DUNGEON MASTER

There are many folks who claim to be a dungeon master. Pick up a book, flip through it once, gather a few saps to try your skills on, and there you have it. Well, no more! With the coming of 3rd Edition, not every Joe or Betty on the street can choose a class and be off with it. With the introduction of prestige classes, requirements can be enforced, and dungeon masters will at last be deserving of the awe they inspire.


Hit Die: d4.

REQUIREMENTS

To qualify to become a dungeon master (DM), a player must fulfill all the following criteria.


Skills: Bluff 2 ranks, Intimidate 2 ranks, Knowledge (any four) 5 ranks, Perform (storytelling) 2 ranks, Scry 5 ranks, Sense Motive 2 ranks, Spellcraft 5 ranks.


Feats: Jack of All Trades.


Special: The player must be omniscient, either through use of a scrying device or spell or by being a supreme entity.

CLASS SKILLS

The dungeon master’s class skills (and the key ability for each skill) are Bluff (Cha), Concentration (Con), Craft (Int), Diplomacy (Cha), Gather Information (Cha), Innuendo (Wis), Intimidate (Cha), Knowledge (all skills taken individually) (Int), Perform (Cha), Profession (Wis), Read Lips (Int), Scry (Int), Sense Motive (Wis), Spellcraft (Int), and Spot (Wis). See Chapter 4: Skills in the Player’s Handbook for skill descriptions.

Skills Points at Each Level: 8 + Int modifier.


CLASS FEATURES

All of the following are class features of the dungeon master prestige class.


Weapon and Armour Proficiency: Dungeon masters gain no proficiency in any weapon or armour.


Spells per Day: Beginning at 2nd level, a dungeon master gains the ability to cast a small number of divine spells. The dungeon master’s ability to cast these spells works exactly like a cleric’s ability to cast spells, except that they are Intelligence based.


A 2nd-level dungeon master has access to all spells from the dungeon master spell list. In addition, the dungeon master gains a single domain from the following list: Charm, Community, Domination, Family, Healing. Note that a dungeon master that receives 0 spells for a given level only gains spells for high Intelligence and domain spells.

DUNGEON MASTER SPELL LIST


1st level—alarm, detect magic, detect secret doors, detect snares and pits, identify, Nystul’s magic aura, Nystul’s undetectable aura, summon monster I, summon nature’s ally I


2nd level—augury, Leomund’s trap, locate object, see invisibility, summon monster II, summon nature’s ally II

3rd level—animate dead, clairaudience/clairvoyance, summon monster III, summon nature’s ally III

4th level—dimension door, divination, lesser planar ally, locate creature, minor creation, modify memory, scrying, summon monster IV, summon nature’s ally IV

5th level—commune, contact other plane, dream, fabricate, legend lore, major creation, summon monster V, summon nature’s ally V, teleport, true seeing

6th level—analyze dweomer, create undead, planar ally, summon monster VI, summon nature’s ally VI

7th level— plane shift, summon monster VII, summon nature’s ally VII, teleport without error, vision

8th level—create greater undead, discern location, earthquake, greater planar ally, summon monster VIII, summon nature’s ally VIII

9th level—elemental swarm, gate, storm of vengeance, summon monster IX, summon nature’s ally IX

Dungeon Master Knowledge: Like a bard, a dungeon master has a knack for picking up odds and ends of knowledge. This ability works exactly like the bardic knowledge ability of the bard class. If a dungeon master has bard levels, his dungeon master levels and bard levels stack for the purpose of using bardic knowledge.


Spice I: A dungeon master may target a non-domain spell on a location being scried upon. Creatures and objects cannot be targeted.


Guide: A dungeon master may target any of their domain spells on a creature, object, or location being scried upon. This also applies to his domain’s granted power, if applicable. This ability can be used the number of times per day indicated.


Fudge (Su): A dungeon master may reroll any one die roll, even after results have been determined. The dungeon may fudge their own die roll or that of another creature, including one being scried upon. Fudge is a supernatural ability that can be used the number of times per day indicated.


Required Ranks I: The dungeon master must meet double the skill requirements needed to initially become a dungeon master.


Spice II: As spice I, but now objects can be targeted.


