
The Shitbrew
Old School rules in A4 size for narcissists, sexual deviants, and the criminally insane.
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CHARACTER CREATION

STRENGTH − Physical power and muscle. Is applied to attack and dam-
age rolls with melee weapons. It’s also used to open stuck doors. Regard-
less of adjustments, any successful hit will always do at least 1 point of 
damage. All Strength adjustments apply only to hand-to-hand combat.

STR To Hit Modif. Open Doors
3 -3 1-in-6

4−5 -2 1-in-6
6−8 -1 1-in-6
9−12 None 2-in-6
13−15 +1 3-in-6
16−17 +2 4-in-6

18 +3 5-in-6

INTELLIGENCE − Intelligence is the ability to learn and remember 
knowledge, and the ability to solve problems. It denotes the number of 
languages the character can speak and indicates the character’s ability to 
read and write their native languages.

INT Spoken Languages Literacy
3 Native (Broken) Illiterate

4−5 Native Illiterate
6−8 Native Basic
9−12 Native Literate
13−15 Native +1 Literate
16−17 Native +2 Literate

18 Native +3 Literate

WISDOM − The word Wisdom refers to inspiration, intuition, common 
sense, and wits. Is applied to saving throws versus magical effects. These 
adjustments do affect (if magical): Death Ray and Poison, a saving throw 
vs. Turn to Stone, vs. Wands, and vs. Rod, Staff, or Spell.

WIS Magic Saves
3 -3

4−5 -2
6−8 -1
9−12 None
13−15 +1
16−17 +2

18 +3

DEXTERITY − Dexterity measures hand-eye coordination, agility, re-
flexes, and balance. It modifies the character’s AC. It’s applied to attack 
rolls with ranged weapons, but not the damage. Modifies the character’s 
individual initiative roll.

DEX AC Missile Initiative
3 -3 -3 -2

4-5 -2 -2 -1
6-8 -1 -1 -1
9-12 None None None
13-15 +1 +1 +1
16-17 +2 +2 +1

18 +3 +3 +2

CONSTITUTION − Constitution is a combination of health and endur-
ance (the ability to hold up under pressure). The modifier is applied 
when rolling a character’s hit points. A character always gains at least 1 
hit point per Hit Die, regardless of the modifier.

CON Hit Points
3 -3

4-5 -2
6-8 -1
9-12 None
13-15 +1
16-17 +2

18 +3

CHARISMA − Charisma is a combination of appearance, personal 
charm, and leadership ability. Applies when hiring retainers and when 
interacting with intelligent monsters. Determines the number of retain-
ers a character may have at any one time. Determines retainers’ loyalty 
to the character.

Retainers
CHA NPC Reactions Max # Loyalty

3 -2 1 4
4−5 -1 2 5
6−8 -1 3 6
9−12 None 4 7
13−15 +1 5 8
16−17 +1 6 9

18 +2 7 10

PRIME REQUISITE — The ability score (or scores) that are the most im-
portant to the character’s class. The character’s score in these abilities 
can affect the rate at which the character accumulates experience points.

Prime Requisite XP Modifier
3−5 -20%
6−8 -10%
9−12 None
13−15 +5%
16−18 +10%

Character Abilities
All character have a set of six Ability Scores. They are generated by roll-
ing 3d6 and recording the results for each, in order. A player can decide 
to swap the position of one ability score that was rolled with another. 
Each score is explained and gives the following modifiers.
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Character Class
Every player character must choose a class. Most NPC encountered 
will be ‘0’ level Normal Human. Once chose, Character Class cannot 
be changed.

The four human classes are: Cleric, Fighter, Magic-User, and Thief. Oth-
er races are classes unto themselves, called Demi-humans: Dwarves and 
Elves.

It should be noted, these demi-humans are stronger than humans; but 
humankind is predominant in the world, seeing them as completely 
alien and rare.

Class Abilities & Saving Throws
Record any special abilities possessed by your character as a result of 
their class, as well as your character’s saving throws. If your character 
has a spell book, ask your Referee which spells are recorded in it. The 
Referee may allow you to choose.

Attack Values
Find the Character Attacks table and record the scores your charac-
ter needs to hit the various armor classes when in battle.

Hit Points
Determine your character’s Hit Points by rolling the Hit Die of your 
chosen class. Add or subtract your CON Modifier to this, with a mini-
mum final HP of 1. Any creature reduced to 0 hit points (or less) is dead.

When a character attains 9th level, he ceases to gain more hit dice and 
will only receive additional hit points per level thereafter. The number 
of points gained at each level is listed as +1 or +2. This number is not 
adjusted by high or low constitution scores and is merely added to the 
total hit points of the character.

Starting Gold And Equipment
Every character begins with 3d6 × 10 gp. All characters use the starting 
money to buy the equipment. All equipment is assumed to have been 
acquired before play starts.

The Referee should inform the players if there are any restrictions, 
changes, or additions to the equipment tables before characters are cre-
ated.

Armour Class
The character’s ability to avoid damage in combat. AC is determined by 
the character’s armour and their Dexterity score. Lower Armour Class 
scores are better, so bonuses decrease the character’s AC and penalties 
increase it.

Alignment
Each player character must choose an Alignment. There are three Align-
ments: Lawful, Chaotic, and Neutral.
When picking alignments, the characters should know that Chaotics 
cannot be trusted, even by other Chaotics. A Chaotic character does not 
work well with other player characters.

Note that although players should do their best to adhere to their chosen 
Alignment, the Referee will take note when behavior deviates too much 
and may assign a new Alignment more appropriate to actual character 
actions. Deviation from Alignment may also be penalized, as the Ref-
eree sees fit.

LAWFUL − Lawful beings believe in truth and justice. To this end, they 
will follow laws and believe all things must adhere to order. Lawful be-
ings also believe in sacrifice to a greater good and will choose the good 
of a larger group over the good of an individual.

CHAOTIC − Chaotic beings are in direct opposition to Law. These beings 
should seldom be trusted, for they tend to act in “evil” ways and will be 
much more selfish than a neutral being. Chaotic characters believe in 
chance and that there should be no innate order to life.

NEUTRAL − Neutral beings are pragmatic. They believe in a balance 
between the ideas of Law and Chaos and, in their actions, they tend to 
do what will serve themselves. They might commit good or evil acts in 
order to further their own ends and generally will not put others’ needs 
ahead of their own.

Known Languages
Determine the language your character knows; this may depend on 
class. High Intelligence may also grant additional languages (see Lan-
guages).

Level And Experience
Note the player character’s level and experience. If the character starts at 
level 1, his experience total will be ‘0’.

Name
Note the name of the character. Choose a name according to the starting 
setting. 

Character Creation Summary
1. Roll Ability Score

a. Note Bonuses

2. Choose a Character Class

a. Record Class Abilities and Saving Throws

b. Record Attack Values

c. Determine Hit Points

3. Determine Starting Possessions

a. Roll Starting Money

b. Buy Equipment

c. Determine Armor Class

4. Select Alignment

5. Note Known Languages

6. Note Level and Experience

7. Choose a Name
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Cleric vs Undead
The cleric may attempt to “Turn” (scare) the monster. If a cleric Turns 
an undead monster, the monster will not touch the cleric and will flee 
from the area if it can.

When a cleric attempts to Turn one or more of the undead, consult the 
Clerics vs. Undead table. Check the cleric’s level with the type of undead 
encountered. The result will be a dash (“–”), a number, a T or a D. 

If a cleric is successful at Turning or Dispelling some undead monsters, 
the player must roll 2d6 to find how many hit dice of undead monsters 
are affected. If the hit dice total of the undead is greater than the number 
rolled by the cleric, those undead whose hit dice are totally cancelled by 
the cleric’s roll (the weakest) will be affected first (for example, rolling 
a 9 will not Turn two 5HD monsters, only one). A successful attempt 
at Turning undead will always affect at least one undead monster, no 
matter how few hit dice are affected.

Cleric
Clerics are humans who have dedicated themselves to the service of a 
god or goddess, trained in fighting and casting spells. Clerics are strong 
against undead monsters.

Requirements: None
Prime Requisite: WIS
Armour: Any, including shields
Weapons: Only blunt weapons
Languages: Common

Deity Favour
It is very important for clerics to be faithful to the beliefs of their religion 
and alignment. If the cleric goes against his deity, the deity will become 
angered and punish the offender. This punishment can be a -1 penalty on 
“to hit” rolls, a dangerous quest, or refusing to give the cleric any spells 
at all. To regain the favor of the deity, a cleric might to donate money 
and magic items to the religion, build a church or temple, gain large 
numbers of converts, or defeat some great foe of the religion.

Spells
Level XP HD 1 2 3 4 5 6 7

1 0 1d6 − − − − − − −
2 1,500 2d6 1 − − − − − −
3 3,000 3d6 2 − − − − − −
4 6,000 4d6 2 1 − − − − −
5 12,000 5d6 2 2 − − − − −
6 25,000 6d6 2 2 1 1 − − −
7 50,000 7d6 2 2 2 1 1 − −
8 100,000 8d6 3 3 2 2 1 − −
9 200,000 9d6 3 3 3 2 2 1 −

10 300,000 9d6 +1 4 4 3 3 2 1 −
11 400,000 9d6 +2 4 4 4 3 3 2 1
12 500,000 9d6 +3 5 5 5 4 3 2 1
13 600,000 9d6 +4 5 5 5 4 4 3 2
14 700,000 9d6 +5 6 5 5 5 4 4 2

Hit Dice of Monster Type
Level 1 2 2* 3 4 5 6 7-9

1 7 9 11 − − − − −
2 T 7 9 11 − − − −
3 T T 7 9 11 − − −
4 D T T 7 9 11 − −
5 D D T T 7 9 11 −
6 D D D T T 7 9 11
7 D D D D T T 7 9
8 D D D D D T T 7
9 D D D D D D T T
10 D D D D D D D T
11 D D D D D D D D

 
*2 HD monsters with a special ability (i.e. with an asterisk next to their 
HD rating, in the monster description).

“–”: No effect, the cleric cannot Turn that type of undead monster.

Number: The cleric has a chance at Turning some or all of the undead. If 
the 2d6 roll is equal or greater, some of the undead monsters are Turned. 
If the roll is lower, it has no effect.

T: The cleric automatically Turns some or all of the undead monsters.

D: The cleric automatically Dispels (destroys) some or all of the undead 
monsters.

CHARACTER CLASSES
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Fighter
Fighters are humans who train for battle.

Requirements: None
Prime Requisite: STR
Armour: Any, including shields
Weapons: Any
Languages: Common

Their greater endurance (more hit points), strong armor, many weap-
ons, and great strength make them a necessary part of every party of 
adventurers. High level fighters usually spend their time training and 
leading men-at-arms, clearing the wilderness of monsters, and expand-
ing human settlements.

Magic-User
Magic-users are humans who, through study and practice, have learned 
how to cast magic spells.

Requirements: None
Prime Requisite: INT
Armour: None
Weapons: Any
Languages: Common, Alignment

Magic-Users must be cautious at lower levels, for no player can expect 
his or her magic-user character to survive long without protection.

Level XP HD
1 0 1d8
2 2,000 2d8
3 4,000 3d8
4 8,000 4d8
5 16,000 5d8
6 32,000 6d8
7 64,000 7d8
8 120,000 8d8
9 240,000 9d8
10 360,000 9d8 +2
11 480,000 9d8 +4
12 600,000 9d8 +6
13 720,000 9d8 +8
14 840,000 9d8 +10

Spells
Level XP HD 1 2 3 4 5 6 7 8 9

1 0 1d4 1 − − − − − − − −
2 2,500 2d4 2 − − − − − − − −
3 5,000 3d4 2 1 − − − − − − −
4 10,000 4d4 2 2 − − − − − − −
5 20,000 5d4 3 2 1 − − − − − −
6 40,000 6d4 3 2 2 1 − − − − −
7 80,000 7d4 3 3 2 1 − − − − −
8 15,000 8d4 4 3 2 2 1 − − − −
9 300,000 9d4 4 3 3 2 1 − − − −
10 450,000 9d4 +1 4 4 3 2 2 1 − − −
11 600,000 9d4 +2 5 4 3 3 2 1 − − −
12 750,000 9d4 +3 5 4 4 4 3 2 1 − −
13 900,000 9d4 +4 5 5 4 4 3 3 1 1 −
14 1,050,000 9d4 +5 6 5 5 4 4 3 2 1 1
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Thief
Thieves are humans who are trained in the arts of stealing and sneaking. 
They are the only characters who can open locks and find traps without 
using magic to do so. As their name indicates, they do steal — some-
times from members of their own party.

Requirements: None
Prime Requisite: DEX
Armour: Leather, no shields
Weapons: Any
Languages: Common

Back Stab
When striking unnoticed from behind, a thief gains a bonus of +4 on “to 
hit” rolls and inflicts twice the normal amount of damage.

Scroll Use
At 10th level, the thief gains the ability to read Magic-User or elf scrolls 
with a 10% chance the spell will backfire due to the thief ’s imperfect 
understanding of magical writings. This ability only allows the thief to 
cast spells from existing magic scrolls.

Level XP HD
1 0 1d4
2 1,200 2d4
3 2,400 3d4
4 4,800 4d4
5 9,600 5d4
6 20,000 6d4
7 40,000 7d4
8 80,000 8d4
9 160,000 9d4
10 280,000 9d4 +2
11 400,000 9d4 +4
12 520,000 9d4 +6
13 640,000 9d4 +8
14 760,000 9d4 +10

Thief Skills
A thief ’s training includes learning how to pick pockets, climb steep 
surfaces, move silently, hide in shadows, open locks (with a set of 
lockpicks or burglar’s tools), remove small traps (such as poisoned 
needles), read languages, and how to hear noises better than other 
humans. As a thief progresses in level, he or she becomes more proficient 
in these skills. All skills begin with a 1-in-6 chance of success. Thieves 
gain expertise points to improve their chance of success with their skills. 
Each point allocated to a skill improves the chance of success by 1-in-6. 
Multiple points may be allocated to a skill, further increasing the chance 
of success. For example, if 2 points are allocated to a skill, the chance of 
success is raised to 3-in-6 (from the base 1-in-6 chance of success). At 
character creation, a thief has 4 expertise points to allocate. A thief gains 
2 additional expertise points to allocate. No skill may be raised above 
5-in-6. Note that usually the Referee will make rolls for these abilities, 
because a thief is not always aware when he has failed 

▶ OPEN LOCKS may only be tried once per lock. The thief may not “try 
again” on a difficult lock until he or she has gained another level of ex-
perience.

▶ FIND OR REMOVE TRAPS is a double ability. The thief has the listed 
chance of finding a trap (if there is one) and the same chance (if the trap 
is found) of removing it. Either attempt may only be tried once per trap.

▶ PICK POCKETS may be risky. If the Referee rolls a number greater 
than twice the chance of success, the thief ’s attempt is seen. The Referee 
should determine the reaction of any NPC who sees the thief ’s failed 
attempt. The chance of success is reduced by 1-in-6 per three levels of 
the victim (e.g. a 6th level victim reduces success by 2-in-6). A roll of 6 
means that the attempted theft is noticed. The Referee will then roll 2d6 
on the reaction table to determine the intended victim’s reaction.

▶ MOVE SILENTLY will always seem successful to the thief. However, 
the Referee will know whether the thief ’s movement is actually heard by 
nearby enemies, and should have them take action if necessary.

▶ CLIMB SHEER SURFACES, when failed will result in a fall. The thief 
will take 1d6 points of damage for each 10 feet fallen. This roll should 
only be made once per 100’ of climb attempted. If failed, the fall will be 
from halfway up the surface.

▶ HIDE IN SHADOWS cannot be done unless the thief remains perfectly 
still (not moving or attacking). As with move silently above, the thief 
always thinks that he or she is successful in the attempt, but might not 
be. Only the Referee knows for sure!

▶ HEAR NOISE may apply to listening at doors or hearing something 
coming from any direction (such as a wandering monster). To use this 
ability, the thief must tell the Referee that he or she is being quiet and 
trying to hear noise. During a battle, however, there is too much noise 
for anyone to hear anything unusual.

▶ READ LANGUAGES: Thieves have the ability to read languages from 
1st level and may improve their chance of success as with all other skills. 
The thief can read languages (including simple codes, dead languages, 
treasure maps, and so on, but not magical writings). If the attempt to 
read a given piece of writing fails, the thief must gain at least one level 
before another attempt to read it is allowed.
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Dwarf
Dwarves are short, stocky demi-humans about four feet tall. All dwarves 
have long beards. They weigh about 150 pounds. Stubborn but practical, 
dwarves love hearty meals and strong drink. They value good crafts-
manship, and are very fond of gold. Dwarves are sturdy fighters and are 
especially resistant to magic.

Requirements: Minimum CON 9
Prime Requisite: STR
Armour: Any, including shields.
Weapons: Any, normal sized.
Languages: Common, Dwarvish, Gnomish, Kobold, Goblin, Orc.

Detect Room Traps
As expert constructors, dwarves have a 2-in- 6 chance of being able to 
detect non-magical room traps when searching.

Detect Construction Tricks
As expert miners, dwarves have a 2-in- 6 chance of being able to detect 
new construction, sliding walls, or sloping passages when searching.

Elf
Elves are slender, graceful demi-humans with delicate features and 
slightly pointed ears. They are 5 to 5 ½ feet tall and weigh about 120 
pounds. They rarely visit the cities of men. Elves are fascinated by magic 
and never grow tired of collecting spells and magic items, especially if 
the items are beautifully crafted. Elves can cast spells like a magic-user, 
and use the same spell list. Elves cannot be paralyzed by the attacks of 
ghouls.

Requirements: Minimum INT 9
Prime Requisite: STR and INT
Armour: Any, including shields
Weapons: Any
Languages: Common, Elvish, Orc, Hobgoblin

▶ To gain 5% bonus experience, both STR and INT must be 13. To gain 
the 10% bonus, STR must be 13 and INT must be 16 minimum.

Detect Secret Doors
When looking for secret or hidden doors, elves 2-in-6 chance to find 
them. 

Level XP HD
1 0 1d8
2 2,200 2d8
3 4,400 3d8
4 8,800 4d8
5 17,000 5d8
6 35,000 6d8
7 70,000 7d8
8 140,000 8d8
9 270,000 9d8
10 400,000 9d8 +3
11 530,000 9d8 +6
12 660,000 9d8 +9

Spells
Level XP HD 1 2 3 4 5 6 7 8 9

1 0 1d6 1 − − − − − − − −
2 4,000 2d6 2 − − − − − − − −
3 8,000 3d6 2 1 − − − − − − −
4 16,000 4d6 2 2 − − − − − − −
5 32,000 5d6 3 2 1 − − − − − −
6 64,000 6d6 3 2 2 1 − − − − −
7 120,000 7d7 3 3 2 1 − − − − −
8 250,000 8d6 4 3 2 2 1 − − − −
9 400,000 9d6 4 3 3 2 1 − − − −
10 600,000 9d6 +2 4 4 3 2 2 1 − − −

Halfling
Halflings are small, good-natured demi-humans averaging only 3 feet 
in height and weighing about 60 pounds. They are outgoing but not un-
usually brave, seeking treasure as a way of gaining the comforts of home 
which they so dearly love.

Requirements: Minimum CON 9, minimum DEX 9
Prime Requisite: DEX and STR
Armour: Any small sized, including shields.
Weapons: Any, small sized.
Languages: Common, Alignment.

▶ To gain 5% bonus experience, STR or DEX must be 13. To gain the 10% 
bonus, both STR and DEX must be 13 or higher.

Defensive Bonus
Due to their small size, halflings gain a +2 bonus to Armour Class when 
attacked by large opponents (greater than human-sized).

Level XP HD
1 0 1d6
2 2,000 2d6
3 4,000 3d6
4 8,000 4d6
5 16,000 5d6
6 32,000 6d6
7 64,000 7d6
8 120,000 8d6

Hiding
Halflings have an uncanny ability to disappear from sight: In woods or 
undergrowth, a halfling can hide with a 90% chance of success. In dun-
geons, a halfling can hide in shadows or behind other forms of cover. 
The chance of success is 2-in-6. Hiding requires the halfling to be mo-
tionless.
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Class and Level Attack Rolls

Fighter
Cleric
Thief Magic-User -3 -2 -1 0 1 2 3 4 5 6 7 8 9

1-3 1-4 1-5 20 20 20 19 18 17 16 15 14 13 12 11 10
4-6 5-8 6-10 20 19 18 17 16 15 14 13 12 11 10 9 8
7-9 9-12 11-15 17 16 15 14 13 12 11 10 9 8 7 6 5

10-12 13-16 16-20 15 14 13 12 11 10 9 8 7 6 5 4 3
13-15 17-20 21-25 13 12 11 10 9 8 7 6 5 4 3 2 2
16-18 21-24 26-30 11 10 9 8 7 6 5 4 3 2 2 2 2
19-21 25-28 31-35 9 8 7 6 5 4 3 2 2 2 2 2 2
22-24 29-32 36 7 6 5 4 3 2 2 2 2 2 2 2 2
25-27 33-36 – 5 4 3 2 2 2 2 2 2 2 2 2 2
28-30 – – 3 2 2 2 2 2 2 2 2 2 2 2 2
31-33 – – 2 2 2 2 2 2 2 2 2 2 2 2 2
34-36 – – 2 2 2 2 2 2 2 2 2 2 2 2 2

High-Level Play
Human character classes are listed as having a maximum level of 14. 
This range of levels presents the best play experience, in terms of chal-
lenge and reward. Some groups, however, may wish to continue play 
into the extremely high levels beyond. This must be considered carefully, 
as demihuman PCs will be left behind, due to their strict level limits. If 
the referee allows continued play into higher levels, the following guide-
lines—allowing human characters to advance to a maximum of 36th 
level—may be used.

CLERICS − Require an additional 100,000 XP per level beyond 14th and 
gain 1 hit point per level gained. Spells of higher levels become available 
as the character advances.

FIGHTERS − Require an additional 120,000 XP per level beyond 14th 
and gain 2 hit points per level gained. Fighters of 20th level may make 
two attacks per round. This increases to three attacks per round at 25th 
level and four per round at 30th level.

MAGIC-USERS − Require an additional 150,000 XP per level beyond 
14th and gain 1 hit point per level gained. Spells of higher levels become 
available as the character advances.

THIEVES − Require an additional 120,000 XP per level beyond 14th and 
gain 2 hit points per level gained. Additional skills become available to 
high-level thieves, including the ability to climb upside down or hori-
zontally, voice skills such as mimicry and ventriloquism, and other skills 
of deception.
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EQUIPMENT AND WEALTH

Armor Cost Weight AC 
Banded Mail 50gp 450 4
Barding (horses) 150gp 600 5 
Chain Mail 40gp 400 5 
Full Plate 1,000gp 700 2
Leather 20gp 200 7 
Plate Mail 60gp 500 3
Shield 10gp 100 (-1)*

*Deduct 1 from Armor Class number if shield is used.

▶ Armor Class may be lowered (improved) by Dexterity and magical 
bonuses. A fighter with a Dexterity score of 16 (a -2 adjustment), plate 
mail +1, and a shield +1 would have a total Armor Class of -2. Magical 
protection pluses are always subtracted from the number of the Armor 
Class.

Melee Weapons Cost Weight Damage
Whip 10gp 50 1d2
Club 3gp 50 1d4
Normal Dagger 3gp 10 1d4
Silver Dagger 30gp 10 1d4
Staff 2gp 40 1d4
Hand Axe 4gp 30 1d6
Lance 5gp 150 1d6
Mace 5gp 30 1d6
Short Sword 7gp 30 1d6
Spear 3gp 30 1d6
War Hammer 5gp 30 1d6
Battle Axe* 7gp 50 1d8
Morning Star 10gp 30 1d8
Sword 10gp 60 1d8
Flail 20gp 40 1d10
Pole Arm* 7gp 150 1d10
Sword* 15gp 150 1d10

*Two-handed

Adventuring Gear Cost
Backpack 5gp
Barrel 1gp
Bedroll 2gp
Bell (miniature) 1gp
Belt pouch 1gp
Block and tackle 5gp
Box (iron, large) 30gp
Box (iron, small) 10gp
Caltrops (bag of 20) 1gp
Candles (10) 1gp
Chain (10’) 30gp
Chalk (10 sticks) 1gp
Chest (wooden, large) 5gp
Chest (wooden, small) 1gp
Chisel 2gp
Cooking pots 3gp
Crowbar 10gp
Firewood (bundle) 1gp
Fishing rod and tackle 4gp
Flask of oil 2gp
Garlic 5gp
Grappling Hook 25gp
Hammer (small) 2gp
Holy symbol (gold) 100gp
Holy symbol (silver) 25gp
Holy symbol (wooden) 1gp
Holy Water (1 vial) 25gp
Ink (vial) 1gp
Iron Spikes (12) 1gp
Ladder (wooden, 10’) 5gp
Lantern 10gp
Lantern, bullseye 20gp

Adventuring Gear Cost
Lock 20gp
Magnifying glass 3gp
Manacles 15gp
Marbles (bag of 20) 1gp
Mining pick 3gp
Mirror (hand-sized, steel) 5gp
Musical instrument (string) 20gp
Musical instrument (wind) 5gp
Paper/parchment (2 sheets) 1gp
Pole, Wooden (10’ long) 1gp
Quill 1gp
Iron Rations (preserved food) 15gp
Standard Rations (unpreserved food) 5gp
Rope (50’ length) 1gp
Small Sack 1gp
Large Sack 2gp
Saw 1gp
Scroll case 1gp
Sledgehammer 5gp
Spade or shovel 2gp
Stakes (3) and Mallet 3gp
Tent 20gp
Thieves’ Tools 25gp
Tinder Box (flint & steel) 3gp
Torches (6) 1gp
Twine (100’ ball) 1gp
Vial (glass) 1gp
Water/Wine Skin 1gp
Whistle 1gp
Wine (1 quart) 1gp
Wolvesbane (1 bunch) 10gp
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Ranges (in feet)
Missile Weapons Cost Weight Damage Short (+1) Medium Long (-1)
Javelin 1gp 10 1d4 5-20 21-40 41-60
Sling 2gp 5 1d4 5-40 41-80 81-160
30 Sling Stones − − − − − −
Long Bow 40gp 30 1d6 5-70 71-140 141-210
Short Bow 25gp 30 1d6 5-50 51-100 101-150
Quiver with 20 arrows 5gp − – − − −
1 silver-tipped arrow 5gp − − − − −
Spear 3gp 30 1d6 5-20 21-40 41-60
Crossbow 30gp 50 1d6 5-80 81-160 161-240
Case with 30 quarrels 10gp − − − − −
Axe* or Dagger* − − − 5-10 11-20 21-30
Oil* or Holy Water* − − − − − −
Net 5gp 10 − 5-10 11-20 21-30

*Thrown weapons

Encumbrance Movement Rate
Up to 400 coins 120’ (40’)
Up to 600 coins 90’ (30’)
Up to 800 coins 60’ (20’)
Up to 1,600 coins 30’ (10’)

Encumbrance - quick reference
A person can only carry a limited amount of weight before being over-
loaded and unable to move. Weight is measured in coins (cn), since all 
coin types are equal in weight and coins are the most common of trea-
sures. Ten coins weigh one pound.

The weight of coins and other treasure carried is tracked. The weight of 
the character’s armour and weapons is also tracked (the weight of these 
items is listed in the equipment list). Miscellaneous adventuring gear 
(backpack, spikes, sacks, etc.) may be counted as 80 coins of weight. 
The Referee will need to determine the encumbrance of other items that 
characters might want to carry, such as a wounded character. Characters 
carrying more than 1,600 coins of weight are overloaded and unable to 
move.

The character’s movement rate is based on the total weight of all signifi-
cant items carried, including treasure, weapons, and armour.

Wealth
Successful characters accumulate wealth from the spoils of their adven-
tures. Treasure may take many forms, but often the most useful form of 
treasure is money.

Money and Coins
All characters start with 3d8×10 gold pieces. The most common coin is 
the gold piece (gp). A gold piece is worth 2 electrum pieces (ep), or 10 
silver pieces (sp). Each silver piece is worth 10 copper pieces (cp). In ad-
dition to copper, silver, electrum, and gold coins, there are also platinum 
pieces (pp), which are each worth 10 gp. The standard coin weighs about 
1/10th of a pound (10 to the pound).

Inheritance
If the Referee wishes, a player may name an heir to inherit his or her 
worldly possessions upon the death of the character. The local author-
ities will, of course, take 10% in taxes, before giving the inheritance to 
the heir. This heir must always be a newly rolled up first level character. 
This “inheritance” should only occur once per player.

Domains
When characters have amassed sufficient wealth, they will often wish to 
construct a base or stronghold and possibly found a domain.

1 pp 1 gp 1 ep 1 sp 1 cp
Value in pp 1 1/5 1/10 1/50 1/500
Value in gp 5 1 1/2 1/10 1/100
Value in ep 10 2 1 1/5 1/50
Value in sp 50 10 5 1 1/10
Value in cp 500 100 50 10 1
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FLAIL − This is a bludgeoning weapon derived from the agricultural flail 
with a striking head connected to the haft by a flexible chain. Flails are 
usable with one or two hands.

FLASK OF OIL − Oil is burned in a lantern to give light. It may also be 
thrown at monsters or poured on the floor and lit to delay pursuit.

FULL PLATE − Perfectly interlocking plates of metal over a backing of 
chain mail and padding. A suit of full plate armour must be crafted on 
request, and is tailored and balanced for a specific individual. Wearing 
another person’s full plate armour is awkward and only grants AC 3.

GRAPPLING HOOK − A large 3 or 4 pronged hook, made of specially 
hardened iron, used to anchor a rope.

HAMMER (small) − A hammer is useful to pound iron spikes into the 
wall or floor.

HOLY SYMBOL − Some divine spell casters are required to own a holy 
symbol, often worn as a necklace. The quality of a holy symbol may op-
tionally alter its effectiveness when used by a character attempting to 
turn the undead. A gold holy symbol grants a +1 bonus to the 2d6 roll 
for the affected Hit Dice of undead monsters. A wooden holy symbol 
incurs a –1 penalty to the 2d6 roll which determines the success of the 
turning attempt.

HOLY WATER − Water from a holy spring. It is used in some religious 
rituals and inflicts damage on undead monsters. Holy water does not 
retain its power if stored in any other container than the special vials it 
is blessed in.

INK − A vial of black ink. Coloured ink costs double. Sufficient for about 
50 pages of writing.

IRON SPIKES − Iron spikes are used to wedge doors open or shut, or to 
provide an anchoring point for a rope.

JAVELIN − Javelins are short spears, 3’ to 6’ long, designed for throwing.

LADDER − Simple wooden construction. Very encumbering.

LANCE − Lances are long spears, 12’ to 16’ in length, designed for mount-
ed warriors. Despite their length, they are used one-handed.

LANTERN − A lantern burns one flask of oil in four hours (24 turns), 
giving light in a 30’ radius. Lanterns can be shuttered to prevent the light 
from being seen and to protect the flame from strong winds.

LANTERN, BULLSEYE − Can be closed to hide the light. Burns one oil 
flask every four hours (24 turns). Casts light in a narrow beam, 100’ long 
and 20’ wide at the end.

LEATHER ARMOR − Leather armor is made of hardened leather or 
laminated linen. Leather armor usually consists of spaulders (shoulder 
armor), cuirass, and tassets (flaps covering the groin and thighs). It is 
lighter but less protective then more reinforced leather armors such as 
ring mail.

LOCK − A basic iron lock with a key.

MACE − A mace is a bludgeoning weapon consisting of a 2’ to 3’ wood 
or metal shaft and a heavy stone or metal head, usable with one or two 
hands.

MAGNIFYING GLASS − Used for studying fine details.

MANACLES − Iron manacles with a chain. Used for binding hands or 
feet.

MARBLES − A bag of colorful glass beads.

MINING PICK − For breaking rock.

MIRROR − A mirror is used to reflect the petrifying gaze of a medusa, or 
similar creature, or to look at things indirectly.

MORNING STAR − This is any type of large mace-liked weapon with a 
spiked metal head.

EXPLANATION OF EQUIPMENT
AXE, BATTLE − This is a single- or double-bitted axe with a 24” to 48” 
haft, designed for battle and usable with one or two hands.

AXE, HAND − This is a single-bitted axe, with a 12” to 24” haft, balanced 
for throwing.

BACKPACK − A backpack can hold up to 400 coins. The shoulder straps 
of the pack leave the character’s hands free for other actions.

BANDED MAIL − Horizontal bands of metal riveted to a padded leather 
backing, with sections of chain mail at the joints.

BARREL − A wooden barrel that holds 40 gallons (320 pints) of liquid.

BARDING − This is horse armor of leather and metal plates that gives a 
horse Armor Class 5. The encumbrance for barding is 600 cn.

BEDROLL − A heavy wooden blanket with a small pillow.

BELL − A 1” brass bell.

BELT POUCH − A leather pouch that holds up to 50 coins.

BLOCK AND TACKLE − Used for hauling or lifting heavy objects. Re-
duces the effective weight by 1/4. Requires 4 times as much rope.

BOX, IRON − A solid iron casket. A large box can hold up to 800 coins; 
a small box can hold up to 250 coins.

BOW, LONG − A long bow is made from a single piece of wood, as tall as 
the person who uses it. Longbows require substantial strength (STR 9 or 
more) and cannot be used by mounted troops.

BOW, SHORT − A short bow is made from a single piece of wood, usual-
ly around 4’ tall. Shortbows lack the range and power of longbows, but 
are cheap and fast to make.

CALTROPS − Small metal spikes sufficient to cover a 5’ square area. 
Creatures moving through the area have a 2-in-6 chance of treading on 
a spike. Victims suffer a 50% reduction of movement rate until they are 
healed.

CANDLE − A candle casts a dim light in a 5’ radius and burns for 1 hour.

CHAIN − A 10’ length of heavy, iron chain.

CHAIN MAIL ARMOR − Chain mail is made of small metal rings linked 
together in a pattern to form a mesh. Chain mail is superior in protec-
tion to leather-based armors but inferior to metal plate armors. Chain 
mail is commonly worn as a shirt and coif, with lighter chain, ring mail, 
or hardened leather protecting the arms and legs.

CHALK − Useful for making markings on stone.

CHEST, WOODEN − A large chest can hold up to 1,000 coins; a small 
chest can hold up to 300 coins.

CHISEL − Used with a hammer for chipping away stone.

CLUB − A club is any simple bludgeon used to batter opponents.

COOKING POTS − Pots and pans for campfire cooking.

CROSSBOW − A crossbow is a bow mounted cross-wise on a stock with 
a trigger. It fires squat projectiles called bolts or quarrels. Crossbows are 
light enough to pull by hand or with a quick drawing lever and are much 
easier to use than bows.

CROWBAR − A one inch thick, specially hardened, iron bar used for 
prying open such objects as chests or windows. A crowbar is 2-3 feet 
long.

DAGGER − A dagger has a small 6” to 12” blade, either single-edged for 
cutting, or doubled edged for stabbing. Daggers may be used in melee 
or for throwing.

FIREWOOD − A bundle of dry wood. Burns for 8 hours.

FISHING ROD AND TACKLE − A rod, line, hook, and bait box.
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MUSICAL INSTRUMENT − A stringed instrument (e.g. a lute or mando-
lin) or a wind instrument (e.g. a flute or pipe). The listed price is for an 
instrument of basic quality. Higher quality instruments can cost up to 
ten times as much.

NET − A 6’ square mesh of cord. Thrown to entangle a human-sized or 
smaller target. May be used by clerics. On a successful hit, the target 
must save versus paralysis or be unable to move or act. A new save is 
allowed each round to escape.

PAPER OR PARCHMENT − Approximately 1’-square sheets.

PLATE ARMOR − Plate armor is made from large metal plates worn 
over the chest and vital areas. Chain mail or other protective covering 
may cover exposed joints. Plate armor provides superior protection over 
banded plate and lamellar, having larger plates sewn onto a stronger 
backing.

POLE ARM − Pole arms are two-handed slashing and piercing weapons 
with a metal head and a long wooden shaft. Pole arms range in length 
from 6’ to 21’. Pole arms can be used to attack from the second rank in 
melee, and inflict double damage when used in or against a charge, but 
impose a -1 penalty on initiative rolls.

POLE. WOODEN (10’ long) − A thick (2” diameter) pole that is useful 
for probing pools, piles of rags, etc.

QUILL − A large feather sharpened into a writing point.

RATIONS, IRON − Preserved food for one person for one week.

RATIONS, STANDARD − Unpreserved food for one person for one week. 
Rations are sometimes thrown to monsters to delay pursuit.

ROPE (50’ length) − A heavy climbing rope that can support about 
three fully loaded men.

SACK, LARGE − A large sack holds 600 coins. This is a 2’× 4’ bur-
lap, cloth, or leather bag. It is normally carried over the shoulder and 
dropped when combat begins.

SACK, SMALL − A small sack holds 200 coins. This is a 1’×2’ burlap, 
cloth, or leather bag. It is often tied to a belt or spearhead.

SADDLE BAG − A saddle bag holds 300 coins.

SAW − A hand saw for cutting wood.

SCROLL CASE − An oiled leather tube with a cap. Not completely wa-
tertight.

SHIELD − A character with a shield equipped has his Armor Class in-
creased by 1 point. A shield does not protect a character that is surprised, 
retreating, or attacked from behind, however.

