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Ipersonally don't much like how Dungeons  & 
Dragons handles bringing dead player  char-
acters back to life. It might be because  my 

cam paign is about playing through the entire 
Adventure Path series. (That goal is severely 
hampered if a character is even one level lower 
than the rest of the party.) But it might revolve 
more around the fact that a dead PC creates a 
lengthy discussion that brings the rest of the 
game to a screeching halt.

This lengthy discussion occurs because a dead 
character creates an unpleasant dilemma for 
the character's player: "Should I suck up the 
level loss and hope I catch up? Or is it more 
cost eff ective for me just to create a new char-
 ac ter?" I've seen this discussion take place over 
and over, and the default answer seems to be 
that it's easier to make up a new character than 
to play with the "impaired" original character. 
The worst part about it is that D&D makes no 
provision for how to replace a dead character. 
The Player's Handbook and the Dungeon Mas ter's 
Guide assume that the player will go ahead and 
play the character who's just re turned from the 
dead—that the player will just go ahead and 
suck up the level loss. Un for tu nate ly, the rules 
for coming back from the dead (Player's Hand-
 book Chapter 10, Casting Spells, Special Spell 
Eff  ects, Bringing Back the Dead) make it pre� y 
clear that the loss of 
experience is a strong 
disincentive to stick 
with even a favorite 
char ac ter. "Earning 
fur ther ex pe ri ence to 
regain the lost level" 
is much more dis-
 heart en ing than the original designer seemed to 
think.

I got into this discussion with several mem-
 bers of roleplaying game R&D shortly before I 
le�  Wizards of the Coast. We didn't really come 
to a conclusion while I was still there, except 
that some people thought that the drawback to 
having a character die was fi ne the way it was, 
and others felt that losing a level either was too 
much of a drawback, or that it created too many 
questions for a playing group to an swer.

Re cent ly, one of my players mentioned to me 
that the play group is feeling pre� y hope less 
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about their current chances for 
survival. As I mentioned be-
fore, they are cur rent ly ad ven -
tur ing in the Heart of Nightfang 
Spire, by Bruce Cordell—one 
of the deadliest ad ven tures 
I've seen since the orig i nal 
Tomb of Horrors. The PC mortality 
rate is pre� y high on this one, and 
since I don't want my players with draw ing from 
the campaign simply because they're afraid to 
carry on, I've come up with rewrites of the three 
divine spells in the "Resurrection Suite": raise 
dead, res ur rec tion, and true res ur rec tion.

The core of this house rule is the negative 
level mechanic. Rather than penalize a char ac ter 
with actual level loss, I fi gure, why not just let 
him suff er the eff ects of temporary level loss? 
This gets the character back into play quickly, 
gets the player participating in the game again 
(which is, a� er all, why he's there in the fi rst 
place), and avoids the temptation for the player 
to ditch his old, "weaker" character for a new, 
be� er one. I know that some DMs have a house 
rule about what level a new character can be 
(whether it's the character of a new player, or 
the new char ac ter of an existing player)—but 
I've never seen a variation of that rule that I 
truly liked.

So here. If you fi nd that you like this al ter nate 
rule, feel free to use it in your home games. •

All content in this document is ©2002 JD Wiker, all rights reserved, unless otherwise noted. Requires the use of the Dungeons & Dragons® Player's Handbook, 
Third Edition, published by Wizards of the Coast®. 'D20 System' and the 'D20 System' logo are Trademarks owned by Wizards of the Coast and are used accord-
ing to the terms of the D20 System License version 3.0. A copy of this License can be found at http://www.wizards.com/d20.

 heart en ing than the original designer seemed to  heart en ing than the original designer seemed to 

rule, feel free to use it in your home games. rule, feel free to use it in your home games. A dead PC creates a 
lengthy discussion 

that brings the rest of 
the game to a 

screeching halt.

http://www.thegamemechanics.com/


2

Raise Dead
Conjuration (Healing)
Level: Clr 5
Components: V, S, M, DF
Casting Time: 1 minute
Range: Touch
Target: Dead creature touched
Duration: Instantaneous
Saving Throw: None (see text)
Spell Resistance: Yes (harmless) 

