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1.  Game Masters Guide 
 

Invalidate this 3rd Edition Section: 
 

• New Ability Points & Campaign Time – the Game Master's Role, 
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Add These 4th Edition Sections: 
 
• New Ability Points & Campaign Time 
 
NPCs with high basic ability scores between 16-20 should be rare in your campaign, and the same goes for PCs.  
Your PCs should advance gradually and as the result of experience, just as real people do in the real world.  The 
guidelines in the Players Guide assign new points on the basis of a PC's time and experience adventuring.  In some 
cases, as we'll soon see, you'll need to apply the same guidelines to certain key NPCs. 
 
A human who has basic ability scores near 20 is, at a minimum, getting old.  A human with this level should be 
nearing at least age 60.  A character at this level is someone who has done just about everything that one can do in 
his or her field and with such success that he or she is nearly a legend in his or her own time. 
 
Most RPGs have their game masters award experience points on the basis of the number and power of monsters 
killed, the amount of treasure gained or a combination of both.  Slaying opponents certainly can be helpful in 
gaining experience in Dungeons Daring, but treasure found is irrelevant.  In Dungeons Daring encounters, whether 
the PCs win or lose is not particularly important for accumulating experience. 
 
The critical factor is whether the PCs learn things that will improve their ability to deal with issues in their further 
adventures.  The guidelines for gaining new ability points are explained in the Players Guide.  When it comes to a 
players' assignment of points to basic or natural abilities, the game master should stay out of the process as much 
as possible, limiting his or her involvement to seeing that the proper point rotation for basic abilities is maintained.  
Basic abilities describe the very foundation of a character's definition in the manner in which the player wishes to 
shape and define his or her PC.  The game master should not interfere unnecessarily in this process. 
 
The matter is a bit different with the assignment of points to learned abilities.  New points for learned abilities are not 
something to which a PC is entitled but rather something that should be earned through his or her experiences.  
The definitions of learned abilities in the Players Guide state which prerequisites a PC must fulfill to claim a new 
learned ability or to assign additional points to an existing learned ability. 
 
At the end of each three-month gaming season, a PC will assign five new points to his or her natural and learned 
abilities.  As game master, you're responsible for seeing that the prerequisites for those point awards have been 
fulfilled. 
 
Fortunately, there is no need to calculate ability progression for most NPCs.  The statistics that have been prepared 
for them in advance usually should be valid for the PCs' first encounter with the NPC.  However … if your PCs are 
involved in repeated encounters with an NPC over a longer period of time, then it will be necessary to calculate 
ability progressions for the NPC just as is done for your PCs.  The guidelines in the Players Guide apply. 
 

• Magic Resistance & Campaign Time 
 
In many RPGs, the idea of maintaining game balance is nearly a holy shrine.  It's secondary in the Dungeons 
Daring game, which focuses upon character development, role-playing and story line.  If a Dungeons Daring 
character is weaker than the other player characters in your group, it's because the person who plays that character 
designed it that way. 
 
Likewise, if your PC group runs up against a foe far too powerful and is destroyed, that's part of the lot of luck in 
Dungeons Daring, however, it might not be entirely the fault of your players and their character design.  Balance or 
the lack of it in a Dungeons Daring campaign results from the decisions that your players make for their PCs and 
the information that you, as the game master, make available to the PCs.  It's quite all right for you to place 
inevitable destruction on some of their paths, but then you also need to give them some sensible warnings or 
provide some means for the PCs to know that a path they're considering is a path to eternity. 
  



If you fail, then your campaign is out of balance.  If you make the information available and your PCs fail to get it or 
ignore it, then … sic transit gloria mundi!  However, there is an element in Dungeons Daring that needs to be 
watched by the game master, or it will go way out of balance, regardless of the good work that you and your PCs 
do.  That element is the combination of magic and magic resistance. 
 
Many RPGs let players develop characters that gain enough physical strength to make Superman and Captain 
Marvel look like a couple of wimps.  There's nothing wrong with that.  That fits exactly what a lot of role players want 
to do.  Dungeons Daring, on the other hand, emulates real life to a certain extent.  The guidelines set limits on how 
strong a PC can become, or how much stamina he or she has, or how dexterous he or she might become.  
However, it sets no limits on how powerful one can become with the use of magic. 
 
