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This is a shortened version of the NPC traits as taken from the 1st Edition AD&D Dungeon Masters Guide (c)TSR Inc.  There are also quite a few modifications to these tables to allow them to REPLACE the alignment of the character.  This Netbook has been compiled and adjusted by


Wicked Wolf... aka... Dungeon Bastard





------------------------





Wealth


Roll	Description	Total


1	None		0


2	Scant		Half Normal


3	Average		Normal


4 	Average		Normal


5	Comfortable	1.5 x Normal


6	Rich		2 x Normal





Social Class


Roll	Description	Reaction Modifier


1	Criminal		-4


2	Slave		-3


3	Lower		-2


4	Upper-Lower	0


5	Middle		0


6	Upper Middle	+2


7	Upper		+3


8	Noble		+4





Criminal : This would be a known criminal, one that has either achieved enough local notice to be infamous, or one that has been in repeat trouble with the guards or other  groups in the area.  The people view this type of person as a threat in in some cases will fabricate crimes to blame on the criminal just to have them removed from the area.  Known criminals get no protection from the law.





Slave : Nothing more than property, but treated better than a criminal because they have a value on their heads.  These can be people who are skilled at various things, maybe even an ex-criminal.  Slave have no protection from the law, and are supposed to always we controlled by their master, but a person who mistreats a slave may have to deal with that slaves owner.





Lower : Refugees, beggers, tricksters, etc.  The unworking poor.  Have full right by most laws, but are poorly treated by the people as a whole.  Even though they have protection of the law, it is not uncommon for the law to turn a blind eye if something does happen.  Many times this type of person will end up as a Slave or Criminal/





Upper-Lower : The labour force.  Probably the most used and exploited of all the classes.  These are people who perform much of the mundain and horrible tasks within the area, and receive little credit or pay.  The have no particular skill of worth, but do work hard.  The majority of people fit into this area. 





Middle : Artisans and Basic Shopkeepers, Barkeeps and Innkeeps, Prostitutes and Gamblers.  They have skill and talent but no trade of worth.  The bulk of the merchant community fits in this catagory.





Upper - Middle : Skilled Tradesmen, smiths, tanners, etc.  Some of the most sought after people in an area, and almost always in demand.





Upper : These are merchant houses, scholars, mages, priests, lesser nobility, large land owners, etc.  Usually the cause of much animosity amongst the common folk, but all in all are treated with respect.





Noble : Royalty of one type or another, from Land Lord all the way to King.  Anyone with political influence.





Note : A player may shift from one class to another through creative role-playing and their modifier would be adjusted accordingly.  This is to be used as story fillers and not the be all and end all of a character.





-----------------------------------





General Tendancies (Inner Self)


Roll	Description		Effect


1	optimist			+1 Reaction


2	pessimist		-1 Reaction


3	helpful			+2 Reaction


4	careless			-1 to Perception and Dexterity checks


5	mischevious		-2 Reaction


6	sober			+1 Perception and -1 to Surprise


7	curious			+2 Perception and +1 to Int checks


8	moody			50% +2 Reaction or 50% -2 Reaction


9	trusting			-2 Perception


10	cautious			+2 Perception


11	precise			+1 Dex checks, -2 surprise, +1 Reaction


12	perceptive		+3 Perception -2 Surprise and -1 Initiative


13	violent			-3 Reaction


14	studious			+2 Int and Wis checks +1 Perception


15	cruel			-4 Reaction


16	servile			+2 Reaction -1 Perception


17	obsessive		-2 Reaction, +2 Perception regarding object or -2 Perception other wise


18	callous			-1 Reaction


19	kindly			+1 Reaction


20	opinionated		+1 wis check, +1 Perception, -1 Reaction





Your general tendencies are your true actions, those that you do most of all.  Everyone has quirks or moments of difference, but in general this is how your character will tend to be.





Personality (outward appearance)


Pick	Description			Reaction Modifier


1	modest or arogant		+1 / -1


2	friendly or hostile			+2 / -2


3	aloof or diplomatic		-1 / +1


4 	well-spoken or abrasive		+1 / -1


5	forcefull or docile			-2 / +2


6 	rude or certious			-2 / +2


7	boisterous or solitary		-1 / +1


8	Dual personality roll twice		??????





Your personality is what will adjust a persons reaction to you.  This is after all how you come accross to people.





Disposition (The way you feel most of the time)


Roll	Description		Effect


1	cheerful			+2 Morale


2	morose			-2 Morale


3	compassionate		+2 Reaction


4	unfeeling		-2 Reaction


5	humble			None


6	proud			None


7	mellow			None


8	cranky			None





Nature (Breed into You)


Pick	Description		Reaction Modifier


1	kind or mean		+1 / -1


2	greedy or generous	-1 / +1


3	forgiving or vengeful	+1 / -1


4	honorable or liar		+2 / -2


5	brave or cowardly	+2 / -2


6	virtueous or sadistic	+2 / -2


	


Convictions (Your Belief System)


Pick	Description		Morale Modifier


1	saintly or irreligious	+3 / -3


2	pious or irreverant	+2 / -2


3	reverant or impious	+1 / -1


4	normal			None





---------------------------------------------------------------





Ambition and Materialism


Roll	Ambition 		Materialism


1	slothful			wastrel


2	lazy			spendthrift


3	normal			average


4	energetic		thrifty


5	driven			mean


6	normal			miserly





The Ambition and Materialism of your character can play an important role in the story line and development of your PC.  I will explain each in turn and how it might effect the game.





Slothful - You are a waste of flesh.  Physical exersion is not for you.  You would almost die before you would do anything for yourself.





Lazy - You are truly lazy.  You will avoid stenuous activity if at all possible, but you will work if forced or motivated.





Energetic - You like to keep busy.  You always start what you finish.





Driven - You have a habbit of not resting enough, nobody can get in the way of your work.





Wastrel - You waste too much.  Never finishing your food or drink, buying too much of everything only to toss it aside later.





Spendthrift - You like to shop, but too much of it is on trinkets and foolish items.





Thrifty - Shopping can still be fun, but only when it is really needed, and even then you best get the bargains.





Mean - You will buy only when in dire need, and would rather borrow than get something new.





Miserly - Forget it... you aint spending a dime.. not even to put boots are your bare feet in the winter.





-----------------------------------------





This Net Book is designed to give you some more detailed fill for your PC's.  I use this as a replacement for Aligment.  It gives you justification to your PC's actions, and a detailed guideline to follow during the story line of the adventure.





Enoy!!  And if yo have any things you wish to see added to this, or detailed more... let me know.





----------------------------------------------


themouse@lara.on.ca