SLEDGEHAMMER − A big heavy hammer for breaking rock.

SLING − A sling is a projectile weapon, made of braided flax, hemp or 
wool cord, used to hurl small stones or lead bullets.

SPADE OR SHOVEL − For excavating earth.

SPEAR − Wooden shafts, 6’ to 8’ in length, with metal heads designed 
for thrusting, spears are the main weapon of the common soldier. Spears 
can be used one- or two-handed. Characters armed with spears can at-
tack from the second rank in melee and inflict double damage when 
used in or against a charge.

STAFF − A staff is a common weapon made from a stick of hardwood 4’ 
to 6’ long, and used two-handed. (A one-handed staff is a club.)

STAKES AND MALLET − This includes three large (18”) wooden stakes 
and a mallet to drive them with. These are useful for destroying vam-
pires.

SWORD − The classic weapon of knights and kings, the sword includes 
straight and curved slashing and thrusting blades of 30” to 40” in length 
usable with one or two hands.

SWORD, SHORT − The short sword includes straight and curved slash-
ing and thrusting blades, generally less than 30” in length, meant to be 
used with one hand.

SWORD, TWO-HANDED − The two-handed sword includes straight and 
curved slashing and thrusting blades, 40” or more in length, requiring 
two hands to use effectively. Two-handed swords impose a -1 penalty on 
initiative rolls.

TENT − Large enough for 2 adult humans.

THIEVES’ TOOLS − A thief must have this small case of lockpicks to use 
his “Open Locks” ability.

TINDERBOX − A tinderbox holds flint, steel, and tinder. It is used to 
start fires, light torches, etc. It takes one round to use a tinderbox, and 
the attempt will succeed on a 1d6 roll of 1 to 2.

TORCH − A torch casts light in a 30’ radius for one hour (six game 
turns). When wielded as a weapon, it hits for 1d4.

TWINE − A wound ball of thin cord or string. Can support up to 30 
pounds of weight.

VIAL − A glass vial that can hold up to half a pint of liquid.

WARHAMMER − A warhammer is a bludgeoning weapon with a 2’ to 3’ 
wooden or metal shaft and a broad metal head shaped like a hammer. It 
is designed for crushing armor, and usable with one or two hands.

WHIP − A 10’ long strap of braided leather. On a successful attack, the 
attacker must decide to either inflict damage or entangle the target. En-
tangle: the target must save versus paralysis or be unable to move or act. 
A new save is allowed each round to escape.

WHISTLE − Useful for signaling or faking bird calls.

WOLFSBANE − This herb can be used to repel lycanthropes. The crea-
ture must be hit with the herb in melee combat.
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VEHICLES AND MOUNTS
Game Statistics
HULL POINTS (hp) — The vehicle’s structural integrity and ability to 
keep moving when damaged. Analogous to a character’s hit points. A 
vehicle that reaches 0 hull points is destroyed.

ARMOUR CLASS (AC) − The vehicle’s ability to resist damage from at-
tacks.

MOVEMENT RATE − The speed at which the vehicle can move. Every 
vehicle has a base movement rate and an encounter movement rate 
(noted in parentheses). The encounter movement rate is one third of the 
base movement rate.

CARGO CAPACITY − The maximum load the vehicle can carry, mea-
sured in coins.

REQUIRED CREW − The number of people or animals (e.g. sailors, oars-
men, horses) required for the vehicle’s normal operation.

PASSENGERS OR MERCENARIES − Some vehicles have extra space 
aboard specifically intended to carry passengers or mercenaries in addi-
tion to the normal crew. If a vehicle’s description does not mention this 
space for passengers, it is assumed to only have space for the crew— the 
Referee may rule that cargo hold space could be converted into addi-
tional living quarters.

SEAWORTHINESS − Water vessels are divided into two categories, each 
behaving differently under different wind conditions. Seaworthy vessels 
are suitable for use on the high seas, away from coastal waters. Unsea-
worthy vessels are restricted to rivers, lakes, or coastal waters.

Damaging Vehicles
In combat, attacks and damage may be directed at vehicles in addition 
to characters and monsters.

Unless noted in a vehicle’s description, attacks with normal weapons 
(e.g. bows, swords, etc.) do not inflict hull damage.

Damaging spells or magical attacks inflict one point of hull damage per 
five points of normal hit point damage the attack does.

Giant monsters can damage vehicles, inflicting one point of hull damage 
per five points of normal hit point damage the attack does.

Some vehicles carry mounted weaponry specifically designed for vehi-
cle-to-vehicle combat. Such weapons inflict hull damage directly.

Effects of Hull Damage
When a vehicle loses hull points, its movement rate is also affected. This 
may be due to structural damage influencing how the vehicle moves or, 
in the case of water vessels, due to taking on water.

For every 10% a vehicle is reduced from its maximum hull points, its 
movement rate is reduced by an equal percentage. For example, if a ve-
hicle loses 20% of its hull points, its movement rate is reduced by 20%.

If a vehicle is reduced to 0 hull points it will lose its structural integrity 
in 1d10 rounds (e.g. a water vessel sinks). Any mounted weaponry is no 
longer functional.

In a workshop, a vehicle damage can be repaired by experienced techni-
cians working in a suitable workshop or dock.

In the field, a vehicle’s crew can repair up to half of any damage sus-
tained. Remaining damage can only be repaired in a suitable workshop 
or dock. It takes five crew-members one turn to repair one hull point. 
This task requires full attention, so any crew involved in repair cannot 
take any other action during a turn repairing a vessel. Because repairs 
at sea were makeshift, no more than ½ the damage sustained by a vessel 
can be repaired until the vessel returns to a port facility.

Boarding
If both ships’ crews want to grapple, the attempt is automatic. If only 
one ship’s crew wants to grapple, a 1 or 2 must be rolled on a 1d6 for 
success. Grappling may be attempted each round that the ships are adja-
cent. Once the ships are grappled, the boarding battle is fought just like 
a large melee; however, attackers boarding a ship attack and defend at 
-2 during the round they are boarding. The boarding action continues 
until the crew of one ship is killed or surrenders.

Rowed Water Vessels
Some rowed vessels may have an increased encounter movement rate. 
This represents the great effort on the part of the oarsmen that may be 
exerted during combat. Such speeds cannot be maintained for long pe-
riods, thus the per turn and per day movement rates of such vessels are 
much slower.

Having less than the required number of oarsmen reduces a vessel’s 
speed.

For every 10% reduction in the available rowing crew, the vessel’s row-
ing speed is reduced by an equal percentage. For example, if 10% of the 
oarsmen are being used to repair hull damage, the vessel moves at 90% 
of its normal speed (i.e. 10% slower than normal).



16

Land Transport
Item Cost
Camel 100gp
Cart (2 wheels) 100gp
Horse, Draft 40gp
Horse, Riding 75gp
Horse, War 250gp
Mule 30gp
Saddle and Bridle 25gp
Saddle Bags 5gp
Wagon (4 wheels) 200gp

SADDLE BAG − A saddle bag holds 300 coins.

Camel
Camels are ill-tempered beasts, prone to biting and kicking any crea-
ture that gets in their way, including their masters. They often kick with 
one leg. They are used as pack and riding animals in deserts and bar-
ren lands, treating these as clear terrain. A camel may carry up to 3,000 
coins of weight and still move at normal speed, but the maximum load 
that can be carried is 6,000 coins at half speed. A well-watered camel 
may travel for 2 weeks without drinking.

AC 7, HD 2, Att 1 bite (1), 1 hoof (1d4), MV 150’ (50’), SV D12 W13 P14 
B15 S16, ML 7, AL Neutral, NA 0 (2d4), % Nil, TT Nil

Horse, Draft
This is a large horse bred for its sturdiness and endurance. It is used pri-
marily for plowing, pulling wagons and as a pack animal. A draft horse 
can carry a normal load of 4,500 cn and a maximum load of 9,000 cn 
(movement reduced by half ). A draft horse will not fight; if attacked, it 
will attempt to flee.

AC 7, HD 3, Att Nil, MV 90’ (30’), SV D12 W13 P14 B15 S16, ML 6, AL 
Neutral, NA Nil, % Nil, TT Nil

Horse, Riding
This type of horse is smaller than a draft horse or a war horse but is 
capable of carrying a rider for a greater distance. A riding horse is noted 
for its ability to exist anywhere there is grass to feed on. Any wild horse 
can become a riding horse, if tamed. The amount of weight the horse can 
carry and still move at normal speed is 3,000 cn. The maximum weight 
that can be carried is 6,000 cn at half movement.

AC 7, HD 2, Att 2× hoof (1d4), MV 240’ (80’), SV D12 W13 P14 B15 S16, 
ML 7, AL Neutral, NA 0 (10d10), % Nil, TT Nil

Horse, War
This type of horse is bred for its warlike temperament and strength. It 
cannot be ridden long distances at high speed, but is powerful in a short 
charge. A war horse can carry 4,000 cn at full speed and 8,000 cn at half 
speed. When charging, a rider employing a lance will do double damage 
(if a hit is successful), although the horse may not fight at the same time. 
After the first (charging) round, both rider and horse can fight normally.

AC 7, HD 3, Att 2× hoof (1d6), MV 120’ (40’), SV D12 W13 P14 B15 S16, 
ML 9, AL Neutral, NA Nil, % Nil, TT Nil

Mule
A mule is a crossbreed between a horse and a donkey. Mules are stub-
born, and if bothered or excited they may either bite or kick. If the Ref-
eree permits it, mules can be taken into dungeons. A mule can carry a 
normal load of 2,000 coins (or 4,000 coins at most, with its move re-
duced to 60’/turn). Mules cannot be trained to attack, but will fight in 
their own defense.

AC 7, HD 2, Att 1 kick (1d4) or 1 bite (1d3), MV 120’ (40’), SV D12 W13 
P14 B15 (NH), ML 8, AL Neutral, NA 1d8 (2d6), % Nil, TT Nil

ANIMALS OF BURDEN

LAND VEHICLES
Cart − This may be pulled by one or two draft horses (or 2 or 4 mules) 
at a rate of 60’ per turn. A cart will carry 4,000 cn weight when drawn by 
a single horse and 8,000 cn with two. A cart may move through deserts, 
mountains, forests or swamps only on a road.

Wagon − A wagon may be pulled by 2 or 4 draft horses (or 4 or 8 mules) 
at the same speed as a cart. Two creatures will be able to pull a load of 
15,000 cn, while 4 creatures may pull a load of 25,000 cn. The same terrain 
restrictions for a cart apply to a wagon.
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Water Transport
Cargo 

CapacityVessel Cost Usage Length Beam Draft
Lifeboat 1,000gp 15,000 Any 20’ 4’-5’ 1’-2’
Longship 15,000gp 40,000 Any 60’–80’ 10’–15’ 2’–3’
Sailing Ship, large 20,000gp 300,000 Coastal waters, open seas 100’–150’ 25’–30’ 10’–12’
Sailing Ship, small 5,000gp 100,000 Coastal waters, open seas 60’–80’ 20’–30’ 5’–8’
Troop trans, large 26,600gp 300,000 Coastal waters, open seas 100’–150’ 25’–30’ 10’–12’
Troop trans, small 6,600gp 100,000 Coastal waters, open seas 60’–80’ 20’–30’ 5’–8’
Warship, large 26,600gp 300,000 Coastal waters, open seas 100’–150’ 25’–30’ 10’–12’
Warship, small 6,600gp 100,000 Coastal waters, open seas 60’–80’ 20’–30’ 5’–8’

Seaworthy vessels

Unseaworthy vessels Cargo 
CapacityVessel Cost Usage Length Beam Draft

Boat, river 4,000gp 30,000 Rivers, lakes 20’–30’ 10’ 2’–3’
Boat, sailing 2,000gp 20,000 Lakes, coastal waters 20’−40’ 10’–15’ 2’–3’
Canoe 50gp 6,000 Rivers, swamps 15’ 3’ 1’
Galley, large 30,000gp 40,000 Coastal waters 120’–150’ 15’–20’ 3’
Galley, small 10,000gp 20,000 Coastal waters 60’–100’ 10’–15’ 2’–3’
Galley, war 60,000gp 60,000 Coastal waters 120’–150’ 20’–30’ 4’–6’
Raft, makeshift − 50/sq. ft. Rivers, lakes Varies Varies ½’
Raft, professional 1gp/sq. ft. 100/sq. ft. Rivers, lakes Varies Varies ½’

Descriptions
BOAT, RIVER − Riverboats are either rowed or pushed with poles. The 
cost of the boat increases by 1,000gp if it has a roof (to protect passen-
gers or cargo).

BOAT, SAILING − A small boat typically used for fishing in lakes or 
coastal waters.

CANOE − A small boat made of hide or canvas stretched over a wooden 
frame. Because of its small size and lightweight construction, a canoe 
may be carried by two people (weighing 500 coins).

GALLEY, LARGE − A long ship with a shallow draft and a single, square-
sailed mast.

GALLEY, SMALL − A ship with a shallow draft and a single, square-
sailed mast.

GALLEY, WAR − A large, specially constructed galley that is generally a 
fleet’s flagship. War galleys are always fitted with a ram (comes with the 
basic cost) and have a full deck above the rowers. They have two masts 
and 10’–20’ wide wooden towers rising 15’–20’ above the bow and stern.

LIFEBOAT − A small boat with a mast that folds down for storage. A 
small ship usually has 1–2 lifeboats, while larger ships may have 3–4. A 
lifeboat weighs 5,000 coins and reduces the cargo capacity of the ship 
on which it is carried by this much. A lifeboat is usually equipped with 
rations to feed ten human-sized beings for one week.

LONGSHIP − A narrow ship which may be used in rivers, coastal waters, 
or the open seas. A longship may be rowed or sailed, depending on the 
conditions. The crew typically fill the role of oarsmen, sailors, and fight-
ers, as needed.

RAFT, MAKESHIFT − Given sufficient wood, characters may build a 
makeshift raft in 1–3 days per 10’ square section (up to a maximum size 
of 20’ × 30’).

RAFT, PROFESSIONAL − A professionally built raft has raised sides, a 
basic steering oar, and some form of shelter for goods or passengers. 
Such a raft may be up to 30’ × 40’. Professionally built rafts are some-
times floated downstream with cargo and then broken down and sold 
for the value of their wood (25cp per square foot).

SAILING SHIP, LARGE − A large, seaworthy vessel with up to three 
masts. Usually has multiple decks and raised “castles” at the bow and 
stern.

SAILING SHIP, SMALL − A small, seaworthy vessel with a single mast.

TROOP TRANSPORT (large, small) − These ships have similar di-
mensions and characteristics to normal sailing ships, but are specially 
designed to carry troops, mounts, and equipment of war as their cargo.

WARSHIP (large, small) − These ships have similar dimensions and 
characteristics to normal sailing ships, but are specially designed to car-
ry mercenaries and war gear.

❧ A ship’s beam is its width and its draft is the 
depth it extends beneath the water.
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Rowing (Oarsmen) Sailing (Sailors)

Vessel
Requires 
Captain Req. Crew Miles/Day

Movement 
Rate Req. Crew Miles/Day

Movement 
Rate

Boat, river No 8 36 180’ (60’) − − −
Boat, sailing No − − − 1 72 360’ (120’)
Canoe No 1** 18 90’ (60’) − − −
Galley, large Yes 180 18 90’ (90’) 20 72 360’ (120’)
Galley, small Yes 60 18 90’ (90’) 10 90 450’ (150’)
Galley, war Yes 300 12 60’ (60’) 30 72 360’ (120’)
Lifeboat No − − − 1** 18 90’ (30’)
Longship Yes 60* 18 90’ (90’) 75* 90 450’ (150’)
Raft, makeshift No 1** 12 60’ (30’) − − −
Raft, professional No 1** 12 60’ (30’) − − −
Sailing Ship, large Yes − − − 20 72 360’ (120’)
Sailing Ship, small Yes − − − 10 90 450’ (150’)
Troop trans, large Yes − − − 20 72 360’ (120’)
Troop trans, small Yes − − − 10 90 450’ (150’)
Warship, large Yes − − − 20 72 360’ (120’)
Warship, small Yes − − − 10 90 450’ (150’)

*Crew act as rowers, sailors, and fighters.  **May be piloted by unskilled characters.

Maximum 
MercenariesVessel Armour Class Hull Points Ram Catapults

Boat, river − 8 20–40 − −
Boat, sailing − 8 20–40 − −
Canoe − 9 5–10 − −
Galley, large 50 7 100–120 Can be added Up to 2
Galley, small 20 8 80–100 Can be added Up to 2
Galley, war 75 7 120–150 Built in Up to 3
Lifeboat − 9 10–20 − −
Longship 75* 8 60–80 − Up to 1
Raft, makeshift − 9 5 per 10’ sq − −
Raft, professional − 9 5 per 10’ sq − −
Sailing Ship, large − 7 120–180 − −
Sailing Ship, small − 8 60–90 − −
Troop trans, large 100 7 160–240 − −
Troop trans, small 50 8 80–120 − −
Warship, large 50 7 120–180 − Up to 2
Warship, small 25 8 60–90 − Up to 1

▶ Crew − Vessels are propelled by rowing or sailing, with some able to 
use either means. The necessary crew and the resulting speeds are given 
in the table above.

Ship Modifications
The following modifications may be made to an existing ship:

WARSHIP − A sailing ship may be converted into a warship or troop 
transport of the same size. The modification costs one-third of the ship’s 
original cost.

CATAPULT − A catapult may be added to a galley, longship, or warship.

RAM − A ram may be added to a large or small galley (a war galley al-
ready comes with a ram fitted).

Rams
Can be used against ships or giant sea monsters. Small individuals can-
not be targeted.

ATTACK ROLLS − Are made as THAC0 19 and occur at the same point 
in the combat sequence as missile fire.

ATTACK MODIFIERS − May be applied for weather conditions, maneu-
verability, etc.

LARGE OR WAR GALLEY − Deals [1d6+5]×10 hull points damage 
against ships and 6d6 hit points damage against monsters.

SMALL GALLEY − Deals [1d4+4]×10 hull points damage against ships 
and 3d8 hit points damage against monsters.

Vessel Movement and Crew

Vessel Combat
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Full 
Crew

Range
Fire Rate

Ammo 
CostWeapon Cost Weight AC HP Short Medium Long Damage

Ballista 75gp 6,000 4 9 4 − 200 300 1d10 +6 1 per 2 10
Catapult, Light 150gp 12,000* 4 18 6 150 250 300 1d8 +8 1 per 5 5
Catapult, Heavy 250gp 18,000 0 27 8 175 325 400 1d10 + 10 1 per 6 5
Trebuchet 400gp 24,000* 0 36 12 100 400 500 1d12 +13 1 per 6 10

Siege Equipment

▶ Full Crew indicates the optimum size of a crew to operate this piece 
of equipment. More crewmen will not improve its performance. The 
crew must be trained by an artillerist in the siege weapon they will oper-
ate. Training takes 1d6 +1 days. A trained crew will attack as the higher 
fighter level amongst them. An untrained crew will attack as a Normal 
Human with a -8.

▶ Fire Rate describes the maximum rate at which the weapon can fire; 
for example, a continuously manned ballista can fire one projectile every 
two rounds (20 seconds).

Siege Equipment Descriptions
Ballista – The ballista is the largest one available. It is mounted on 
wheels (or on a wagon), or it can be placed on a pivot. The latter is the 
case when it is installed on a ship or a defensive fortification.

Ballista ammunition resembles spears, but they have larger heads. The 
ammunition is nearly useless against constructions, but they can inflict 
some damage to equipment. They are designed for use against men, ani-
mals, and monsters.

Catapult – There are two common types of catapults— light and heavy. 
Either may be mounted on a wheeled carriage for towing, but it must 
be firmly blocked in place when used. Fire either large rocks or flaming 
pitch.

Pitch Shot – Sets a 10’×10’ area of a ship on fire. The burning does 1d6 
hull points of damage per turn (for at least one turn) and will spread to 
other areas of the ship if not extinguished. A fire may be put out by five 
crew in 3 turns, ten crew in 2 turns, or fifteen crew in 1 turn.

Catapults and trebuchets can use pitch shots; their firing bowls must be 
specially reinforced (costing 50 gp) to fire pitch shot. Pitch shot costs 
five times as much as normal shot.

Trebuchet – Somewhat similar to the catapult. Instead of using ropes 
and tension to propel the shot, the Trebuchet uses a counterweight.

Food Cost
Bottle of poor liquor 5sp
Bottle of decent liquor 10sp
Bottle of rich liquor 1gp
Drink, cheap 3sp
Drink, decent 5sp
Drink, rich 8sp
Meal, horrid 1sp
Meal, standard 10sp
Meal, fancy 1gp
Meal, rich > 10gp

Lodging Cost per day
Barn −
Inn, poor 5sp
Inn, average 1gp
Inn, secure 5gp
Inn, fancy 20gp
Inn, rich 50gp
Rent, 1 month (per 10' sq) 30gp

Food And Lodging
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HIRED HELP
Retainers

A retainer (or hireling) is a person hired by a player character (PC) to 
aid that character on an adventure. The number of retainers who will 
follow a PC is limited by that character’s Charisma score. If a retainer is 
not well-treated, he or she is likely to stop working for the PC and will 
tell others of the mistreatment. Retainers are lieutenants or assistants to 
a PC and are expected to lend their skills and knowledge to the benefit of 
the party and to take the same risks the characters expect to face.

Hiring
To hire a retainer, a character must first find NPCs who are interested 
in the job. Characters will have to go somewhere they might find and 
interview interested NPCs, such as a tavern or they must pay a fee to 
advertise for NPCs to come and see them.

Next the character must explain the duties of the job to the NPC and of-
fer a rate of pay. The Referee must decide what a good rate of pay would 
be, but this usually includes a guaranteed minimum fee and a partial 
share of any treasure found. Fees should vary depending on the skills of 
each retainer and the number available.

Employers are expected to buy equipment and food for their retainers 
as well as pay their fees. Generally, if there are only a few jobs offered but 
many people looking for work, retainers may agree to work for less pay 
and vice versa.

Reactions
Once a rate of pay is offered the Referee must roll 2d6 and consult the 
Retainer Reaction table to see if the offer is accepted, refused, or if more 
negotiation is necessary. The Referee may want to adjust the reaction 
roll by +1 or +2 for very good offers or by -1 or -2 for poor offers or if the 
PC has a bad reputation.

Retainer Reactions Table

Level Of Retainers
A retainer may be of any level (0, 1, 2, 3, or higher) and of any class 
(normal man or a character class). Retainers can never be higher in level 
than the PC who hires them. Elvish and dwarvish retainers should be 
very rare.

Loyalty
The loyalty of a retainer is a measure of the retainer’s morale and will-
ingness to take risks for the PC and not run away in the face of danger. A 
retainer’s loyalty or morale is based on the charisma of the player char-
acter employer. The loyalty of retainers should be checked whenever ex-
traordinary danger is met during an adventure. Loyalty should also be 
checked after each adventure. The Referee may wish to adjust a retainer’s 
loyalty due to actions of the player character, such as if the PC pays the 
retainer more than agreed upon, or rescues the retainer from danger 
and vice versa.

Using Retainers
Retainers are often used to strengthen a party which is attempting an 
extremely dangerous adventure. It is recommended that the Referee not 
allow beginning players to hire retainers. New players tend to use re-
tainers as a crutch, letting them take all the risks. If a dungeon is very 
difficult, the Referee should let players have more than one character 
apiece before using retainers, at least until players are more experienced. 
Hirelings are experts which can be hired by the characters. They are 
more suited to higher level campaigns.

Experience
Retainers will earn experience from adventures just like player char-
acters do, and may rise a level in their character class once they have 
gained enough experience. Retainers, how ever, only receive ½ the ex-
perience PCs would receive, because they were only following orders 
and not making decisions on their own. Retainers may be awarded more 
than their agreed upon portion of the treasure and thus gain more expe-
rience than normal. Retainer’s earned experience is adjusted by charac-
ter class adjustments due to their abilities.

Dice Roll Reaction
2 Offer refused; -1R*

3-5 Offer refused
6-8 Roll again
9-11 Offer accepted
12 Offer accepted; +1 to Morale

*The Referee should roll for each retainer found. Reactions to that character of 
other retainers in the same area will be adjusted by -1. If the character attempts 
to hire retainers in some other town, reactions will be determined normally.
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During the game, characters may need to hire NPCs with training or 
special skills in a certain area. These people are known as specialists.

Specialists are not retainers and they will not go on adventures. Howev-
er, a character may hire as many specialists as can be afforded.

Specialists are located by posting notices and paying a sum per day for 
that notice. The ads may be answered by none, one, or many persons. 
This may be influenced by the type of specialist wanted, the size of the 
local population, the reputation of the employer, and the amount of 
money or bonus offered. The player must then select who to hire from 
the applicants and work out the details of salary with each NPC, which 
includes food and basic gear.

The Referee may wish to establish guilds for various professions where 
certain types of specialists are commonly found.

Specialists

Specialist Wage per Month
Alchemist 1,000gp
Animal trainer 500gp
Armourer 100gp
Assistant armourer 15gp
Blacksmith 25gp
Engineer 750gp
Navigator 150gp
Oarsman 2gp
Sage 2,000gp
Sailor 10gp
Ship’s captain 250gp
Spy 500gp (or more)

ALCHEMIST – If given the formula or a sample, an alchemist may make 
a potion at half the normal time and cost. They may also conduct re-
search into different types of potions at twice the cost and time required 
for a magic-user.

ARMORER – For every 50 fighters hired by a character, 1 armorer will be 
necessary to maintain their weapons and equipment. Any armorer not 
so employed may make non-magical armor and weapons at the rate of 1 
suit of armor, 3 shields, or 5 weapons per month. For every 3 assistants 
(one of which must be a smith) the output may be doubled. One armorer 
may manage 6 assistants.

ANIMAL TRAINER – An animal trainer is needed to train and control 
any type of creature other than a horse, mule, or dog, although trainers 
may be necessary if many horses, mules or dogs are kept. Each trainer 
is skilled with only one type of creature. If a character wished to train 
a hippogriff, a hippogriff trainer would be required. Each trainer may 
handle up to 6 animals.

The Referee decides how long an animal must be trained, based on the 
nature of the training. It will take a minimum of one month to teach an 
animal the first new behavior or trick. After this first month, an animal 
has become accustomed to the trainer and can be taught additional be-
haviors at twice the rate. Training must be continuous, or the animal 
becomes Untrainable.

ENGINEER – An engineer is needed for the construction of castles and 
large structures. Dwarven engineers usually specialize in tunneling. One 
engineer must be hired for every 100,000 gp that a construction costs.

NAVIGATOR – A navigator is a sailor who understands how to read 
charts and navigate based on instruments and the position of the stars. 
Any time a ship ventures beyond sight of a coastline, it becomes lost if a 
navigator is not aboard.

OARSMAN – Unskilled normal humans who man the oars of sea vessels. 
Not trained for combat.

SAGE – A sage is an advisor, capable of answering questions involving 
great knowledge. For each uncommon question they attempt to answer 
there will always be a chance of failure. The Referee will have to decide 
on the amount of time it takes and the cost of the research for each ques-
tion. They are extremely rare and the Referee may want to limit the num-
ber in a campaign.

SAILOR – Skilled normal humans who can handle a ship. Sailors can 
fight to defend their ship, typically being equipped with a sword, shield, 
and leather armour.

SHIP’S CAPTAIN – A captain is required for any large ship, is skilled 
like a sailor, and has an intimate knowledge of the particular coasts they 
frequent.

SPY – A spy (usually a thief ) is hired to spy on a group the character 
wants more information about. The spy may either be an outsider who 
attempts to join the group or a member of the group who is bribed to 
become a spy. The Referee decides how long a mission will take. The 
spy will have a chance of success decided by the Referee, based on what 
information the character wants, the precautions the group has taken 
against spies, and how much money the character pays for the mission. 
There may be a chance the spy will betray the character, and the loyalty 
of the spy is known only to the Referee.
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Mercenaries
Mercenaries are hired soldiers who will do typical army work. Like spe-
cialists they will usually not go on dungeon adventures and will only 
participate in wilderness adventures such as fighting other armies, clear-
ing land of monsters around the castle, and defending the castle.

Mercenaries are usually hired to guard a stronghold or castle. The costs 
given cover upkeep only; armorers and smiths are also required to 
maintain the equipment of mercenaries in good condition. For hazard-
ous (wartime) duty, these costs are doubled. The cost should be much 
higher if the Referee permits mercenaries to go on an adventure with a 
player character.

Players should be aware of the morale of their mercenaries because high 
death rates, low pay, and other unappealing treatment will cause them to 
revolt or desert their lord. Good treatment and safe, but exciting service 
will lead to greater loyalty, as will success on the battlefield.

Mercenaries can be located by posting notices of help wanted. The re-
sponse will depend on the availability of suitable troops in the area and 
the offer made.

Wages per Month
Troop Type AC Morale Man Dwarf Elf Orc Goblin
Archer 6 8 5gp – 10gp 3gp 2gp
Archer, mounted 9 9 15gp – 30gp – –
Crossbowman 5 8 4gp 6gp – 2gp –
Crossbowman, mounted 9 9 – 15gp – – –
Footman, light 6 8 2gp – 4gp 1gp 5sp
Footman, heavy 4 8 3gp 5gp 6gp 15sp –
Horseman, light 7 9 10gp – 20gp – –
Horseman, medium 5 9 15gp – – – –
Horseman, heavy 3 9 20gp – – – –
Longbowman 5 8 10gp – 20gp – –
Peasant 9 6 1gp – – – –
Wolf rider 7 9 – – – – 5gp

ARCHER – Equipped with a shortbow, leather armour, and a shield.

ARCHER, MOUNTED – Mounted on a riding horse. Equipped with a 
shortbow.

CROSSBOWMAN – Equipped with a crossbow and chainmail.

CROSSBOWMAN, MOUNTED – Mounted on a mule. Equipped with a 
crossbow.

FOOTMAN, LIGHT – Equipped with a sword, leather armour, and a 
shield.

FOOTMAN, HEAVY – Equipped with a sword, chainmail, and a shield.

HORSEMAN, LIGHT – Mounted on a riding horse. Equipped with a 
lance and leather armour.

HORSEMAN, MEDIUM – Mounted on a warhorse. Equipped with a 
lance and chainmail.

HORSEMAN, HEAVY – Mounted on a warhorse. Equipped with a sword, 
a lance, and plate mail.

LONGBOWMAN – Equipped with a longbow, a sword, and chainmail.

PEASANT – Unarmed.

WOLF RIDER – Mounted on a wolf. Equipped with a spear and leather 
armour.
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STRONGHOLDS
Castles, Strongholds, And Hideouts
When building a castle or stronghold, a character must first clear a hex 
or local area of monsters, entering the hex with a force of men and deal-
ing with any lairs the referee has set up in the area. (The referee may also 
require the character get a land grant from the local ruler, if any.) The 
player should draw complete plans of the stronghold, using the guide-
lines given. After the referee approves the plans, an engineer should be 
hired, and the construction begins.

When the building is complete, the character may want to clear the sur-
rounding area of monsters. The cleared area will remain free of monsters 
as long as it is patrolled. Patrols usually range up to 18 miles from a castle 
or stronghold, though jungles, swamps, and mountains will require a 
garrison every 6 miles to keep the area clear.

Settlers can be attracted to cleared areas by spending money on im-
provements (inns, mills, boatyards, etc.) or advertising. The costs and 
the number of settlers who move into the area are up to the referee. The 
settlers will pay taxes (10 gp per year or whatever the referee decides) to 
help maintain the holding and the character’s mercenaries.

CASTLE PLANS – When drawing castle plans, the player should allow 
for wall thickness. Castle walls are about 10’ thick, tower and gatehouse 
walls are about 5’ thick, and house stone walls are about 1-2’ thick. Typ-
ical structures include:

Structure Cost
Barbican 37,000gp
Bastion 9,000gp
Civilian building, stone 3,000gp
Civilian building, wood 1,500gp
Drawbridge 500gp
Gatehouse 6,500gp
Keep 75,000gp
Moat 400gp
Subterranean passage 500gp
Tower, large 30,000gp
Tower, small 15,000gp
Wall, castle 5,000gp

Descriptions
BARBICAN – Heavily fortified entry/exit point in a castle wall: two small 
towers, a gatehouse, and a drawbridge.

BASTION – Semi-circular tower built against a castle wall. 30’ base, 30’ 
high, walls 5’ thick.

CIVILIAN BUILDING, STONE – Two levels; wooden stairs, doors, floors, 
and roof; attic. Outer wall 120’ long (e.g. 30’×30’), walls 1–2’ thick.

CIVILIAN BUILDING, WOOD – Two levels; wooden stairs, doors, floors, 
and roof; attic. Outer wall 120’ long (e.g. 30’×30’).

DRAWBRIDGE – Raisable wooden bridge crossing a moat. May be at-
tached to a gatehouse. 10’ long.

GATEHOUSE – Fortified entry/exit point in a castle wall. Includes a 
portcullis. 30’×30’ base, 20’ high, walls 5’ thick.

KEEP – Fortified, central building of a castle. 60’ square, 80’ high, walls 
10’ thick.

MOAT – Defensive ditch, often filled with water. 100’ long, 20’ wide, 10’ 
deep.

Non-Standard Dimensions
BASTIONS – Bastions of dimensions other than those listed may be con-
structed. Use the guidelines for towers, below, and divide by two.

CASTLE WALLS – Higher castle walls may be constructed at increased 
cost. A 100’ length of 30’ high wall costs 7,500gp. Every additional 10’ of 
height beyond this (up to a maximum of 60’ high) costs 5,000gp.

TOWERS – Towers of dimensions other than those listed may be con-
structed. The cost is determined by the height of the tower and the di-
ameter of its base (in feet).

▶ Maximum height: Twice the base diameter.
▶ Up to the base diameter: Each 10’ of height costs  
200gp × the base diameter.
▶ Above the base diameter: Each 10’ of height costs  
400gp × the base diameter.

Construction Time
The time required for construction is one game day for every 500 gp 
spent. This assumes the land has already been cleared and prepared and 
all the materials are on hand. For every 100,000 gp a construction costs, 
one engineer must be hired. When building in an existing town or city, 
the proximity of materials and labour greatly reduce the costs.

▶ Stone buildings: Reduced by 60%.
▶ Wooden buildings: Reduced by 80%.

SUBTERRANEAN PASSAGE – Typical 10’×10’×10’ dungeon passageway.

TOWER, LARGE – Round tower, either freestanding or built into a castle 
wall. 30’ base, 40’ high, walls 5’ thick.

TOWER, SMALL – Round tower, either freestanding or built into a castle 
wall. 20’ base, 30’ high, walls 5’ thick.

WALL, CASTLE – Stone wall with battlements. 100’ long, 20’ high, 10’ 
thick.
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Interior Features
The common interior features of a stronghold are listed in the table be-
low.

Simple Approach – For simplicity, the cost of a stronghold may be 
increased by 25% to account for interior details, including: reinforced 
doors, stone stairs, flagstone flooring, tile roofing, windows or arrow 
slits, bars and shutters on windows, and standard furnishings.

Detailed Approach – If the group wishes to perform more detailed 
calculations or if additional features are desired, the table below may be 
consulted.

Detail Dimensions Cost (gp)
Arrow slit – 10
Door, iron 3’ wide, 7’ tall 50
Door, reinforced wood 3’ wide, 7’ tall 20
Door, stone 3’ wide, 7’ tall 50
Door, wood 3’ wide, 7’ tall 10
Floor, flagstones or tiles 10’×10’ section 100
Floor, wood 10’×10’ section 40
Roof, tiled 10’×10’ section 100
Roof, wood 10’×10’ section 40
Secret door or trapdoor Normal 5 × normal
Shifting wall 10’×10’ section 1,000
Stairs, stone 3’ wide, 10’ long section 60
Stairs, wooden 3’ wide, 10’ long section 20
Trapdoor, iron 4’×3’ 120
Trapdoor, reinforced 
wood

4’×3’ 40

Trapdoor, stone 4’×3’ 120
Trapdoor, wood 4’×3’ 20
Window – 10
Window bars – 10
Window shutters – 5

Strongholds per Character Race
CLERIC STRONGHOLD – At 9th level, they may choose to construct a 
castle or stronghold. If they have not lost the favor of their deity, the cost 
of building the castle will be half the normal amount due to miraculous 
assistance from the deity. Once the castle is completed, fanatically loyal 
troops who never need to check morale will come to defend the cleric 
(5d6 × 10, 1st or 2nd level), armed with various weapons. It is up to the 
Referee to determine how many archers, how many cavalry, etc.

FIGHTER STRONGHOLD – Fighters with enough money may build a 
castle. When a fighter reaches 9th level, the character may become a 
Baron or Baroness and the land cleared and controlled by that character 
will be called a Barony.

MAGIC-USER STRONGHOLD – At 9th level or above, magic-users may 
also create magical items. Upon reaching 11th level, a magic-user may 
choose to build a tower. A magic-user who constructs a tower will gain 
1d6 apprentices of levels 1d3.

THIEF STRONGHOLD – Thieves may not build castles or strongholds 
like other characters. However, upon reaching 9th level, a thief may con-
struct a hideout (a fortified house in a city, a cave network, or so forth). 
A thief who has constructed a hideout will attract 2d6 1st level thieves 
who have come to learn under a master. These will generally (though 
not always) be loyal and will not be replaced by others if they die or 
leave. At this point, a player character thief may want to consider setting 
up a Thieves’ Guild (the details of this are left to the Referee).