The cleric restores life to a de ceased 
creature. The cleric can raise cra-
tures who have been dead up to one 
day per caster level. In addition, the 
subject's soul must be free and willing 
to return (see  PHB, Chapter 10, Cast-
ing Spells, Special Spell Eff ects, Bring-
ing Back the Dead). If the subject's 
soul is not willing to return, the spell 
does not work; therefore, subjects 
who want to return receive no sav-
ing throw. The subject receives one 
negative level (or suff ers 1d4 points of 
Constitution damage, if she's 1st level) 
when raised.
Raise dead cures hit point damage up 

to a total of 1 hit point per Hit Die. 
Any ability scores damaged to 0 are 
raised to 1. Normal poisons and nor-
mal diseases are cured in the process 
of raising the sujbect, but magical 
diseases and curses are not undone. 
While the spell closes mortal wounds 
and repairs lethal damage of most 
kinds, the body of the creature to be 
raised must be whole. Otherwise, 
missing parts are still missing when 
the creature is brought back to life. 
None of the dead creature's equip-
ment or possessions are aff ected in 
any way by this spell.
A creature who has been turned 

into an undead creature or killed by 
a death eff ect can't be raised by this 
spell. Constructs, elementals, outsid-
ers, and undead creatures can't be 
raised. The spell cannot bring back a 
creature who has died of old age.
Coming back from the dead is an or-

deal. The subject of the spell receives 
one negative level when it is raised, 
just as if it had lost a level to an ener-
gy–draining creature. If the subject is 
1st level, it suff ers 1d4 points of Con-
stitution damage instead. A negative 

level can be dispelled by a restoration
spell; ability damage can be dispelled 
by restoration or lesser restoration. A 
raised character who doesn't receive 
a restoration or lesser restoration may 
a� empt a Fortitude save (DC 15) once 
every 24 hours to completely remove 
the eff ects of the negative level or 
Constitution damage.
A character who died with spells 

prepared has a 50% chance of losing 
any given spell upon being raised. 
A spell–casting creature that doesn't 
prepare spells (such as a sorcerer) 
has a 50% chance of losing any given 
unused spell slot as if had been used 
to cast a spell.
Material Component: A diamond 

worth at least 500 gp.

Resurrection
Conjuration (Healing)
Level: Clr 7
Casting Time: 10 minutes 

As raise dead, except you are able to 
restore life and complete strength to 
any deceased creature. The condi-
tion of the remains is not a factor. 
So long as some small portion of the 
creature's body still exists, it can be 
resurrected, but the portion receiving 
the spell must have been part of the 
creature's body at the time of death. 
(The remains of a creature hit by a dis-
integrate spell count as a small portion 
of the body.) The creature can have 
been dead no longer than 10 years per 
caster level.

Upon completion of the spell, the 
creature is immediately restored to 
full hit points, vigor, and health, with 
no loss of prepared spells. However 
the sujbect receives one negative level 
(or 1 point of Constitution damage if 
the subject was 1st level). A negative 
level can be dispelled by a restoration
spell; ability damage can be dispelled 
by restoration or lesser restoration. A 
raised character who doesn't receive 
a restoration or lesser restoration may 
a� empt a Fortitude save (DC 15) once 
every 24 hours to completely remove 
the eff ects of the negative level or 
Constitution damage.

You can revive someone killed by a 
death eff ect or someone who has been 
turned into an undead creature and 
then destroyed. You cannot revive 
someone who has died of old age.
Material Components: A sprinkle of 

holy water and a diamond worth at 
least 500 gp.

True Resurrection
Conjuration (Healing)
Level: Clr 9, Healing 9
Components: V, S, M, DF
Casting Time: 10 minutes 

As raise dead, except the cleric can 
resurrect a creature who has been 
dead up to 10 years per caster level. 
This spell can even bring back crea-
tures whose bodies have been wholly 
destroyed, provided you unambigu-
ously identify the deceased in some 
fashion (reciting the de ceased's time 
and place of birth or death is the most 
common method).
Upon completion of the spell, the 

creature is immediately restored to 
full hit points, vigor, and health, with 
no negative levels (or Constitution 
damage) or prepared spells.
You can revive someone killed by a 

death eff ect or someone who has been 
turned into an undead creature and 
then destroyed.
Even true resurrection can't restore 

to life a creature who has died of old 
age.
Material Components: A sprinkle of 

holy water and a diamond worth at 
least 5,000 gp. •
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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, exten-
sion, 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, depic-
tions, 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 Contribu-
tor 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 de-
scribed 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 exact 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 exact text 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 COPY-
RIGHT 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, indepen-
dent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co–adaptability with any Trademark or Regis-
tered 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.
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