Required Ranks I: The dungeon master must meet triple the skill requirements needed to initially become a dungeon master.


Spice III: As spice I, but now creatures can be targeted.

Table 1-1: The Dungeon Master

Class
Base

Fort
Ref
Will



Spells per Day

Level
Attack Bonus
Save
Save
Save
Special


1st-3rd
4th-6th
7th-9th
1st
+0

+0
+0
+2
DM knowledge

-
-
-

2nd
+1

+0
+0
+3
Spice I


1
-
-

3rd
+1

+1
+1
+3
Guide 1/day

1/0
-
-

4th
+2

+1
+1
+4
Fudge 1/day

2/1/0
-
-

5th
+2

+1
+1
+4
Required ranks I

2/1/0
0
-

6th
+3

+2
+2
+5
Spice II


2/2/1
0/0
-

7th
+3

+2
+2
+5
Guide 2/day

3/2/1
0/0/0
-

8th
+4

+2
+2
+6
Fudge 2/day

3/3/2
1/0/0
0

9th
+4

+3
+3
+6
Required ranks II

3/3/2
1/0/0
0/0

10th
+5

+3
+3
+7
Spice III


4/3/3
2/1/0
0/0/0

*******************************************************

Dungeon Master Spells for 2nd Edition

Level One (4)
Armour (1) PH

Find Familiar (1) PH

Mending (1) PH

*Nystul’s Magic Aura (1) PH

Wizard Mark (1) PH

Level Two (5)
Continual Darkness (2) PH

Continual Light (2) PH

Leomund’s Trap (2) PH

Magic Mouth (2) PH

*Whispering Wind (2) PH

Wizard Lock (2) PH

Level Three (2)
*Clairaudience (3) PH

*Clairvoyance (3) PH

Explosive Runes (3) PH

*Monster Summoning I (3) PH

Sepia Snake Sigil (3) PH

Level Four (6)
*Charm Monster (4) PH

*Dimension Door (4) PH

Enchanted Weapon (4) PH

Fire Trap (4) PH

Illusionary Wall (4) PH

*Magic Mirror (4) PH

Massmorph (4) PH

*Monster Summoning II (4) PH

Plant Growth (4) PH

Polymorph Other (4) PH

*Stoneskin (4) PH

Level Five (11)
Animate Dead (5) PH

Attraction (5) PH

Avoidance (5) PH

*Dream (5) PH

Fabricate (5) PH

*Leomund’s Secret Chest (5) PH

Magic Jar (5) PH

Monster Summoning III (5) PH

*Nightmare (5) PH

*Sending (5) PH

Stone Shape (5) PH

*Teleport (5) PH

Transmute Mud to Rock (5) PH

Transmute Rock to Mud (5) PH

Wall of Iron (5) PH

Wall of Stone (5) PH

Level Six (13)
*Conjure Animals (6) PH

*Contingency (6) PH

Disintegrate (6) PH

Enchant an Item (6) PH

Ensnarement (6) PH

Flesh to Stone (6) PH

Geas (6) PH

Invisible Stalker (6) PH

*Monster Summoning IV (6) PH

Move Earth (6) PH

Permanent Illusion (6) PH

Programmed Illusion (6) PH

Reincarnation (6) PH

Stone to Flesh (6) PH

Transmute Dust to Water (6) PH

Transmute Water to Dust (6) PH

Level Seven (4)
Charm Plants (7) PH

*Drawmij’s Instant Summons (7) PH

Limited Wish (7) PH

*Monster Summoning V (7) PH

Phase Door (7) PH

*Sequester (7) PH

Simulacrum (7) PH

*Teleport Without Error (7) PH

Level Eight (8)
Binding (8) PH

*Clone (8) PH

*Demand (8) PH

Glassteel (8) PH

Maze (8) PH

*Monster Summoning VI (8) PH

Permanency (8) PH

Polymorph Any Object (8) PH

Sink (8) PH

Symbol (8) PH

Trap the Soul (8) PH

Level Nine (4)
Crystalbrittle (9) PH

Energy Drain (9) PH

*Monster Summoning VII (9) PH

*Temporal Reinstatement (9) PH

Temporal Stasis (9) PH

Wish (9) PH