DWARVEN STRONGHOLD – When dwarves reach 9th level, they may 
build underground strongholds and attempt to establish clans. There 
will be many different clans of dwarves, each gathered under the pro-
tection of a Dwarven Lord, but usually only members of the same clan 
will live together. Dwarven clans are generally friendly with each other 
and may join forces in times of need, such as when there is a war of nat-
ural disaster. Dwarven Lords may hire only dwarven mercenaries, but 
specialists and retainers of other races may be offered other positions.

ELVEN STRONGHOLD – When elves reach 9th level they may build 
a special kind of stronghold deep in the forest. This stronghold must 
blend harmoniously and pleasingly with its surroundings, usually a nat-
ural site of great beauty. Because of the effort to beautify the work, the 
structure will cost as much as similar work if made of stone, even if it 
is not. When the stronghold is completed, the elven Wizard-Lord will 
develop a friendship with the animals of the forest. All normal animals 
within 5 miles of the stronghold will be friendly towards the elves dwell-
ing there. Animals will be able to warn of approaching strangers, carry 
news of events, deliver short messages to nearby places, etc. In return 
for these services, the animals will expect help and protection from the 
elves. Elven Wizard-Lords may only hire elven mercenaries, although 
specialists and retainers of any race may be employed.
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SPELLS
A spell is a formula for collecting and using magical energies. A mag-
ic-user or cleric controls these energies with a memorized set of words 
and hand motions: the spell. Each spell has its own special set of words 
and gestures. Only magic-users, elves, clerics and gnomes can learn 
these formulas, and thus only they may cast spells.

Spells must be memorized before an adventure begins. The character 
will remember the spell for any length of time until it is used. When a 
spell caster memorizes a spell, the words and gestures are printed on his 
mind. When the spell is cast, the spell is “erased”, and he may not cast 
that particular spell again. A spell caster may, however, memorize the 
same spell twice if he has the slots to do so. If so, only one is “erased” 
when the spell is cast; the other remains and may be used later.

A character who cannot talk or use hand motions for any reason (such 
as being bound or gagged) cannot use a spell. Similarly, because the 
words and gestures must be repeated exactly, spells cannot be cast while 
performing any other action (such as walking or fighting). 

The victim of a spell used for attack may often avoid or lessen its effects 
by making a saving throw. A saving throw represents the victim’s ability 
to avoid or resist the worst effects of a spell by skill, luck, or reflexes. 
The victim of a spell may only “save” if the spell description permits 
a saving throw to be made. If a character “saves”, that character either 
takes half the given damage, or the spell has no effect, as listed in the 
spell description.

Each spell has a given range and duration. Range refers to how far, in 
feet (10’ = ten feet) the spell may be cast. A spell may be cast to any dis-
tance up to its range. (“Range: 0” means that the spell is used by touch-
ing another creature or may be used on the caster.) Duration refers to 
how long the effects of the spell will last. Duration is given either in 
rounds (of 10 seconds each) or turns (of 10 minutes each).

Casting Restrictions
The spell caster must be able to talk and use the proper hand motions to 
cast a spell. A spell-caster who is bound and gagged may not cast a spell. 
The caster can do nothing else in the round a spell is cast. The caster 
must inform the Referee that a spell is being cast and which spell will be 
cast before the initiative dice are rolled. If the caster loses the initiative 
and takes damage or fails a saving throw, the spell is interrupted and 
lost. In addition, the caster must be able to see the creature or area the 
spell is to be cast on.

Re-Memorizing Spells
In order to regain spells, the caster must be well-rested (about one 
night’s sleep) and have about an hour of uninterrupted “game time” to 
study (magic-user or elf ) or pray (cleric). Arcane casters also have their 
spell books with them to regain spells.

Replacing Lost Spellbooks
An arcane caster whose spell books are lost or destroyed cannot regain 
spells until these are replaced. It takes 1,000 gp and 1 week of study 
per spell level to replace a spell in a new book. Thus, a book with two 
first-level spells and one second-level spell would cost 4,000 gp and take 
four weeks to completely replace. During this time the magic-user or elf 
must remain out of the campaign.

Getting New Spells
Clerics receive new spells directly from the power they serve, so they 
will be able to learn any spell on the clerical spell list once they gain 
enough experience to cast spells of that level.

Arcane casters must be taught their new spells. Most player character 
magic-users and elves are assumed to be members of the local Mag-

ic-Users Guild or apprenticed to a higher level NPC. When player char-
acters gain a level of experience, they will return to their masters and be 
out of play for one “game-week” while they are learning their new spells. 
Either the player or the Referee may choose any new spells. Magic-users 
and elves are limited to the number of spells they may know, and their 
books will contain spells equal to the number and level of spells the cast-
er can use in a single day (thus, the books of a 4th level elf will contain 
two first and two second level spells).

Reversed Spells
Certain spells can be cast to give a result opposite to the normal effect 
(cure light wounds becomes cause light wounds, etc.). The effects of a 
reversed spell are detailed in the spell description. 

Reversible spells are special spells that can be memorized “backwards” 
from the caster’s spell books. The spell caster selects what form of the 
spell is taken when the spells are memorized for the day. It is possible for 
the arcane caster to memorize both the normal and the reversed form 
of the same spell, if more than one spell of that level can be memorized.

Reversed Clerical Spells
Clerics can reverse a spell simply by reversing the required words and 
hand gestures. However, using reversed spells is looked upon with disfa-
vor by the powers the cleric serves, and may result in penalties (or even 
an alignment change) if overused. Lawful clerics use the normal form of 
the spell and should use the reversed form only in life-or-death situa-
tions. Chaotic clerics normally use the reversed forms and will only use 
the normal forms to benefit those of the same alignment or those direct-
ly serving the same power. Neutral clerics will have either the normal or 
the reversed form available, depending on the nature of the power they 
serve. No cleric should have both forms available.

Spell “Stacking”
Through the use of certain spells, “to hit” numbers, damage rolls, saving 
throws, morale, and other abilities of characters can be increased (or 
decreased) for a short time. In general, spells that affect the same ability 
will not combine (for example, casting two haste spells on a character 
does not allow the character to move at four times normal speed). How-
ever, spells will usually combine with magic items (a bless spell and a 
magic sword will both increase the “to hit” number, for example).

The following section lists the spells in the rules alphabetically by their 
character class type and spell level. Several of the spells are followed with 
an asterisk (*); these spells may be reversed.

Cleric Spells
A first level cleric cannot cast any spells. Since clerical spells are divinely 
given, they do not have to be studied; the cleric need only rest and then 
pray for them. As a result, the cleric has the choice of any spells of the 
same level for each long rest. Once a spell is selected, however, it cannot 
be changed until a long rest.

Magic-User Spells
Magic-users and elves may use one spell at first level. Unlike clerics, 
magic-users and elves must select the spells to be used from those spells 
they know. These spells are stored in large spell books. As magic-users 
and elves gain levels of experience, the number of spells they may use 
also increases.

Each magic-user and elf has a spell book for the spells that he or she has 
learned.
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Magical Research And 
Production

As mentioned in the information concerning clerics, elves, and mag-
ic-users, these classes may attempt to research new spells and create new 
magical items. These are difficult and lengthy projects for the characters 
and the Referee must handle such attempts with judgment and care.

SPELL RESEARCH – New spells may be researched by any spell cast-
er. Research requires both money and time spent out of the campaign. 
To research a spell, the new spell must be written out and given to the 
Referee, who decides if it is possible, what level it should be, and what 
changes are needed for play balance. A player may not research spells 
higher than his character can cast. Spell research costs 1,000 gp per level 
and requires 2 weeks of research per level.

PRODUCING MAGIC ITEMS – On reaching name level, clerics may try 
to make any item usable by clerics (including items that duplicate the 
effects of clerical spells), while magic-users and elves can attempt to 
create any item except those items usable only by clerics. The Referee 
may limit or forbid the production of certain powerful items. To create a 
magic item, the spell caster must first gather together the rare materials 
from which the item will be made. The Referee should decide what is 
necessary to make different items. A scroll might require special parch-
ment and a different formula of ink for each spell effect. Weapons might 
require rare metals, powdered gems forged into the metal, or the blood 
or skins of creatures which are to be affected by the weapon. These items 
should be difficult to obtain, and the spell caster will often have to ad-
venture to acquire the items, for there are no magic stores. Then the spell 
caster must spend time and money fashioning the item and enchanting 
it. The spell caster may not go adventuring during the time it takes to 
create a magic item.

Creating items that duplicate a spell effect once usually requires 500 gp 
and 1 week per spell level.

There is always a 15% chance (at least) that magical research or produc-
tion will fail. This check is made after the time and money are spent.

Items that do not duplicate a spell effect are assigned time and cost re-
quirements by the referee. For example:

Item: Cost: Time:
20 arrows +1 10,000 gp 1 month
Plate mail +1 10,000 gp 6 months
Crystal Ball 30,000 gp 6 months
Ring of X-Ray vision 100,000 gp 1 year
Ring of Spell storing 10,000 gp 1 month/spell level

To limit the production of some of the more powerful items, the Referee 
may require rare substances for production. These will be very costly, 
hard to find, time consuming, or require a special adventure to get.

A spell caster may want to use magic in a way not covered by spells or 
production: cleansing a defiled temple, opening a gate to another world, 
setting magical traps, and so on. The Referee may let the spell caster 
research the steps necessary to do this by assigning time and cost re-
quirements as for magic item production. The rituals may require rare 
substances or the casting of certain spells, and may have to be renewed 
periodically.

Creating Holy Water
Water that is to be made into holy water must first be at rest in a basin 
in a place holy to the Cleric’s religion. Then, at the same time every day 
for nine days straight, a Bless spell must be cast on the basin and its 
contents. On the tenth day, the water must be placed in a vial, and then 
the tenth Bless cast upon it. Only then can it be used to combat the un-
natural and the evil.

Most “holy water” used in religious rituals and services is merely sym-
bolic. While suitable for its purpose, it does not have any potency against 
the undead or otherworldly creatures unless this ritual is performed.
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Level 1
1. Command
2. Create Water*
3. Cure Light Wounds
4. Detect Evil
5. Detect Magic
6. Light*
7. Protection from Evil
8. Purify Food and Drink*
9. Remove Fear*
10. Resist Cold
11. Sanctuary

Level 2
1. Augury
2. Bless*
3. Delay Poison
4. Find Traps
5. Know Alignment
6. Hold Person
7. Holy Chant
8. Resist Fire
9. Reveal Charm*
10. Silence 15’ Radius
11. Snake Charm
12. Speak with Animal
13. Spiritual Weapon

Level 3
1. Animal Growth
2. Animate Dead
3. Continual Light*
4. Cure Blindness*
5. Cure Disease*
6. Dispel Magic
7. Feign Death
8. Glyph of Warding
9. Locate Object
10. Prayer
11. Remove Curse*
12. Speak with Dead
13. Striking

Level 4
1. Create Food and Water
2. Cure Serious Wounds
3. Detect Lie*
4. Divination
5. Exorcise
6. Lower Water
7. Neutralize Poison
8. Protection from Evil 10’ Radius
9. Speak with Plants
10. Sticks to Snakes
11. Tongues*

Level 5
1. Atonement
2. Commune
3. Cure Critical Wounds*
4. Dispel Evil
5. Flame Strike
6. Insect Plague
7. Quest*
8. Plane Shift
9. Raise Dead*
10. True Seeing*

Level 6
1. Animate Objects
2. Blade barrier
3. Conjure Animals
4. Find the Path*
5. Heal*
6. Part Water
7. Speak with Creatures
8. Stone Tell
9. Summon Aerial Servant
10. Word of Recall

Level 7
1. Astral Projection
2. Control Weather
3. Earthquake
4. Gate
5. Holy Word*
6. Regenerate*
7. Restoration*
8. Resurrection*
9. Symbol
10. Wind Walk

Cleric Spell List
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Magic-User Spell List
Level 1
1. Allure
2. Burning Hands
3. Charm Person
4. Comprehend Languages*
5. Dancing Lights
6. Detect Magic
7. Enlarge*
8. Erase
9. Feather Fall
10. Floating Disc
11. Hold Portal
12. Identify
13. Jarring Hand
14. Jump
15. Light*
16. Magic Aura
17. Magic Missile
18. Manipulate Fire
19. Mending
20. Message
21. Protection from Evil
22. Read Languages
23. Read Magic
24. Scribe
25. Shield
26. Shocking Grasp
27. Sleep
28. Spider Climb
29. Summon Familiar
30. Unseen Servant
31. Ventriloquism

Level 2
1. Amnesia
2. Arcane Lock
3. Auditory Illusion
4. Continual Light*
5. Darkness Globe
6. Detect Evil
7. Detect Invisible
8. ESP
9. False Gold
10. False Trap
11. Invisibility
12. Knock
13. Levitate
14. Locate Object
15. Magic Mouth
16. Mirror Image
17. Phantasmal Force
18. Pyrotechnics
19. Ray of Enfeeblement
20. Rope Trick
21. Scare
22. Shatter
23. Stinking Cloud
24. Strength
25. Web

Level 3
1. Blink
2. Clairaudience
3. Clairvoyance
4. Dispel Magic
5. Explosive Runes
6. Feign Death
7. Fire Ball
8. Flame Arrow
9. Fly
10. Gust of Wind
11. Haste*
12. Hold Person
13. Infravision
14. Invisibility 10’ radius
15. Lightning Bolt
16. Protection from Evil 10’ radius
17. Protection from Normal Missiles
18. Tiny Hut
19. Tongues*
20. Suggestion
21. Summon Monster I
22. Water Breathing

Level 4
1. Arcane Eye
2. Charm Monster
3. Confusion
4. Dimension Door
5. Enchant Arms
6. Extend Duration I
7. Fear
8. Fire Shield
9. Fire Trap
10. Flame Charm
11. Fumble
12. Globe of Invulnerability, Lesser
13. Hallucinatory Terrain
14. Ice Storm
15. Massmorph
16. Mnemonic Enhancer
17. Move Earth, lesser
18. Plant Growth
19. Polymorph Others
20. Polymorph Self
21. Remove Curse*
22. Summon Monster II
23. Wall of Fire
24. Wall of Ice

Level 5
1. Animal Growth*
2. Animate Dead
3. Atmosphere Bubble
4. Cloudkill
5. Cone of Cold
6. Conjure Elemental
7. Contact Other Plane
8. Distort Distance
9. Extend Duration II
10. Faithful Hound
11. Feeblemind
12. Hold Monster
13. Interposing Hand
14. Magic Jar
15. Passwall
16. Secret Chest
17. Stone Shape
18. Summon Monster III
19. Telekinesis
20. Teleport
21. Transmute Rock to Mud
22. True Seeing
23. Wall of Force
24. Wall of Iron
25. Wall of Stone

Level 6
1. Anti-Magic Shell
2. Arcane Window
3. Control Weather
4. Death Spell
5. Disintegrate
6. Dweomer of Rage
7. Extend Duration III
8. Forceful Hand
9. Freezing Sphere
10. Geas*
11. Globe of Invulnerability
12. Guards and Wards
13. Invisible Stalker
14. Legend Lore
15. Lower Water
16. Move Earth
17. Part Water
18. Project Image
19. Reincarnate
20. Repulsion
21. Summon Monster IV
22. Spiritwrath
23. Stone to Flesh*

Level 7
1. Charm Plants
2. Delayed Blast Fireball
3. Duo-Dimension
4. Grasping Hand
5. Instant Summons
6. Limited Wish
7. Mass Invisibility
8. Magic Sword
9. Phase Door
10. Power Word Stun
11. Reverse Gravity
12. Simulacrum
13. Statue
14. Summon Demon
15. Summon Monster V
16. Vanish

Level 8
1. Antipathy/Sympathy
2. Clenched Fist
3. Clone
4. Glass Like Steel
5. Incendiary Cloud
6. Irresistible Dance
7. Mass Charm
8. Maze
9. Mind Blank
10. Permanency
11. Polymorph Any Object
12. Power Word Blind
13. Spell Resistance
14. Summon Monster VI
15. Symbol
16. Trap the Soul

Level 9
1. Astral Projection
2. Crushing Hand
3. Gate
4. Imprisonment*
5. Meteor Swarm
6. Power Word Kill
7. Prismatic Sphere
8. Shape Change
9. Summon Monster VII
10. Temporal Stasis
11. Time Stop
12. Wish
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SPELL DESCRIPTIONS

Cleric Spells
Animal Growth
Level: 3
Duration: 12 turns
Range: 120’
One non-magical normal animal will be doubled in size when this spell 
is cast upon it. The animal can be a “giant” version of the animal, but 
intelligent animals are unaffected. An animal under the effects of this 
spell has twice its ordinary STR and deals double its usual damage in 
melee. Animals have double their ordinary strength and can likewise 
carry twice as much weight.

Animate Dead
Level: 3
Duration: Permanent
Range: 60’
This spell turns the bones or bodies of dead creatures into undead skel-
etons or zombies that follow the caster’s spoken commands. The undead 
can follow the caster, or they can remain in an area and attack any crea-
ture (or just a specific kind of creature) entering the place. They remain 
animated until they are destroyed or until a dispel magic spell is cast 
upon them.
The caster may animate a number of hit die worth of zombies or skele-
tons equal to the caster’s level. For example, a 7th level cleric can animate 
seven skeletons, but only three zombies. These creatures are unintelli-
gent, and do not retain any abilities that they had in life. All skeletons 
have an AC of 7 and hit dice equal to the creature in life. Zombies have 
an AC of 8, and the number of hit dice of the living creature +1. It is im-
portant to note that if a character is animated in this fashion, he will not 
have hit dice related to his class level, but instead will have the standard 
skeleton or zombie hit dice. A lawful character that casts this spell may 
draw disfavor from his god.

Animate Objects
Level: 6
Duration: 1 round per level
Range: 30’
The caster imbues inanimate objects within 1 square foot per caster level 
with mobility and a semblance of life. Each such animated object then 
immediately attacks whomever or whatever the caster initially desig-
nates. An animated object can be of any non-magical material. This spell 
cannot animate objects carried or worn by a creature.
This spell requires considerable interpretation by the Referee. Animated 
objects can move in a manner logical to their shape, whether this is a 
slithering rope, a walking chair, a rolling vial, or a shuffling chest. Move-
ment should range from 10’ to a maximum of 120’. For example, a chair 
might move at the full possible movement, but something awkward and 
without legs, like a chest, might only move at 10’.
Objects attack using the same required attack value roll as the caster. 
Attack frequency and damage will depend on available weapons and the 
size of the animated object. The number of attacks should range from 1 
per 5 rounds to 1 per 1 round, at the Referee’s discretion. Damage will 
be 1d6, unless variable weapon damage is used, in which case damage 
should range from 1d4 to 5d4 depending on the object type and size. 
Similarly, the Referee will determine the object’s hit points.

Astral Projection
Level: 7
Duration: See below
Range: Touch
By freeing his spirit from the physical body, this spell allows the caster 
to project an astral body onto another plane altogether. The caster can 
bring the astral forms of five other willing creatures, provided all sub-
jects are linked in a circle at the time of the casting. These fellow travel-
ers are dependent upon the caster and must accompany him at all times. 
If something happens to the caster during the journey, his companions 
are stranded.
The caster projects his astral self onto the astral plane, leaving the physi-
cal body behind on the material plane in a state of suspended animation. 
The spell projects an astral copy of the caster, but only items that exist in 
the astral plane may be taken along. Since the astral plane touches upon 
other planes, the caster can travel astrally to any of these other planes. To 
enter one, the caster leaves the astral plane, forming a new physical body 
on the plane of existence entered.
While on the astral plane, the astral body is connected at all times to the 
physical body by a silvery cord. If the cord is broken, the caster is killed, 
astrally and physically. Luckily, very few things can destroy a silver cord. 
When a second body is formed on a different plane, the incorporeal 
silvery cord remains invisibly attached to the new body. If the second 
body or the astral form is slain, the cord simply returns to the body 
where it rests on the material plane, thereby reviving it from its state of 
suspended animation.
Although astral projections are able to function on the astral plane, their 
actions affect only creatures existing on the astral plane; a physical body 
must be materialized on other planes.
The caster and companions may travel through the astral plane indefi-
nitely. Their bodies simply wait behind in a state of suspended anima-
tion. The spell lasts until the caster desires it to end, or until it is termi-
nated by some outside means.

Atonement
Level: 5
Duration: Permanent
Range: Touch
This spell removes the burden of unwilling evil acts or misdeeds from 
the subject. The creature seeking atonement must be truly repentant and 
desirous of setting right its misdeeds. Atonement may be cast to reverse 
magical alignment change. This ritual takes 1 turn to cast.

Augury
Level: 2
Duration: See below
Range: 0
An augury can tell the caster whether a particular action will bring good 
or bad results in the immediate future. The base chance for receiving a 
true reply is 70% + 1% per caster level; this roll is made secretly. The au-
gury can see into the future only 3 turns, so anything that might happen 
after that does not affect the result. Thus, the result will not take into 
account the long-term consequences of a contemplated action.

Blade Barrier
Level: 6
Duration: 3 rounds per level
Range: 30’
An immobile, vertical curtain of whirling blades shaped of pure force 
springs into existence. Any creature passing through the wall takes 8d8 
points of damage. The area of effect for this spell must be chosen when 
cast, and can range from 5 square feet to 20 square feet.
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Bless*
Level: 2
Duration: 6 turns
Range: 60’
Bless fills the caster’s allies with courage, but does not affect enemies 
within the affected area of 20’ × 20’. Each ally gains a +1 morale bonus 
and +1 on attack and damage rolls.
The reverse of this spell does not affect allies within the effect area, and 
incurs penalties of –1 instead of bonuses to the rolls indicated above.

Command
Level: 1
Duration: 1 round
Range: 10’
When a cleric casts this spell, he may give the subject a single word com-
mand, which it obeys to the best of its ability. The single word must 
make sense as a single command, such as approach, drop, fall, flee, halt, 
surrender, sleep, etc.
Although a target could be instructed to “die,” this will only make the 
target take on a comatose state for a single round.
Note that the caster must be able to speak the language of the target. Any 
intended target who has more than 5 HD or an INT of over 12 is entitled 
to a saving throw versus spells.
This spell is ineffective against undead.

Commune
Level: 5
Duration: 3 turns
Range: 0
The caster calls upon divine powers in order to seek knowledge. This 
spell may only be cast one time per week, and the caster may ask three 
questions that can be answered by “yes” or “no”. Divine powers do not 
look kindly upon those who call upon them for trivial matters, or who 
call upon them too often. The Referee will make certain this spell is not 
abused. One time per year of game time, the caster may ask six questions 
instead of the normal three.

Conjure Animals
Level: 6
Duration: 2 rounds per level
Range: 30’
The caster can summon normal mammals to attack enemies designated 
by the caster. The number of animals that appear is directly related to 
the caster’s level. The caster summons 1 hit die of animals per level of 
experience of the caster, and each +1 is calculated as 1/4 of a hit die. For 
example, a 9th level cleric can summon 9 hit dice of animals that could 
consist of nine 1 HD animals, or three 3 HD animals, or two 4+2 HD 
animals. Summoned animals will fight to the death or until the duration 
of the spell ends.

Continual Light*
Level: 3
Duration: See below
Range: 120’
When cast, this spell produces light as bright as sunlight in a 60’ di-
ameter, and any creatures that suffer penalties (not including damage) 
for being in sunlight are affected by this spell. This spell can be cast on 
objects, so that an object under this spell can be carried around. If the 
spell is cast on a creature, a saving throw is allowed. This spell can be 
cast on a creature’s eyes, causing blindness. Unless dispelled, continual 
light is permanent.
Continual darkness (reverse of continual light) produces darkness in 
the same area and manner as continual light. It can be countered with 
continual light or dispel magic. Like continual light, this spell can be cast 
on a creature’s eyes, producing blindness. Normal eyesight, including 
infravision, cannot penetrate this darkness, nor can lamps, torches, or 
the spell light.

Control Weather
Level: 7
Duration: 4d12 hours
Range: 0
The caster can change the weather in the local area. It takes 1 turn to cast 
the spell and an additional 1d4 turns for the effects to manifest. The cast-
er calls forth weather appropriate to the climate and season of the area.

Season Possible Weather
Spring Tornado, thunderstorm, sleet storm, or hot weather
Summer Torrential rain, heat wave, or hailstorm
Autumn Hot or cold weather, fog, or sleet
Winter Frigid cold, blizzard, or thaw
Late winter Hurricane-force winds or early spring (coastal area)

The caster controls the general tendencies of the weather, such as the 
direction and intensity of the wind, but cannot control specific applica-
tions of the weather—where lightning strikes, for example, or the exact 
path of a tornado.
Contradictory weather conditions are not possible simultaneously. Con-
trol weather can do away with atmospheric phenomena (naturally oc-
curring or otherwise) as well as create them.

Create Water*
Level: 1
Duration: Permanent
Range: 10’
This spell generates wholesome, drinkable water, in a quantity of 4 gal-
lons per level. Water can be created in an area as small as will actually 
contain the liquid, or in an area of a 3’ cube. Destroy Water is the 
reverse of this spell, and destroys a likewise amount of water. No steam, 
water droplets, or any other trace of destroyed water remains. This spell 
cannot create water within a creature.

Create Food and Water
Level: 4
Duration: Permanent
Range: 10’
The caster can create 1 cubic foot of water and/or nutritious food per 
level of experience. One cubic foot of food can feed three humans or 
similar sized creatures, or one larger animal such as a mule.

Cure Blindness*
Level: 3
Duration: Permanent
Range: Touch
The caster may touch a being and cure blindness. This blindness may 
be magical or physical. Cause blindness may be inflicted by touching 
a being; however, a saving throw versus spells is allowed to avoid the 
effect completely.

Cure Critical Wounds*
Level: 5
Duration: Permanent
Range: Touch
When this spell is cast, the cleric touches one character or creature (or 
himself ) and heals it of 3d8+3 hit points of damage. This spell cannot 
grant more hit points than the being’s normal maximum. Cure critical 
wounds also heals any conditions listed in cure light wounds.
Cause critical wounds (reverse) causes 3d8+3 hit points of damage to a 
being if the caster can touch the opponent.
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Cure Disease*
Level: 3
Duration: Permanent
Range: 30’
This spell instantly kills green slime, and will instantly cure all diseases, 
including mummy rot and lycanthropy.
Cause disease (reverse of cure disease) inflicts a terrible withering dis-
ease on a victim, which will cause death in 2d12 days. A saving throw 
versus spells is allowed. This disease can be cured with the casting of 
cure disease. The victim of this disease cannot be cured of damage from 
other spells, and it takes twice the time for normal healing. This suf-
fering further results in a penalty of –2 to hit rolls made by the victim.

Cure Light Wounds*
Level: 1
Duration: Permanent
Range: Touch
When this spell is cast, the cleric touches one character or creature (or 
himself ) and heals it of 1d6+1 hit points of damage. Alternatively, this 
spell also cures paralysis; it will not heal damage and paralysis in the 
same casting. This spell cannot grant more hit points than the being’s 
normal maximum.
Cause light wounds (reverse) causes 1d6+1 hit points of damage to a 
being if the caster can touch the opponent.

Cure Serious Wounds*
Level: 4
Duration: Permanent
Range: Touch
When this spell is cast, the cleric touches one character or creature (or 
himself ) and heals it of 2d6+2 hit points of damage. This spell cannot 
grant more hit points than the being’s normal maximum. Cure serious 
wounds also heals any conditions listed in cure light wounds.
Cause serious wounds (reverse) causes 2d6+2 hit points of damage to 
a being if the caster can touch the opponent.

Delay Poison
Level: 2
Duration: 1 turn per level
Range: Touch
The subject becomes temporarily immune to poison. Any poison in its 
system or any poison to which it is exposed during the spell’s duration 
does not affect the subject until the spell’s duration has expired. Unless 
cured, saving throws and damage as appropriate are rolled once the spell 
ends.
Delay poison does not cure any damage that poison may have already 
done. However, if the spell is cast on a subject who has recently died 
from poison, within 1 turn per caster level, life is restored until the spell 
duration ends. A revived character will have 1 hp for the duration of the 
spell, but if the spell ends prior to the poison being cured, the subject 
dies.

Detect Evil
Level: 1
Duration: 6 turns
Range: 120’
The caster can sense the presence of evil intentions, whether from a liv-
ing being or an object enchanted for evil purposes. Objects or creatures 
within 120’ with evil intent will magically glow. Note that the Referee 
must decide what is “evil”, and some things may be potentially harm-
ful, like traps, but not “evil.” This spell does not grant the ability to read 
minds, but only grants a general sense of evil intent.

Detect Lie*
Level: 4
Duration: 1 round per level
Range: 30’
The caster can use this spell on himself or another being, and will be able 
to know whether words heard are truth or lies.
Undetectable lie (reverse) can nullify the effect of detect lie, or can be 
used to tell lies in a convincing manner.

Detect Magic
Level: 1
Duration: 2 turns
Range: 60’
For the duration of this spell, the caster can see a magical glow on any 
enchanted object or creature within 60’. This includes objects that are 
permanently magical, such as weapons or other items, and objects or 
creatures that are currently under the influence of a spell or some other 
enchantment.

Dispel Evil
Level: 5
Duration: 1 turn
Range: 30’
When this spell is cast, the caster can take no other action but concen-
trate on the spell for the entire duration. All undead or other enchanted 
creatures that come within 30’ of the caster must succeed in a saving 
throw versus spells or be destroyed. Any creature that succeeds this roll 
will instead flee. Instead of casting the spell in a 30’ radius, the caster 
can direct the spell at one monster only, and that monster saves with a 
–2 penalty. In addition, dispel evil can be used to remove a cursed item 
from a being within the spell range.

Dispel Magic
Level: 3
Duration: Permanent
Range: 120’
When cast, spell effects within a 20’ cube can be negated. All spells cast 
by any spell casting class are automatically negated if the caster is of an 
equal or lower level to the caster of dispel magic. For each level an op-
ponent is above the caster, there is a cumulative 5% chance dispel magic 
does not function. For example, if a 7th level character attempts to dispel 
the effects of a spell cast by a 10th level character, there is a 15% chance 
dispel magic fails.

Divination
Level: 4
Duration: See below
Range: 0
Similar to augury but more powerful, a divination spell can provide 
the caster with useful information regarding an area, building, area of a 
dungeon, and other similar places. Information gained includes a gen-
eral idea of how powerful the creatures are there, the general amount of 
treasure present, and what kind of resistance to attack is present and the 
nature of it, whether it is good, evil, chaotic, lawful, etc. The base chance 
for a correct divination is 60% + 1% per caster level. The Referee should 
roll this secretly. If the dice roll fails, false information is delivered.
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Earthquake
Level: 7
Duration: 1 round
Range: 120’
When earthquake is cast, an intense but highly localized tremor rips the 
ground, to a diameter of 5’ per caster level. The shock collapses struc-
tures, opens cracks in the ground, and more. The effect lasts for 1 round, 
during which time creatures on the ground cannot move, cast spells or 
attack. The earthquake affects all terrain, vegetation, structures, and 
creatures in the area. The specific effect of an earthquake spell depends 
on the nature of the terrain where it is cast.
 ▶ Cave, Cavern, or Tunnel: The spell collapses the roof, dealing 7d6 
points of damage to any creature caught under the cave-in An earth-
quake cast on the roof of a very large cavern could also endanger those 
outside the actual area but below the falling debris.
▶ Cliffs: Earthquake causes a cliff to crumble, creating a landslide that 
travels horizontally as far as it fell vertically. Any creature in the path 
takes 7d6 points of damage.
▶ Open Ground: Fissures open in the earth, and 1d6 creatures on the 
ground fall into one and die.
▶ Structure: Any structure standing on open ground takes 5d12 points 
of structural hit point damage, enough to collapse a typical wooden or 
masonry building, but not a structure built of stone or reinforced ma-
sonry. Any creature caught inside a collapsing structure takes 7d6 points 
of damage.
▶ River, Lake, or Marsh: Fissures open underneath the water, draining 
away the water from that area and forming muddy ground. Soggy marsh 
or swampland becomes quicksand for the duration of the spell, sucking 
down structures. In addition, 1d6 creatures in the area will be sucked 
into the mud and killed.

Exorcise
Level: 4
Duration: Permanent
Range: 1’
The cleric may use this ritual to eliminate foreign influences from a 
being, whether those influences are from magic jar, charm spells, pos-
session by other creatures, and similar magical and/or spell effects. The 
Referee rolls d00, and this is the probability that a cleric is successful in 
the exorcism, per turn the exorcism is recited. This probability is low-
ered or raised by 1% for every level difference between the cleric and the 
possessing entity or level of the caster of the spell being opposed. For 
instance, if the odds are 50%, and the cleric is 5 levels higher than the 
opposed force, the odds are 55% per turn. If the opposed force were 5 
levels higher, the cleric’s odds would be 45% per turn.

Feign Death
Level: 3
Duration: 1 turn, +1 round per level
Range: Touch
With the exception of duration and that any HD creatures may be af-
fected, this spell functions identically to the magic-user spell of the same 
name.

Find the Path*
Level: 6
Duration: 1 turn per level
Range: Touch
The recipient of this spell can find the shortest, most direct physical 
route to a specified destination, whether into or out of a locale. The lo-
cale can be outdoors, underground, or even inside a maze spell. Find 
the path works with respect to locations, not objects or creatures at a lo-
cale. The spell enables the subject to sense the correct direction that will 
eventually lead it to its destination, indicating, at appropriate times, the 
exact path to follow or physical actions to take. The spell ends when the 
destination is reached, or the duration expires, whichever comes first. 
Find the path can be used to remove the subject and its companions 
from the effect of a maze spell in a single round.
Lose the path (reverse) renders a touched being completely incapable 
of finding its way.

Find Traps
Level: 2
Duration: 2 turns
Range: 30’
This spell is centered on the caster, and when a trapped object or area 
comes within range it glows with a blue magical light. Both magical and 
mechanical traps are detected. This spell grants no knowledge about the 
nature of the trap or how to deactivate it.

Flame Strike
Level: 5
Duration: Instantaneous
Range: 60’
A flame strike produces a vertical column of divine fire 30’ high and 
10’ in diameter that roars downward on a target. The spell deals 6d8 hit 
points of damage. A successful saving throw versus spells reduces the 
damage to 3d8.

Gate
Level: 7
Duration: see below
Range: 30’
The spell functions exactly as the magic-user spell of the same name.

Glyph of Warding
Level: 3
Duration: See below
Range: Touch
This powerful inscription harms those who enter, pass, or open the 
warded area or object. A glyph of warding can guard a bridge or pas-
sage, ward a portal, trap a chest or box, and so on. The area of effect is 
up to 5’ squared per caster level, and a maximum of 10’ squared can be 
inscribed per round. Any creature entering or touching the warded area 
or opening the warded object without speaking a password (which is set 
when casting the spell) is subject to the magic it stores.
When casting the spell, the cleric weaves a tracery of faintly glowing 
lines around the warding sigil. A glyph can be placed to conform to any 
shape up to the limitations of the total square footage. When the spell is 
completed, the glyph and tracery become nearly invisible.
Depending on the version selected, a glyph either blasts the intruder or 
activates a spell.
▶ Blast Glyph: A blast glyph deals 2 points of damage per caster level to 
the intruder. This damage is fire or electricity, caster’s choice at the time 
of casting. Each creature affected can attempt a saving throw versus spell 
to take half damage.
▶ Spell Glyph: The caster can store a harmful spell effect to be triggered. 
Effects may include blindness, paralyzation, and energy drain, or similar 
effects. The cleric must be of a high enough level to cast these spells. A 
saving throw versus spells is allowed to avoid the effects of this kind of 
glyph.

Heal*
Level: 6
Duration: Permanent
Range: Touch
Heal enables the caster to channel divine energy into a creature to wipe 
away injury and afflictions. It immediately ends any and all of the fol-
lowing adverse conditions affecting the target: blindness, disease, fa-
tigue, feeblemind, and poison. It heals all but 1d4 hit points of damage.
Harm (reverse) takes away all but 1d4 hit points from the victim 
touched and inflicts the same disease as cause disease.
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Hold Person
Level: 2
Duration: 9 turns
Range: 180’
When this spell is cast, most humanoids become paralyzed and freeze 
in place. Undead and any monster of a greater size than an ogre are 
unaffected. They are aware and breathe normally but cannot take any 
actions, even speech. Subjects may attempt a saving throw versus spells. 
This spell can affect 1d4 beings, but if directed at a single monster or 
character, the saving throw is attempted with a –2 penalty.

Holy Chant
Level: 2
Duration: See below
Range: 0’
This spell is intoned continuously, bringing about supernatural inter-
vention on behalf of the cleric and party members within a 30’ radi-
us. All attacks, damage, and saving throws are made with a +1 bonus. 
Likewise, all of the rolls attempted by enemies suffer a -1 penalty. This 
effect continues so long as the cleric does not move and focuses only 
on chanting. However, if he is successfully attacked and dealt damage, 
or otherwise physically distracted, the spell ends. The spell silence also 
negates the spell.

Holy Word*
Level: 7
Duration: See below
Range: 0
Upon speaking the Holy or Unholy Word, any evil or good creature 
within a 60’ area of the caster suffers the following ill effects.

