
 

DungeonMasterMark’s Low Magic Campaign 



Welcome to my Campaign what I like to call “ The Dark City campaign”. This city can be in any Campaign 

world and can be easily be placed in Dragonlance, Forgotten realms and more. My goal is for this Low 

magic campaign to bring a new experience  of horror and fear into the Role-Playing session. Imagine for 

a moment a city where this is no magic lamps, no potion vendors, little no healing magic, How much 

more careful will the party have to be? An invisible foe now has a truly scary advantage, and a 

Necromancer becomes a much more frightening encounter. There will need to be some revisions to 

certain rules as we continue to bring this gritty, dark, horrifying campgin to life. But stay tuned.. the best 

is yet to come ! -   DungeonMasterMark 

 

 

Basic outline of Campaign 

1. Character generation rules 

2. Healing basics for low magic 

3. Terror checks ( fear, horror , madness) 

4. Wound thresholds 

 

Additional documents avail on the website www.Dungeonmastermark.com include a list of alchemical 

items prices adjusted for the Dark city Campaign. And also a document with some background history 

for the dark city… 

 

 

 

 

 

 

 

 

 

 

 

http://www.dungeonmastermark.com/


 

 

 

Character Generation 

The Dark City campaign will use a “standard fantsy 15 point buy” generation system.This  was a hard 

decision on my part, But my reasoning was that Hero isnt just a extra amounts of points in a stat. Heroes 

are made by their actions, their deeds and  the stories that those “ average “ townsfolk tell about them. 

In the nature of that thought I have decided to lower out point buy to 15 points. 

 

 

1. Races- All races from core rulebook are allowed 

 

2. Starting Classes- Barbarian, ranger, fighter,rogue,monk, paladin 

 

3. Advanced classes- Unlocked at lvl 4- ninja,gunslinger,cavalier,bard,alchemist 

 

 

Table: Race and Ability Score Bonuses 

Race Ability Bonus 

Dwarf +2 Con, +2 Wis, –2 Cha 

Elf +2 Dex, +2 Int, –2 Con 

Gnome +2 Con, +2 Cha, –2 Str 

Half Elf +2 to one ability score (your choice) 

Halfling +2 Dex, +2 Cha, –2 Str 

Half Orc +2 to one ability score (your choice) 

Human +2 to one ability score (your choice) 

 

 

Skill Ranks 

Class Skill Ranks per Level 

(+Int modifier) 

Alchemist 4 

Barbarian 4 

Bard 6 

Cavalier 4 

Fighter 2 

Gunslinger 4 

Monk 4 



Ninja 8 

Paladin 2 

Ranger 6 

Rogue 8 

 

Starting Character Wealth 

Class Starting Wealth Average 

Barbarian          105 gp 

Fighter  175 gp 

Monk  45 gp 

Paladin  175 gp 

Ranger  175 gp 

Rogue  140 gp 

 

In the spirt of roleplaying each character will be allowed to take 1 trait and drawback to add 

to their backstory. Feel free to design a background around these and I will incoroprate bits 

of your characters History into the Campaign… 

 

Traits=  http://www.d20pfsrd.com/traits 

 

Drawbacks= http://www.d20pfsrd.com/traits/drawbacks 

http://www.d20pfsrd.com/traits
http://www.d20pfsrd.com/traits/drawbacks


 

 

Low Magic Healing 

1. Magical healing 

In the Dark city campaign magic is minimal ( including healing magic). Clerics rarely obtain 

enough power to perform healing magic. The churches of various faiths rarely allow outsiders 

acess to such magic since it is a divine gift.A act of supreme faith such as going on a quest to 

retrieve a holy artifact may enable a common man to gain the notice of higher members of the 

church. 

 

2. Potions 

Potions are a rare thing in the Dark city. Many folks have heard tales of potion peddlers selling 

love potions and poisons to get rid of cheating husbands.Since true magic is so rare potions are 

something of great value. On the other hand on never knows if it is a real potion until you take a 

sip… 

 

3. Alchemical healing 



While not true magic, Alchemists have made many advancements in herbs and “minor 

healing”.The alechemist version of cure light wounds heals 1d4+1 hp , there is also a 2nd lvl 

extract version of Infernal healing  that acts as per the spell ( although it is very painful) 

 

 

4. Non-magical healing 

Traditional healing includes balms, bandages,salves and other items to be used in conjuction 

with heal skills. Often times these items are used in a standard healers kit used by characters to 

treat wounds and burns. Bandages can stop bleed effects, balms can heal an extra 1hp of 

damage if used with heal skill and rest. 

