardless, any potion takes only one day to make.
Removing magic effects: A spellcaster who could create a magic item also can break it down and remove the gemstones for use in other items (though any spell required to put the effect on the item is not required to take it off.)  The time required is 1 hour for each day that was required to make the effect (1 hour per 1,000 gp value/40 ICP).  Removing a gemstone from an item strips it of the magic effect, but the gemstone keeps the magic with it and can grant it to a new item (requiring the ICP cost to be paid again).  However, Runestones cannot be removed from an item—they are consumed upon conferring their magic on an item.
Creatures in Pellador


Pellador is a mystical world full of mystery, exploration, and opportunity for roleplaying and interaction.  This is not to say that there are no “dungeons” in the world (evil opponents may at times inhabit caverns, giants and trolls may build huge cairns out of rocks, and warlords might dwell in stone strongholds or keep prisoners in underground labyrinths), but dungeon-crawling is not a key feature of the setting.  There is not the vast array of dungeon-specific creatures in Pellador like in the standard D&D setting: no mimics, no lurkers, no ropers, no xorns.  Rather, the vast majority of creatures encountered, however, are the races available to players—the Free Races and the Enemy Races.  (Giants, trolls, goblins, and drow elves do not exist in Pellador in the form they exist in standard D&D.)  Pellador is home to a great many mythical beasts, giant animals, fey-folk, savage humanoids, and undead.  Specific types are mentioned below.  In most cases, the standard D&D statistics from the Monster Manuals can be used, though special named beings might have altered stats and personal powers.
Animals/Vermin: Most every animal or insect found in Eurasia on Earth is found in Pellador—in mundane, dire, and giant forms.  The giant eagle and giant owl (CR 3) and the dire wolf (CR 3), dire lion (CR 5), and dire bear (CR 7) are the most likely to be encountered.  Swarms (bats, rats, and insects), giant spiders, and giant wasps may also be found.

Dragons: In the world of Pellador, dragons are a very specific and distinct kind of magical beast, creatures linked very closely to the power of the ley-lines.  There are only two general types of dragons, deviating from the standard D&D rules.

The black dragon is the original form of the beast, closest to a natural animal.  Their intelligence is animal-like, and their alignment is neutral (though black dragons are aggressive and territorial).  They breathe acid by squirting out caustic bile from their stomach.  They are a terrestrial beast without wings that usually lives in swamps, forests, and rivers.  They have dark scales that are black, blue, brown, and green in color.  They are commonly called “river, forest, or horned dragons” by the peoples of Pellador.  Black dragons use most of the same statistics as in standard D&D with the following exceptions: their Intelligence scores are one-half (round down) the listed amount; they speak only animal-like draconic speech; they cannot fly; they cast no spells and gain no spell-like or supernatural special abilities; they do not have any spell resistance; they possess DR/cold iron (instead of DR/magic); and their CR is 1 less than listed.

The red dragon is the form of the beast augmented by the ley-lines of the shadow world.  They are intelligent and ancient creatures, who claim to be the first born in all the world.  They possess wings and usually live in deserts, hills, and mountains.  Their scales are red, gold, bronze, and silver in color.  They are commonly called “mountain, winged, or fire dragons” by the peoples of Pellador.  Red dragons use the same statistics as in standard D&D, except that the possess DR/magic or cold iron (either defeats their damage reduction).
Extraplanar Creatures: The only common extraplanar entities in the world of Pellador are elementals (all five element types, in all different sizes).  Powerful magicians and priests are capable of summoning elementals, controlling them, and even binding them to the world.  When the summon monster spell is used, extraplanar (celestial or fiendish) versions of normal animals are conjured.  Other than this, extraplanar beings are almost unheard of.  The only demons and devils known in the world of Pellador are the wild, monstrous entities (like bebiliths). 
Fey: Pellador is home to many humanoid creatures that evolved in the magic of the ley-lines.  Spirit elves and shadow elves, as well as the elf-blooded, are considered fey in Pellador.  Due to their connection to the ley-lines, all fey are vulnerable to cold iron—metal that has naturally absorbed spirit and shadow energy.  Sprites (Grigs, CR 1; Nixies, CR 1; Pixies, CR 4/5), Satyrs (CR 2/4), Dryads (CR 3), Centaurs (CR 3), and Nymphs (CR 7) all may be encountered.  Most fey evolved in the ley-lines of the spirit world and are naturally decent folk, though some developed in the ley-lines of the shadow world and have become twisted and wicked.
Humanoids, Monstrous and Savage: The mythical isles of the Pellador archipelago have long contained human-shaped creatures with bestial or monstrous features.  The giants, trolls, and mist goblins surely evolved from this greater family of beings but over the centuries have become separate.  Kobolds, Lizardfolk, Gnolls, Bugbears, Merfolk, and Sahuaghin are known savage species (too savage to be player-characters).  Ettins (CR 6) are considered monstrous humanoids in Pellador (not giants, like in standard D&D).  Other monstrous humanoids include the Minotaur (CR 4), the Harpy (CR 4), and the Medusa (CR 7).

Lycanthropes: The most potent example of beast-men in the world of Pellador is the Lycanthropes (or “skinchangers” as they are called by the peoples of the archipelago).  Shapechanging is an ancient curse inflicted on sentient races.  Long ago certain magicians dabbled too much with animal magic inside the ley-lines of the shadow world, and the curse of “skinchanging” was the result.  Natural “skinchangers” (those descended by birth from the lineage of magicians who originally created the curse) can pass the curse on to victims, though “afflicted skinchangers” (those who suffer the curse by being bitten) cannot pass it on.  All the statistics and rules governing lycanthropes in standard D&D are used in Pellador, except that Pellador’s lycanthropes possess DR/cold iron (rather than DR/silver)—since it is cold iron that naturally absorbs the energies of the spirit and shadow ley-lines.
Magical Beasts: The mythical isles of the Pellador archipelago are the breading ground and last refuge for a great many magical beasts.  Hippogriffs (CR 2), Worgs (CR 2), Cockatrices (CR 3), the Pegasus (CR 3), Unicorns (CR 3), Griffons (CR 4), Hydras (CR 4-13), Owlbears (CR 5), Manticores (CR 5), Winter Wolves (CR 5), Basilisks (CR 5), Wyverns (CR 6), Chimeras (CR 7), Dragonnes (CR 7), Gorgons (CR 8), Rocs (CR 9), Lamia (CR 6) and Lammasu (CR 8), Sphinxes (CR 5-9), Krakens (CR 12), and Purple Worms (CR 12) are all part of the world.
Plants: Shambling Mounds (CR 6), Tendriculos (CR 6), and Treants (CR 8) exist in Pellador.

Undead: Sadly, undead are a common threat in the world of Pellador.  However, not all races produces all kinds of undead.  Spirit elves and shadow elves do not practice burial and, thus, only produce incorporeal undead: Shadows (CR 3), Wraiths (CR 5), Spectres (CR 7), Dread Wraiths (CR 11), and Ghosts (CR 2 + base).  These are lost elven souls trapped in the physical world by evil magic.  Cultures that practice ceremonial burial (most others) tend to produce corporeal undead: Skeletons, Zombies, Ghouls (CR 1), Ghasts (CR 3), Wights (CR 3), Mummies (CR 5), Mohrgs (CR 8), and Vampires (CR 2 + base).  However, evil magic can draw the spirit out of a dead corpse and create incorporeal undead.  The Lich is the rarest and most powerful undead in the world of Pellador, the consequences of a twisted magician who tries to cheat his own death.