Locate Object
Level: 3
Duration: 6 turns
Range: 120’
The caster can sense the direction of a well-known or clearly visualized 
object. The caster can search for general items, in which case the nearest 
one of its kind is located. Attempting to find a certain item requires a 
specific and accurate mental image; if the image is not close enough 
to the actual object, the spell fails. Monsters or characters may not be 
located.

Lower Water
Level: 4
Duration: 1 turn per level
Range: 120’
The caster of this spell is able to lower water or any other fluid by a per-
centage of its volume at 5% per caster level and in an area of 1 square 
foot per caster level. For instance, a 10th level cleric could lower water 
by 50% in a 10’ square area.

Neutralize Poison
Level: 4
Duration: Permanent
Range: Touch
The caster detoxifies any sort of venom or poison in the creature or ob-
ject touched. A poisoned creature suffers no additional effects from the 
poison, and any temporary effects are ended, but the spell does not re-
verse instantaneous effects, such as hit point damage, or other effects 
that do not go away on their own. If a character dies of poison, neutral-
ize poison will bring a character back to life if the spell is used no more 
than 10 rounds after death.

Part Water
Level: 6
Duration: 1 turn per level
Range: 20’ per turn
For the duration of this spell, the caster creates a divide in a body of wa-
ter. For each level of experience of the caster, he is able to create a divide 
in water that is 1’ wide by 20’ long and 3’ deep. The caster can dismiss 
the spell at any time before the duration has expired.

Plane Shift
Level: 5
Duration: Permanent
Range: Touch
This spell allows the caster to move himself or some other creature to 
another plane of existence or alternate dimension. If several willing per-
sons link hands in a circle, as many as eight can be affected by the plane 
shift at the same time. Note that plane shift transports creatures instan-
taneously and then ends. The creatures need to find other means if they 
are to travel back. An unwilling creature is entitled to a saving throw 
versus spells to negate the effects of this spell.

Prayer
Level: 3
Duration: 1 round per level
Range: 0
Prayer is a more advanced form of the spell Holy Chant. The function 
is identical, except that the area of effect is a 60’ radius. In addition, it 
is unnecessary for the cleric to remain chanting. Once the spell is cast 
it lasts for its duration, while the cleric may cast other spells, attack, or 
take other actions.

HD Effect
12+ Deafened 1d4 rounds, -2 to hit, Movement –25%
8−11 Stunned 2d4 rounds, -4 to hit, Movement –50%
4−7 Paralyzed 1d4 turns

3 or fewer Killed

Insect Plague
Level: 5
Duration: 1 day
Range: 480’
The caster summons a swarm of locusts in a 60’ diameter. The swarm 
causes creatures occupying its area to flee if they are 2 HD or fewer. This 
spell does not function when cast underground. The caster can control 
the swarm to move 20’ in a round. The caster must concentrate for the 
duration of the spell to maintain control over the swarm, and if the 
swarm leaves the range the caster loses control of them. The caster also 
loses control of them if he is successfully attacked.

Know Alignment
Level: 2
Duration: 1 round
Range: 10’
The caster of this spell will immediately know the alignment of a charac-
ter or monster within range. In addition, magic items with an alignment 
or the nature of a holy (or unholy) place will be revealed.

Light*
Level: 1
Duration: 12 turns
Range: 120’
This spell causes an object to glow as bright as a torch, shedding bright 
light in a 15’ radius. The effect is immobile, but it can be cast on a mov-
able object. This spell can be cast on a monster’s or character’s eyes if 
the target fails a saving throw versus spells. If the save fails, the target is 
blind for 12 turns. Light taken into an area of magical darkness (reverse) 
does not function, and vice versa. A light spell counters a Darkness 
spell. Darkness can also be cast on a target’s eyes, and a saving throw 
versus spells is allowed.
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Protection from Evil
Level: 1
Duration: 12 turns
Range: Touch
This spell wards a creature from attacks by “evil” creatures. It creates 
a magical barrier around the subject that moves with the subject. The 
subject gains a bonus to AC of –1 and a +1 bonus on saving throws. 
Both these bonuses apply against attacks made or effects created by evil 
creatures.
In addition, this spell prevents bodily contact by summoned or created 
creatures. This causes the natural weapon attacks of such creatures to 
fail, and the creatures recoil if such attacks require touching the ward-
ed creature. However, these creatures can attempt missile attacks. The 
protection against contact by summoned creatures ends if the warded 
creature makes an attack against or tries to force the barrier against the 
blocked creature.

Protection from Evil 10’ Radius
Level: 4
Duration: 12 turns
Range: Touch
This spell functions exactly like the spell protection from evil, except 
protection from evil 10’ radius extends the protective barrier to a 10’ 
radius around the caster or subject, allowing companions to stay close 
and gain the benefits of the spell.

Purify Food and Drink*
Level: 1
Duration: Permanent
Range: 10’
This spell makes spoiled, rotten, poisonous, or otherwise contaminat-
ed food and water pure and suitable for eating and drinking. Either 6 
quarts of drink, one trail ration, or a quantity of unpreserved food for 
12 human-sized beings can be affected by this spell. This spell does not 
prevent subsequent natural decay or spoilage. The opposite of this spell, 
Putrefy Food and Water, spoils a like amount of food or drink.

Quest*
Level: 5
Duration: See below
Range: 30’
When this spell is cast on a character, a saving throw versus spells is 
allowed. Success indicates that the spell is not effective. If the save fails, 
the caster can compel the character to take on a quest. This quest can 
be dangerous, but the character cannot be instructed to purposefully 
harm himself.
Should the affected character resist taking on the quest, he will be under 
the effect of a curse, the nature of which is decided by the Referee. The 
only way to remove the curse is to undertake the quest, and when the 
quest is finished the spell terminates.
Alternatively, the reverse of this spell, Remove Quest, can be used to 
remove the curse and to dispel an active quest spell.
Like dispel magic, the caster of remove quest will have a lower probabili-
ty of successfully countering the spell if he is a lower level than the caster 
of the quest spell. The probability of spell failure is 5% per level the cleric 
is below the caster of Quest.

Raise Dead*
Level: 5
Duration: Permanent
Range: 120’
This spell restores life to a deceased human or demi-human. The caster 
can raise a creature that has been dead for no longer than two days at 7th 
level, and four days are added per level above 7. For example, a 9th level 
cleric can bring a character back to life that has been dead for 10 days. 
However, the body of the person to be raised must be fairly intact. For 
instance, if the head is missing the being cannot be raised. Coming back 
from the dead is an ordeal. The subject of the spell is brought back to life 
with 1 hit point, and for two weeks the character has 50% of movement 
and suffers from chronic weakness. Further, he may not engage in spell 
casting, combat, or any other strenuous activity. This period may not 
be shortened by any magical healing. If this spell is cast on an undead 
monster, it must save versus spells or die instantly.
Ray of death (reverse) can be cast and directed at any character or 
monster. A ray of death shoots from the hand of the caster, and if the 
target fails a saving throw versus death he dies instantly. The casting of 
this spell is a chaotic act, and will be done by other alignments in rare 
situations.

Regenerate*
Level: 7
Duration: Permanent
Range: Touch
The subject’s severed body appendages (fingers, toes, hands, feet, arms, 
legs, tails, or even heads of multi-headed creatures), broken bones, and 
ruined organs grow back. After the spell is cast, the physical regenera-
tion is complete in 1 round if the severed parts are present and touching 
the creature. It takes 2d4 turns otherwise.
Necrosis (reverse) will cause body parts to die, turn black, and shrivel 
to fall off. The body part becomes useless in 1 round, and falls off to 
become dust in 2d4 turns.
The caster must successfully touch the opponent for the spell to work, 
and the Referee will determine randomly which body part is affected.

Remove Curse*
Level: 3
Duration: Permanent
Range: Touch
Remove curse instantaneously removes one curse on a creature. Remove 
curse does not remove the curse from a cursed shield, weapon, or suit 
of armor, although the spell enables the creature afflicted with any such 
cursed item to remove and get rid of it. Remove curse counters and dis-
pels bestow curse.
Bestow curse (reverse) can bring about any number of unfortunate 
effects upon a being, determined by the caster and ruled by the Referee. 
Some limits of effect must be enforced. Possibilities include no more 
than a –2 penalty to saving throws or –4 to hit. An ability might be re-
duced by 50%. These effects can have any number of creative symptoms. 
The victim can avoid being affected by Bestow Curse with a successful 
saving throw versus spells.

Remove Fear*
Level: 1
Duration: 2 turns
Range: Touch
This spells instills courage in the subject, and potentially removes the 
effect of magic-induced fear by allowing the target a saving throw ver-
sus spells to attempt to remove the effect. The subject receives a saving 
throw bonus of +1 per level of the caster. Remove fear counters and dis-
pels cause fear. The subject must be touched for the spell to take effect.
Cause fear (reverse) will cause a subject who is touched to run away, 
hysterical, at full running movement for a number of rounds equal to 
the caster’s level.
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Resist Cold
Level: 1
Duration: 6 turns
Range: 30’
While under the effects of this spell, a character or monster is unharmed 
by freezing (non-magical) cold, and grants a bonus of +2 to all saving 
throws versus cold-based magical or breath attacks. In addition, 1 point 
of damage is subtracted from each dice of damage dealt by a cold-based 
attack. Each die will inflict a minimum of 1 hp damage.

Resist Fire
Level: 2
Duration: 6 turns
Range: 30’
While under the effects of this spell, a character or monster is unharmed 
by intense (non-magical) heat, and he receives a bonus of +3 to all sav-
ing throws versus heat-based magical or breath attacks. In addition, 1 
point of damage is subtracted from each die of damage dealt by a heat-
based attack. Each die will inflict a minimum of 1 hp damage.

Restoration*
Level: 7
Duration: Permanent
Range: Touch
This spell restores one experience level to a creature who has had a level 
drained. The drained level is restored only if the time since the creature 
lost the level is equal to or less than one day per caster level. A character 
that has a level restored by restoration has exactly the minimum num-
ber of experience points necessary to restore him or her to his or her 
previous level. This spell also negates the effects of the spell feeblemind.
Drain energy (reverse) drains one level away from a target when 
touched.

Resurrection*
Level: 7
Duration: Permanent
Range: Touch
This spell functions like raise dead, except that upon completion of the 
spell, the creature is immediately restored to full hit points, vigor, and 
health, with no loss of prepared spells. The condition of the remains is 
not a factor. So long as some small portion of the creature’s body still 
exists, it can be resurrected. The creature can have been dead no longer 
than 10 years per caster level.
Destruction (reverse) causes the victim, when touched by the caster, 
to die immediately and fall to dust. When these spells are cast, the caster 
is weakened for 1 day per level of the character raised or destroyed, and 
must rest in bed. For this duration the caster cannot fight or cast spells.

Reveal Charm*
Level: 2
Duration: 1 turn
Range: 30’
By means of this spell, a cleric may examine one creature within range 
per round, to a maximum of 10 creatures, to determine if they are under 
the influence of a charm spell.
The reverse, Obscure Charm, can protect one creature only from de-
tection for 1 turn.

Sanctuary
Level: 1
Duration: 2 rounds, +1 round per level
Range: Touch
Any opponent attempting to strike or otherwise directly attack the 
warded creature must attempt a saving throw versus spells. If the save 
succeeds, the opponent can attack normally and is unaffected by that 
casting of the spell. If the save fails, the opponent will not attack the 
caster and will attack another creature instead. However, area effects 
may still affect the cleric. The cleric must not make offensive actions 
while this spell is in effect, but he may cast non-offensive spells to help 
companions.

Silence 15’ Radius
Level: 2
Duration: 12 turns
Range: 180’
Upon the casting of this spell, complete silence prevails in a diameter of 
30 feet. All sound is stopped and conversation is impossible. No noise 
whatsoever issues from the area, but noise originating from outside the 
silenced area can be heard by those within it. The spell can be cast on a 
point in space, but the effect is stationary unless cast on a mobile object. 
The spell can be centered on a creature, and the effect then radiates from 
the creature and moves as it moves.
An unwilling creature can attempt a saving throw versus spells, and if 
successful the spell takes effect in a stationary location near the creature, 
but the creature may move out of the affected area.

Snake Charm
Level: 2
Duration: See below
Range: 60’
The caster is able to affect the behavior of snakes, making them indiffer-
ent to the caster and others. A cleric is able to affect snakes of a number 
of hit die equaling the caster’s level. A 7th level cleric can affect 7 hit 
dice of snakes, which can equal seven 1 HD snakes, or two 3 HD snakes 
and one 1HD snake, or any other combination. Hostile snakes are more 
difficult to charm, and if this spell is cast on snakes that are engaged in 
melee combat with the caster, the snakes will only be affected by the 
spell for 1d4+1 rounds. If the spell is cast on snakes that are not at the 
moment hostile, the spell will last 1d4+1 turns.

Speak with Animals
Level: 2
Duration: 6 turns
Range: 30’
The caster can comprehend and communicate with ordinary animals 
or giant versions of ordinary animals. The caster can ask questions of, 
and receive answers from, one particular kind of animal, although the 
spell doesn’t make it any more friendly or cooperative than normal. The 
type of animal is decided when the spell is cast. If an animal is friendly 
toward the caster, it may do some favor or service.

Speak with Creatures
Level: 6
Duration: 6 turns
Range: 30’
This spell is a more powerful version of speak with animals, but allows 
the cleric to speak with any creature.
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Speak with Dead
Level: 3
Duration: See below
Range: 1’
The caster grants the semblance of life and intellect to a corpse, allowing 
it to answer several questions put to it. The corpse may answer no matter 
what state of decay it is in. Regardless of the number of questions asked, 
the spell has a limited duration based on caster level. Unasked questions 
are wasted if the duration expires. The corpse’s knowledge is limited to 
what the creature knew during life, including the languages it spoke (if 
any). The cleric may cast this spell on a corpse that has been dead for a 
period of time dependent on the caster’s level. Refer to the table below.

Stone Tell
Level: 6
Duration: 1 turn
Range: Touch
The caster gains the ability to speak with stones, which can relate who or 
what has touched them as well as revealing what is covered or concealed 
behind or under them. The stones relate complete descriptions if asked. 
A stone’s perspective, perception, and knowledge may prevent the stone 
from providing the details one is looking for. The caster can speak with 
natural or worked stone.

Striking
Level: 3
Duration: 1 turn
Range: 30’
The caster enchants a weapon to deal an extra 1d6 hit points of damage, 
and makes an otherwise non-magical weapon able to attack a monster 
normally only affected by weapons of a magical nature.

Summon Aerial Servant
Level: 6
Duration: 1 day per level
Range: 10’
The cleric combines this spell with protection from evil to summon forth 
an aerial servant. The creature can be asked to perform a service, or to 
retrieve an object or being, but the aerial servant cannot be directed spe-
cifically to engage in combat for the caster. Normally, if sent to retrieve 
an object, it can do so even if it is in the possession of another being if it 
scores a successful hit roll and the creature is unaware of the aerial ser-
vant’s presence. The aerial servant is sent back to its home plane when 
the task is complete, it is dismissed by the caster, or the caster is killed.

Symbol
Level: 7
Duration: 1 turn per level
Range: Touch
This spell allows the caster to scribe a potent rune of power upon a sur-
face or in the air. The symbol glows, lasting for 1 turn per caster lev-
el. There are three different symbols available to clerics, which are de-
scribed below. The particular symbol desired must be chosen when the 
spell is cast. A character may receive a save versus spells to negate the 
effects of a symbol.
▶ Symbol of Pain: Creatures suffer wracking pains that impose a –4 
penalty on attack rolls, and a –2 penalty to DEX. These effects last for 
2d10 turns.
▶ Symbol of Persuasion: Creatures that see a symbol of persuasion 
become charmed by the caster and behave as if they are of the caster’s 
alignment. This effect lasts 1d20 turns.
▶ Symbol of Hopelessness: Creatures that see a symbol of hopeless-
ness will surrender or give up any struggle for 3d4 turns.

Tongues*
Level: 4
Duration: 1 turn
Range: 0
This spell grants the caster the ability to speak and understand the lan-
guage of any intelligent creature within a 60’ diameter area, whether it is 
a racial or alignment tongue.
The reverse, Garble, makes all language incomprehensible within the 
affected area, or may be used to negate a tongues spell. No saving throw 
is permitted.

Caster Level Duration Time Deceased Questions
6th or fewer 6 rounds 7 days 2

7th to 8th 18 rounds 7 weeks 3
9th to 11th 36 rounds 7 months 4
12th to14th 1 turn 7 years 5
15th to 18th 2 turns 70 years 6
19th to 20th 3 turns 140 years 7

21st + 6 turns 1,000 years+ 8

Speak with Plants
Level: 4
Duration: 3 turns
Range: 60’
The caster can communicate with plants, including both normal plants 
and plant creatures. The caster is able to ask questions of and receive 
answers from plants, and can ask plants to move in such a way to clear 
a path that is impassable or covered in difficult growth. The spell does 
not make plant creatures any more friendly or cooperative than normal. 
If a plant creature is friendly toward the caster, it may do some favor or 
service.

Spiritual Weapon
Level: 2
Duration: 1 round per level
Range: 30’
A weapon made of pure force springs into existence and attacks oppo-
nents in range, dealing 1d6 damage per hit, with +1 to hit per three 
caster levels. However, the weapon is not considered “magical” for the 
purposes of dealing damage or striking foes that can only be hit by 
magical weapons. The weapon takes a shape favored by the caster’s de-
ity or a weapon with some spiritual significance or symbolism (a mace, 
hammer, etc.) It strikes at the opponent designated, with one attack per 
round the spell is in effect. It uses the caster’s base attack value, just as 
any melee weapon wielded by the caster. The weapon manifests only as 
long as the caster concentrates, to the maximum duration allowed for 
the caster’s level.

Sticks to Snakes
Level: 4
Duration: 6 turns
Range: 120'
The caster can transform 2d8 sticks into snakes, and there is a 50% prob-
ability that the snakes are poisonous. The caster may give the snakes 
orders. When killed or at the end of the spell’s duration, snakes revert 
back into sticks. The monster statistics for these snakes are as follows: 

AC 6, HD 1, Att 1× bite (1d4), MV 90’ (30’), SV D12 W13 P14 B15 S16, 
ML 7, AL Neutral, NA Nil, % Nil, TT Nil
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True Seeing*
Level: 5
Duration: 1 round per level
Range: Touch
The caster confers on himself or a subject the ability to see all things as 
they actually are. The subject sees through normal and magical dark-
ness, notices secret doors, sees invisible creatures or objects normally, 
sees through illusions, and sees the true form of polymorphed, changed, 
or transmuted things. Further, the subject can focus its vision to see into 
the ethereal plane (but not into extradimensional spaces).
False seeing (reverse) makes objects, characters, and monsters appear 
as their “opposite.” The ugly appears beautiful, the valuable appears 
worthless, and so on.

Wind Walk
Level: 7
Duration: 6 turns per level
Range: Touch
The caster alters the substance of his body to a cloudlike vapor and 
moves through the air, possibly at great speed. The caster can take a few 
other creatures with him, 1 per 8 levels of experience, each of which acts 
independently. A wind walker can fly at a speed of 60’ per level, per turn, 
and up to 600’ per turn. Wind walkers are not invisible but rather appear 
misty and translucent. If fully clothed in white, they are 80% likely to be 
mistaken for clouds, fog, vapors, or the like.

Word of Recall
Level: 6
Duration: Instantaneous
Range: 0
Word of recall teleports the caster instantly back to his sanctuary when 
the word is uttered. The caster must designate the sanctuary when pre-
paring the spell, and it must be a very familiar place. Any distance may 
be traveled with no chance of error. In addition to himself, the caster can 
transport an additional 25 pounds per level of experience.

Magic-User Spells
Allure
Level: 1
Duration: 1 round per level
Range: Self
When this spell is cast, all intelligent creatures within a 20’, +20’ per level 
diameter must save versus spells or perceive the caster as if he has an 
additional 2d4 CHA. In addition, creatures that fail the saving throw feel 
good will, generosity and liking for the caster, and will help him within 
reason. Those who succeed in the saving throw perceive the caster as if 
he has 1d4 lower CHA, and automatically dislike and are annoyed by 
the caster.

Amnesia
Level: 2
Duration: Permanent
Range: 30’
This spell allows the caster to obliterate the memory of an opponent. 
The time span is equal to the previous 1 round, +1 round per 3 levels 
of the caster. This spell only affects memory, it does not alter any actual 
events that have taken place or nullify any other spell effects. The spell is 
capable of affecting up to 4 beings in range. Beings are allowed a saving 
throw versus spells, which is modified depending on how many crea-
tures are targeted. No modifier is applied if 3 or 4 creatures are targeted, 
but if 2 are targeted the save is at -1, and -2 if only one being is targeted. 
If a victim realizes his memory has been altered, the spells heal or resto-
ration can return the memory. Note that these spells must be specifically 
applied for the purpose.

Animal Growth*
Level: 5
Duration: 1 round per level
Range: 60’
The caster may use this spell to double the size of up to 8 animals with-
in a 20’ × 20’ area. This doubling effect applies to damage inflicted by 
the animals and applies to their HD numbers, which affects their attack 
values.
Reduce Animal (reverse) has exactly the opposite effect, reducing ani-
mals and their abilities by half.

Animate Dead
Level: 5
Duration: Permanent
Range: 60’
This spell functions identically to the cleric spell of the same name.

Anti-Magic Shell
Level: 6
Duration: 12 Turns
Range: 0
An anti-magic barrier is created around the caster. No spells may pass 
through this barrier, whether from inside or outside. The caster there-
fore may not cast any spells other than those that affect him only. The 
caster may end this spell at any time before the maximum duration has 
expired.
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Antipathy/Sympathy
Level: 8
Duration: 12 turns per level
Range: 30’
The caster causes an object or location to emanate magical vibrations 
that repel or attract either a specific kind of intelligent creature or crea-
tures of a particular alignment, as defined by the caster. The kind of 
creature to be affected must be named specifically, or specific alignment 
to be repelled must be named.
▶ Antipathy – Creatures of the designated kind or alignment feel an 
overpowering urge to leave the area or to avoid the affected item. A 
compulsion forces them to abandon the area or item, shunning it and 
never willingly returning to it while the spell is in effect. A creature that 
makes a successful saving throw can stay in the area or touch the item 
but feels extremely uncomfortable doing so. This distracting discomfort 
reduces the creature’s DEX score by 1 point per round, to a maximum 
of 4 points.
▶ Sympathy – Creatures of the specified kind or alignment feel elated 
and pleased to be in the area or desire to touch or to possess the object. 
The compulsion to stay in the area or touch the object is overpowering. 
If a saving throw is successful, the creature is released from the enchant-
ment, but a subsequent save must be made 1d6 turns later. If this save 
fails, the affected creature attempts to return to the area or object.

Arcane Eye
Level: 4
Duration: 6 turns
Range: 240’
The caster creates an invisible magical sensor that sends visual informa-
tion, and can see with 60’ infravision. The arcane eye travels up to 120’ 
each turn. The eye can travel in any direction as long as the spell lasts. 
Solid barriers block its passage, but it can pass through a hole or space 
as small as 1 inch in diameter.

Arcane Lock
Level: 2
Duration: Permanent
Range: 10’
An arcane lock spell cast upon a door, chest, or portal magically locks it 
in a similar manner to the spell hold portal. The caster can freely pass his 
own arcane lock without affecting it; otherwise, a door or object secured 
with this spell can be opened with a successful dispel magic or knock 
spell. Dispel Magic removes the arcane lock, while knock merely al-
lows passage. In addition, any spell caster who is at least 3 levels higher 
than the caster of the spell may pass through unimpeded.

Arcane Window
Level: 6
Duration: 1 round per level
Range: Touch
The caster of this spell is able to see through walls as if a 3’ square win-
dow is present. For the duration of the spell, the caster may see through 
more than just one wall, but it takes one round to switch from one wall 
to another. The arcane window, according to the caster’s preference, can 
be made visible to other creatures. However, if it is made visible to oth-
ers it can only be applied to one wall. The window is always one way. The 
spell may be applied to 20’ thick wood, 6’ thick stone, or 4 inch thick 
metal. Platinum, gold, and lead block this spell.

Astral Projection
Level: 9
Duration: See below
Range: Touch
This spell is identical to the cleric spell of the same name.

Atmosphere Bubble
Level: 5
Duration: 1 turn per level
Range: 0
The caster of this spell creates a bubble of altered water in a body of wa-
ter (or water-based medium). Within this bubble there is a breathable 
atmosphere. The bubble sinks in water; the center of the bubble is on the 
caster and moves with him.
The area of effect is either a 20’ radius globe, or a 40’ radius hemisphere, 
caster’s choice. Aquatic creatures cannot swim while in this bubble, as it 
is only slightly denser than air.
Likewise, water breathing creatures cannot breathe within the area of 
affect. Intelligent aquatic creatures will not enter the area of effect by 
mistake.

Auditory Illusion
Level: 2
Duration: 2 rounds per level
Range: 60’, +10’ per level
The caster of this spell is able to create false sound. The sound may 
be centered anywhere within range, and within that range the sound 
can fluctuate and move, imitating approaching or receding footsteps, 
laughter, voices, and other possibilities. The sound produced is the ap-
proximate equivalent of noise produced by 4 human sized beings. The 
sound may increase by 4 for each level the caster is above the mini-
mum required to cast this spell. Note that the sound does not have to 
be human-like, but could be animal or monster sounds. In these cases 
the Referee will determine how much sound and how many individuals 
it might represent. For instance, the sounds of four humans might be 
approximately that of 6 or 8 children, or 2 ogres. Beings are allowed a 
saving throw versus spells to realize the effect is illusory, but only if they 
actively attempt to disbelieve.

Blink
Level: 3
Duration: 1 round per level
Range: Self
The caster of this spell is able to “blink” back and forth between the 
ethereal plane and the material plane, seeming to wink in and out of re-
ality, only to reappear in another location. The caster reappears 2’ from 
his original location, in a random direction relative to the direction he 
is facing. Roll 1d8: 1, forward; 2, forward right; 3, right; 4, backward 
right; 5, backward; 6, backward left; 7, left; 8, forward left. If the indi-
cated position is already occupied by solid matter, the caster is shifted 
in a random direction from that point, but only to a distance up to 10’ 
(and not into the area originally occupied). If matter occupies all pos-
sible routes, the caster does not reappear and is trapped on the ethereal 
plane. If the spell caster achieves initiative in any given round that this 
spell is in effect, opponents are unable to successfully attack him, as he 
blinks away too quickly. However, any area effect attacks which occupy 
the same space the caster occupies at both locations in a round will af-
fect the caster.
Beginning the second round blink is in effect, the caster may blink and 
attack with hand weapons the same round. Any other activities, includ-
ing spell casting, missile attacks, use of magic items, etc. fail on a roll 
of 1-15 on 1d20 due to misuse, effects or weapons fired in the wrong 
direction, or other results determined by the Referee.

Burning Hands
Level: 1
Duration: 1 round
Range: See below
This spell causes a 3’ long cone of searing flame to shoot from the caster’s 
fingertips. The cone shoots out in a 120 degree arc centered on the cast-
er. Any creature in the area of the flames takes 1 point of fire damage per 
caster level (no saving throw). Flammable materials burn if the flames 
touch them.
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Charm Monster
Level: 4
Duration: Special
Range: 120’
Charm monster is identical to the spell charm person (discussed below), 
except that charm monster is not limited to humanoids or creatures of 
ogre size or smaller. Only one monster is charmed if it is 4 HD or great-
er. A group of monsters which are 3 HD or fewer may be affected, with 
their number determined by rolling 3d6.

Charm Person
Level: 1
Duration: Special
Range: 120’
This spell makes a humanoid creature regard the caster as its trusted 
friend and ally (treat the target’s attitude as friendly). Undead creatures 
are unaffected by this spell, as are humanoid monsters larger than ogres. 
The spell does not enable the caster to control the charmed person as 
if it was an automaton, but it perceives the caster’s words and actions 
in the most favorable way. The subject can be given orders, but actions 
it wouldn’t ordinarily do based on its nature or alignment may be ab-
stained from. An affected creature never obeys suicidal or obviously 
harmful orders, but it might be convinced that something very dan-
gerous is worth doing. Any act by the caster or his apparent allies that 
threatens the charmed person breaks the spell. The caster must speak 
the person’s language to communicate commands, or else be good at 
pantomiming. Creatures will gain additional saving throws versus spell 
at time intervals based on intelligence scores. An INT score of 3-8 grants 
a new save once every month. An INT of 9-12 grants a new save each 
week, and 13-18 grants a new save once every day. Otherwise, charm 
person can be negated by the spell dispel magic.

Charm Plants
Level: 7
Duration: Permanent
Range: 30’
By casting this spell, a magic-user is capable of commanding plants in 
a 300’ squared area. The plants may be directed to do anything within 
their ability, but intelligent plant life is allowed a saving throw versus 
spells at -4 to resist the enchantment. Once an area is enchanted in this 
way, the magic-user is able to command the plants within it indefinitely.

Clairaudience
Level: 3
Duration: 12 turns
Range: 60’
Clairaudience creates an invisible magical link between the caster and 
one creature within range. This link allows the caster to hear whatever 
the creature hears. The process of linking with one creature and perceiv-
ing the same sounds takes a minimum of 1 turn, such that the caster 
may choose a new creature once per turn. The magical link between 
caster and creature is obstructed by lead or rock of a thickness of 2’ or 
greater.

Clairvoyance
Level: 3
Duration: 12 turns
Range: 60’
Clairvoyance creates an invisible magical link between the caster and 
one creature within range. This link allows the caster to see whatever the 
creature sees. The process of linking with one creature and observing 
with its eyes takes a minimum of 1 turn, such that the caster may choose 
a new creature once per turn. The magical link between caster and crea-
ture is obstructed by lead or rock of a thickness of 2’ or greater.

Clenched Fist
Level: 8
Duration: 1 round per level
Range: 5’ per level
This spell creates a large, ghostly and bodiless hand that can strike one 
opponent that the caster selects per round. The attacks always strike the 
opponent, and the severity of the blow is determined by rolling 1d20 
and consulting the chart below. If a target becomes stunned, subtract 
4 from die rolls on the table for attacks that occur when the target is 
stunned. This reflects the stunned target’s inability to attempt to dodge 
the giant fist.

Roll 1d20 Damage
1 or below 4d6 + stun for 3 rounds
2–4 3d6 + stun for 1 round
5–8 2d6
9–20 1d6

An opponent can attack a clenched fist. It has an AC of 9 and hp equal 
to those of the caster.

Clone
Level: 8
Duration: Permanent
Range: Touch
This spell makes a duplicate of a creature. To create the duplicate, the 
caster must have a piece of flesh (not hair, nails, scales, or the like) taken 
from the original creature’s living body. The piece of flesh need not be 
fresh, but it must be kept from rotting. Once the spell is cast, the dupli-
cate must be grown in a laboratory for 2d4 months. Once the duplicate 
reaches maturity, if the original being is alive the two beings will share 
a psychic link for 1 week. During this time each will seek to destroy 
the other. If this proves to be impossible, there is a 95% probability that 
either the clone or the original will lose his sanity. If this occurs, 25% 
of the time it will be the original, otherwise it is the clone that becomes 
insane. There is a 5% probability that both beings lose their sanity. After 
1 week if neither being destroys the other, the psychic link dissolves and 
there is no longer a compulsion to destroy each other. The spell dupli-
cates only the original’s body and mind, not its equipment.

Cloudkill
Level: 5
Duration: 6 turns
Range: 0
This spell generates a bank of yellowish green and poisonous fog in a 
diameter of 30’. The fog moves and grows away from the caster at 20 feet 
per round, rolling along the surface of the ground. For example, after 
two rounds the fog will be 40 feet long. Because the vapors are heavier 
than air, they sink to the lowest level of the land, even pouring down 
den or sinkhole openings. It cannot penetrate liquids, nor can it be cast 
underwater. These vapors kill any living creature with 4 or fewer HD 
who fails a saving throw versus poison. A new save must be made each 
round. Otherwise, they suffer 1 hp of damage per round while in the 
cloud. A living creature with 5 or more HD suffers 1 hp of damage per 
round while in the cloud.
Holding one’s breath doesn’t help, but creatures immune to poison are 
unaffected by the spell.
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Comprehend Languages*
Level: 1
Duration: Touch
Range: 5 rounds per level
The caster can understand the spoken words of creatures or read oth-
erwise incomprehensible written messages. In either case, the creature 
or the writing must be touched. The ability to read does not necessarily 
impart insight into the material, merely its literal meaning. The spell en-
ables the caster to understand or read an unknown language, not speak 
or write it.
Obscure languages, the opposite of comprehend languages, dispels 
the effects of comprehend languages, or can be used to make spoken or 
written language incomprehensible.

Cone of Cold
Level: 5
Duration: Instantaneous
Range: 0
Cone of cold creates an area of extreme cold, originating at the caster’s 
hand and extending outward in a cone 5’ long per level. It drains heat, 
dealing 1d4 +1 points of cold damage per caster level.

Confusion
Level: 4
Duration: 12 rounds
Range: 120’
This spell causes 3d6 targets in a 60’ diameter area to become confused, 
making them unable to independently determine what they will do. Tar-
gets with fewer than 2+1 HD cannot save. Otherwise, they must save 
versus spells each round they are in the area of effect to avoid the effects.
Roll on the following table at the beginning of each subject’s turn each 
round to see what the subject does in that round.

Contact Other Plane
Level: 5
Duration: Special
Range: 0
The caster sends his mind to another plane of existence in order to re-
ceive advice and information from powers there. See the accompanying 
table for possible consequences and results of the attempt. The powers 
reply in a language the caster understands, but they resent such con-
tact and give only brief answers to questions. All questions are answered 
with “yes,” “no,” “maybe,” “never,” “irrelevant,” or some other one-word 
answer. The caster must concentrate on maintaining the spell in order to 
ask questions at the rate of one per round. A question is answered by the 
power during the same round. The caster may choose how many ques-
tions to ask. The number of questions asked reflects the level of power 
the contacted being has, and how far away it is. The greater the number 
of questions asked the further away the contacted place is and the more 
powerful the being is. First roll on the table below to see if the power 
knows the answer. Then roll to see if the power answers truthfully.
There is a probability that the caster will go insane after casting the spell, 
and the probability is related to the number of questions asked.

Roll 1d10 Behavior
1–4 Attack caster’s group.
5–6 Do nothing but babble incoherently.
7–10 Attack creature’s group.

A confused character that can’t carry out the indicated action does noth-
ing but babble incoherently.

Conjure Elemental
Level: 5
Duration: permanent
Range: 240’
With this spell, the caster may summon one elemental of a particular 
kind per day, to a maximum of four elementals per day (1 each of fire, 
water, earth or air). Only 1 elemental is summoned per casting of the 
spell. For the duration of the spell, the caster can move at movement but 
may take no other actions, because the spell requires full concentration 
to command the elemental. The caster can give the elemental orders for 
the duration of the spell, and the caster can order the elemental to return 
to its home plane at any time. The elemental is forced to its home plane 
if a dispel evil or dispel magic spell is directed at it. If the caster loses 
concentration at any point during the duration of the spell, the elemen-
tal will turn to attack the caster, and the caster will be unable to order it 
back to its home plane.

Questions Don't Know True Answer Insanity
3 75% 50% 5%
4 70% 55% 10%
5 65% 60% 15%
6 60% 65% 20%
7 50% 70% 25%
8 40% 75% 30%
9 30% 80% 35%
10 20% 85% 40%
11 10% 90% 45%
12 5% 95% 50%

Results of a Contact:
▶ Don’t Know: The entity may or may not know the answer, and may or 
may not tell the caster the truth of whether it knows or not.
▶ True Answer: The caster gets a true, one-word answer. Otherwise, 
the entity lies and the lie is undetectable.
▶ Insanity: The chance that the caster goes insane at the effort of com-
munication. A character that goes insane will remain that way for the 
same number of weeks as the total number of questions asked, and the 
player cannot play the character during this time. The base chance in-
dicated on the table is reduced by 5% for every level the caster is above 
11. For example, a 14th level caster receives –15% to the insanity roll.

Continual Light*
Level: 2
Duration: Permanent
Range: 120’
This spell is similar to the 1st level cleric spell light. A 60’ diameter 
sphere of light is brought into being, and is a permanent effect. This 
spell can be cast on objects so that the light is portable.
The reverse of this spell (Continual Darkness) creates a 60’ diameter 
sphere of darkness. Light (even from a Light spell) torches and similar 
objects will not cast light within it, and infravision cannot penetrate it. 
This spell may be cast directly on a creature, but the creature receives a 
saving throw versus spells. If successfully cast on a creature’s eyes, blind-
ness results until the spell is negated with Dispel Magic.
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Control Weather
Level: 6
Duration: See below
Range: 0
This spell differs from the cleric spell of the same name. The radius is 
limited to a localized 240 yards in an outdoor setting only. This spell 
has an indefinite duration so long as the caster maintains concentration. 
Possible weather and their effects are detailed below.

Death Spell
Level: 6
Duration: 1 round
Range: 240’
This formidable spell kills creatures of 8 HD or fewer within a 60’ cube. 
A total of 4d8 HD of creatures are killed, and a saving throw versus 
death is allowed. For example, if 20 HD is rolled and there are five 4 HD 
creatures in the area of effect, all may potentially die if they fail their 
saving throws. A successful save negates all effect.