Were things left like that, only a suicidal fool would play anything but a spellcaster in a Dungeons Daring campaign.  
However, Dungeons Daring subscribes not only to the old biblical adage, Live by the sword, die by the sword, but it 
also extends that to Live by magic, die by magic. 
 
That's where magic resistance comes in.  A hardened old warrior who has spent 40 years on the campaign trail 
would be a wimp compared to a spellcaster with just as many years of adventuring, were it not for magic resistance.  
However, a spellcaster with 40 years of adventuring under his or her buckle is more susceptible to magic than a 
newborn non-sorcerer baby. 
 
 

2.  Creature Guide 
 

Add to Section III – Creature Magic: 
 

• 5.  Resisting Magic 
 
Magic Resistance – How Much? 
 
The question of whether official Dungeons Daring creatures have magic resistance is defined in the preceding 
pages.  However, most game masters will want to introduce other, non-official creatures from time to time.  The 
following guidelines will help you in such cases to decide whether such creatures have magic resistance. 
 
Game masters should keep in mind that whether a creature has magic resistance is only the first of two important 
questions.  The second is whether creatures with magic resistance advance in the degree of resistance, and that 
question applies to the creatures in this book as well as to those that are defined in other sources.  Therefore, let us 
look at this second question first. 
 
Those creatures who have magic resistance gain it at birth, as an intrinsic characteristic.  As explained in the 
Players Guide, they are born with a 5% degree of magic resistance.  Whether that degree increases is a matter of 
experience.  Creatures become more resistant to magic the more they are attacked by it.  In determining whether 
an NPC creature has more than 5% magic resistance, you need to ponder at first how often it has had to defend 
itself against magic.  Only you can determine this in a campaign that you define, although that may be determined 
for you in ready-to-run adventures from other sources. 
 
The basis for your decision should be the guideline for PCs in the Players Guide.  A regularly adventuring PC gains 
1% magic resistance annually.  Such creatures as NPC warriors and fighters, who are involved regularly in hostile 
encounters, probably have about the same level of experience with magic as your PCs do, and you should assign 
them 1% additional magic resistance for each year that you think they have been involved in adventuring.  The 
same probably would apply to NPCs' horses, warhorses and war dogs. 
 
Most NPC creatures in your campaign probably have little or no experience with hostile magic.  In that case, they 
have not been hardened to it; they have only their 5% level of intrinsic resistance.  There also will be those 
creatures that have had occasional run-ins with hostile magic but far less frequently than is the case with most PCs.  
You then need to set a degree of magic resistance that you think fits their experience.  This is a job that only you, 
the game master, can do.  Only you know what background you envision for such creatures. 
 
 
  



Magic Resistance – Yes, No or Maybe? 
 
When you insert a creature into your campaign that is not defined in this book, you probably will need to decide 
whether it has magic resistance.  Fortunately, there are guidelines that can lead you to a good and logical decision.  
In a Dungeons Daring campaign, magic is not a natural property of most creatures.  It is a phenomenon that is 
brought into the world by its light elves.  Because they are a part of the world, magic too has become a part of it. 
 
As a result, some other creatures have a natural affinity for it and can learn to access and employ it.  Most creatures 
without elven blood or an elven heritage lack this affinity and never can learn to use magic.  Those who are born 
with an affinity for magic are called sorcerers.  No one who is born a sorcerer ever has magic resistance.  They are 
natural conduits for magic; they are unable to resist it. 
 
This does not mean, however, that all creatures who are not sorcerers can resist magic, although that often is the 
case.  To resist magic, a creature must live and reproduce in a natural manner, even if it is not a natural creature.  
Any creature that can exist only with the help of magic cannot resist it.  Beyond that, a creature must have a certain 
ability to sense the existence or presence of magic in order to resist it.  In animals, this requires a degree of 
intelligence.  A creature with magical existence need employ no special powers to resist magic, but in some way, a 
will to resist whatever force it perceives the magic to be must be present. 
 