 

5. Heal skill usage 

No skill is more powerful in the Dark City Campaig as the Heal skill. Due to the nature of low 

magic healers have learned to better treat wounds,burns and other ailments. 

 

http://www.d20pfsrd.com/skills/heal 

 

 
Non Magical Healing items 

 

Healing Balm-Can be used with heal skill ( dc 10) to heal for 1 hp, if used in conjunction with a 

night of rest the character heals an extra 2hp’s 

 

Healing salve-When applied to a wound, this salve gives an injured creature fast healing 1 for 

1d4 rounds. 

 

Chirurgeon’s Kit-This collection of bandages, knives, and other tools allows a character to 

perform surgical operations represented through the chirurgery use of the heal skill.  It is 

interchangeable with the healer’s kit for purposes of the Battlefield Medicine action, but for all 

other heal checks expends 2 charges instead of one.  A healer’s kit may be used in place of a 

chirurgeon’s kit for the chirurgery action, but doing so exhausts all ten of the healer’s kit’s 

charges.  A chirurgeon’s kit is exhausted after 10 uses. 

 

http://www.d20pfsrd.com/skills/heal


 

New Use for the Heal Skill:  Battlefield Medicine 

 

Action:  Full 

 

DC:  15 

 

Effect:  By expending a charge from a healer’s or chirurgeon’s kit, the character patches up the 

injuries of an ally and grants 1d4 temporary hit points to the target +1 for each rank of the heal 

skill that the healer possesses and stops any bleed effects the target was suffering from.  These 

hit points convert to normal hit points at a rate of 1 point every hour, and any healing effect 

converts an equal number of these temporary hit points to actual hit points as well. 

 

A creature’s current hit point total plus temporary hit points from this effect can never total 

more than the creature’s maximum hit points.  If this would happen, the excess temporary hit 

points are lost. 

 

If a creature has temporary hit points from this effect equal to or greater than half of their 

maximum hit points, they cannot benefit from this effect. 

 

Special:  If the healer has a healing salve in hand, they may apply it as a free action while 

performing battlefield medicine. 

 

 

 

 

 

 

 

 

 

 

 

 



Terror Checks 

 

In the “ Dark City” campaign no single saving throw can alter a combat or encounter more than a 

dreaded terror check. Terror is a powerful tool in the dark city. Fear , horror and madness can be used as 

a weapon . While the basic saving throw is based off of a will save, there are some differences. Heroes 

may make a will save to fight off terror ( fear and horror) some bonuses to saving throws are not 

included in a terror check such as luck bonuses, paladin’s  Aura, and bard songs. The failure of the saving 

throw vs terror results in various detrimental efffects. In some cimrcumstances the Random table below 

is used( see terror check table). The last important aspect of terror in the Dark City is Sanity. Sanity is 

measured in Sanity points. Sanity is measured by the characters lvl + wisdom bonus( with a minumum of 

1). Sanity can be drained away by the failure of a terror check, and can be regained by rest ( 1 point per 

day and with heal skill dc 15- 2 points per day). If a character has his sanity reduced to 0 he may be 

affected by madness( see madness table). While madness is temporary in most circumstances it can 

cause long term trauma to the mind of the hero. 

 

Terror Table 

1. Shaken-1d6 dounds 

2. Shaken-1d4 rounds 

3. Shaken-1 round 

4. Shaken-1d6 rounds 

5. Sickened-1d4 rounds 

6. Sickened-1 round 

7. Dazzled ( hero is in shock)- 1d4 

rounds 

8. Dazzled ( hero is in shock)- 1 round 

9. Staggered – 1d3 rounds 

10. Frightened-1d4 rounds 

 

 

 



 

Madness Table 

 

01-20 Character faints (can be awakened by vigorous action taking 1 round) 

21-30 Character has a screaming fit. 