Delayed Blast Fireball
Level: 7
Duration: See below
Range: 100’, + 10’ per level
In most respects, this spell is identical to fireball. However, damage re-
ceives a +1 bonus per damage die, and the caster may choose for the 
spell to “go off ” from 1 to 5 rounds after the round the spell is cast.

Detect Evil
Level: 2
Duration: 2 turns
Range: 60’
With the exception of differences in duration and range, this spell is 
identical to the 1st level cleric spell of the same name.

Detect Invisible
Level: 2
Duration: 5 rounds per level
Range: 10’ per level
The caster can see invisible, hidden, ethereal, or astral creatures or items 
so long as they are directly in sight within a 10’ wide range of vision.

Detect Magic
Level: 1
Duration: 2 turns
Range: 60’
All enchanted items, creatures, places, or other things within 60’ of 
the caster will glow for the duration of the spell. The caster may move 
around to bring objects within the radius during the duration of the 
spell.

Dimension Door
Level: 4
Duration: 1 round
Range: 10’
The caster instantly transfers himself or another creature from its cur-
rent location to any other known spot within 360’. The being always ar-
rives at exactly the spot desired.
An unknown or unseen place may be specified. For example, 100’ south 
and 20’ high, but if the destination is already occupied by a solid body, 
the spell fails.

Disintegrate
Level: 6
Duration: Permanent
Range: 60’
A thin, green ray springs from the caster’s pointing finger. No attack to 
hit is necessary, but targets may save versus death to negate the effects 
of this spell. Any non-magical creature of any size struck by the ray is 
instantly disintegrated. When used against an object, the ray simply dis-
integrates as much as one 10’ cube of nonliving matter. Thus, the spell 
disintegrates only part of any very large object or structure targeted. The 
ray affects even objects constructed entirely of force, such as crushing 
hand, but not magical effects such as an anti-magic shell.

Weather Effects
Calm Dissipates foul weather.
Hot Will dry wet conditions, all movement divided by 2.
Cold Water and mud freezes, all movement divided by 2.
Severe Winds All movement divided by 2, no flying or missile weapon use 

possible. Sandy conditions will reduce visibility to 20’. Ship 
speed increased or decreased by a multiple of 2 depending 
on if sailing with or against the wind.

Tornado The caster can direct the tornado, which moves at 120’. The 
tornado can be directed to attack, using the characteristics 
of an air elemental with 12 HD. Sea vessels have a 75% 
chance of suffering 8+1d4 structural hit points damage.

Foggy Visibility drops to 20’, and all movement is divided by 2.
Rainy Missile attacks hit at –2. Mud forms in 3 turns, and move-

ment divided by 2.
Snowy Visibility drops to 20’, and all movement is divided by 2.

Crushing Hand
Level: 9
Duration: 1 round per level
Range: 5’ per level
This spell creates a large, ghostly and bodiless hand that can grasp and 
squeeze one opponent that the caster selects per round. The attacks al-
ways strike the opponent, and the severity of the damage is determined 
by the duration of the squeezing. The target suffers 1d10 hit points of 
damage per round grasped, to a maximum of 4d10.
An opponent can attack a crushing hand. It has an AC of 9 and hp equal 
to those of the caster.

Dancing Lights
Level: 1
Duration: 2 rounds per level
Range: 40’, +10’ per level
The caster may create up to four lights that resemble either lanterns or 
torches (and cast that amount of light), or up to four glowing spheres 
of light (which look like will-o’-wisps), or one faintly glowing, vaguely 
humanoid shape. The dancing lights must stay within a 10’ radius area 
in relation to each other but otherwise move as the caster desires (no 
concentration required): forward or back, up or down, straight or turn-
ing corners, or the like. The lights wink out if the distance between the 
caster and the light exceeds the spell’s range, or the duration ends.

Darkness Globe
Level: 2
Duration: 1 turn, +1 round per level
Range: 10’ per level
The caster creates a 15’ radius ball of darkness, centered anywhere with-
in range. This darkness is complete, and forms of normal vision which 
normally can see in darkness are useless, including infravision and ul-
traviolet vision. The spells light or continual light render the effects of 
darkness globe ineffective, such that the normal lighting conditions of 
the environment are present.
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Dispel Magic
Level: 3
Duration: permanent
Range: 120’
The caster can use dispel magic to end ongoing spells that have been 
cast on a creature or object within a 20’ cube area by a spell caster of the 
same or lower level. If the level of the caster of the effect to be dispelled 
is higher than the caster of dispel magic, there is a cumulative 5% chance 
per level difference that the attempt to dispel will fail. Note: The effect 
of a spell with an instantaneous duration can’t be dispelled, because the 
magical effect is already over before the dispel magic can take effect.

Distort Distance
Level: 5
Duration: 1 turn per level
Range: 10’ per level
This spell is cast after an earth elemental has been summoned. The el-
emental will then obey, and spread itself over an area specified by the 
caster, up to 1,000 square feet per caster level. The area can be distorted 
to be twice long or equally short. Thus a 500’ long × 200’ wide cavern 
could be shrunk to 250’ long × 100’ wide, or expanded to 1000’ long × 
400’ wide. Creatures traveling over such a distorted area do not realize it 
is distorted, and there is no way to detect any outside influence. The area 
will faintly radiate magic.

Duo-Dimension
Level: 7
Duration: 3 rounds, +1 per level
Range: 0
The spell caster causes one dimension of his being (depth) to exist in an-
other plane, thus reducing the visible portion of himself to the two-di-
mensional aspects of height and width. The caster can take all normal 
actions, but has the ability to appear invisible if standing such that only 
his side is presented to an observer. The caster may also slide sideways 
through small cracks or other tight spaces. True seeing does allow a 
viewer to see the caster. This two-dimensional existence also creates 
vulnerability. Any damage the caster sustains while under the effects of 
the spell is multiplied by three, but the character cannot be struck while 
standing sideways to an attacker. The caster can, however, be affected 
by area effect attacks, which are subject to the damage multiplier stated 
previously.

Dweomer of Rage
Level: 6
Duration: 1 round per level
Range: Self
This spell allows a magic-user to drink a potion of heroism or superher-
oism, and experience an amplified effect. The potion is quaffed and the 
spell cast. The caster becomes a wild, immensely powerful berserk fight-
er with +2 to damage and two attacks per round. The caster’s current hp 
total is multiplied by two, and his AC is improved by 4. He attacks as a 
fighter of the same level as the caster. When the caster takes damage, it is 
subtracted from the addition hp, and if damage does not exceed that ad-
dition hp pool, when the spell duration ends the caster will experience 
no damage. However, for every hp damage beyond the extra hp pool, the 
caster suffers double damage from his normal hp total when the spell 
ends. Due to the blind blood rage induced by this spell, the caster has no 
choice but to continue fighting all enemies present until the spell ends.

Enchant Arms
Level: 4
Duration: 5 rounds per level
Range: Touch
This complicated spell takes 1 turn to cast. When finished, 2 smaller 
weapons (arrows, crossbow bolts, daggers, etc.) or one normal to larg-
er sized weapon (any sword, a mace, etc.) is enchanted. Such weapons 
become temporarily magically honed, and are capable of affecting crea-
tures that require +1 weapons to hit. Note that these weapons do not 

gain any bonuses to hit or damage. Missile weapons enchanted with this 
spell lose their enchantment when they hit a target. Melee weapons re-
tain the enchantment until the duration ends.

Enlarge*
Level: 1
Duration: 1 turn per level
Range: 5’ per level
This spell causes instant growth (and corresponding increase in weight) 
of a single object or creature that is in visible range. This increase chang-
es a creature’s size by 20% per caster level, and up to three times the 
original size of the creature. The effectiveness of this spell is half of this 
on nonliving objects, with 10% per level, but a maximum of double the 
original size of the object. The caster can affect 10 cubic feet of living 
matter per level or 5 cubic feet per level of nonliving matter.
Magical item properties are not affected by this spell. For instance, a 
wand will have the same function even though it may be the size of a 
staff, and potion dosages are not increased, though they may take longer 
to drink. Objects do become stronger or heavier, so that a small rock 
gains the weight of an appropriately sized larger one, and a person en-
larged will have a strength appropriate to his size (as an ogre, or any 
of the various giants, for example) with corresponding strength adjust-
ments.
The reverse of enlarge, Reduce, can reduce objects or creatures in size 
by the same proportions as enlarge. These spells cancel each other out. 
For either version of the spell a saving throw is allowed to negate the 
effect. This save may be forfeited if the recipient desires.

Erase
Level: 1
Duration: Permanent
Range: 30’
Erase removes writings of either magical or mundane nature from a 
scroll or from one or two pages of paper, parchment, or similar surfaces. 
The caster cannot remove explosive runes or a glyph of warding. The 
probability of success for magical writings is 50%, +2% for each level of 
the caster, or 50%, +4% per level of the caster for non-magical writings. 
A saving throw is allowed to negate these effects.

ESP
Level: 2
Duration: 12 turns
Range: 60’
The caster can choose a direction and focus his concentration for 1 turn. 
After this turn, he can perceive the thoughts of all creatures within 60’. 
The caster understands the meaning of all thoughts even if he does not 
share the creature’s language. However, if multiple creatures are within 
the range of the spell, the caster must spend an additional turn to sort 
out one creature’s thoughts, or else all thoughts mingle into a confusing 
jumble. The ability to hear thoughts is obstructed by lead or rock of a 
thickness of 2’ or greater.

Explosive Runes
Level: 3
Duration: See below
Range: Touch
The caster traces mystic runes upon a book, map, scroll, or similar ob-
ject bearing written information. The runes detonate when read, dealing 
6d4+6 points of damage in a 10’ radius. The reader suffers full damage, 
no save allowed. Anyone else in the area of effect takes the full damage 
unless a saving throw versus spells is made for half damage. The object 
on which the runes were written is obliterated, unless it is unaffected by 
fire. The caster and any other beings specifically instructed can read the 
protected writing without triggering the runes. Likewise, the caster can 
remove the runes whenever desired. Another creature can remove them 
with a successful dispel magic spell. A magic-user has a 5% chance per 
level of detecting the runes, and a thief has a flat 5% chance.
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Extend Duration I
Level: 4
Duration: See below
Range: 0
This spell may be used to extend the duration of a spell the caster has 
already cast and is still in effect. Only spells of levels 1, 2, and 3 are ex-
tended in this way, and their duration is extended by 50%.

Extend Duration II
Level: 5
Duration: See below
Range: 0
Extend duration II is identical to extend duration I, except that the du-
ration of spells from levels 1-4 may be extended by 50%.

Extend Duration III
Level: 6
Duration: See below
Range: 0
Extend duration III is identical to extend duration I, except that the du-
ration of spells of levels 1-3 may be extended by 100%, and spells of 
levels 4 and 5 may be extended by 50%.

Faithful Hound
Level: 5
Duration: 2 rounds per level
Range: 10’
This spell conjures up a phantom watchdog. It guards the area where it 
was conjured. The hound immediately starts barking loudly if any crea-
ture approaches that is the size of a large rat or bigger. The hound sees 
invisible, ethereal and creatures that are out of phase or similar. If an 
intruder turns its back on the hound, the dog stops barking and delivers 
a vicious bite (as 10 HD creature, 3d6 points). The dog also may attack 
all creatures, even those that can only be hit with +3 weapons. Its bite is 
the equivalent of a magic weapon for the purpose of damage reduction. 
The hound cannot be attacked, but it can be dispelled. The caster must 
always remain within 30’ of the guarded area, else the spell is broken.

False Gold
Level: 2
Duration: 6 turns per level
Range: 10’
The caster may transform copper or brass within 1 cubic foot per level 
into pure gold. This is the equivalent of 400 pounds per cubic foot, and 
the metal could be in the form of coins, art, etc. Beings that encounter 
false gold can check to see if the ruse is detected, by rolling 1d20 against 
INT. A penalty of +1 is added to the roll per level of the caster. So if a 
shopkeeper has an INT of 12 and the caster is 5th level, a roll of 7 or 
fewer is required to detect the false nature of the gold. Alternatively, if 
the gold makes contact with pure iron there is a 20% chance it reverts 
back to its true nature.

False Trap
Level: 2
Duration: 6 turns per level
Range: 10’
This clever enchantment may be used by the caster to permanently cre-
ate the false perception that an item, such as a small box, lock, dagger, 
etc., is trapped. If the thief skill detect traps is employed on the item, 
there is an 80% chance, -4% per level of the observer, that a trap is per-
ceived. If an attempt is made to remove the trap, there is a slim 20% 
chance, +4% per level of the observer, that the trap is perceived to be 
removed.

Fear
Level: 4
Duration: See below
Range: 0
An invisible cone (60’ long, 5’ wide origin, and 30’ diameter at the ter-
minal end) of terror causes each living creature in the area to become 
panicked and run away if they do not succeed in a saving throw versus 
spells. There is a 60% probability, -5% per victim’s level, that the victim 
drops whatever he may be holding when he runs away. Victims flee as 
fast as their movement rates allow, for a number of rounds equal to the 
caster’s level.

Feather Fall
Level: 1
Duration: 1 round per level
Range: 10’ per level
The affected creatures or objects in range fall slowly. Feather fall instant-
ly changes the rate at which the targets fall to that of a feather (about 
10’ per round), and the subjects take no damage upon landing while 
the spell is in effect. When the spell duration expires, a normal rate of 
falling is resumed.
The spell affects one or more objects or creatures (including gear and 
carried objects up to each creature’s maximum encumbrance). The max-
imum volume is 10 cubic feet, and 200 pounds +200 pounds per level 
may be affected, such that a 1st level magic-user can affect 400 pounds.
The spell can be cast with an instant utterance, quickly enough to save 
the caster or another creature if he unexpectedly falls, but initiative, if 
appropriate, must be on the side of the caster. This spell has no special 
effect on ranged weapons unless they are falling quite a distance. The 
spell may be cast on falling items or creatures and missiles, but is inef-
fective against creatures firmly on the ground or flying. No saving throw 
is permitted.

Feeblemind
Level: 5
Duration: Indefinite
Range: 240’
If the target creature fails a saving throw versus spell with a –4 penalty, it 
becomes a mental invalid. The affected creature is unable to speak, cast 
spells, understand language, or communicate coherently. The subject re-
mains in this state until a dispel magic spell is used to cancel the effect 
of the feeblemind.

Feign Death
Level: 3
Duration: 6 rounds, +1 round per level
Range: Touch
The caster of this spell causes a state of death-like paralytic arrest in him-
self or another willing creature. This physical state completely mimics 
death to any observer, even if the creature is physically examined. To af-
fect another creature, physical contact must be made and the target must 
have equal or fewer levels or HD to the caster. No saving throw is per-
mitted. Any being under the effect of this spell is conscious and can hear 
and smell, but cannot move and is completely numb. Thus, if the body is 
damaged or otherwise molested, there will be no discomfort to the spell 
recipient and no physical reaction. Damage inflicted to a creature in this 
state is reduced by 50%, and poison, paralysis, or energy drain attacks 
are ineffective. However, any poison that retains its effective duration af-
ter the spell ends will affect the creature once the spell ends or is negated. 
The caster may negate the spell before the duration ends, but 1 round 
must pass for the body to resume normal life functions.
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Fire Ball
Level: 3
Duration: Instant
Range: 240’
A fireball spell is an explosion of flame that detonates with a low roar 
and deals 1d6 points of fire damage per caster level to every creature 
within a 20’ radius. The caster points his finger and determines the range 
(distance and height) at which the fireball is to burst. A glowing, pea-
sized bead streaks from the pointing digit and, unless it impacts upon 
a material body or solid barrier prior to attaining the prescribed range, 
blossoms into the fireball at that point. (An early impact results in an 
early detonation.)
The fireball sets fire to combustibles and damages objects in the area. 
It can melt metals with low melting points, such as lead, gold, copper, 
silver, and bronze. If the damage caused to an interposing barrier causes 
it to shatter or break apart, the fireball may continue beyond the barrier 
if the area permits; otherwise it stops at the barrier just as any other spell 
effect does. All beings caught within the explosion are allowed a saving 
throw versus spells. A successful save reduces damage by half.

Fire Shield
Level: 4
Duration: 2 rounds, +1 round per level
Range: 0
This spell wreathes the caster in flames. Any creature striking the caster 
with its body or a handheld weapon deals normal damage, but at the 
same time the attacker takes double that damage. When casting this 
spell, the caster appears to immolate himself, but the flames are thin and 
wispy, giving off light equal to only half the illumination of a normal 
torch (15’ radius). The special powers of each version are as follows, and 
must be chosen when the spell is cast:
▶ Warm Shield: The flames are warm to the touch. The caster may make 
saving throws versus cold-based attacks with a +2 bonus, and if success-
ful takes no damage from spells that allow a save for half damage, and he 
takes half damage from spells that do not normally allow a save. Should 
the caster fail a save versus a fire-based attack, damage is doubled.
▶ Chill Shield: The flames are cool to the touch. The caster may make 
saving throws versus fire-based attacks with a +2 bonus, and if success-
ful takes no damage from spells that allow a save for half damage, and he 
takes half damage from spells that do not normally allow a save. Should 
the caster fail a save versus a cold-based attack, damage is doubled.

Fire Trap
Level: 4
Duration: See below
Range: Touch
Fire trap creates a fiery explosion when an intruder opens the item that 
the trap protects. A fire trap can ward any object that can be opened and 
closed. When someone other than the caster opens the object, a fiery 
explosion fills the area within a 5’ radius around the trapped area. The 
flames deal 1d4 points of fire damage +1 point per caster level. A saving 
throw versus spells is allowed for half damage. The item protected by the 
trap is not harmed by this explosion. A fire trapped item cannot have a 
second closure or warding spell placed on it. A Knock spell does not 
bypass a fire trap. Fire trap is hard to detect and disable. All attempts to 
remove the trap are at half, and failure triggers the trap.

Flame Arrow
Level: 3
Duration: 1 round
Range: Touch
The caster touches and transforms arrows or crossbow bolts into fiery 
projectiles (1 per caster level). Each piece of ammunition deals +1 point 
of fire damage to any target it hits. A flaming projectile can easily ignite 
a flammable object or structure, but it won’t ignite a creature it strikes. 
All missiles must be used by the end of the round after the spell is cast, 
for they have been consumed by flame after that point and are useless.

Flame Charm
Level: 4
Duration: 2 rounds per level
Range: 10’
The caster of flame charm may enchant a flame source to form a 10’ 
radius circle of dancing, wavering magical flame that has the power to 
charm. All beings that see the flame must save versus spells or be mes-
merized into a motionless daze. If the spell suggestion is cast on any 
being in this state, the save is with a -3 penalty. Should a mesmerized 
victim have his vision taken away from the flames, or vision is blocked, 
he shakes the influence of the spell. The flames are not illusion, and will 
inflict fire damage equal to that of the flame’s source.

Floating Disc
Level: 1
Duration: 6 turns
Range: 6’
The caster creates a slightly concave, circular plane of force that follows 
him about and carries loads. The disk is 3 feet in diameter and 1 inch 
deep at its center. It can hold 500 pounds. If used to transport a liquid, 
its capacity is 2 gallons. The disk floats approximately 3 feet above the 
ground at all times and remains level. It floats along horizontally within 
spell range and will accompany the caster with an equal movement rate. 
If not otherwise directed, it maintains a constant interval of 6 feet be-
tween itself and the caster, and will follow the caster without prompting 
to maintain a minimum of 6’ distance. When the disk winks out at the 
end of the spell’s duration, whatever it was supporting falls to the surface 
beneath it.

Fly
Level: 3
Duration: See below
Range: 0
For a number of turns equal to the caster’s level +1d6 turns, the caster 
can fly with a maximum movement of 120’ each round. The caster can 
vary the speed as desired, and is capable of hovering.

Forceful Hand
Level: 6
Duration: 1 round per level
Range: 10’ per level
This spell functions like interposing hand, except that the forceful hand 
pushes away an opponent. The force is capable of shoving away beings 
that weigh 500 pounds or fewer. Creatures heavier than this but weigh-
ing 2,000 pounds or fewer may only move 10’ per round, and creatures 
heavier than this but not weighing more than 8,000 pounds move at half 
their normal rate per round. A forceful hand may be damaged (AC 9), 
and has the same hit points as the spell caster.
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Freezing Sphere
Level: 6
Duration: See below
Range: See below
Freezing sphere creates one of three effects, as chosen by the caster 
when the spell is uttered. A frigid globe of cold energy may be formed 
from the caster’s fingertips and thrown, where it explodes in a 10’ radius 
burst, dealing 4d6 points of cold damage to each creature in the area. 
This globe of energy may also be gently formed and held or placed on 
the ground for a delayed effect. It will explode after 1 round per caster 
level, regardless of whether it has been deposited or whether it is still 
in the caster’s hand. Creatures caught or struck by the sphere may save 
versus spells for half damage. The freezing sphere may be used to strike a 
body of water or a liquid that is principally water. It freezes the liquid to 
a depth of 6 inches over an area equal to 100 square feet per caster level. 
This ice lasts for 1 round per caster level. Finally, rather than a globe, the 
caster may spray a ray of freezing energy to a distance of 10’ per level, 
dealing 4 hp damage per caster level. A successful saving throw versus 
spells avoids all damage from this effect.

Fumble
Level: 4
Duration: 1 round per level
Range: 10’
The victim of this spell becomes horribly clumsy if a saving throw ver-
sus spells fails. Items held fall to the ground; likewise, attempts to grab, 
catch, or otherwise manipulate other objects is doomed to bumbling 
ineptitude. Running victims fall down. It takes 1 round to pick an item 
back up or to get up from a fall, assuming the spell duration has ended. 
If the victim succeeds in his saving throw, he is able to concentrate on 
his magical clumsiness, but his actions may only be carried on as if un-
der the effects of slow for the duration of the spell.

Gate
Level: 9
Duration: see below
Range: 30’
Casting a gate spell has two effects. First, it creates an interdimensional 
connection between the caster’s plane of existence and a specified plane, 
allowing travel between those two planes in either direction. Second, 
the caster may then call a particular individual or kind of being through 
the gate. The caster must utter the name of the being, which can be any 
demonic or otherworldly being, or even a god, which he desires to come 
through the gate. Gods will most likely send representatives rather than 
come through a gate personally. Some creature will always come through 
the planar portal, and will behave in a way that is completely dependent 
on the situation, including factors like the caster’s alignment, the power 
level of any foes, and the nature of the being itself. The being will simply 
turn around and go back to its original plane 20% of the time if the 
reason for its summoning is trivial. It will leave 15% of the time if the 
reason is only slightly important. Otherwise there is up to a 50% chance 
the being may leave, with the lowest chance (01%) if the situation is not 
only important but one that the being can handle easily, and a higher 
chance if the situation is dangerous to the being or the being is angry at 
being summoned. The Referee must rule these situations carefully.
Chaotic beings may betray the summoner if they can, or may have their 
own motives that will influence their actions.
It must be emphasized that summoned beings are not mindlessly con-
trolled by the summoner.

Geas*
Level: 6
Duration: See below
Range: 30’
This spell functions in an identical manner to the 5th level cleric spell 
quest.

Glass Like Steel
Level: 8
Duration: Permanent
Range: Touch
The caster may give glass the strength of steel in a quantity up to 10 
pounds multiplied by caster level. The glass must consist of a finite 
object. For example, a complete window could be made to have the 
strength of steel, but not just part of a large window.

Globe of Invulnerability
Level: 6
Duration: 1 round per level
Range: 0
This spell is identical to lesser globe of invulnerability, except that it pro-
vides complete protection from 4th level spells and lower.

Globe of Invulnerability, Lesser
Level: 4
Duration: 1 round per level
Range: 0
An immobile, faintly shimmering magical 10’ diameter sphere sur-
rounds the caster and excludes all spell effects of 3rd level or lower. The 
area or effect of any such spells does not include the area of the lesser 
globe of invulnerability. Such spells fail to affect any target located with-
in the globe. However, any type of spell can be cast through or out of 
the magical globe. Spells of 4th level and higher are not affected by the 
globe, nor are spells already in effect when the globe is cast. The globe 
can be brought down by a dispel magic spell.

Grasping Hand
Level: 7
Duration: 1 round per level
Range: 10’ per level
This spell creates a ghostly and bodiless hand that can act as a barrier 
between the caster and another being, or can grasp the being to hold it 
in place. This hand can range in size from a normal-sized hand to a hand 
about 10’ long, and can be used to hold a creature in place if it weighs 
1000 pounds or fewer. The hand can also be used to push a being of 
4,000 pounds or fewer so that its movement is reduced to 10’ per round. 
Creatures of up to 16,000 pounds in weight can be pushed so that their 
movement rate is reduced by half.
An opponent can attack a grasping hand. It has an AC of 9 and hp equal 
to those of the caster.



46

Guards and Wards
Level: 6
Duration: 6 turns per level
Range: 0
This powerful spell is primarily used to defend a stronghold. The ward 
protects a 20’ diameter sphere, and an additional 10’ radius per caster 
level. The spell creates the following magical effects within the warded 
area
▶ Fog: Fog fills all corridors, obscuring all sight, including infravision, 
beyond 10’.
▶ Arcane Locks: All doors in the warded area are arcane locked.
▶ Webs: Webs fill all stairs from top to bottom. These strands are iden-
tical with those created by the web spell, except that they regrow in 10 
minutes if they are burned or torn away while the guards and wards 
spell lasts.
▶ Confusion: Where there are choices in direction—such as a corridor 
intersection or side passage—a minor confusion-type effect functions 
so as to make it 50% probable that intruders believe they are going in the 
opposite direction from the one they actually chose.
▶ Lost Doors: One door per caster level is covered by an illusion to 
appear as if it were a plain wall.

In addition, the caster can place one of the following five magical effects.
1. Dancing lights in four corridors.
2. A magic mouth in two places.
3. A stinking cloud in two places. The vapors appear in the places des-

ignated; they return within 10 minutes if dispersed by wind while the 
guards and wards spell lasts.

4. A gust of wind in one corridor or room.
5. A suggestion in one place. The caster selects an area of up to 5’ 

square, and any creature who enters or passes through the area re-
ceives the suggestion mentally.

The whole warded area radiates strong magic. Dispel magic cast on a 
specific effect, if successful, removes only that effect.

Gust of Wind
Level: 3
Duration: 1 round
Range: 0
This spell creates a severe blast of air that originates from the caster, 
affecting all creatures in a path 10’ long and wide, +10’ long per level. 
If flying, smaller creatures are blown back 1d6×10 feet. Human-sized 
creatures are unable to move forward against the force of the wind, and 
larger flying creatures have half movement. The force of the gust auto-
matically extinguishes candles, torches, and similar unprotected flames. 
It causes protected flames, such as those of lanterns, to dance wildly and 
has a 5% chance per caster level to extinguish those lights.

Hallucinatory Terrain
Level: 4
Duration: See below
Range: 240’
The caster makes some terrain look, sound, and smell like some other 
sort of terrain, but the entire terrain to be hidden must be encompassed 
by the range this spell may affect. If the illusion comes into contact with 
an intelligent being, the spell is negated. Otherwise, dispel magic may be 
used to rid the area of the illusion. The caster may affect 1’ square area 
per caster level.

Haste*
Level: 3
Duration: 3 turns
Range: 240’
This spell makes creatures move and act more quickly than normal. A 
maximum of 24 creatures within a diameter of 60’ may be affected. A 
hasted creature may make double the normal number of attacks. How-
ever, a creature may not cast a second spell. All of the hasted creature’s 
modes of movement (including land movement, burrow, climb, fly, and 
swim) double in speed. Multiple haste effects do not stack. Haste dispels 
and counters slow effects.
Slow, the reverse of haste, halves all attacks and movement, including 
spell casting such that only one spell may be cast every two rounds.

Hold Monster
Level: 5
Duration: See below
Range: 120’
The duration of this spell is a number of turns equal to the casters level 
+6 turns. In all other respects this spell is identical to the 2nd level cler-
ic spell hold person, but can affect non-humanoid monsters and larger 
monsters.

Hold Person
Level: 3
Duration: 1 turn per level
Range: 120’
In all respects this spell is identical the cleric spell of the same name.

Hold Portal
Level: 1
Duration: 2d6 turns
Range: 10’
This spell magically holds shut a door, gate, window, or shutter of wood, 
metal, or stone. The magic affects the portal just as if it were securely 
closed and normally locked. A knock spell or a successful dispel magic 
spell can negate a hold portal spell.

Ice Storm
Level: 4
Duration: 1 round
Range: 10’ per level
This spell causes great magical hailstones in a 40’ diameter area to pound 
down for 1 full round, dealing 3d10 points damage to every creatures in 
the area. Alternatively, the caster can bring into being a sleet storm with 
a diameter of 80’. Movement within its area is at half speed, with a 50% 
chance of slipping and falling.
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Identify
Level: 1
Duration: 1 round per level
Range: Touch
This spell may be used to determine the magical properties of a single 
magic item. However, the magic-user must be holding or wearing the 
item according to its function and the spell must be cast no later than 1 
hour after it comes into the caster’s possession. Weapons must be held, 
boots worn, etc. If such an item happens to be cursed or otherwise re-
quires a saving throw, the spell caster receives all normal defenses.
For each round the spell is in effect, there is a probability of 15%, +5% 
for each caster level that one power of the item is discovered. If the item 
is powerless this information will be gained as well. However, when us-
ing this spell, the caster must succeed in a saving throw versus spells 
each round. Only if this succeeds is the information gained correct. If 
the save is failed by 5% (1 lower than the target number) the information 
gained is false, to be determined by the Referee. If the roll is failed by 
more than that, no information is gained. Note that while specific abili-
ties or powers are revealed, the specific “+” of a weapon is not, only the 
fact that it is enchanted is revealed and a general sense of whether it is 
strong or weak. The specific number of charges, if relevant, contained in 
a magic item is not revealed. Knowledge of an approximation is granted, 
which will be in the form of a range above and below approximately 25% 
of the actual number.
This spell is very draining on the caster. The caster suffers temporary 
loss of 8 points to CON when the spell duration ends. If this should 
bring the magic-user to fewer than 3, he falls unconscious for 24 hours 
but awakens with full CON restored. Points of CON may only be re-
stored at the rate of 1 per 6 turns of rest.

Imprisonment*
Level: 9
Duration: Permanent
Range: Touch
When the caster casts imprisonment and touches a creature, it is en-
tombed in a state of suspended animation (see the temporal stasis spell) 
in a small sphere far beneath the surface of the earth. The subject re-
mains there unless a Freedom spell (reverse of imprisonment) is cast 
at the locale where the imprisonment took place. Magical search by a 
crystal ball, a locate object spell, or some other similar divination does 
not reveal the fact that a creature is imprisoned.

Incendiary Cloud
Level: 8
Duration: 4 rounds, +1d6 rounds
Range: 30’
An incendiary cloud spell creates a cloud of roiling smoke shot through 
with white-hot embers. The smoke obscures all sight, and is 20’ × 20’ 
× 10’. In addition, the white-hot embers within the cloud begin to deal 
damage after 3 rounds. Initially, damage is equal to half the spell caster’s 
level. This heat reaches a peak on the 4th round, dealing damage equal 
to the caster’s level. During the 5th round the cloud is in existence, the 
damage decreases to half that of the caster’s level, and the cloud deals no 
more damage after the 5th round. All creatures caught within the cloud 
receive a saving throw versus spells on the third round of the cloud’s ex-
istence. If successful, all damage inflicted by the cloud is reduced to half 
for the entire duration they are exposed to the cloud. Otherwise, a new 
saving throw is allowed on the 4th and 5th rounds to reduce damage.

Infravision
Level: 3
Duration: 1 day
Range: 0
The caster or another creature is able to see 60’ in the dark with infravi-
sion.

Instant Summons
Level: 7
Duration: Instantaneous
Range: Infinite
The caster calls some nonliving item from virtually any location directly 
to his hand. First, the caster must place a magical mark on the item. 
The item must not be more than roughly 3’ long nor weigh more than 
8 pounds. Then the spell is cast, which magically and invisibly inscribes 
the name of the item on a gem worth at least 5,000 gp. Thereafter, the 
caster can summon the item by speaking a special word (set by the cast-
er when the spell is cast) and crushing the gem. The item appears in-
stantly in the caster’s hand. Only the caster can use the gem in this way. 
If the item is in the possession of another creature, the spell does not 
work. The item can be summoned from another plane, but only if no 
other creature has claimed ownership of it.

Interposing Hand
Level: 5
Duration: 1 round per level
Range: 10’ per level
Interposing hand creates a large magic hand that appears between the 
caster and one opponent. This floating, disembodied hand then moves 
to remain between the two, regardless of where the caster moves or how 
the opponent tries to get around it. The hand does not pursue an oppo-
nent, however. An interposing hand has as many hit points as the caster 
when undamaged. It has an AC of 9.
Any creature weighing 2,000 pounds or less that tries to push past the 
hand is slowed to half its normal speed.

Invisibility
Level: 2
Duration: See below
Range: Touch
The creature or object touched becomes invisible, vanishing from sight, 
even from infravision. If the recipient is a creature carrying gear, gear 
vanishes too. If the spell is cast on someone else, neither the caster nor 
any allies can see the subject, unless they can normally see invisible 
things or other magic is employed to do so. Items dropped or put down 
by an invisible creature become visible; items picked up disappear if 
tucked into the clothing or pouches worn by the creature. Light, how-
ever, never becomes invisible, although a source of light can become so 
(thus, the effect is that of a light with no visible source). Any part of an 
item that the subject carries but that extends more than 10 feet from it 
becomes visible.
Of course, the subject is not magically silenced, and certain other condi-
tions can render the recipient detectable (such as stepping in a puddle). 
The spell ends if the subject attacks any creature, but is otherwise of 
indefinite duration. For the purposes of this spell, an attack includes any 
spell targeting a foe or whose area of effect includes a foe. (Exactly who 
is a foe depends on the invisible character’s perceptions.)
Actions directed at unattended objects do not break the spell. Causing 
harm indirectly is not an attack. Thus, an invisible being can open doors, 
talk, eat, climb stairs, summon monsters and have them attack, cut the 
ropes holding a rope bridge while enemies are on the bridge, remotely 
trigger traps, open a portcullis to release attack dogs, and so forth. If the 
subject attacks directly, however, it immediately becomes visible along 
with all its gear. Spells such as bless that specifically affect allies but not 
foes are not attacks for this purpose, even when they include foes in 
their area.

Invisibility 10’ Radius
Level: 3
Duration: See below
Range: Touch
This spell has the same effects as invisibility, but it affects all creatures 
within 10’ of the caster or subject and any creatures that move beyond 
the 10’ radius of effect become visible again.
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Invisible Stalker
Level: 6
Duration: See below
Range: 0
The caster uses this spell to summon an invisible stalker, which can 
be ordered to undergo a task or mission. The creature will attempt to 
accomplish the task until it is finished or until the invisible stalker is 
destroyed. The spell dispel evil will send an invisible stalker back to its 
home plane.

Irresistible Dance
Level: 8
Duration: 1d4+1 rounds
Range: Touch
The subject feels an undeniable urge to dance and begins doing so, com-
plete with foot shuffling and tapping. The spell effect makes it impossi-
ble for the subject to do anything other than caper and prance in place. 
The effect imposes a penalty of 4 to Armor Class and negates the ability 
of the creature to attempt saving throws. It also negates any AC bonus 
granted by a shield the target holds.

Jarring Hand
Level: 1
Duration: Instant
Range: 10’ +2 ’ per level
The caster of this spell causes an invisible hand to jar or push an object 
or creature. The weight that may be pushed is 1 pound to a distance of 1 
foot, per level (1 foot pound pressure). In this way a 1 pound object may 
be pushed 1’ away by a 1st level magic-user, in a perpendicular direction 
to the caster. The spell may also be used to distract or unbalance an op-
ponent. If used in this way the opponent receives a saving throw versus 
spells to negate the effect, and if failed the opponent loses his attack that 
round. The creature cannot weigh more than the caster’s level ×50 lbs.
The spell may also be directed at the opponent’s weapon, in which case 
a failed save results in the opponent suffering an attack penalty of 1 per 
caster level, or an equal penalty to any saving throws being tried that 
round (not counting against this spell).

Jump
Level: 1
Duration: 1 turn
Range: Touch
By use of this spell, the caster may leap straight up 10’, backwards 10’, or 
forwards 30’. For every 10’ forward that is sprung, the apex of the leap 
is 2’. When the spell is cast, the magic-user may leap 1 time at any point 
during the duration, and may leap an additional time per 3 levels of the 
caster (2 at level 4, 3 at level 7, 4 and level 10, etc.). Note that the duration 
of the spell is the same no matter how many leaps are possible.

Knock
Level: 2
Duration: 1 round
Range: 60’
The knock spell opens stuck, barred, locked, or held doors. It opens se-
cret doors, as well as locked or trick-opening boxes or chests. Any secret 
doors must of course be discovered first. The door does not relock itself 
or become stuck again on its own. Knock does not raise barred gates 
or similar impediments (such as a portcullis), nor does it affect ropes, 
vines, and the like.