Let's look at particular categories of creatures and the measuring sticks that you can use to decide whether they 
can resist magic: 
 
Special Creatures: 
 
• Mysterious Beings:  In a Dungeons Daring campaign, most such creatures are beyond the power of any 

other beings, and they also are barred by their own nature from attacking or damaging other creatures.  They 
have no magic resistance nor do they need it.  However, deities are a different matter.  If they manifest 
physically in your campaign setting, they are creatures of magic and, as such, also have no magic resistance. 

 
• Magical Shades:  That they are the product of magic already makes the question of magic protection moot.  

However, shades have no physical essence and neither can harm or be harmed.  Therefore, magic 
resistance would do nothing for them. 

 
Humanoids: 
 
• Elves and Half-Elves:  All members of these folk are born sorcerers.  They have no magic resistance. 
 
• Dwarves:  Born runestainers have no magic resistance.  All others do. 
 
• Humans, Halflings and Giants:  Born sorcerers have no magic resistance.  All others do. 
 
Draugs: 
 
• All Undead:  Draugs can exist only through magic.  They never can resist it. 
 
Animations: 
 
• Avatars, Skeletons, Zombies and Golems all are magically empowered objects with no existence of their 

own.  They never can resist magic. 
 
Mutations: 
 
• Blackwitches and Blackwarlocks, Chimera, Choke Vines, Cockatrices, Demons, Devils, Dragons, 

Elven Mutants, Flying Horses, Gargoyles, Ghouls, Gorgons, Griffins, Harpys, Hydras, Manticores and 
Troll Wolves, Unicorns and Werebears all are creatures that require magic to exist or that employ magic.  
They never can resist magic. 

 
• Other mutations have magic resistance if they are not born sorcerers and are intelligent enough to sense 

magic. 
 
Beasts: 
 
• Those that have intelligence and wit enough to sense the presence of the magical force can resist it, others 

not. 
 



If the spellcaster with 40 years of adventuring tosses some nasty magic at the 40-year veteran warrior, there's a 
45% chance that the magic will fail.  There's no chance beyond the dice throw that the warrior's sword attack 
against the spellcaster will fail.  Most of this is rather cut and dried, but there are some things that a game master 
must do to make the system work properly.  Your role is dual, as far as magic resistance is concerned: 
 
• It's up to you to monitor the success and failure of the magic resistance of your individual PCs.  Expect the 

players to argue that a spell is subject to magical resistance when it isn't.  The guidelines are in the Players 
Guide.  If magic specifically targets the PC, resistance is valid.  If it causes an effect, and the effect affects 
the PC, magic resistance offers no protection.  Also remember that friendly spells are subject to resistance, if 
the target hasn't accepted the spell.  Resistance functions automatically. 

 
• First and foremost, you need to calculate the magic resistance of your non-sorcerer NPCs.  If an NPC has 

magic resistance, it should receive the same benefits as the PCs do.  However, in the case of creatures other 
than humans, halflings, giants and dwarves, you should consult the Creatures Guide to see whether thay 
have magic resistance. 

 
 

• Adding Magic Resistance 
 
Add the statistic Magic Resistance to all templates in the Creature Guide.  Then add individual Magic Resistance 
statistics as follows: 
 

Page Creature Magic Resistance 
20 Light Elf None 
21 All Draugs None 
50 All Animations None 
58 Blackwitches and Blackwarlocks None 
60 Bugbears Yes 
62 Centaurs Non-Sorcerers 
64 Chimera None 
66 Choke Vines None 
68 Cockatrices None 
69 Demons & Devils None 
79 Dogfolk Non-Sorcerers 
81 Dragons None 
84 All Elven Mutants None 
91 Flying Horses None 
92 Gargoyles None 
93 Ghouls None 
95 Gorgons None 
97 Griffins None 
98 Harpys None 