31-40 Character flees in panic. 

41-50 Character shows physical hysterics or emotional outburst (laughing, crying, and so on). 

51-55 Character babbles in incoherent rapid speech or in logorrhea (a torrent of coherent speech). 

56-60 Character gripped by intense phobia, perhaps rooting her to the spot. 

61-65 Character becomes homicidal, dealing harm to nearest person as efficiently as possible. 

66-70 Character has hallucinations or delusions (details at the discretion of the GM). 

71-75 Character gripped with echopraxia or echolalia (saying or doing whatever those nearby say or 

do). 

76-80 Character gripped with strange or deviant eating desire (dirt, slime, cannibalism, and so on). 

81-90 Character falls into a stupor (assumes fetal position, oblivious to events around her). 

91-99 Character becomes catatonic (can stand but has no will or interest; may be led or forced to 

simple actions but takes no independent action). 

100 Player shall create his own form of madness.. 

 

 

 

 

 

 

 

 



Wound Thesholds 

 

In the wound thresholds variant, a character divides her hit point total into four quarters, and takes 

penalties whenever she's not in her top quarter. A character at 3/4 of her maximum hit points is less 

effective than one at full hit points, one at 1/2 is less effective than one at 3/4, and so on. 

 

To prevent the need to divide on the fly, start out by calculating 3/4, 1/2, and 1/4 of your total hit points 

and add them to your character sheet as "Grazed (–1)," "Wounded (–2)," and "Critical (–3)." If you have 

a Constitution bonus of +1 or higher, also write down the negative of your Constitution bonus next to 

the word "Disabled." These terms indicate the conditions a character gains as her hit points drop. For 

example, a 7th-level rogure with a maximum of 71 hit points would become grazed at 53 hit points, 

wounded at 35 hit points, and critical at 17 hit points. If she had a Constitution score of 12, she would be 

disabled if she had 0 or –1 hit points, and would start dying at –2 hit points. As usual, she would die 

when her hit points drop to –12 or lower. 

 

Healthy 

A character above her grazed threshold (3/4 of her maximum hit points) is healthy, applying no special 

modifiers. The character doesn't gain a condition in this state. 

 

Grazed 

A character above her wounded threshold (1/2 of her maximum hit points) but at or below 3/4 of her 

maximum hit points is grazed. She takes a –1 penalty on all attack rolls, saving throws, skill checks, and 

ability checks, as well as to AC and caster level. 

 

Wounded 

A character above her critical threshold (1/4 of her maximum hit points) but at or below 1/2 of her 

maximum hit points is wounded. She takes a –2 penalty on all attack rolls, saving throws, skill checks, 

and ability checks, as well as to AC and caster level. 

 

 

Critical 



A character at or below 1/4 of her maximum hit points is in critical condition. She takes a –3 penalty on 

all attack rolls, saving throws, skill checks, and ability checks, as well as to AC and caster level. 

 

Disabled 

A character with a Constitution score of 12 or higher who is at or below 0 hit points is disabled until she 

falls below a number of hit points equal to the negative of her Constitution modifier. For example, a 

character with a Constitution score of 18 would be disabled from 0 to –4 hit points and unconscious at –

5 hit points. A character with a Constitution score of 11 or lower is disabled only while she has exactly 0 

hit points. 

 

Endurance feat change ( special change) 

Endurance 

 

Harsh conditions or long exertions do not easily tire you. 

 

Benefit(s): You reduce the penalty from being grazed, wounded, or critical by 1 (to –0, –1, and –2, 

respectively). 

 

In addition, you gain a +4 bonus on the following checks and saves: Swim checks to resist nonlethal 

damage from exhaustion, Constitution checks to continue running, Constitution checks to avoid 

nonlethal damage from a forced march, Constitution checks to hold your breath, Constitution checks 

to avoid nonlethal damage from starvation or thirst, Fortitude saves to avoid nonlethal damage from 

hot or cold environments, and Fortitude saves to resist damage from suffocation. 

You can sleep in light or medium armor without becoming fatigued.Normal: A character without this 

feat that sleeps in medium or heavier armor is 

fatigued the next day. 

 

 

 

 



 

 

 

 

 

 

 

 

 