Legend Lore
Level: 6
Duration: See below
Range: 0
Legend lore brings to the caster’s mind legends about an important per-
son, place, or thing. If the person or thing is at hand, or if the caster is 
in the place in question, the casting time is 1d4×10 turns. If the caster 
has only detailed information on the person, place, or thing, the cast-
ing time is 1d10 days. If only rumors are known, the casting time is 
2d6 weeks. During the casting, the magic-user cannot engage in other 
than routine activities: eating, sleeping, and so forth. When completed, 
the divination brings legends or information about the person, place, or 
things to mind, but always in the form of riddles, puzzles, symbols, or 
other obscure forms that must be reasoned or intuited to understand. If 
the person, place, or thing is not of legendary importance, no informa-
tion is gained.

Levitate
Level: 2
Duration: See below
Range: 0
For a number of turns equal to the caster’s level +6 turns, the caster can 
move up and down as he wishes. The caster mentally directs movement 
up or down as much as 20 feet each round. The caster cannot move hor-
izontally, but could clamber along the face of a cliff, for example, or push 
against a ceiling to move laterally (generally at half base land speed).

Light*
Level: 1
Duration: 12 turns
Range: 120’
This spell creates light in a 15’ radius. The light is equivalent to torch-
light. This spell can target an opponent’s eyes. If the victim fails a save 
versus spells he is blinded for 12 turns. See the cleric spell of the same 
name for more information.

Lightning Bolt
Level: 3
Duration: Instantaneous
Range: 180’
The caster releases a powerful stroke of electrical energy that is 60’ long 
and 5’ wide. It deals 1d6 points of electricity damage per caster level to 
each creature within its area. The lightning bolt sets fire to combustibles 
and damages objects in its path. It can melt metals with a low melting 
point, such as lead, gold, copper, silver, or bronze. If the damage caused 
to an interposing barrier shatters or breaks through it, the bolt may con-
tinue beyond the barrier if the spell’s range permits; otherwise, it stops 
at the barrier just as any other spell effect does. Any creature caught in 
the area of effect receives a saving throw versus spells. A successful save 
reduces damage by half.

Limited Wish
Level: 7
Duration: See below
Range: Unlimited
A limited wish allows the caster to create nearly any type of effect. For 
example, a limited wish can duplicate any spell of 7th level or lower, 
undo the harmful effects of many spells, such as geas or quest, and pro-
duce any other effect whose power level is in line with the above effects, 
such as a single creature automatically hitting on its next attack or taking 
a penalty on its next saving throw or attack roll. This spell may also grant 
special knowledge to the caster, or the answer to a riddle or question. 
Note that the desired effects do not have to exactly match any existing 
spell, but can be unique effects allowed at the Referee’s discretion.
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Locate Object
Level: 2
Duration: 2 turns
Range: 60’, +10’ per level
The caster can sense the direction of a well-known or clearly visualized 
object. A search can be made for general items, in which case the nearest 
one of its kind if more than one is within range. Attempting to find a 
certain item requires a specific and accurate mental image; if the image 
is not close enough to the actual object, the spell fails. The caster can-
not specify a unique item unless he has observed that particular item 
firsthand.

Lower Water
Level: 6
Duration: 10 turns
Range: 240’
This spell allows the caster to reduce the depth of 10,000 square feet of 
water by half for the duration of this spell.

Magic Aura
Level: 1
Duration: 1 day per level
Range: Touch
The caster may alter an item’s aura so that it registers to detect spells 
(and spells with similar capabilities) as though it were magical. If the 
object bearing magic aura is physically examined (touched), the exam-
iner recognizes that the aura is false if he succeeds in a saving throw 
versus spells.
Otherwise, he believes the aura and no amount of testing reveals what 
the true magic is.

Magic Jar
Level: 5
Duration: Special
Range: 30’
By casting magic jar, the caster places his soul in a gem or large crystal 
(known as the magic jar), leaving his body lifeless. An attempt can then 
be made to take control of a body within 120’, forcing its soul into the 
magic jar. The caster may move back to the jar (thereby returning the 
trapped soul to its body) and attempt to possess another body. The spell 
ends when the caster sends his soul back to his own body, leaving the 
receptacle empty.
To cast the spell, the magic jar must be within spell range. While in the 
magic jar, the caster can sense and attack any life force. Attempting to 
possess a body is a full-round action. The caster possesses the body and 
forces the creature’s soul into the magic jar unless the subject succeeds a 
saving throw versus spell. Failure to take over the host leaves the caster’s 
life force in the magic jar, and the target automatically succeeds on fur-
ther saving throws if the caster attempts to possess its body again.
If the caster is successful, his life force occupies the host body, and the 
host’s life force is imprisoned in the magic jar.
The caster keeps his own Intelligence, Wisdom, Charisma, level, class, 
and alignment. The body retains its Strength, Dexterity, Constitution, 
hit points, natural abilities, and automatic abilities. The creature’s spells 
and spell-like abilities do not stay with the body. The caster can be forced 
out of a possessed body if a dispel evil spell is cast.
The spell ends when the caster shifts from the jar to his body. If the host 
body is slain, the caster returns to the magic jar, if within range, and the 
life force of the host departs (it is dead). If the host body is slain beyond 
the range of the spell, both the caster and the host die. If the caster’s 
life force is within the magic jar and his own body is slain, the caster is 
trapped in the magic jar until a creature comes within range and can be 
possessed. If the caster’s life force is in possession of a host and the magic 
jar is destroyed, the caster’s life force is stranded in the host. Any life 
force with nowhere to go is treated as slain. Destroying the receptacle 
ends the spell and destroys any life force inside it.

Magic Missile
Level: 1
Duration: 1 turn
Range: 150’
A missile of magical energy darts forth from the caster’s fingertip and 
strikes its target, dealing 1d6+1 points of damage. The missile strikes un-
erringly, even if the target is in melee combat or has less than total cover 
or total concealment. Specific parts of a creature can’t be singled out. 
For every five caster levels, the caster gains two additional missiles—3 
total at 5th level, five at 10th, seven at 15th, and so on. If the caster can 
shoot multiple missiles, they can be directed to strike a single creature or 
several creatures. A single missile can strike only one creature.

Magic Mouth
Level: 2
Duration: See below
Range: See below
This spell imbues the chosen object or creature with an enchanted 
mouth that suddenly appears and speaks its message the next time a 
specified event occurs. The message, which must be twenty-five or fewer 
words long, can be in any language known by the caster and can be de-
livered over a period of 1 turn. The mouth cannot utter spells or activate 
magical effects. It does, however, move according to the words articulat-
ed; if it were placed upon a statue, the mouth of the statue would move 
and appear to speak. Of course, magic mouth can be placed upon a tree, 
rock, or any other object, but not intelligent creatures.
The spell functions when specific conditions are fulfilled according to a 
command as set in the spell. Commands can be as general or as detailed 
as desired, although only visual, audible, or tactile triggers can be used. 
Audible triggers can be keyed to general types of noises or to a specific 
noise or spoken word. Actions can serve as triggers if they are visible 
or audible. A magic mouth cannot distinguish alignment, level, HD, or 
class except by external garb.
The range limit of a trigger is 5’ feet per caster level, so a 6th level caster 
can command a magic mouth to respond to triggers as far as 30’ away. 
Regardless of range, the mouth can respond only to visible or audible 
triggers and actions in line of sight or within hearing distance. The du-
ration of this enchantment is indefinite, as it is discharged only when the 
conditions are met.

Magic Sword
Level: 7
Duration: 1 round per level
Range: 30’
The caster brings into existence a glowing energy blade that is wielded 
like a sword. The wielder may attack as a fighter of half the caster’s level. 
A hit roll of 19 or higher always strikes. The energy sword can strike any 
creature normally only damaged by magical weapons, as well as crea-
tures that are either out of phase, or in the ethereal or astral planes. The 
sword deals 6d4 hit points of damage. The spell Dispel Magic can cause 
the magic sword to disappear.

Manipulate Fire
Level: 1
Duration: 1 round per level
Range: 5’ per level
By use of this spell the caster can manipulate the size of a non-magical 
fire ranging in size from a small torch fire to a 3’ diameter fire. The size 
of the fire may be altered only in terms of light output, to be made as 
small as the size of a candle or bright in a manner equivalent to the spell 
light. However, actual thermal energy is not diminished, so no matter 
how bright or dim a fire is made, it is as hot as its true size. Nonetheless, 
shrinking a fire cuts use of fuel by 50%, and making a fire brighter in-
creases fuel use by 100%.
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Mass Charm
Level: 8
Duration: Special
Range: 5’ per level
This spell functions like charm monster. However, the total number of 
HD affected can be up to a number of HD equal to twice the caster’s 
level. All creatures to be affected must be within a 30’ square area. All 
affected creatures make their saving throw with a penalty of –2.

Mass Invisibility
Level: 7
Duration: Special
Range: 10’ per caster level
This spell functions just like invisibility, but affects all creatures within 
a 30’ square.

Massmorph
Level: 4
Duration: See below
Range: 240’
Within a diameter of 240’, up to 100 human-sized or equivalent crea-
tures are given the illusory appearance of a forest. Any creatures that 
enter such an enchanted area become part of the illusion. Likewise, any 
creatures that leave the affected area become visible for what they are. 
This spell can be dismissed by the caster at any time, but unless dispelled 
by dispel magic the enchanted area is permanent.

Maze
Level: 8
Duration: special
Range: 5’ per level
The caster banishes the subject into an extradimensional labyrinth of 
force planes. The number of turns or rounds the subject wanders is de-
termined by his intelligence.

Message
Level: 1
Duration: 1 round, +1 round per 2 levels
Range: 60’, +10’ per level
This spell grants the caster the ability to whisper messages and receive 
whispered replies. The caster points his finger at a creature he wants to 
receive the message. The target must be in direct line of sight, with no 
barrier. The whispered message is audible only to the target. The crea-
ture that receives the message can whisper a reply that the caster can 
hear if the spell duration has not expired. The spell transmits sound, not 
meaning. It doesn’t transcend language barriers.

Meteor Swarm
Level: 9
Duration: Instantaneous
Range: 40’, +10’ per level
Meteor swarm is a very powerful and spectacular spell that is similar 
to fireball in many aspects. When the spell is cast, either four 2’ diam-
eter spheres or eight 1’ diameter spheres spring from the caster’s out-
stretched hand and streak in straight lines to the spots selected. The 
meteor spheres leave a fiery trail of sparks. Any creature struck directly 
by one of the larger spheres takes 1d4×10 points of damage and receives 
no saving throw. Otherwise, these larger spheres fly through the air 20’ 
apart and impact the ground 20’ apart, having an area of effect of 30’ 
each. The blast areas overlap one another as four 30’ overlapping fire 
blasts which do the damage indicated above in the radius. The smaller 
spheres inflict 5d4 points of damage and have a blast radius of 15’.
They will also have overlapping blast radii, in the shape of an eight-sided 
star. A saving throw versus spells is permitted for the smaller spheres, 
and success reduces damage by half.

Mind Blank
Level: 8
Duration: 7 rounds, +1 per level
Range: 30’
The subject is protected from all devices and spells that detect, influence, 
or read emotions or thoughts. This spell protects against all mind-af-
fecting spells and effects as well as information gathering by divination 
spells or effects. Mind blank even foils limited wish and wish spells 
when they are used in such a way as to affect the subject’s mind or to 
gain information about it. In the case of scrying that scans an area the 
creature is in, such as a crystal ball, the spell works but the creature sim-
ply isn’t detected. Scrying attempts that are targeted specifically at the 
subject do not work at all.

Mirror Image
Level: 2
Duration: 6 turns
Range: 0
Several illusory duplicates of the caster pop into being, making it diffi-
cult for enemies to know which target to attack. The figments stay near 
the caster and disappear when struck. Mirror image creates 1d4 images. 
The figments mimic the caster’s actions, pretending to cast spells, drink 
potions, and so on. Enemies attempting to attack the caster strike a fig-
ment. Any attack destroys an image even if no physical contact is made, 
until there are no images left.

Mnemonic Enhancer
Level: 4
Duration: 2 turns per level
Range: 0
This spell allows the caster to prepare additional spells or retain spells 
recently cast. Up to 3 levels of spells could be retained, or memorized 
above and beyond the number normally available for the caster’s level. 
This can be in any combination of spell levels For instance, one 3rd level 
spell or three 1st level spells. If spells are to be retained, then rather than 
memorize extra spells, mnemonic enhancer is cast first and then used 
to discharge the spells of the stated spell levels, while retaining them for 
one more casting.

Intelligence Wandering Time
2 or below 2d4 turns

3–5 1d4 turns
6–8 5d4 rounds
9–1 4d4 rounds

12–14 3d4 rounds
15–17 2d4 rounds

18 or higher 1d4 rounds

Minotaurs are not affected by this spell.

Mending
Level: 1
Duration: Permanent
Range: 30’
Mending repairs small breaks or tears in objects. It will weld broken 
metallic objects such as a ring, a chain link, a medallion, or a slender 
dagger, providing but one break exists. Ceramic or wooden objects with 
multiple breaks can be invisibly rejoined to be as strong as new. A hole 
in a leather sack or a wineskin is completely healed over by mending. 
The spell cannot repair magic items, including magic rods, staffs, or 
wands, nor does it affect creatures.
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Move Earth
Level: 6
Duration: 6 turns
Range: 240’
A total of 60 cubic feet of loose soil can be moved per turn within the 
range provided above. Neither solid stone nor large boulders may be 
moved. See lesser move earth for additional applications of this spell.

Move Earth, Lesser
Level: 4
Duration: 1 round per level
Range: 30’
This lesser form of move earth allows the caster to dig or excavate areas 
in 5’ cube increments. The caster can move a volume of 5’ cubed (125 
cubic feet) of soil, mud, or sand. The dirt is only moved to just around 
the opening of the excavation. If desired, the caster can dig a trench, or 
dig straight down. If digging straight down, there is a cumulative prob-
ability the walls of the pit will collapse, depending on the following me-
dium: soil, 15% per 5’; mud, 55%; sand, 35%.
Any being that comes within 1’ of the opening of a pit must make a DEX 
attribute check to avoid falling in. If a pit is excavated just in front of a 
fast moving being, it is entitled to a saving throw versus spells to avoid 
falling in. If a pit is excavated directly under a stationary creature, it will 
automatically fall in.

Part Water
Level: 6
Duration: 6 turns
Range: 120’
The caster creates a path 10’ wide and a maximum of 120’ long through 
water, such as a pond, lake, or other body. The caster can dismiss the 
spell effects before the duration ends, thus allowing water to crash upon 
unwanted pursuers.

Passwall
Level: 5
Duration: 3 turns
Range: 30’
The caster creates a passage through wooden, plaster, or stone walls, but 
not through metal or other harder materials. The passage is 10’ deep 
with a 5’ diameter.

Permanency
Level: 8
Duration: Permanent
Range: See below
This spell makes certain other spells permanent. The caster can make 
the following spells permanent in regard to himself: comprehend lan-
guages, detect evil, detect invisibility, detect magic, infravision, protec-
tion from evil, protection from normal missiles, read magic, tongues, 
and unseen servant.
The desired spell is cast and then followed with the permanency spell. 
These spells cannot be cast on other creatures. The magic-user loses 1 
point of CON. This application of permanency can be dispelled only by 
a higher level magic-user. In addition to personal use, permanency can 
be used to make the following spells permanent on another creature, or 
an object (as appropriate): enlarge, fear, gust of wind, invisibility, magic 
mouth, prismatic sphere, stinking cloud, wall of fire, wall of force, and 
web. The latter application of this spell may be dispelled by dispel magic 
used normally.

Phantasmal Force
Level: 2
Duration: See below
Range: 240’
So long as the caster maintains concentration, he can create a persistent, 
active illusion within a 20’ cube. A passive illusion will disappear if 
touched by a creature. However, an illusionary monster may be created 
to attack a foe.
Observers are allowed a saving throw versus spells to see through any 
illusion produced with this spell. If the save fails, the illusion persists 
and any illusionary monster will seem to inflict harm when it attacks 
an opponent. Illusionary monsters have an effective AC of 9, and they 
vanish if a foe successfully strikes them. If a foe appears to lose all hit 
points, he falls unconscious rather than dying. Similarly, other special 
effects will not be real and no damage is ever real. Note that the caster is 
not allowed to take any action while concentrating on the spell.

Phase Door
Level: 7
Duration: 1 passage per 2 levels
Range: Touch
This spell creates an ethereal passage through wooden, plaster, or stone 
walls, but not other materials. This passage is 10’ deep with a 5’ diam-
eter. The phase door is invisible and inaccessible to all creatures except 
the caster, and only the caster can use the passage. The caster disap-
pears when entering the phase door and reappears when exiting. If the 
caster desires, he can take one other creature (human-sized or smaller) 
through the door. This counts as two uses of the door. The door does not 
allow light, sound, or spell effects through it, nor can it be seen through. 
A phase door is subject to dispel magic. If anyone is within the passage 
when it is dispelled, he is harmlessly ejected just as if he were inside a 
passwall effect.

Plant Growth
Level: 4
Duration: See below
Range: 120’
This spell causes normal vegetation (grasses, briars, bushes, creepers, 
thistles, trees, vines) within a maximum of 3000 square feet to become 
thick and overgrown. The plants entwine to form a thicket or jungle that 
creatures must hack or force a way through. The area must have brush 
and trees in it for this spell to take effect, and the effects last until a dispel 
magic spell is cast. This spell has no effect on plant creatures.

Polymorph Any Object
Level: 8
Duration: Variable
Range: 5’ per level
This spell functions like other polymorph spells, except that it changes 
one object or creature into another. A saving throw versus polymorph 
is permitted. The duration of the spell depends on how radical a change 
is made from the original state to its enchanted state. The duration is 
determined by using the following guidelines, but the Referee will have 
to decide the specific duration of each use of this spell based on the 
circumstances.

Consider Changes in:
• Kingdom (animal, vegetable, mineral)
• Class (mammals, fungi, metals, etc.)
• Size (similar size, or greater, smaller)
• Related (twig is to tree, wolf fur is to wolf, etc.)
• Overall shape (similar shapes, similar functions)
• Same or lower Intelligence

Changes across kingdoms will at best last a few hours. Items that are 
related, such as a piece of wolf fur becoming a wolf, are permanent. 
Note that changes affecting several categories may result in a shorter 
duration. The spell dispel magic will reverse the effects of this spell. All 
objects or creatures affected by this spell will radiate magic should they 
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come under scrutiny of spells or objects that detect enchanted materials.
This spell can also be used to duplicate the effects of Flesh to Stone, 
Stone to Flesh, and similar spells that alter matter.
When this spell is used to create the effects of Flesh to Stone, the vic-
tim makes a saving throw with a penalty of –4.

Polymorph Others
Level: 4
Duration: See below
Range: 60’
By means of this spell, one living being may be transformed into another 
kind of being. The creature may make a saving throw versus polymorph, 
but if the creature is willing this roll can be forgone and the effects are 
automatic. If the new creature’s HD total more than twice the HD of the 
original creature, the spell does not work. Although the final form will 
retain the same number of hit points as the original, all other abilities of 
the new form will be acquired, including intelligence level. The creature 
becomes the new creature in every way, including instincts, alignment, 
preferences, etc. This spell may not be used to reproduce the appearance 
of a specific identity.

Polymorph Self
Level: 4
Duration: See below
Range: 0
For a number of turns equal to the caster’s level +6, the caster transforms 
himself into another being. A particular individual may not be mim-
icked with this spell, but only a typical individual of a creature type. The 
new body must be of a creature with a number of HD equal to the caster 
or fewer. The caster retains his intelligence, hit points, saving throws, 
and ability to attack, but does gain physical abilities of the new form, 
including strength or strength-based attack forms and damage. Magical 
abilities or other special abilities are not gained. For example, if the cast-
er transforms into a manticore, he will be able to fly. If the caster takes 
the form of a medusa, his gaze will not petrify. The caster is unable to 
cast spells when transformed. The spell dispel magic negates the effects 
of this spell, and if the caster dies while in a different form he will revert 
to his natural form in death.

Power Word Blind
Level: 8
Duration: See below
Range: 5’ per level
The caster utters a single word of power that causes one or more crea-
tures of his choice to become blinded, whether they can hear the word 
or not. A total of 100 hp of beings may be affected. The duration of the 
spell depends on the hit point total of creatures affected. Any creature 
that has more than 100 hit points is unaffected by power word blind.

Power Word Stun
Level: 7
Duration: See below
Range: 5’ per level
The caster utters a single word of power that instantly causes one crea-
ture of his choice to become stunned for 2d4 rounds, whether the crea-
ture can hear the word or not. The duration of the spell depends on 
the target’s current hit point total. Any creature that has 91 or more 
hit points is unaffected by power word stun. There is no saving throw 
against this spell.

Hit Points Duration
50 or fewer 1d4+1 turns

51–100 1d4+1 rounds

Power Word Kill
Level: 9
Duration: Permanent
Range: 2.5’ per level
The caster utters a single word of power that instantly kills one or more 
creatures within a diameter of 20’, whether the creatures can hear the 
word or not. This spell will kill multiple creatures if they have under 11 
hit points each, or the spell will kill a single creature that has 60 or fewer 
hit points. The caster must choose whether he is attempting to kill one 
creature or multiple creatures when he casts the spell. If multiple crea-
tures are targeted, a maximum of 120 hit points total of creatures may 
be killed. Any creature that has 61 or more hit points is unaffected by 
power word kill. There is no saving throw against this spell.

Hit Points Duration
30 or less 4d4

31–60 2d4
61–90 1d4

Prismatic Sphere
Level: 9
Duration: 1 turn per level
Range: 0
The caster conjures up an immobile, opaque globe of shimmering, mul-
ticolored light that surrounds him and offers protection from all forms 
of attack. The sphere flashes in all colors of the visible spectrum. The 
sphere has a blindness effect on creatures with less than 8 HD, which 
lasts 2d4 turns.
The caster can pass into and out of the prismatic sphere and remain near 
it without harm. However, when inside it, the sphere blocks any attempt 
to project something through the sphere (including spells). Other crea-
tures that attempt to attack the caster or pass through suffer the effects 
of each color, one at a time. Typically, only the upper hemisphere of the 
globe will exist, since the caster is at the center of the sphere, so the lower 
half is usually excluded by the floor surface.

Color Order Effect of Color Negated By
Red 1st Stops non-magical ranged weapons. 

Deals 10 points of fire damage.
Passwall

Orange 2nd Stops magical ranged weapons. Deals 
20 points damage.

Fly

Yellow 3rd Stops poisons, gases, and petrification. 
Deals 40 points of damage.

Disintegrate

Green 4th Stops breath weapons. Poison. Passwall
Blue 5th Stops divination and mental attacks. 

Turned to stone (saving throw versus 
petrify negates).

Magic Missile

Indigo 6th Stops all spells. Save versus spell-like 
devices or become insane.

Continual 
Light

Violet 7th Energy field that sends creatures to 
another plane (saving throw versus 
spells negates).

Dispel Magic

Project Image
Level: 6
Duration: 6 turns
Range: 240’
The caster creates a quasi-real, illusory version of himself. The projected 
image looks, sounds, and smells like the caster but is intangible. The 
projected image mimics the caster’s actions (including speech) and any 
sound or spell effects will seem to come from the image. If the image 
is physically contacted by hand or with a weapon wielded by hand, it 
disappears. However, all missile weapons or spells will pass through the 
image or otherwise appear to do nothing to the caster.
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Protection from Evil
Level: 1
Duration: 12 turns
Range: 0
This spell wards the caster from attacks by evilly intentioned creatures 
(and creatures not of the caster’s alignment), from mental control, and 
from summoned creatures. It creates a magical barrier around the sub-
ject at a distance of 1 foot.
The barrier moves with the subject and has two major effects. First, the 
subject gains a +1 bonus to AC and a +1 bonus on saving throws. Both 
these bonuses apply against attacks made or effects created by evil crea-
tures. Second the spell prevents bodily contact by summoned creatures. 
This causes the natural weapon attacks of such creatures to fail and the 
creatures to recoil if such attacks require touching the warded creature. 
This does not prevent these creatures from attempting ranged attacks. 
The protection against contact by summoned creatures ends if the ward-
ed creature makes an attack against or tries to force the barrier against 
the blocked creature.

Protection from Evil 10’ Radius
Level: 3
Duration: 12 turns
Range: 0
This spell is identical to protection from evil, except that the effective 
protection extends 10’ around the caster, and protects companions 
within this area.

Protection from Normal Missiles
Level: 3
Duration: 12 turns
Range: Touch
While under the effects of this spell, the caster or subject is completely 
unharmed by small and non-magical missiles. Only the subject receives 
this protection, and it does not extend to large hurled boulders such as 
those that giants employ, or enchanted arrows.

Pyrotechnics
Level: 2
Duration: See spell description
Range: 120’
Pyrotechnics turns a fire into either a burst of blinding fireworks or a 
thick cloud of choking smoke, depending on the wishes of the caster.
▶ Fireworks: The fireworks are a flashing, fiery, momentary burst of 
glowing, colored aerial lights. This effect causes creatures within 120’ 
of the area of effect to become blinded. The size of the pyrotechnics is 
equal to 10× the size of the fire source. Creatures must have line of sight 
to the fire to be affected.
▶ Smoke Cloud: A writhing stream of smoke billows out from the 
source, forming a choking cloud. The cloud obscures all vision of any-
thing 20’ or more distant and lasts for 1 round per caster level. The 
smoke fills a total area equal to 100× the size of the fire source.

Ray of Enfeeblement
Level: 2
Duration: 1 round per level
Range: 10’, +5’ per level
This spell effects a coruscating ray from the caster’s hand. The opponent 
takes a penalty to STR equal to 25%, +2% per caster level beyond level 
3. This penalty applies equally to melee and missile damage inflicted by 
an affected creature. A successful saving throw versus spells negates the 
effect.

Read Languages
Level: 1
Duration: 2 turns
Range: 0
For the duration of this spell, the caster may read any language, coded 
message, map, or other set of written instructions. This spell does not 
grant any ability to speak unknown languages.

Read Magic
Level: 1
Duration: 1 turn
Range: 0
By means of read magic, the caster can decipher magical inscriptions on 
objects—books, scrolls, weapons, and the like—that would otherwise 
be unintelligible. This does not normally invoke the magic contained 
in the writing, although it may do so in the case of a cursed scroll. Fur-
thermore, once the spell is cast and the caster has read the magical in-
scription, he thereafter is able to read that particular writing without 
recourse to the use of read magic. All spell books are written such that 
only the elf or magic-user who owns the book can decipher it without 
the use of this spell.

Reincarnate
Level: 6
Duration: Permanent
Range: 0
With this spell, the caster returns life to a character by means of creating 
another body. Since the character is returning in a new body, all phys-
ical ills and afflictions are repaired. The condition of the remains is not 
a factor. So long as some small portion of the body still exists, it can be 
reincarnated.
The magic of the spell creates an entirely new young adult body. If the 
result on the table below indicates reincarnation into a PC race, deter-
mine which class randomly and roll 1d6 to determine the character’s 
level. The level may not exceed the original character’s class level. If the 
result on the table below indicates that the reincarnated character re-
turns as a creature, roll on the column matching the original character’s 
alignment. Additional creatures may be used to extend the table, but 
no creature having more than 6 HD should be included, and each crea-
ture should be minimally semi-intelligent. A character brought back as 
a creature must either adventure as the creature or the player must retire 
the character. Monsters do not gain experience or advance in levels.

Incarnation Chaotic Neutral Lawful
1 Dwarf Gnoll Ape Brownie
2 Elf Gnoll Baboon Gnome
3 Gnome Orc Centaur Neanderthal
4 Halfling Orc Lizardfolk Pegasus
5 Human Orc Myconid Roc (small)
6 Human Kobold Werebear Unicorn
7 Dwarf Minotaur
8 Creature Ogre

9–10 Same race

Remove Curse*
Level: 4
Duration: Permanent
Range: 0
In all respects this spell is identical to the 3rd level cleric spell remove 
curse.
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Repulsion
Level: 6
Duration: 1 round per 2 levels
Range: 10’ per level
An invisible, mobile field is brought into being for 10’ in front of the 
caster and prevents creatures from approaching.
Any creatures who come into contact with the field are repelled like sim-
ilar poles of a magnet, with a minimum movement of 30’ or the crea-
ture’s current speed, whichever is greater. Note that when repelled, a 
creature must finish its full movement that round even though it is in an 
unintended direction.

Reverse Gravity
Level: 7
Duration: 1 round
Range: 5’ per level
This spell reverses gravity in a 30’ squared area, causing all unattached 
objects and creatures within that area to “fall” upward 20’. If some solid 
object (such as a ceiling) is encountered in this fall, falling objects and 
creatures strike it in the same manner as they would during a normal 
downward fall. If an object or creature reaches the maximum height 
without striking anything, it remains there, oscillating slightly, until the 
spell ends. At the end of the spell duration, affected objects and creatures 
fall downward.

Rope Trick
Level: 2
Duration: 2 turns per level
Range: Touch
When this spell is cast upon a piece of rope from 5’ to 30’ long, one 
end of the rope rises into the air until the whole rope hangs perpen-
dicular to the ground, as if affixed at the upper end. The upper end is, 
in fact, fastened to an extradimensional space. Creatures in the extrad-
imensional space are completely hidden. The space holds as many as 
five human-sized creatures. Creatures in the space can pull the rope up 
into the space, making the rope “disappear.” Otherwise, the rope dangles 
in mid air unless it is removed. Anything inside the extradimensional 
space drops out when the spell ends, from the appropriate height. The 
rope can be climbed by only one person at a time. The rope trick spell 
enables climbers to reach a normal place if they do not climb all the way 
to the extradimensional space.

Scare
Level: 2
Duration: 3d4 rounds
Range: 10’
Unless a successful saving throw versus spells is made, the target of this 
spell becomes a fearful wreck. Only opponents with fewer than 6 HD or 
levels are affected by this spell, and clerics, undead, and demonic/devil-
ish creatures are immune. While under the effects of this spell, a creature 
will not initiate combat, but if attacked will reciprocate with a -1 attack 
roll penalty. Likewise, any saving throws are attempted with a -1 penalty.

Scribe
Level: 1
Duration: 1 hour per level
Range: 0
This spell allows a magic-user to copy a spell into his spell book, even 
if it is of a level the caster cannot use, and even if the spell is unusable 
due to intelligence. The scribing takes 1 hour per spell level of the spell 
transferred. For the time the spell is written, the caster is in a deep state 
of concentration, and will always be surprised. The caster must succeed 
in a saving throw versus spells. A penalty of -1 is applied if the spell to 
be copied is 3 levels greater than the caster may use, and a bonus of +2 
is granted if the spell is up to 1 level greater than the caster may use, or 
below. If this saving throw is unsuccessful, the magic-user suffers 1d4 
damage per spell level of the spell to be scribed, and the strain forces the 
caster unconscious for an equal number of turns. The caster may only 
heal up to 4 hp per day of this damage.

Secret Chest
Level: 5
Duration: 60 days
Range: See below
By casting this spell, a magic-user can hide a chest on the ethereal plane 
for as long as sixty days and can retrieve it at will. The chest can contain 
up to 1 cubic foot of material per caster level (regardless of the chest’s 
actual size, which is about 3 feet by 2 feet by 2 feet). If any living crea-
tures are in the chest, there is a 75% chance that the spell simply fails. 
Once the chest is hidden, the caster can retrieve it by concentrating (a 
standard action), and it appears next to him.
The chest must be exceptionally well crafted and expensive. The cost of 
such a chest is never less than 5,000 gp. Once it is constructed, the caster 
must make a tiny replica (of the same materials and perfect in every 
detail), so that the miniature of the chest appears to be a perfect copy. 
The caster can have but one pair of these chests at any given time—even 
a wish spell does not allow more. The chests are nonmagical and can be 
fitted with locks, wards, and so on, just as any normal chest can be.
To hide the chest, the spell is cast while touching both the chest and the 
replica. The chest vanishes into the ethereal plane. The caster needs the 
replica to recall the chest. After sixty days, there is a cumulative chance 
of 5% per day that the chest is irretrievably lost. If the miniature of the 
chest is lost or destroyed, there is no way, not even with a wish spell, that 
the large chest can be summoned back. There is a slim chance (cumu-
lative 1% per week) that a denizen or some other being on the ethereal 
plane will find the chest. If this happens, roll on the table below for the 
outcome.

Roll d20 Result
1–3 One item is added
4–9 One item is stolen

10–16 All new contents are present
17–20 The chest is emptied

Shape Change
Level: 9
Duration: 1 turn per level
Range: 0
This spell enables the caster to assume the form of any single non-
unique creature (of any type) except for particularly powerful creatures 
like demons, devils, or demi-gods. The caster’s hit points remain the 
same. The caster gains all extraordinary and supernatural abilities (both 
attacks and qualities) of the assumed form, except for any abilities re-
lying on knowledge or intelligence of the monster, because the caster’s 
mind remains his own. The caster can change form once each round for 
the duration of the spell.

Shatter
Level: 2
Duration: Permanent
Range: 60’
Shatter creates a loud, ringing noise that destroys nonmagical objects 
of crystal, glass, ceramic, or porcelain. All such objects within range are 
smashed into dozens of pieces by the spell. Objects weighing more than 
10 pounds per caster level are not affected, but all other objects of the ap-
propriate composition are shattered. Items are entitled to a saving throw 
versus crushing damage.

Shield
Level: 1
Duration: 2 turns
Range: 0
Shield creates an invisible field of force that protects the caster. Against 
missile attacks, the spell grants the caster an AC of 2. The caster has an 
effective AC of 4 for all other attacks.
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Shocking Grasp
Level: 1
Duration: Instant
Range: Touch
The caster must touch an opponent, which deals 1d8 points of electricity 
damage +1 per caster level. The spell only deals damage if the caster 
initiates the contact, not if the opponent does.

Simulacrum
Level: 7
Duration: Permanent
Range: Touch
Simulacrum creates a pseudo-duplicate of any creature. The spell is cast 
over a rough snow or ice form, and some piece of the creature to be 
duplicated (hair, nail, or the like) must be placed inside the snow or ice. 
The simulacrum appears to be the same as the original, but it has only 
one-half of the real creature’s hit points. The duplicate has a faulty mem-
ory of the original’s life, but will remember most details 30% of the time. 
At all times the simulacrum remains under the caster’s absolute com-
mand. No special telepathic link exists, so command must be exercised 
in some other manner. A simulacrum has no ability to become more 
powerful. It cannot increase its level or abilities. However, if the spell 
reincarnation is cast on a simulacrum, it will gain 35% +3d10% of the 
original’s memories and will have the class abilities of the original at 10% 
+ (1d4 × 10%) of the level of the original. If reduced to 0 hit points or 
otherwise destroyed, a simulacrum reverts to snow and melts instantly 
into nothingness. A simulacrum will radiate magic with a detect magic 
spell, and true seeing will reveal a simulacrum’s true nature.

Sleep
Level: 1
Duration: 4d4 turns
Range: 240’
A sleep spell causes a magical slumber to come upon creatures with 4+1 
Hit Die or fewer. The caster may only affect 1 creature if it has 4+1 HD, 
but the spell will otherwise affect up to 2d8 HD of creatures. Calculate 
monsters with less than 1 HD as having 1 HD, and monsters with a bo-
nus to HD as having the flat amount. For example, a 3+2 HD monster 
would be calculated as having 3 HD. Hit Die that are not sufficient to 
affect a creature are wasted. Creatures with the fewest HD are affected 
first. Sleeping creatures are helpless and can be killed instantly with a 
blade weapon. Slapping or wounding awakens an affected creature, but 
normal noise does not. Sleep does not affect undead creatures.

Spell Resistance
Level: 8
Duration: 1 turn per level
Range: Touch
The caster can use this spell to grant resistance to mind-affecting spells. 
Spells that charm, command, cause fear, and similar effects are granted 
a saving throw bonus of +8. Extremely powerful compulsive spells such 
as geas are granted a bonus to a saving throw of +5. The caster may affect 
1 creature for 4 turns, per level, or multiple creatures with the duration 
divided among them.

Spider Climb
Level: 1
Duration: 1 round, +1 per level
Range: Touch
The subject can climb and travel on vertical surfaces or even traverse 
ceilings as well as a spider does. The affected creature must have its 
hands and feet free and bare to climb in this manner. Any objects weigh-
ing fewer than 5 pounds cling to the spell recipient’s hands. No spells 
may be cast when under the effect of this spell. This spell may be used 
on another being (touch required) with no saving throw.

Spiritwrath
Level: 6
Duration: See below
Range: 10’, +1’ per level
By using the blood of a demon or devil, depending on the intended vic-
tim, the magic-user constructs a powerful scroll used to torture an infer-
nal being. This method may also be employed against the most powerful 
vampires or a lich. The being’s name must be known. The magic-user 
must also buy valuable gems equal to 100 gp per 1 HD of the intended 
victim, and powder them as part of the process to fabricate the ink.
When the caster reads the scroll, so long as the target is within range, it 
is affected if it fails a saving throw versus spells. It is held in place and 
can take no actions. The first turn of the recitation the being becomes 
increasingly uncomfortable. After 2 turns, the victim loses 1 hp per its 
HD number. After 3 turns, the victim is in absolute agony and loses half 
its HP, and is propelled back to its home plane (the plane of negative 
energy for undead) and is there imprisoned for 1 year per caster level. 
The victim is in constant tortured pain during its imprisonment. For 
obvious reasons, such a victim may seek the caster at a later date for ret-
ribution. However, this spell is often used to extort something from its 
victim, and may be stopped at any time short of imprisonment. Should a 
target succeed in its saving throw, it is still uncomfortable and the scroll 
protects the caster from attack much like a scroll of warding. There is a 
95% chance the intended victim will flee.

