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Character Flaws:

Bipolar Disorder
A character with bipolar disorder has both depression, mania and aggressive tendencies in alternating cycles 
(sometimes referred to as ‘manic depressive’ disorder). These periods of severe moods are interspersed with periods 
of normal mood. Depression is not just a sad mood; it’s a lack of energy, motivation, and enjoyment of life. The 
person sleeps and eats poorly or too much, becomes hopeless and has poor self-esteem. In severe cases, suicidal 
thoughts and suicide attempts are possible. Dysthymia is a form of depression which is relatively mild but long-term. 
Mania is an extremely euphoric mood - The thoughts race, activity increases, little sleep is needed, and the person 
becomes reckless, impulsive, and grandiose. At its worst, mania causes hallucinations and delusions, and the person 
will do things which are suicidally reckless or even violent. Aggression is a behavioral disorder characterized by 
explosive outbursts of anger, often to the point of rage, that are disproportionate to the situation at hand. (i.e., 
impulsive screaming triggered by relatively inconsequential events). Intermittent Aggressive Disorder (IED) is 
unpremeditated, and is defined by a disproportionate reaction to any provocation, real or perceived. For game 
purposes, a character who selects the ‘Bipolar Disorder’ suffers from cyclothymia, a less severe form of bipolar 
disorder mixed with intermittent explosive disorder. This results in swings between dysthymia (mild depression), IED, 
and hypomania (mild mania—simple euphoria without delusions, hallucinations, or dangerously reckless or impulsive 
actions).

Prerequisite: No immunities to mind-affecting compulsions.       
Benefit: A bonus feat for which you meet the prerequisites.       
Effect: Your moods can change on a dime, changing frequently over the course of a month. Roll 1d6 to        

determine how frequently you mood changes. i.e. a d6 roll of 3 indicates that your mood change will last 3 days.  A 
mood change roll of 3 will be interspersed with a number of ‘normal’ days. The number of normal days will always be 
equal to the opposite side of the d6 die facing. i.e. a roll of 3 has an opposite facing value of 4. The opposite face of 
any d6 always equals the amount needed to total a value of 7. For example, a mood change roll of 1 will have a 
opposite facing value of 6. A mood change roll of 2 will have an opposite facing value of 5. Follow the mood change 
roll with a mood swing roll: Roll a d6 and consult the table below to determine the mood.
d6 roll Mood Effect
1-2 Manic -2 to your damage rolls, +1 to saving throws, and a +1 on all skill/ability checks. 
3-4 Depressed You have a -2 on all skill checks, are always flat-footed, and your speed is reduced by 1/4. 
5-6 Angry You have a -1 to AC, -2 to all attack rolls (to hit) with a +1 to damage, a +3 on intimidate  
checks, and a -1 on all other skill checks.

Special: Note that this ‘Flaw’ is not meant to be a clinically accurate simulation of an actual behavioral disorder.        
It’s designed to provide an in game flaw that a player can use in order to add flavor to their character’s persona. 

Credit: Robert Vaessen; drawing on the following online sources: Wizards community discussions, dandwiki,        
wikipedia (Created Apr, 2015)

Spontaneous Undead Visitation
A character with the flaw ‘Spontaneous Undead Visitation’ is afflicted with a familial curse that has been passed down 
a family line as the result of a curse imposed on the character’s ancestor some time in the past. Some characters are 
unaware of the origins of this flaw, while others know of the flaw’s core history. Character’s afflicted/affected by this 
flaw are subject to randomly occurring instances of undead visitation. The character’s mere presence/proximity to 
source materials (i.e. dead bodies) can trigger the flaw’s morbid consequences.   A casual camping trip down by the 
lake can suddenly become a nightmarish scenario as a gaggle of skeleton’s animate and claw their way out of the 
ground, seeking vengeance upon the source of their disturbance and all who accompany him/her. 

Prerequisite: Family history includes an incidence which would explain this flaw.       
Benefit: A bonus feat for which you meet the prerequisites.       
Effect: Your character is occasionally ‘visited’ by corporeal undead creatures. The type of undead varies based        

upon the roll of d%. Here is a sample list for the DM’s use.
% roll Undead type
01-40 Skeletons (Type/Variety and HD may vary). See MM pages 225-227. 
41-70 Zombies (Type/Variety and HD may vary). See MM pages 265-267.
71-85 Ghoul. See MM pages 118-119 (substitute with Lacedon if campaign is aquatic based).
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86-95 Ghast. See MM page 119.
96-00 Mhorg. See MM pages 189-190.
A search for keyword ‘Undead’ on the Wizard’s monster listing: <http://archive.wizards.com/default.asp?x=dnd/lists/
monsters> should provide ample options for additional undead creatures. Undead creatures that are visited upon an 
afflicted character should be restricted to the corporeal type. In addition a mindless/non-intelligent foe makes for the 
best candidate under this flaw. Note that the type and number of undead appearing should depend upon the 
character, his/her level, and any accompanying allies. If a low level character is camping by his/herself in the 
wilderness, then the character might be visited by a single skeleton. If an eighth level adventurer is staying at the ‘Inn 
of the slaughtered lamb’ with a group of five other adventurers, then a horde of Ghouls led by a Ghast might descend 
upon the Inn. The actual type and number of undead which ‘appear’ is entirely up to the DM. The interval of 
appearance is also up to the DM. There should be a plausible source for the appearance of any particular type of 
undead. A character at sea wouldn’t be likely to encounter a group of zombies, but camping anywhere near the local 
cemetery would offer a perfect source for spontaneously animated undead.

Special: No matter the character’s class or alignment, the undead which appear will be hostile towards the        
character and his/her allies. The undead are imbued with a hatred for the character and seek to destroy him/her. They 
will not stop attacking until destroyed or turned. The undead which appear cannot be ‘charmed’, ‘controlled’ or 
otherwise influenced. A character with the ability to destroy or turn the undead may use that ability without restriction. 
A character who is afflicted by this flaw gains only 1/2 experience from encounters triggered by this flaw. They might 
also incur the ire of their traveling companions or fellow adventurers should the reason for these unwelcome visits be 
discovered.
  Credit: Robert Vaessen (Created Apr, 2015)      

Credits/Copyright information: 
This document contains a collection of unique/New Character Flaws created for use in the D&D (version 3.5) “Rob’s World!” house 
campaign. These Character Flaws were created as supplemental rules (derivative works) to be used in conjunction with the 
‘Character Flaws’ rules presented by Wizards of the Coast in the ‘Unearthed Arcana’ rule book (ref pages 91-92). Copyright for 
these Character Flaws is held by Robert Vaessen: website: <http://www.robsworld.org>, email: <robert@robsworld.org>. These 
Character Flaws may not be reproduced on any website or any public online forum. Use of these Character Flaws is restricted to 
private use for anyone playing D&D. These Character Flaws may not be reproduced for any commercial purpose. These Character 
Flaws may not be reproduced without the inclusion of this paragraph/citing credit as noted herein. Wizards of the Coast retains 
copyright/permissions for all official D&D rules. This document does not contain official rules/Wizards of the Coast material.
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