103 Ogres Yes 
105 Orcs Non-Sorcerers 
110 Goblins Yes 
116 Trolls Yes 
119 Hydras No 
121 Lizardfolk Yes 
124 Manticores None 
125 Minotaurs Yes 
127 Rust Eaters Yes 
129 Slimes, Gelatins & Molds None 
134 Black Steeds Yes 
135 Night Steeds Yes 
136 Troll Wolves None 
138 Unicorns None 
140 Werebears None 
143 Werewolves Non-Sorcerers 
145 Wyverns Yes 
150 Bat, Vampire None 
151 Bears Yes 

  



Page Creature Magic Resistance 
154 Boars Yes 
156 Butcherfish None 
157 Deer Yes 
158 Dogs Yes 
162 Elephants Yes 
164 Gorillas Yes 
165 Lions Yes 
167 Snakes None 
169 Spiders, Deadly None 
171 Tigers Yes 
173 Horses Yes 
178 Wolves Yes 

 
 

LLeeggaall  IInnffoorrmmaattiioonn  
 
Dungeons Daring is released under the terms of the Open Gaming License Version 1.0a.  You should read and 
understand the terms of this license before copying, modifying or distributing this material.  The text of the Open 
Gaming License 1.0a is not Open Game Content.  Instructions on using this license are provided within the license 
itself. 
 
 
Open Game License 
Version 1.0a 
 
The following text is the property of Wizards of the Coast, Inc. and is Copyright © 2000 Wizards of the Coast, Inc 
("Wizards"). All Rights Reserved.  
 
1.  Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game 
Content; (b)"Derivative Material" means copyrighted material including derivative works and translations (including 
into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes 
and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior 
art and any additional content clearly identified as Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative works under copyright law, but specifically excludes 
Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including 
trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the 
licensee in terms of this agreement.  
 
2.  The License: This License applies to any Open Game Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to or subtracted from this License except as described by the 
License itself. No other terms or conditions may be applied to any Open Game Content distributed using this 
License.  
 
3.  Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this 
License.  
 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a 
perpetual, worldwide, royalty-free, non-exclusive license with the enact terms of this License to Use, the Open 
Game Content.  
  



5.  Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights 
conveyed by this License.  
 
6.  Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the 
enact tent of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and 
You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute.  
 
7.  Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.  
 
8.  Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you 
are distributing are Open Game Content.  
 
9.  Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may 
use any authorized version of this License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License.  
 
10.  Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You 
Distribute.  
 
11.  Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the Contributor to do so.  
 
12.  Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to 
some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not 
Use any Open Game Material so affected.  
 
13.  Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure 
such breach within 30 days of becoming aware of the breach.  All sublicenses shall survive the termination of this 
License.  
 
14.  Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only 
to the extent necessary to make it enforceable.  
 
15.  COPYRIGHT NOTICE  
 
• Open Game License v 1.0a, Copyright © 2000, Wizards of the Coast, Inc.  
 
• System Reference Document, Copyright © 2000-2008, Wizards of the Coast Inc.; Authors Jonathan Tweet, 

Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, based 
on original material by E. Gary Gygax and Dave Arneson. 

 
• Vintyri™ and Vintyri Project™, Copyright © 2001-2013, Steigerwald EDV Verlag™. 
 
• Dungeons Daring Players Guide, Copyright © 2007-13, Steigerwald EDV Verlag. 
 
• Dungeons Daring Game Masters Guide, Copyright © 2007-13, Steigerwald EDV Verlag. 
 
• Dungeons Daring Creature Guide, Copyright © 2007-13, Steigerwald EDV Verlag. 
 
• Jörðgarð™, Copyright © 2001-2013, Steigerwald EDV Verlag™. 
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Open Game Content and Product Identity 
 
Your right to use the Open Game Content within this product is contingent upon your agreement to abide by all of 
the provisions of the Open Game License Version 1.0a as found upon the preceding pages.  We wish to draw your 
attention here to Section 7 of that license: 
 

7.  Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to 
compatibility, except as expressly licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction with a work containing Open Game Content except 
as expressly licensed in another, independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest in and to that Product Identity.  

 
 
The following trademark symbols are Product Identity.  Under the license terms, you may not use these 
trademark symbols in any product you derive from the Open Game Content in this publication. 
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electronic books, as issued, are not Open Game Content and may not be distributed by you in any form.  
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