Statue
Level: 7
Duration: 6 turns per level
Range: Touch
A statue spell turns the caster or a subject to solid stone, along with 
any garments and equipment worn or carried. The subject can see, hear, 
and smell normally, but it does not need to eat or breathe. Feeling is 
limited to those sensations that can affect the granite-hard substance of 
the individual’s body. Chipping is equal to a mere scratch, but breaking 
off one of the statue’s arms constitutes serious damage. The subject of a 
statue spell can return to its normal state, act, and then return instantly 
to the statue state if it so desires, as long as the spell duration is in effect.

Stinking Cloud
Level: 2
Duration: Permanent
Range: 30’
Stinking cloud creates a 20’ cubed bank of fog centered anywhere within 
range, making living creatures within it helpless with nausea. This con-
dition lasts as long as the creature is in the cloud and for 1d4+1 rounds 
after it leaves. Any creature that succeeds in a saving throw versus poi-
son when leaving the fog is not affected for the additional rounds.

Stone Shape
Level: 5
Duration: Permanent
Range: Touch
This spell can form an existing piece of stone into any shape that suits 
the caster’s purpose, to a total volume of 1’ cubed per level. While it’s 
possible to make crude coffers, doors, and so forth with stone shape, fine 
detail isn’t possible.

Stone to Flesh*
Level: 6
Duration: Permanent
Range: 120’
This spell restores a petrified creature to its normal state, restoring life 
and goods. Any petrified creature, regardless of size, can be restored. 
Flesh to stone (reverse of stone to flesh) turns one creature into a statue, 
including all gear and any items currently held. A saving throw versus 
petrify is permitted to resist the transformation.
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Strength
Level: 2
Duration: 6 turns per level
Range: Touch
The caster of this enchantment may apply it to himself or another. It 
confers a temporary STR bonus, which varies depending on the recipi-
ent’s class. Druids, clerics, thieves, and assassins receive +1d6; magic-us-
ers, illusionists, and monks receive +1d4; fighters, paladins, and rangers 
receive +1d8. A character’s STR may not go above 18.

Suggestion
Level: 3
Duration: 6 turns, +6 turns per level
Range: 30’
The caster may influence the actions of the target creature by suggesting 
a course of activity (limited to a sentence or two). The suggestion must 
be worded in such a manner as to make the activity sound reasonable. 
Asking the creature to do some obviously harmful act automatically ne-
gates the effect of the spell. However, a victim may be led to believe that 
an action is not harmful. For instance, being told to drink something 
that is poisonous and that it is actually a hearty drink. The suggested 
course of activity can continue for the entire duration. If the suggested 
activity can be completed in a shorter time, the spell ends when the sub-
ject finishes what it was asked to do. A very reasonable suggestion causes 
the save to be made with a penalty (such as –1 or –2). A saving throw 
versus spells is allowed to negate the effects of this spell.

Summon Demon
Level: 7
Duration: See below
Range: 10’
This complicated spell is cast after a circle of protection for the caster, 
and a pentacle-bound 30’ diameter area of imprisonment for a demon, 
is constructed with various magical markings and candles made from 
the fat of a humanoid. The caster may summon a demon of power up 
to a higher order demon, but for standard and higher order demons the 
demon’s specific name must be known. The summoning takes 1 turn 
per HD of the demon. Demons are allowed a save versus spells to resist 
the summoning.
This spell may be used and combined with spiritwrath to coerce a de-
mon into service. The summon demon spell creates a pact once the 
demon agrees, and it must perform the act desired by the caster. The 
service cannot take longer than 9 weeks. Alternatively, the caster can 
bribe the demon for this service via human sacrifice or a sacrifice of the 
demon’s choosing. Finally, this spell may be combined with the spell 
trap the soul, which traps the demon in an object, and once released it 
must perform a service for the caster.
After any service is performed, the demon is propelled back to its home 
plane. There is a base 5% chance that the bargaining is grossly mishan-
dled, setting the demon loose to wreak vengeance on the caster. This 
chance is lowered by 1% per caster level above 15.

Summon Familiar
Level: 1
Duration: See below
Many people assume that familiars are animals that a wizard has em-
powered to be servants and allies. Nothing could be further from the 
truth.
Paladins will tell you that familiars are demons, sent to corrupt wizards 
with power. Others say that they are the ancient spirits that original-
ly taught mankind magic, or that familiars are spells that have slipped 
away from their masters and now meddle in the affairs of wizards.
Whatever is true, wizards obtain familiars by casting the spell known as 
call to familiar spirit. This is optional, and many (smart) wizards never 
mess around with familiars in the first place.
Once called the familiar will appear in 1d20 hours. What sort of familiar 
appears depends on where they are summoned. A frog familiar might 
appear if summoned in a swamp.

The wizard must then bargain with the familiar. Familiars usually want 
to ally themselves with promising young savants with a bright destiny. 
Every familiar wants to be the voice in the ear of an archmage. They 
want power, indirectly. After bargaining, the hopeful wizard makes a 
Charisma check with the following modifiers.
If the wizard is boring, meek, or unambitious, there will be a -1/-2 pen-
alty.
If the wizard is power-hungry or promises the familiar great things, 
there will be a +1/+2 bonus.
The wizard can sacrifice things to appease the familiar. First, sacrifice 
as much stuff as you want, then make a Wisdom check. Success means 
that you get a +1 bonus for every 100sp of stuff sacrificed this way (gold 
thrown in the well, holy books burned, gemstones turned to dirt,etc). 
Failure means that you have misjudged the familiar's desires and your 
sacrifices will count for nothing.
If the wizard succeeds on the Charisma check, the familiar agrees to 
join you in a mutually-binding, magical contract. If the check is failed, 
roll on the Breach of Covenant Table below, and that familiar will never 
again appear to you. In fact, no familiar will ever appear to you at this 
location. You've been 86'd.

Once a familiar has agreed to work with you, it can be summoned to 
your side. But familiars are fickle. Whenever you attempt to summon 
your familiar, make a Charisma check. Success means that the familiar 
arrives immediately. Otherwise it arrives in 1d20 hours. If you have an-
noyed your familiar, you automatically fail this Test, while familiars that 
are extremely pleased will always arrive promptly.
Your familiar doesn't really exist before it's summoned. It crawls out of 
your hair, or scrabbles out of the wall. And leaves in similarly dramatic 
fashion. It can only be hurt by magic.
Familiars can use the detect magic spell at will, and will even share the 
results with you if you ask nicely (this is so trivial that it doesn't demand 
a favor in exchange). More importantly, familiars can perform services, 
but never more than 1/day. However, for every service it performs, you 
owe a favor.

▶ Familiars can teach you spells, which you can then add to your spell-
book immediately and at no cost. Roll on the random spell table to see 
which one. The familiar will only perform this service 1d4+1 times be-
fore it refuses. It cannot teach you what you cannot understand. The first 
spell is free.
▶ Familiars can give you an extra spell slot of your highest level spell 
for one day.
▶ Familiars can give you +2 to your caster level for one day.
▶ Familiars can save you from a violent death—but only once, and only 
if the familiar answers your summons immediately (i.e. you make that 
Charisma check mentioned above). The details are best left to the Ref-
eree, but the familiar might crawl inside your mouth and give you the 
strength you need to overcome the situation, or you might just walk 
back into the campsite later on like nothing happened. Regardless, once 
your familiar has performed this favor for you, you become bound to it 
body and soul. You will never be rid of it. You owe it a favor every time 
you level up, or every time you gain a negative level.
▶ Pretty much anything else you can dream up. Want it to scout out the 
next room? No problem. That counts as a favor, though.

Each favor is always something that the familiar can call in immediately, 
or at a later date. It's up to the Referee, but the most appropriate favors 
are ones that are appropriate to the familiar's goals (see below) and po-
tentially destructive. Forgetting to return the spellbook to the wizard 
who has treated you kindly? Kill the silly NPC paladin who always gets 
in the way? Stealing a torch from a baby? If this seems harsh, you can 
roll a 1d6 or something to see how unpalatable the familiar's request is.
If the wizard performs the favor that the familiar requests, that's the end 
of it. But if the wizard refuses, that is a violation the contract with the 
familiar, and deserving of a roll on the Breach of Covenant table.



57

As long as you can convince your familiar that you still have a chance 
to fulfill your destiny, it will not abandon you (although it might get 
grumpy). It has a contract to fulfill, after all.
To see a suggested familiar, roll on each table below, or just roll once for 
all four. Referees are encouraged to make up their own, and especially 
to tailor the appearance for the environment where the call to familiar 
spirit spell was first cast.

d8 Suggested Appearances
1 Matte black crow, flies backwards.
2 Fat weasel, sleeps constantly in your pocket or purse.
3 Swollen toad, nearby objects and surfaces become soggy.
4 Miniature woman, 2' tall with gold skin, wearing only jewelry.
5 Small pig, walks like a man, fond of eating bones and skin.
6 White mouse, everyone gets goosebumps when it appears, 

speaks like a king.
7 Brown jenkin, sort of like a large rat with human hands and 

face, fond of fetching things.
8 Black cat, always stands on your shadow, causes discomfort on 

places where it's paws touch.

d8 True Appearance
1 Small, misshapen version of you.
2 Nauseous cloud of impossible colors.
3 Hole in the universe.
4 Empty skin, twitching/fluttering as if in a wind.
5 Misshapen human child.
6 Pulsing mass of roiling meat.
7 There is nothing there and never has been.
8 Suspiciously, it looks the same (or does it?).

• Visible only using wizard vision or some magical truesight bullshit

d8 Unique Power
1 Can see the future in spilled intestines, quite accurate
2 Can teleport the caster (only) to the nearest graveyard
3 Can double your current HP, but will fade in 1d20 hours
4 Can create false gold that will disappear in 1d20 hours
5 Can create a feast fit for a king
6 Can make a virgin fall in love with you
7 Can fetch a named item that has been forgotten by all
8 No special power, but it will pretend that it has one

d8 Goal
1 Exploration of new frontiers (especially of the mind and/or 

other planes) and cosmic truth
2 Iconoclasm and an end to banal religions (cosmic horror-gods 

are the only true gods; worship is optional)
3 Magical power to bend the universe to your will
4 Political power to rule the world and become a leader of men 

(preferred: starting a cult, marrying royalty)
5 Deaths of weaklings and fools
6 Carnal pleasure, incomprehensible ecstasy
7 Construction of a vast object, built for some distant, unde-

fined purpose (preferred: tower, ziggurat, ship)
8 Destruction of the self through dissolution, dissociative drugs, 

anomie, and constant exposure to danger

d6 Breach of the Covenant
1–2 Random curse
3–4 Random mutation
5–6 Permanent -1 to an ability score

Summon Monster I
Level: 3
Duration: 2 rounds, +1 round per level
Range: 30’
This spell conjures 2d4 1st-level (1 HD) creatures that arrive in 1d4 
rounds to an exact location within range which is specified by the caster. 
The monsters summoned are chosen by the Referee. Summoned mon-
sters may be commanded to fight nearby foes, and will do so until death 
or until the spell duration ends. Creatures may be commanded to per-
form other tasks, and will do so if it is within their abilities.

Summon Monster II
Level: 4
Duration: 3 rounds, +1 round per level
Range: 40’
With minor differences of range and duration, this spell functions much 
like summon monster I, but brings forth (1d6) 2 HD creatures.

Summon Monster III
Level: 5
Duration: 4 rounds, +1 round per level
Range: 50’
With minor differences of range and duration, this spell functions much 
like summon monster I, but brings forth (1d4) 3 HD creatures.

Summon Monster VI
Level: 6
Duration: 5 rounds, +1 round per level
Range: 60’
With minor differences of range and duration, this spell functions much 
like summon monster I, but brings forth (1d3) 4 HD creatures in 1d3 
rounds.

Summon Monster V
Level: 7
Duration: 6 rounds, +1 round per level
Range: 70’
With minor differences of range and duration, this spell functions much 
like summon monster I, but brings forth (1d2) 5 HD creatures in 1d2 
rounds.

Summon Monster VI
Level: 8
Duration: 7 rounds, +1 round per level
Range: 80’
With minor differences of range and duration, this spell functions much 
like summon monster I, but brings forth (1d2) 6 HD creatures in 1d3 
rounds.

Summon Monster VII
Level: 9
Duration: 8 rounds, +1 round per level
Range: 90’
With minor differences of range and duration, this spell functions much 
like summon monster I, but brings forth (1d2) 7 HD creatures in 1 
round, or (1) 8 HD creature in 2 rounds.
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Symbol
Level: 8
Duration: See below
Range: Touch
This spell allows the caster to scribe a potent rune of power upon a sur-
face. There are eight different kinds of symbol, each with a different ef-
fect. Symbols are triggered by being read, touched, or if a creature passes 
through a door with a symbol inscribed on it. The only way a symbol 
may be identified is by reading it, which automatically triggers the ef-
fects. The kinds of symbols the caster may inscribe are detailed below.

▶ SYMBOL OF CONFLICT – When triggered, all creatures in the area 
will argue for 5d4 rounds. Any beings of differing alignment may (50% 
chance) fight for 2d4 rounds.

▶ SYMBOL OF DEATH – When triggered, a symbol of death slays one or 
more creatures whose total hit points do not exceed 80.

▶ SYMBOL OF DESPAIR – Any beings in the area must succeed in a sav-
ing throw versus spells, or leave the area in hopelessness. This feeling 
lasts for 3d4 turns, during which time affected creatures will cower, sur-
render, and otherwise lack enthusiasm. Only 75% of affected creatures 
will act in a given round, the remaining creatures will either leave the 
area or hang around doing nothing.

▶ SYMBOL OF FEAR – All creatures must succeed in a saving throw ver-
sus spells with a penalty of -4 or suffer from the effects of a fear spell.

▶ SYMBOL OF INSANITY – When triggered, a symbol of insanity causes 
all nearby creatures whose total hit points do not exceed 120 to become 
permanently insane (as the confusion spell). This effect can be negated 
with the spells heal or wish.

▶ SYMBOL OF PAIN – Each creature suffers wracking pains that impose 
a -4 penalty on attack rolls and -2 to DEX. These effects last for 2d10 
turns.

▶ SYMBOL OF SLEEP – All creatures of 8 HD or fewer fall into a cata-
tonic slumber for 1d12+4 turns. Unlike with the sleep spell, sleeping 
creatures cannot be awakened by non-magical means before this time 
expires.

▶ SYMBOL OF STUNNING – When triggered, a symbol of stunning 
causes all nearby creatures whose total hit points do not exceed 160 to 
become stunned and unable to act for 3d4 rounds. Any held items will 
be dropped.

Telekinesis
Level: 5
Duration: 6 rounds
Range: 120’
By concentrating on nothing else and taking no other actions, the caster 
can move objects or creatures by concentrating on them. A total of 20 
pounds per caster level may be moved 20’ per round. Living beings may 
also be moved, but they are allowed a saving throw versus spells.

Teleport
Level: 5
Duration: Instantaneous
Range: 10’
This spell instantly transports the caster or another being to a designated 
destination, which may be any distance. Interplanar travel is not possi-
ble. If transporting another being, it is entitled to resist with a saving 
throw versus spell. The caster must have some clear idea of the location 
and layout of the destination. The clearer the mental image, the more 
likely the teleportation works. To determine how well the teleportation 
works, roll d% and consult the table below. Refer to the following infor-
mation for definitions of the terms on the table.

▶ Familiarity: “Very familiar” is a place the caster has been very often. 
“Studied carefully” is a place known well, either because the caster can 
currently see it, he has been there often, or has used other means (such 
as scrying) to study the place for at least one hour. “Seen casually” is a 
place that the caster has seen more than once but with which he is not 
very familiar. “Viewed once” is a place that the caster has seen once, 
possibly using magic.

▶ On Target: The caster or creature appears in the desired location.

▶ High: The caster or creature appears 1d10×10 feet above the destina-
tion. Should this location already be occupied by solid matter, the caster 
or creature is instantly killed.

▶ Low: The caster or creature appears in the ground and is killed in-
stantly.

Familiarity On Target High Low
Very Familiar 01–95 96–99 00
Studied carefully 01–80 81–90 91–00
Seen casually 01–50 51–75 76–00
Viewed once 01–30 31–65 66–00

Note that the caster cannot intentionally teleport himself or another 
creature off target or into solid matter.

Temporal Stasis
Level: 9
Duration: Permanent
Range: 10’
The caster must succeed on an attack roll. The subject is placed into a 
state of suspended animation, and for the creature, time ceases to flow. 
The creature does not grow older, and its body functions virtually cease. 
This state persists until the magic is removed (such as by a successful 
dispel magic spell). No saving throw is permitted.

Time Stop
Level: 9
Duration: 2 rounds
Range: 0
This spell seems to make time cease to flow for everyone but the caster 
within a shimmering sphere of 30’ diameter. The caster may act for 2 
rounds within this area of effect, while all other creatures are frozen in 
time. If the caster leaves the sphere, the spell ends. If monsters enter the 
sphere from outside, they become frozen.
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Tiny Hut
Level: 3
Duration: 6 turns per level
Range: 0
The caster creates an unmoving, opaque 10’ diameter sphere of force. 
Half the sphere projects above the ground, and the lower hemisphere 
passes through the ground. As many as 6 other human-sized creatures 
can fit into the field with the caster; they can freely pass into and out of 
the hut without harming it. However, if the caster removes himself from 
the hut, the spell ends. The temperature inside the hut is 70F if the exte-
rior temperature is between 0° and 100F. An exterior temperature below 
0° or above 100° lowers or raises the interior temperature on a 1-de-
gree-for-1 basis. The hut also provides protection against the elements, 
such as rain, dust, and sandstorms. The hut withstands any wind up to 
50 mph, but greater force destroys it. The interior of the hut is a hemi-
sphere. The caster can illuminate it dimly upon command or extinguish 
the light as desired. Although the force field is opaque from the outside, 
it is transparent from within. Missiles, weapons, and most spell effects 
can pass through the hut without affecting it, but the occupants cannot 
be seen from outside the hut.

Tongues*
Level: 3
Duration: 1 round per level
Range: 0
The function of this spell is identical to the cleric spell of the same name 
(4th level), except for the duration.

Transmute Rock to Mud*
Level: 5
Duration: 3d6 days
Range: 120’
This spell turns 3,000 square feet of rock 10’ deep into mud for 3d6 days. 
Any beings passing through the mud have movement reduced by 90%. 
Transmute Mud to Rock (reverse) changes an equal volume of mud de-
scribed above into rock. This alteration is permanent.

Trap the Soul
Level: 8
Duration: Permanent
Range: 10’
Trap the soul forces a creature’s life force (and its material body) into a 
gem. The gem holds the trapped entity indefinitely or until the gem is 
broken and the life force is released, which allows the material body to 
reform. Before the actual casting of trap the soul, the caster must pro-
cure a gem of at least 1,000 gp value for every Hit Die possessed by the 
creature to be trapped. The spell can be triggered in one of two ways.
Spell Completion: First, the spell can be completed by speaking its final 
word as a standard action as if one were casting a regular spell at the 
subject. This allows the victim a saving throw versus spell to avoid the 
effect. If the save is successful, the gem shatters.
Trigger Object: The second method is far more insidious, for it tricks the 
subject into accepting a trigger object inscribed with the final spell word, 
automatically placing the creature’s soul in the trap. To use this method, 
both the creature’s name and the trigger word must be inscribed on the 
trigger object when the gem is enchanted. A sympathy spell can also be 
placed on the trigger object. As soon as the subject picks up or accepts 
the trigger object, its life force is automatically transferred to the gem 
without the benefit of a saving throw.

True Seeing
Level: 5
Duration: 1 round per level
Range: Touch
The caster confers on himself or a subject the ability to see all things as 
they actually are. The subject sees through normal and magical dark-
ness, notices secret doors, sees invisible creatures or objects normally, 
sees through illusions, and sees the true form of polymorphed, changed, 
or transmuted things. Further, the subject can focus its vision to see into 
the ethereal plane (but not into extradimensional spaces).

Unseen Servant
Level: 1
Duration: 6 turns, +1 turn per level
Range: 0
An unseen servant is an invisible, mindless, shapeless force that per-
forms simple tasks at the caster’s command. It can run and fetch things, 
open unstuck doors, and hold chairs, as well as clean and mend. It can 
open only normal doors, drawers, lids, and the like. It can lift 20 pounds 
or drag 40 pounds. The servant cannot attack in any way, and it cannot 
be killed because it is a magical force, not a living thing.

Vanish
Level: 7
Duration: See below
Range: Touch
By casting this spell, a magic-user may teleport an object as per the spell 
teleport, or may banish the object to the ethereal plane, in which case 
the object is replaced in the material plane with stone that matches the 
objects shape. A total of 50 pounds per level not to exceed a volume of 
3’ cubed per level may be caused to vanish in this manner. If the spell 
dispel magic is cast upon a stone item replaced by this spell, it may bring 
back the original item.

Ventriloquism
Level: 1
Duration: 2 turns
Range: 60’
For the duration of this spell the caster may make his voice appear to 
come from any location or source within the spell range.

Wall of Fire
Level: 4
Duration: See below
Range: 60’
An immobile, opaque, blazing curtain of shimmering violet fire springs 
into existence and persists so long as the caster takes no other action 
and focuses concentration on the spell. The wall can be as large as 1,200 
square feet, and may be shaped in any manner and to any dimensions 
the caster desires, so that it can be a straight wall or curved into a pro-
tective circle. This wall of flames is impenetrable to monsters with fewer 
than 4 HD. Monsters with more than 4 HD suffer 1d6 hit points of dam-
age when they pass through the wall. The wall deals double damage to 
undead creatures or creatures that use cold or are accustomed to cold. 
The wall may not be evoked so that it appears where objects are.
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Wall of Force
Level: 5
Duration: 1 turn, +1 round per level
Range: 30’
A wall of force spell creates an invisible wall of force. The wall cannot 
move, it is immune to damage of all kinds, and it is unaffected by most 
spells, including dispel magic. However, disintegrate immediately de-
stroys it, as does a rod of cancelation. Breath weapons, spells, missile 
weapons, electrical attacks and thermal attacks cannot pass through the 
wall in either direction. The caster can form the wall into a sphere or 
hemisphere whose area is up to one 20’ square per level.

Wall of Iron
Level: 5
Duration: Permanent
Range: 5’ per level
With this spell the caster may cause a flat, vertical iron wall to spring 
into being. The wall inserts itself into any surrounding nonliving mate-
rial if its area is sufficient to do so. The wall cannot be conjured so that it 
occupies the same space as a creature or another object. It must always 
be a flat plane. If not supported, the wall has a 50% chance of falling in 
either direction, smashing any creatures under it. A wall of iron is 1/4" 
thick per caster level. Total area can be 15’ per caster level, and the area 
can be doubled if the thickness is halved. Like any iron wall, this wall is 
subject to rust, perforation, and other natural phenomena.

Wall of Ice
Level: 4
Duration: 12 turns
Range: 120’
An immobile, translucent, wall of ice springs into existence for the dura-
tion of the spell. The wall can be as large as 1,200 square feet, and may be 
shaped in any manner and to any dimensions the caster desires, so that 
it can be a straight wall or curved into a protective circle. This wall of ice 
is impenetrable to monsters with fewer than 4 HD. Monsters with more 
than 4 HD suffer 1d6 hit points of damage when they break through 
the wall. The wall deals double damage to creatures that use fire or are 
accustomed to hot conditions. The wall may not be evoked so that it 
appears where objects are, and it must rest on a solid surface.

Wall of Stone
Level: 5
Duration: See below
Range: 60’
The caster brings a stone wall into being that can be any form the caster 
desires, to a maximum of 1,000 cubic feet. This wall is permanent unless 
otherwise destroyed or a dispel magic spell is cast upon it. The wall may 
not be evoked so that it appears where objects are, and it must rest on a 
solid surface.

Water Breathing
Level: 3
Duration: 1 day
Range: 30’
The caster or another creature can breathe water freely by means of this 
spell. The spell does not make creatures unable to breathe air, and crea-
tures under the influence of the spell are not granted any additional pro-
ficiency at swimming.

Web
Level: 2
Duration: 48 turns
Range: 5’ per caster level
Web creates a many-layered mass of strong, sticky strands covering a 
10’ cubic area. Creatures caught within a web become entangled among 
the gluey fibers. Entangled creatures can’t move, but can break loose de-
pending on their strength. Any being with strength in a human range 
can break free of the webs in 2d4 turns. Creatures of higher strength or 
magically augmented strength above 18 can break free in 4 rounds. The 
strands of a web spell are flammable. All creatures within flaming webs 
take 1d6 points of fire damage from the flames for 2 rounds. After this 
time surviving creatures are free of the webs.

Wish
Level: 9
Duration: See below
Range: Unlimited
Wish is the mightiest spell that can be cast. By simply speaking aloud, 
the caster can alter reality. This spell can accomplish any effects de-
scribed for limited wish, and may mimic other 9th level spells or create 
comparable effects. Ultimately, the Referee will have to decide the limits 
of a wish spell. Events can be reversed; the dead can be brought back to 
life or an entire army might be healed of damage. An entire group could 
be teleported to any location with no chance of error. Powers or ability 
bonuses may be wished for at the Referee’s discretion, and these might 
be permanent or temporary. Wishes will be fulfilled according to the let-
ter of the request, and the Referee can exercise some regulation of wish-
es based on this strict enforcement. Although another character may be 
wished dead, such an act disrupts balance and the Referee should think 
of a method to fulfill the wish but in a way that the character wished 
dead is unaffected. For instance, if a character is wished dead, the caster 
may be transported through time to a point where the victim has al-
ready died of natural causes, or the caster might be sent to an alternate 
dimension where the victim has died.
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Weight: Coins
Weight measures typically come into play only when discussing how 
much characters can carry (see Encumbrance, opposite). As coins are 
the most common form of treasure found by adventurers, all weights are 
measured in coins. (Ten coins are equivalent to one pound.)

Tracking Encumbrance
Encumbrance is a measure of both the weight and bulk a character is 
carrying.

▶ Treasure: The encumbrance of treasure carried by a character should 
be tracked. The encumbrance of common items of treasure is shown in 
the table below. The referee should decide the weight of other forms of 
treasure.

Before entering a dungeon, the players should arrange their characters 
in a “marching order”. A “marching order” is the order of position in 
which the characters in a party explore a dungeon; who’s scouting in 
front, searching in the middle, and guarding the rear. Different march-
ing orders may be used when opening doors, searching rooms, fighting 
combat, and so forth. The most common marching order is to explore in 
a column of two-by-two though this may vary in corridors of different 
widths.

Mapping
One player should draw a map of the dungeon as it is explored. This 
player is called the mapper. Normal movement includes the time spent 
exploring, measuring and mapping the dungeon. It is most important 
to record proper directions, shape, and approximate size, rather than 
spending a lot of time determining exact measurements and filling in 
minute details.

Time
Time in adventures is given in turns of ten minutes each. A turn is not 
a measure of real time, but is a measure of how much a character can 
do within a given amount of time. A character may explore and map an 
area equal to his or her movement rate in one turn. It also takes a turn 
for a character to search a 10’×10’ area, for a thief to check an item for 
traps, to rest or to load a bag with treasure. The referee should decide 
how long other actions that characters might try will take.

Movement
In these rules, movement is given in the number of feet a character may 
move in one turn. All characters are able to move 120’ or feet in one 
turn when exploring a dungeon. This is only a base movement rate used 
to compare the speed of the characters with the monsters which are en-
countered and to determine both encounter and running speeds. En-
counter and running movement is much faster and is given as the num-
ber of feet the character can move in one round. Encounter movement 
is determined by dividing the base movement rate by 3, while running 
speed is equal to the base movement rate in rounds.

A base movement rate of 120’ in ten minutes may seem slow, but it as-
sumes that the players are mapping carefully, searching, and trying to be 
quiet. It also takes into account the generally “dark and dingy” condi-
tions of the dungeon in which characters are adventuring.

The Referee may wish to allow characters to move faster when travel-
ling through areas they are familiar with. The referee will also have to 
determine movement rates for special situations, such as for swimming, 
climbing or crawling, and for crossing special areas, such as slippery 
ground, steep hills, broken rocks and mud.

Resting
After moving for 5 turns, the party must rest for 1 turn. One turn in 6 
(one each hour of the adventure) must be spent resting. If characters do 
not rest, they have a penalty of -1 on all “to hit” and damage rolls until 
they do rest.

THE DUNGEON ADVENTURE

Treasure Weight in Coins
Coin (any type) 1
Gem 1
Jewellery (1 piece) 10
Potion 10
Rod 20
Scroll 1
Staff 40
Wand 10

Encumbrance Movement Rate
Up to 400 coins 120’ (40’)
Up to 600 coins 90’ (30’)
Up to 800 coins 60’ (20’)
Up to 1,600 coins 30’ (10’)

Encumbrance
A person can only carry a limited amount of weight before being over-
loaded and unable to move. Weight is measured in coins (cn), since all 
coin types are equal in weight and coins are the most common of trea-
sures. Ten coins weigh one pound.

The weight of coins and other treasure carried is tracked. The weight of 
the character’s armour and weapons is also tracked (the weight of these 
items is listed in the equipment list). Miscellaneous adventuring gear 
(backpack, spikes, sacks, etc.) may be counted as 80 coins of weight. 
The Referee will need to determine the encumbrance of other items that 
characters might want to carry, such as a wounded character. Characters 
carrying more than 1,600 coins of weight are overloaded and unable to 
move.

The character’s movement rate is based on the total weight of all signifi-
cant items carried, including treasure, weapons, and armour.

Light
Most dungeons are dark and it is necessary for characters to bring their 
own light source with them. A torch or lantern will cast light 30 feet in 
all directions. A torch will burn out in 6 turns (1 hour); a lantern filled 
with one flask of oil will burn out in 24 turns (4 hours). It is important 
to remember which characters are carrying light sources. A character 
could not, for example, carry a lit torch, a drawn sword, and a shield at 
the same time.

Infravision
Infravision is the ability to “see” heat patterns. Most living things give 
off heat. To infravision, warm things are bright, cool things are gray, 
and cold things are black. Infravision is useless in normal or magical 
light. Infravision cannot be used to read without light. All non-human 
monsters have infravision.
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Doors
NORMAL DOORS – Doors in a dungeon are usually closed, and are often 
stuck or locked. A lock must usually be picked by a thief. An unlocked 
door must be forced open to pass through it. To force open a door, roll 
1d6; a result of 1 or 2 (on 1d6) means that the door is forced open. The 
roll should be adjusted by a character’s Strength score adjustment. The 
number needed to open a door can never be less than 1 nor greater than 
1-5. Once a door is opened, it will usually swing shut when released un-
less it is spiked or wedged open. Doors will usually open automatically 
for monsters, unless the door is held, spiked, or closed with magical 
spells.

SECRET DOORS – A secret door is any door that is hidden or concealed. 
A secret door usually does not look like a door; it may be a sliding panel 
or hidden under a rug. Any character has a 1-in-6 chance of finding a 
secret door; any elf has a 2-in-6 chance. The Referee should only check 
for finding a secret door if a player says that the character is searching 
for one and searching for one in the correct area. The search takes one 
turn. Each character has only one chance to find each secret door.

Listening
A character may try to listen at a door to hear what is on the other side. 
For each character listening, the Referee should roll 1d6. A result of 1 (1 
or 2 for demi-humans) means that the character hears any noises being 
made by the creatures on the other side of the door (if any). Each char-
acter may only try once per door. Thieves have special chances to “hear 
noise”. The undead do not make any noise.

Traps
Dungeons often contain traps, such as a trap door in the floor which 
springs open when a character walks over it. If any character does some-
thing which could trigger a trap (such as walking over a certain point), 
the trap will be sprung on a roll of 1-2 (on 1d6). The referee must check 
for each character passing the spot until the trap is either sprung or 
safely passed by all. Trap damage is usually automatic once sprung, and 
traps are not considered part of combat. Monsters may either have the 
same chances as characters, or might never spring traps.

Any character has a 1-in-6 chance of finding a trap when searching for 
one in the correct area. Any dwarf has a 2-in-6 chance. (This does not 
apply to magical traps, such as a sleep trap.) Checking a specific area for 
a trap will take one full turn. The Referee should only check for finding 
a trap if a player says that the character is searching for one. Each char-
acter may only check once to find each trap.

Giving Experience Points
When the adventure is over, the Referee gives experience points to the 
surviving characters. Experience points are given for non-magical trea-
sure and for defeating monsters. For every 1 gp value of non-magical 
treasure the characters recover, the Referee should give 1 XP to the party 
(this will be divided among all the player characters). Experience points 
are not given for magic items. The characters will divide the treasure 
among themselves, but the referee handles all the experience.

Experience points are also given for monsters killed or overcome by 
magic, fighting, or wits.

Use the Experience Points for Monsters table to determine how many 
points to give the party.

1. Find the number equal to a monster’s hit dice to determine the base 
amount of XP to award for one monster: Note that any “+” to the hit 
dice counts the same (3+1 gives the same XP as 3+2, and so forth).

2. Add the special abilities bonus once for each asterisk after “hit dice” 
in the monster description (for example, a medusa with 4** hit dice 
would be worth 175 XP: 75 base + 50 special + 50 special).

3. Multiply this total XP value by the number of monsters overcome to 
find the grand total to be awarded for that encounter (if 3 medusae 
were overcome, 525 XP would be awarded: 175 × 3).

Adjustments To XP
The Referee may treat an unusually “tough” situation or monster as one 
category better (use the next line down). Situations might also allow 
the Referee to give partial experience if the characters learned from the 
encounter without actually defeating the monster. The Referee may also 
award extra XP to characters who deserve them (fighting a dangerous 
monster alone, or saving the party with a great idea), and less XP to 
characters who did less than their fair share (“do-nothing” characters). 
The Referee should consider the character’s alignment and class careful-
ly, and should remember that guarding the rear is an important role in 
any party.

Special Abilities 
BonusMonster’s Hit Dice Base Value

Under 1 5 1
1 10 3
1+ 15 4
2 20 5
2+ 25 10
3 35 15
3+ 50 25
4 75 50
4+ 125 75
5 175 125
5+ 225 175
6 275 225
6+ 350 300
7 450 400
8 650 550

9 to 10+ 900 700
11 to 12+ 1,100 800
13 to 16+ 1,350 950
17 to 20+ 2,000 1,150

21+* 2,500 2,000

*For every hit die over 21, 250 points are added to the base value and 
bonus of the creature.

Dividing XP
Treasure is divided by the party, but the Referee handles all the XP 
awards. At the end of an adventure, the referee totals the XP from all 
treasures recovered plus all monsters defeated and then divides the to-
tal by the number of surviving characters (both player characters and 
NPCs) in the party. (The referee may give each NPC ½ normal expe-
rience since the NPCs were “directed” and thus benefit less from the 
adventure).

Bonuses To XP
Remember that characters with high scores in their prime requisites 
gain a bonus of XP.

Maximum XP
A character should never be given enough XP in a single adventure to 
advance more than one level of experience. He or she should only be 
given enough to place the character 1 XP short of the next level.

Every time a character goes up in level, the player must roll a new hit 
die, make any adjustments due to constitution (if applicable), and add 
the result to the previous number of hit points. A character may not go 
up in level until after an adventure is over, when XP are awarded by the 
referee.
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Base Towns. In the wilderness, the players will start from a base town. 
Base towns provide a place where a party can buy equipment and hire 
men and retainers, where treasure can be sold (and perhaps magic items 
identified), and where clerical healing is available for a suitable “contri-
bution” or service. Rumors that can lead to adventure can be gathered 
from inns or taverns, the various guilds, or even the local town guards-
men.

Organizing A Party
In lower-level adventures, players could journey directly to the dungeon 
without difficulty or danger. Now, however, players must make more 
choices before play begins. They must decide where to go and what sup-
plies they will need. They will have to establish a marching order for 
overland travel and organize guard watches for the night.

Before journeying into the wilderness, the party should organize itself 
and plan the journey along the following lines:

1. Deciding where to go: Choosing the goal of the adventure.

2. Deciding what supplies are needed: Preparing the party for the jour-
ney to the objective.

3. Equipping and outfitting the party: Buying the equipment the party 
will need for the exploration of the objective.

4. Establishing a marching order: Setting the party up to face combat 
and surprise situations.

Mapping
The Referee should prepare a map of the campaign area ahead of time, 
noting general features such as the type of terrain, villages, rivers, etc. It 
has been found that paper with a hexagonal or square grid is most useful 
for making maps. Hexagonal-grid maps are the best because there are 
six spaces to go to that are an equal distance from the space started from; 
with a square grid there are only four (diagonals distort the distance). 
Thus, whenever the rules use “hexagon” in connection with maps, it 
simply means “a space on the map”. The scale on these maps is often 6 
miles per hexagon.

Players will want to keep a permanent map of the areas they pass 
through. Usually players can map only the hexagon they are actually in, 
but this may vary with terrain (one can see farther on top of a mountain 
than in a valley).

Moving through a wilderness hexagon will give the players only a gen-
eral idea of terrain features, as well as obvious signs of civilization — 
roads, cities, castles, farms, and the like. Players will not gain any specific 
knowledge of the inhabitants unless they spend extra time there.

