
Black Plague Upon You! 
(Assembled by Martigan & Hogan) 

 

Whenever you become bit by a rat or are taking a trip through the local sewer, you are facing a serious problem, 

diseases! Coming up are some of the worst diseases known in the realms, and the carriers and sources of them. 

 

Plague 
Plague is one of the deadliest known diseases ever. It appears suddenly and is able to kill thousands of people in a 

relative short time, making the priests and paladins working overtime with their healing powers. But usually 90 % of the 

infected ends up death. 

The plague is transferred to humans by the rat-flee, which thrives on rats, which makes sewers their lair. 

When a man has attracted this dreaded disease, it won't take effect immediately, because it lies dormant for a time. Each 

day there is a cumulative 10% chance that the disease takes effect. In this period, a Cure Disease spell will end the 

effecting if a saving throw vs. Poison is made with success. When the disease has taken effect, the infected person will 

only start feeling slightly sick during the first week, while he, in reality, is rotting from the inside. This will cause his 

constitution to be lowered with two points, where one will be permanently lost. The other can be regained after 2 weeks 

of rest. After the first week, the infected one is allowed a saving throw vs. Poison with a -2, if successful, the disease has 

run its course and the period of sickness is at end. 

If the saving throw is unsuccessful, the disease continues for another week. In this period, the subject's constitution is 

halved and strength & dexterity are down with 2 point, and any attempt on concentration (spell-casting, lock-picking 

etc.) requires a wisdom check in order to keep the concentration. After the second week, a saving throw vs. Poison with 

-4 is allowed too see if the disease is thwarted here, if not, it continues into the third week. 

During the third week, the subject’s first three abilities (Strength, Dexterity and Constitution) are reduced to 3, and 

complete rest is required. After the third week, a saving throw vs. Poison with a -6 is allowed, if made successful, the 

victim overcomes the disease, and the lost ability point can be regained after 2 weeks of complete rest, but one 

constitution point is lost permanently. If the saving throw is unsuccessful, the poor victim dies. 

The casting of a Cure Disease spell is allowed once each week with a -4 penalty. 

 

Sources: Rats, sewers 

 

Cholera 
Cholera is a very slowly acting festering in the intestinal, which like the Plaque can spread quickly and cause a major 

and lethal epidemic. 

Those attacked by Cholera will feel their body slowly dry out. Each day they will loose 1d4 hit points, due to the 

dehydration of the body. The Cholera will also cause the subject to suffer heavenly of diarrhea, lowering his constitution 

with points. These points can be regained at a rate of 1 for each 3 days when the infection has played its part. 

It is possible to cure oneself without the help of magic. If the person under the influence of Cholera can keep a cure 

consisting of water, mixed with a little salt and brown sugar, for a week, the damage will be reduced to one point of 

damage a day, and after two weeks, the Cholera will be defeated. A Cure Disease spell will instantly nullify the future 

effect of Cholera, but in both cases, natural healing will take effect at half normal rate for the next 2 weeks. 

A Cholera-infestation will normally spread through drinking water, thereby quickly infesting a large area. This makes it 

extremely important to equip cities with good sanitation and prevent the sewer from getting contact with the drinking 

water. 

 

Sources: Sewers 

 

Typhus 
The symptoms of Typhus look a lot like those of Cholera. The Typhus-bacteria enters through the intestinal canal and 

will place itself on all interior organs. 

After the infection has taken place, it usually takes 2-3 weeks before the symptoms starts to show. 

First, the subject will start to suffer from high fever, taking -3 to all actions and ability-checks. A few days later, he will 

start to suffer from diarrhea, lowering his constitution with 3 points. The disease will usually live for about 4-6 weeks 

(3+1d3), then it will leave the body. The subject will regain 1 point of constitution every 10
th

 day thereafter. 

A Cure Disease cast before the symptoms show will instantly nullify the infection. When the Symptoms first have 

shown, a saving throw vs. Poison must succeed in order to stop the infection, but lost constitution must still be regained 

normally. 

Like the Cholera-bacteria, The Typhus-bacteria infect through food and water which at some point has been polluted 

with byproduct from humans, monsters or animals, which suffer from the Typhus-bacteria. 

 

Sources: Sewers 

 