Time, Scale And Movement
Unlike dungeons, the basic measure of distances in the wilderness is 
yards instead of feet. In the wilderness it is easier to move great distanc-
es. There is more open terrain, the lighting is better and there are fewer 
uncertainties in general. To calculate how far a character may move in 
the wilderness in one day, convert the number of feet he or she may 
move in a turn to miles by dividing by 5. The result is then read as miles. 
A man who moves 90’ a turn in the dungeon will move 18 miles in a day.

The distance a character may move in a 10 minute turn is equal to the 
distance moved in the dungeon read as yards.

Missile and spell ranges are also read as yards in the wilderness. IM-
PORTANT NOTE: THE AREA AFFECTED BY A SPELL IS NOT READ AS 
YARDS. Thus, a fire ball spell cast in the wilderness would have a range 
of 240 yards, but still affect an area 40 feet in diameter.

Movement in the wilderness is normally calculated in terms of number 
of days travelling, and are referred to as such. Each day a character may 
move so many miles and this movement will equal 1 day. If the charac-
ters have an encounter, the time scale is changed to rounds. Ten minute 
turns are seldom used in wilderness play.

Pursuit speed in the wilderness is equal to 3 times the combat speed of 
the character. The same man given in the example above (who moves 
90’ per turn in the dungeon) would be able to move 90 yards or 270’ 
in one round if he was being chased or chasing something. Such speed 
may only be maintained for short periods of time and requires rest im-
mediately after.

The table below shows how many miles per day creatures may move, 
based upon their move per turn.

THE WILDERNESS ADVENTURE

Move per Turn Miles/Day
30’ 6
60’ 12
90’ 18
120’ 24
150’ 30
180’ 36
240’ 48

A party may only move as fast as its slowest member.

The type of terrain the party is moving through affects the distance a 
party may travel. Although it makes no difference to the combat round 
or the 10 minute turn, the terrain may increase or decrease the number 
of miles a character may move in a day. The table below gives the change 
in movement for different types of terrain.

Terrain Movement is...
Clear, city, trail, grasslands normal
Forest, hills, desert, broken 2/3 the normal rate
Mountains, jungle, swamp 1/2 the normal rate

Road 3/2 the normal rate

A party can move through several types of terrain as long as it has 
enough movement to do so. It is suggested that all movement be round-
ed down to the nearest mile.

Forced March
A character may increase the number of miles travelled in a day by using 
a forced march. Characters using this option will move one and a half 
times their normal day’s movement rate. Thus a character who moves 24 
miles a day normally would be able to force march 36 miles. A forced 
march requires that the characters rest for one full day immediately after 
the forced march.

Obstacles To Movement
Travelling in the wilderness, whether by land, water or air, is not always 
easy as there are often features or events that will present delays or ob-
structions. These may include unfordable rivers, massive cliffs, snow-
bound passes, rapids, sandbars, waterfalls, dense forests, or vile and 
treacherous moors or swamps. Aerial travel may be affected by thunder-
clouds, strong winds, fog, or mountains too high to fly over. Occasional 
use or placement of these obstacles will add interest and challenge to 
wilderness travel.
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Rest
Characters must rest one full day for every six days they spend travel-
ling. Rest may also be required after evading monsters. Parties who do 
not rest will have a penalty of -1 on “to hit” and damage rolls during 
encounters.

Becoming Lost
Unless the party is following a known path, or moving along a river or 
coastline, or toward a visible terrain feature, they may become lost. The 
characters will discover this on their own as they move. The referee will 
keep track of a lost party’s actual position and direction of movement. 
If lost, the party may try to find the right direction, backtrack, or find 
terrain features they recognize.

Waterborne Travel
The sea is an awesome place, the home of terrible monsters, the source 
of unpredictable currents and strange mists, and the scene of terrible 
storms that can smash the strongest ship to splinters. Perhaps the most 
deadly of the sea’s hazards, however, is the lack of landmarks. Once out 
of sight of land, there is little to steer by. A small mistake in navigation 
or a sudden storm can drive a ship hopelessly off course until a famil-
iar shore is sighted. Only the bravest and most hardy adventurers dare 
challenge the sea.

Movement on rivers and lakes is handled in a similar manner to sea 
travel (including encounters and combat). The referee can add any re-
strictions as to vessel size, slower speed due to winding rivers, etc. as 
the circumstances dictate. Current may increase (or decrease if heading 
upstream) distance travelled by 1d6+6 miles per day. Special hazards 
such as sand bars, rapids, waterfalls, and monsters can make river and 
lake travel almost as risky as ocean travel.

Weather
The miles per day given before (vessel movement and crew table) 
represents average sailing conditions. If the voyage is favored by steady 
winds and calm waters, the distance travelled might be as much as dou-
ble what is given here. If the seas are rough, or the vessel is becalmed, 
little or no progress might be made in a day.

In general, galleys stay near the coast, as they are not considered safe on 
the high seas. Likewise, river boats, rafts, and sailing boats will almost 
surely be destroyed if they venture too far onto great bodies of water; all 
rules for galleys apply to them as well.

If the optional Water Movement Modification Chart is not used, the fol-
lowing simple rules should apply. When sailing on seas or oceans, there 
is a chance that the weather will be unsuitable for travel. Two six-sided 
dice are rolled at the beginning of the day with a roll of 2 indicating 
no wind and a roll of 12 meaning gales or fierce storms. Sailing ships 
(not vessels with rowers) may not move if becalmed and must spend 
the entire day in the same hex or square. Rowed ships are never stopped 
for lack of wind; they are unaffected by calm weather. If a gale or storm 
is indicated, sailed ships may attempt to run before it. This will result 
in the ship moving at 3 times its normal movement rate in a random 
direction. If no coastline is reached during this movement, the ship has 
successfully run before the storm and is safe. If, however, the ship should 
reach a coastline or other shore before reaching the end of its move-
ment, there is a 75% chance that the ship will be broken up in trying to 
beach, otherwise it will have found shelter. Galleys may not run before 
a storm. They have only a 20% chance of being able to weather any gale, 
with failure resulting in the ship being swamped. However, if the galley 
is in sight of the coastline, there is a chance that it will be able to beach 
before the storm hits. If the coastline is clear terrain, the galley will auto-
matically find a beach. For any other type of terrain, roll a six-sided die 
with a result of 1-2 indicating that a safe beach or cove has been found.

It is assumed that all characters know how to swim, unless some circum-
stance might prevent this knowledge from being acquired. Swimming 
movement is equal to one-half the distance that character may normally 
travel. Characters in any type of metal armor may not swim, instead 
they will sink and drown.

Traveling By Air
Characters may gain the ability to fly by means of magic carpets, rings, 
spells, broomsticks, and other items of a similar nature during the cam-
paign. Some may even be fortunate enough to own a flying steed. Since 
travelling by air is easier and can take one farther and faster, the distance 
one can travel in a day is double the usual day’s travel of that speed. Thus 
a flying creature that moves 180’ could fly 72 miles in one day. Further-
more, terrain will not slow a flying creature at all, so all things in the air 
may ignore the effects of terrain on movement.

The referee or players may desire to have characters ride flying creatures 
or have creatures pick the characters up. The following are guidelines for 
the size of creature that can be carried by an aerial monster.

3 or more hit dice may lift halflings or smaller*
6 or more hit dice may lift men or smaller
12 or more hit dice may lift horses or smaller
24 or more hit dice may lift elephants or smaller

*Pegasi and hippogriffs may carry men and their gear due to the struc-
ture of their bodies.
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Water Movement Modification Chart
Roll 2d6 at the start of each day and find the result.

Combat At Sea
Combat at sea is fought in combat rounds of 10 seconds each, with ram-
ming taking place at the same time as missile fire. Once ships close, the 
crews will attempt to grapple and board the opponent. For boarding ac-
tions, it is helpful to have a sketch of the ships’ deck plans. A scale of 
1” = 5’ is often convenient. Unless otherwise specified, most giant sea 
creatures and certain magic attacks will do 1 hull point of damage for 
every 5 points of normal damage the attack does.

THE ENCOUNTER
The referee will find it useful to make a list of monster encounters before 
the adventure starts, noting their Number Appearing, Armor Class, hit 
points, and so forth. Having this information prepared before the ad-
venture will speed play during the game. These monsters will often have 
a reason for being in the dungeon (such as looking for food or a special 
magic item, carrying a message, and so forth).

Time In Encounters
“Normal” time in these games is measured in turns of 10 minutes each. 
Characters could actually do many things in one turn. In an encounter, 
the action is more detailed and is handled in “slow motion”, so that the 
characters may have a chance to do many of the things that they want to. 
Time in encounters is measured in rounds of 10 seconds each. To help 
prevent referees and players from becoming confused, the word turn 
should always be used for normal movement, while the word round 
should only be used for encounters and combat.

Since a round is ten seconds long and a turn is ten minutes long, there 
are 60 rounds to a turn. An encounter rarely takes as long as 60 rounds. 
When figuring out the amount of time spent in a dungeon, consider any 
encounter (including combat) of 60 rounds or less to have lasted one full 
turn. The additional time, if any, is spent resting sore muscles, recover-
ing one’s breath, cleaning weapons, and binding wounds.

Order Of Play
The referee must determine when and where a party of characters will 
have an encounter. First the monster must be chosen or randomly de-
termined by the referee. Whether the encounter occurs or not should be 
a result of the actions the players take.

order of events in one game turn

1. The referee rolls for wandering monsters (1d6).

2. The party moves, enters room, listens, and searches.

3. If monsters are not encountered, the turn ends. If monsters are en-
countered, the referee rolls for the Number Appearing.

4. The referee rolls 2d6 to check the distance between the monsters and 
the party.

5. The referee rolls 1d6 for both the monsters and the party to check 
for surprise. The referee and the party roll 1d6 or for initiative to see 
who moves first.

6. The referee rolls 2d6 for the Monster Reaction.

7. The party and the monsters react: If both sides are willing to talk, 
the referee rolls for monster reactions and initiative, as necessary. If 
one side runs away, the referee should check the chance of Evasion 
and Pursuit. If combat begins, the referee should use the Combat 
Sequence to handle combat.

8. End of Turn. Where necessary, the referee should check the charac-
ter’s remaining hit points, whether or not they need rest, any changes 
in the party’s marching order, or possessions, their encumbrance, 
their sources of light, the durations of any spells in progress, and the 
total time the party has spent in the dungeon.

Dice Roll Effect
2 Becalmed. No movement except by oar. Oared movement 

reduced to normal amount to take into account rower fatigue
3 Extreme light breeze or beating before normal winds. All 

movement reduced to ½ normal rate.
4 Light breeze or quarter reaching before normal winds. All 

movement reduced to ½ normal rate.
5 Moderate breeze or broad reaching before normal winds. All 

movement reduced to normal.
6-8 Normal winds. Normal movement.
9 Strong breeze. Normal movement plus ½ extra movement.
10 High winds. Normal movement plus ½ extra movement.
11 Extreme high winds. Double normal movement*.
12 Gale. Eighty percent chance of a galley sinking. Triple nor-

mal movement in random direction**.

*20% chance of galley shipping water, 10% chance for all other ships. 
Any ship which ships water will have its speed reduced by until it can 
dock and make repairs.

**Roll 1d6: 1 = current direction, 2 = 60 degrees starboard (or to the 
right), 3 = 120 degrees starboard, etc. Use rules already given concern-
ing running before the gale.

Encounters At Sea
Visibility. Land can be seen at a distance of 24 miles on a clear day. The 
referee can reduce this for local conditions: night, fog, haze, storms, etc. 
Ships out of sight of land are lost unless a navigator is aboard. Approach-
ing ships can be seen and identified at 300 yards on a clear day, or can 
come as close as 40 yards in a dense fog before being spotted. Monsters 
are encountered at normal distances (6d4×10 yards).

SURPRISE – Monsters surprise ships as normal. Ships never receive sur-
prise unless a special condition (such as fog) exists.

EVASION – Whenever an encounter at sea is indicated, the target can 
make one attempt to evade the pursuer (whether it’s a ship or a mon-
ster). The chance to evade is based on the difference in speed between 
the opposing vessels. Each pursued ship has a separate roll to evade.

If Evasion is successfully rolled, the attacker has lost sight of the pursued 
vessel and cannot attempt to attack it again until the following day (if it 
happens to be encountered again). If the Evasion attempt is not success-
ful, the pursuing ship starts at the distance it is spotted at (300 yards on 
a clear day) and begins to close the distance. If the pursuing vessel is in 
the 0’-30’ Speed Difference range (or is slower than the pursued ship), 
the pursuer will close at 30’ (10 yards)/round. If the Speed Difference is 
greater than 30’/round, the pursuer will close at that rate.

Difference In Speed (per round) Chance of Evasion
Pursued vessel is faster than pursuer 80%
0’-30’/round slower 50%
31’-60’/round slower 40%
61’-90’/round slower 35%
91’-120’/round slower 25%
121 + ’/round slower 10%
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Number Appearing
Sometimes the number of monsters appearing is given by the design of 
the dungeon. Otherwise, a suggested range of the number of monsters 
appearing is listed with the monster description (as No. Appearing). The 
range given is for use on a dungeon level equal to the monster’s level (hit 
dice), and should be changed if the monster is encountered on some 
other level of the dungeon. The number appearing in parentheses after 
No. Appearing is the usual number of monsters appearing when en-
countered in the monster’s underground lair or in the wilderness.

Distance
Situations often determine the distance between monsters and charac-
ters in an encounter. A monster seen “coming around a corner” 20 feet 
away, for example, is encountered at that distance. If it is uncertain how 
far away the monster is, roll 2d6 and multiply the result by 10. The re-
sulting number (20-120) is the distance in feet at which the monster is 
first encountered.

Surprise
After finding the number of monsters appearing and their distance from 
the characters, the Referee should then determine whether or not each 
side has been surprised. It is possible for both parties to be surprised. 
Sometimes there will be no surprise, due to the situation (A party will 
not surprise that monster if the attempt to open the door fails even 
once). Surprise is only checked once per turn when a monster is first 
encountered.

If surprise is possible, the Referee should roll 1d6 for each side in the 
encounter. A result of 1 or 2 for either side indicates that the side is sur-
prised (unless given otherwise in the monster description). If both sides 
are surprised, the surprise cancels out, and neither side moves nor fights 
that round.

If one side surprises the other, those not surprised may move and attack 
the first round, and the surprised enemy may not.

If neither side is surprised, it is necessary to determine which side takes 
the initiative for that round and acts first.

After the surprise round it is necessary to determine each round which 
side will react the fastest and thus move and attack first. This is called 
gaining the initiative.

Initiative
To determine initiative, each side rolls 1d6 (the Referee rolls for the 
monsters). The side with the higher roll may move first and attack first 
in combat for that round. If both sides roll the same number, the Referee 
may either have both sides roll again, or may consider movement and 
combat for both sides to occur at the same time.

The side with the initiative has the first choice of actions. Members of 
that side may choose to fight, run, throw a spell, take defensive positions 
and wait to see what the other side does, start talking, or do anything 
else that the players or Referee can imagine. If combat occurs, the side 
with the initiative always strikes first in that round. Both sides should 
roll for initiative each round.

Pair Combat
The Referee may chose to roll initiative for each character and the mon-
sters he or she is fighting instead of for each side. If this is done, charac-
ter’s Dexterity scores are used to adjust the initiative die rolls. The Ref-
eree may wish to adjust the monsters’ initiative rolls for monsters which 
are very fast.

Party Actions
The first decision a party must make in an encounter is whether to fight, 
talk, run, or wait to see what the monster will do.

If the party chooses to fight, combat will begin; the Referee should use 
the Combat Sequence to handle fights.

If the party chooses to talk (and if the monster will listen), the Referee 
plays the part of the monster. The players can ask questions, make bold 
statements, and otherwise react to the creature. The encounter may then 
become peaceful (agreement), hurried (as the monster or party runs 
away), or violent (if the talks lead to combat).

If the party chooses to run away, the monster might not follow, in which 
case the encounter is over. If the monster decides to chase them, the 
players must try to outrun it or distract it so that they may escape.

If the party chooses to wait to see what the monster will do, the Referee 
must decide the monster’s reactions.

Monster Actions
Some monsters always act in the same way (such as zombies, who al-
ways attack). However, the reactions of most monsters are not always 
the same. The Referee can always choose the monster’s reactions to fit 
the dungeon, but if he decides not to do this, a Referee may use the reac-
tion table to determine the monster’s reactions. Roll 2d6.

Dice Roll Reaction
2 Immediate Attack

3-5 Hostile, possible attack
6-8 Uncertain, monster confused
9-11 No attack, monster leaves or considers offers
12 Enthusiastic friendship

Encounter Movement
Movement during encounters is usually very quick. This movement 
speed cannot be kept up for more than 60 rounds. To find the movement 
rate of creatures during a round, divide the base movement rate by. The 
movement rate (per round) of monsters has been calculated and includ-
ed in the monster descriptions, and is given in parentheses ( ) after the 
base movement rate.

Running
Running characters may move at up to three times their normal move-
ment rate (per round). No mapping is allowed while running. Charac-
ters may only run for half of a turn (30 rounds), and must then rest for 
three complete turns. If forced to fight before they are fully rested, the 
characters will fight with a -2 penalty on their “to hit” and damage rolls, 
and their opponents will gain a bonus of + 2 on their “to hit” rolls. These 
penalties will remain until the characters have fully rested.

Evasion
Sometimes one side wishes to evade (avoid) an encounter. If the evading 
side has a faster movement rate than the other and combat has not yet 
begun, evasion is automatic as long as the evading side is not forced to 
stop. If monsters wish to evade and are slower, the characters must de-
cide among themselves whether or not to chase them. If characters wish 
to evade and are slower than the monsters, the Referee must decide what 
the monsters will do. Use the Monster Reactions table to find the actions 
of the monsters. A low score means that the monsters will pursue, and a 
high score means that the monsters will let the party escape.

Pursuit
If either side wants to pursue the other, time is counted in rounds, and 
both sides are RUNNING (see above). Monsters will chase evading 
characters only as long as the characters are in sight. Evading characters 
may be able to slow this pursuit by dropping things. Unintelligent mon-
sters will stop to eat food ½ (3-in-6) of the time. Intelligent monsters will 
stop to pick up treasure ½ (3-in-6) of the time. Burning oil will usually 
(but not always) slow or stop monsters pursuing the characters.
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THE WILDERNESS ENCOUNTER
Encounters in the wilderness are handled much the same as those in a 
dungeon. The main difference is that there is a chance of becoming lost, 
greater distances are involved, and there are special evasion procedures. 
The Referee must also decide at what time during the day the encounter 
takes place, as this might indicate what type of terrain the party is mov-
ing through (and thus the kind of monsters that can be encountered). 
Most encounters will take place about midday or in the evening after the 
party has made camp. Encounters at night will require light sources for 
the party to effectively resolve the encounter.

Time and distance in encounters. As in dungeon encounters, time in 
wilderness encounters is measured in 10 second rounds. Distances in 
the wilderness are measured in yards rather than feet. All movement 
and ranges are tripled (the area affected by a spell is not changed how-
ever). 

order of events in one game day

1. The party decides their direction of travel.

2. The Referee checks to see if the party becomes lost (1d6).

3. The Referee rolls for wandering monsters (1d6).

4. If monsters are not encountered, the day ends. If monsters are en-
countered, the Referee must determine the type of monsters and for 
the Number Appearing.

5. The Referee rolls to check the distance between the monsters and 
the party (4d6).

6. The Referee rolls to check surprise (1d6).

7. The Referee and the party roll for initiative (1d6).

8. The Referee rolls for Monster Reaction (2d6).

9. The party and the monsters react.

10. End of turn. When necessary, the Referee should check the charac-
ter’s remaining hit points, changes in the party’s marching order, and 
the duration of any spells in progress.

NUMBER APPEARING – Sometimes the number of monsters encoun-
tered will be decided by the design of the wilderness. Otherwise, a 
suggested range for the number of monsters is given with the monster 
description (as No. Appearing). The number given in the parentheses 
should be used for wilderness encounters. The Referee should always 
take party strength into account when deciding how many monsters will 
appear.

DISTANCE – Encounters in the wilderness take place at much longer 
distances than in a dungeon. The distance may depend on local terrain; 
a monster seen coming out of a ravine that is only 20 yards away is en-
countered at that distance. If uncertain how far away the monster is, roll 
4d6 and multiply the result by 10. This number (40-240) is the distance 
in yards at which the monster is first encountered.

SURPRISE – Surprise is handled the same as in dungeon encounters, 
except that if either group is surprised the encounter distance between 
them will be 10-40 yards. The side which surprises gains one free round 
of action, while the surprised side can do nothing that round. If three 
or more creatures surprise a party, they may have moved into a circle 
around the party.

INITIATIVE – Each round of combat should begin by determining 
which side has the initiative and will act first. To determine initiative, 
each side rolls 1d6 (the Referee rolls for the monsters). The side with 
the higher roll may move first and attack first in combat for that round. 
If both sides roll the same number, the Referee may either demand that 
both sides roll again, or may consider movement and combat to occur at 
the same time for both sides (known as simultaneous combat).

Both sides should roll for initiative each round. If both sides tie on their 
initiative rolls, and combat is simultaneous, it is possible for both sides 
to be killed.

MONSTER REACTIONS – If the Referee does not have the monster re-
actions planned in advance, the Monster Reaction table can be used to 
decide monster actions.

EVASION – In the wilderness, parties with surprise may always avoid 
an encounter if desired. If the party does not surprise and still seeks to 
avoid an encounter the evasion table is used. Compare the size of the 
party to the number of creatures encountered. This gives the percent-
age chance the evasion will be successful. If a large party breaks up into 
small parties, roll for each small party separately. There is always at least 
a 5% chance of evasion unless surprised.

The referee may adjust evasion chances for relative speed, terrain, and 
other factors as desired. For example, woods might add 25% to evasion 
chances and give a 10% chance for evasion even if a party is surprised. 
If one group can move at least twice as fast as the other, the faster group 
may increase (or decrease) the chances of evasion by 25% in its favor.

Though it might seem strange that it is easier to evade larger groups of 
opponents, the explanation is simple. A large group of creatures makes 
much more noise and is easier to identify (and avoid) than a small 
group. Also, if a large group remains together, they must travel at the 
speed of the slowest member. If the large group sends out small parties 
to scout or pursue, these will be more difficult to evade.

PURSUIT – If the party fails to evade, they must fight or move away in 
a random direction (no mapping). If the other group is faster, there is 
a 50% chance the party will be caught. If the party is not caught, they 
may try to evade again. This procedure is repeated until the party suc-
cessfully evades or is caught. (This may result in the party being chased 
for several days, if the pursuers are really serious about catching them.)

Party Size Chance of 
Evasion1-4 5-12 13-24 25+

Number of 
Creatures 

Encountered

1-10 10%
1-6 11-30 25%

1-3 7-16 31+ 35%
1 4-8 17+ — 50%

2-3 9+ — 70%
4+ 90%
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In combat, opponents are referred to as different “sides”. It is possible to 
have several groups fighting each other and therefore have more than 2 
sides. Combat includes throwing or shooting weapons, such as spears 
and bows, casting spells and meleeing or fighting with handheld weap-
ons such as swords. The following sequence is used to resolve combat.

combat sequence

A. Each side rolls for initiative (1d6).

B. The side that wins the initiative acts first (if simultaneous all actions 
are performed by each side at the same time):

1. Morale checks, if needed.

2. Movement per round, meleed opponents may only move defen-
sively (spell casters may not move and cast spells).

3. Missile fire combat:

a. choose targets

b. roll 1d20 to hit; adjust result by Dexterity adjustment, range, 
cover, and magic

c. Referee rolls damage

4. Magic spells (roll saving throws, as needed: 1d20).

5. Melee or hand-to-hand combat:

a. choose (or be attacked by) opponents

b. roll 1d20 to hit; adjust result by Strength adjustment and mag-
ic weapons

c. Referee rolls damage; adjust result by Strength adjustment 
and magic weapons

C. The side with the next highest initiative acts second, and so on sing 
the order given above, until all sides have completed melee.

D. The Referee handles any surrenders, retreats, etc. as they occur.

Repeat steps A through D as many times as necessary to finish the me-
lee. Once the game turn ends; see the Order of Events in One Game 
Turn to continue.

Defensive Movement
Movement in combat is handled per round, as explained before. Howev-
er, only the following special forms of movement are possible once op-
ponents are engaged in melee. These types of defensive movement may 
be used by both characters and monsters. A character who wants to use 
one of these forms must say so before the initiative roll for the round. 
Meleed creatures who slay all their opponents are no longer meleed.

Fighting Withdrawal
A fighting withdrawal may be used in combat if the defender wishes 
to back up slowly. Movement backwards is limited to ½ the normal 
movement rate per round (or less). There must be enough room to back 
up. In crowded situations, characters or monsters behind a creature at-
tempting to use a fighting withdrawal will prevent this form of defensive 
movement.

Retreat
Any movement backwards at more than ½ the normal movement rate 
is a retreat. If a creature tries to retreat, the opponent may add +2 to all 
“to hit” rolls, and the defender is not allowed to make a return attack. In 
addition to the bonus on “to hit” rolls, the attacks are further adjusted 
by using the defender’s Armor Class without a shield. (Any attacks from 
behind are adjusted in the same manner.)

How To Attack
In combat, attacks may be made with spells (magic), weapons which 
are shot or thrown (missiles), or weapons which are held and swung 
(melee).

Spell attacks will automatically hit the chosen targets if within range or 
the area of effect. There is a chance that a character may escape all or 
part of the effects of certain spells. This chance is called a saving throw, 
and is a combination of luck and experience.

A melee or missile fire attack does not automatically hit. The chance of 
an attack hitting or being successful is given as a number between 1 and 
20 and is determined by comparing the attacker’s level or hit dice to the 
defender’s armor class. One table is used when PCs or NPCs are attack-
ing, and the other is used when monsters are attacking. Roll 1d20: if the 
result is equal to or greater than the number indicated by the chart, the 
attack has been successful. Unless magical or silver weapons are needed 
to cause damage, (and not available) a roll of 20 will always hit, and a 
roll of 1 will always miss.

Adjustments To Attack Rolls
Both missile fire and melee combat use the same Attack tables. Missile 
fire may occur when the opponents are more than 5’ apart, but only 
when a thrown weapon (a spear, for example) or a shot missile weapon 
(such as by a bow) is being used. In missile fire combat, the score needed 
“to hit” may be adjusted by Dexterity, magical weapons, missile range 
and special situations (for example, having cover from missile fire — 
such as a barrel to hide behind).

Melee combat may occur if the opponents are within 5’ of each other. 
In melee combat, the score needed “to hit” may be adjusted by Strength, 
magical weapons, and by occasional special situations. Unless missile 
attacks are mentioned, monsters will only engage in melee combat.

Missile fire is never adjusted by Strength. Hand-to-hand combat is never 
adjusted by Dexterity. A character may not attack more than once in 
one round.

Attacks On “Unhittable” Creatures
Some creatures can be hit only by silvered or magic weapons. The Ref-
eree may want to allow two other kinds of attack to hit such creatures. 
First, attacks by other “unhittable” creatures may be. Second, attacks 
by monsters with more than four hit dice may be allowed (an owlbear 
could attack a wererat).

Damage
If an attack hits, the Referee must determine how much damage the 
attack has done. Damage from attacks by monsters is given with each 
monster description. The most common series of monster attacks is the 
“claw/claw/bite routine”. Damages are always listed in the order of the at-
tacks. example: a cave bear has 3 attacks (2 claws and 1 bite); its attacks 
will do damages of 1d8 points from each claw and 2d6 points from the 
bite. This is listed as 1d8/1d8/2d6.

AMOUNT OF DAMAGE – All weapon attacks by characters (PC or NPC) 
will do 1d6 points of damage, adjusted by Strength and magical bonuses, 
if applicable. If the Variable Weapon Damage system is used, check the 
weapon type to find how much damage each weapon will do (adjusted 
by Strength and magical bonuses or penalties).

SCORING DAMAGE – The number of points of damage caused by a suc-
cessful attack is immediately subtracted from the number of hit points 
the defender has at that time. All damages remain until healed. Any de-
fender reduced to 0 hit points or less is dead.

COMBAT
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HEALING WOUNDS – Wounds may be cured in two ways: by resting or 
by magic. To cure wounds by resting, the wounded creature must relax 
in a safe place, and may do nothing but rest. Each full day of complete 
rest will restore 1d3 hit points. If a day’s rest is interrupted for any reason, 
no healing will take place. Wounds may also be healed by certain clerical 
spells and some magic items.

Spells will heal wounds instantly without the need for long rest. Differ-
ent methods of healing may be used together: a character might rest 1 
full day and also be healed by a cure light wounds spell in the same day.

Missile-Fire
Missile fire is a type of combat used when the enemy is too far away to 
fight hand-to-hand (more than 5 feet away). Missile weapons include 
crossbows (which fire quarrels), short and normal bows (which fire ar-
rows), slings (which throw sling stones), thrown axes hammers, spears, 
flasks of oils, and vials of Holy Water. Missile fire is adjusted by Dexterity 
adjustments, the range to the target, any cover the target has, and any 
magical adjustments, as explained hereafter. Most monsters do not use 
missile fire (unless mentioned in the monster description).

Missile fire is fought at a range beyond 5 feet but still within sight. The 
referee should first check to be sure that the range is not greater than 
the maximum range for the type of weapon to be used. The referee must 
check for surprise (or initiative) to see which side fires first. If the dis-
tance between enemies is reduced to 5’ or less as a result of movement, 
hand-to-hand combat may take place. In one round, a character may 
move and fire missiles or move and fight hand-to-hand. A character 
may not fire missiles, move, and start hand-to-hand combat all in the 
same round. A character may not attack twice in one round.

DEXTERITY – Missile fire may be adjusted by a character’s Dexterity 
adjustment, but it does not adjust the damage caused.

RANGE – Missile fire should be adjusted for the range between the at-
tacker and the target. Missile fire at short range is adjusted by a bonus of 
+1 on the “to hit” rolls. Missile fire at medium range has no adjustment. 
Missile fire at long range is adjusted by a penalty of - 1 on the “to hit” 
rolls.

COVER – “To hit” rolls for missile fire may be adjusted by the amount of 
cover a target has. A creature may hide behind any large object (a wall, 
tree, barrel, and so forth) to be “under cover”. A target with “complete 
cover” cannot be hit. When a target has some cover but not “complete 
cover”, the Referee should make adjustments to missile fire to account 
for amount of cover. In general, the adjustments should be from -1 to -4.

MAGICAL BONUSES – If the Referee uses magical arrows, bows, spears, 
or other magical weapons which might be used as missiles, any magical 
bonuses should be added to the “to hit” rolls for missile fire.

Melee Combat
Melee or hand-to-hand combat is the type of combat used when the en-
emy is within 5’. Hand-to-hand weapons include one-handed weapons 
(like a mace), two-handed weapons (like a battle axe), and any object 
the referee may allow to strike for damage (like a torch). Hand-to-hand 
attacks are adjusted by Strength, magical adjustments, and by positions 
(attacks from the rear).

Hand-to-hand weapons may be used to attack once per round. Mon-
sters, however, are able to use all of their given attacks within one round 
of combat. A mountain lion would attack with two claws and one bite in 
the same round as a fighter’s single sword attack.

TWO-HANDED WEAPONS – Whenever a two-handed weapon is used 
(including pole arms), the attacker cannot use a shield (this may reduce 
the Armor Class of the attacker) and will always lose the initiative, what-
ever the roll.

GROUP COMBAT – One character or monster may be attacked by more 
than one opponent. The exact number is affected by the size of the com-
bat area and the size of the monsters. example: When fighting in a 10’ 
wide corridor, it is not likely that more than two or three characters 
could fight side by side.

Other Attack Forms
Oil. Oil (which is carried in small bottles called flasks) may be thrown 
as a missile weapon. It may also be spread on the floor of a dungeon 
and then lit. Burning oil will do 1d8 points of damage to any creature 
in the flames (or who attempts to cross a pool of burning oil). Flaming 
oil will not harm a monster which normally uses a fire weapon (such as 
a red dragon). Fire will damage some undead monsters. These include 
mummies, skeletons, zombies, ghouls, and wights (though wights will 
only take ½ damage).

A flask of oil contains enough oil to make a pool 3’ in diameter. A pool of 
burning oil will burn out in 1 turn. Oil which strikes a creature will drip 
off it, burning the creature for only 2 rounds. The oil must be set afire for 
it to cause any damage; otherwise, it will only be slippery. The chance of 
oil catching fire depends on the situation, and is left for the Referee to 
figure out. Touching the oil with a flaming torch should almost certainly 
cause the oil to light. Other methods may have less chance of success.

HOLY WATER – Holy Water must be kept in small, specially-prepared 
glass bottles (known as vials) for it to remain holy. For Holy Water to 
cause damage, it must be thrown (as a missile weapon) and successfully 
hit the target. The effect of a vial of Holy Water on an undead creature is 
the same as that of a flask of burning oil: 1d8 points of damage for two 
rounds.

LANCE COMBAT – The lance is a special long spear that is best used by a 
fighter mounted on horseback. If the terrain is clear and fairly level, any 
opponent more than 20 yards away can be charged. If the charging crea-
ture hits, damage is doubled. Otherwise the lance is treated as a spear.

MASS LAND COMBAT – See Appendix.

NAVAL COMBAT – Naval combat between small water craft usually 
starts with missile fire and magic. When the boats are close enough, the 
enemy craft is grappled and boarded.

AERIAL COMBAT – In aerial combat, the creature highest in the air usu-
ally has an advantage. (The Referee may want to keep track of the alti-
tude of each creature on paper.) Usually speed and altitude in relation 
to one’s opponents will be most important. In addition, casting spells or 
firing missiles in aerial combat will require a character to have a stable 
means of support. A fly spell, a magic carpet, and the like will provide 
a stable means of support. A mount that flies by flapping its wings is 
definitely not stable!

SURPRISE – Certain flying creatures with surprise may make a “swoop” 
attack on a lower opponent. This attack, if successful, causes double 
damage.

SPELL CASTING – A character must have a stable support to cast spells. 
Most magic items do not require a stable support to use. Missile fire. 
Missiles fired by a character from an unstable support have a -4 penalty 
to hit. Missile fire is otherwise normal.

BOMBING – Bombing (usually with rocks) must be done from an alti-
tude of 300’ (100 yards) or less. The basic “to hit” number needed is 16 or 
better. The bomb size depends on the size of the creature. For example, 
a creature that can carry a man-sized creature may instead carry enough 
rocks to cause 2d6 points of damage to all creatures that they strike in 
a 10’ × 10’ area.
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Level

Death 
Ray or 
Poison

Magic 
Wands

Paralysis 
or Turn 
to Stone

Dragon 
Breath

Rods, 
Staves, 

or Spells
1–4 11 12 14 16 15
5–8 9 10 12 14 12
9–12 6 7 9 11 9
13–16 3 5 7 8 7

Level

Death 
Ray or 
Poison

Magic 
Wands

Paralysis 
or Turn 
to Stone

Dragon 
Breath

Rods, 
Staves, 

or Spells
1–3 8 9 10 13 12
4–6 6 7 8 10 10
7–9 4 5 6 7 8

10–12 2 3 4 4 6

Level

Death 
Ray or 
Poison

Magic 
Wands

Paralysis 
or Turn 
to Stone

Dragon 
Breath

Rods, 
Staves, 

or Spells
1–3 12 13 13 15 15
4–6 10 11 11 13 12
7–9 8 9 9 10 10
10 6 7 8 8 8

Level

Death 
Ray or 
Poison

Magic 
Wands

Paralysis 
or Turn 
to Stone

Dragon 
Breath

Rods, 
Staves, 

or Spells
NH 14 15 16 17 18
1–3 12 13 14 15 16
4–6 10 11 12 13 14
7–9 8 9 10 10 12

10–12 6 7 8 8 10
13–15 4 5 6 5 8

Level

Death 
Ray or 
Poison

Magic 
Wands

Paralysis 
or Turn 
to Stone

Dragon 
Breath

Rods, 
Staves, 

or Spells
1–5 13 14 13 16 15

6–10 11 12 11 14 12
11–15 8 9 8 11 8

Level

Death 
Ray or 
Poison

Magic 
Wands

Paralysis 
or Turn 
to Stone

Dragon 
Breath

Rods, 
Staves, 

or Spells
1–4 13 14 13 16 15
5–8 12 13 11 14 13
9–12 10 11 9 12 10
13–16 8 9 7 10 8

Cleric

Dwarf - Halfling

Elf

Fighter

Magic-User

Thief

The referee should feel free to add to these guidelines as needed; for 
example, rules for climbing, diving, turns, crashing, and so on can be 
added.

UNARMED COMBAT – Characters who engage in combat without a 
weapon (for whatever reason) will do 1d2 points of damage plus any 
strength adjustments for a successful attack. All normal rules regarding 
combat apply to unarmed combat.

SUBDUING – Characters may choose to try to subdue a monster rather 
than kill it. To subdue a monster, all the attacks must be with “the flat of 
the sword”; thus, missile weapons and spells may not be used to subdue. 
Attacks and damage are determined normally when trying to subdue. 
The monster will fight normally until it reaches 0 or less hit points, at 
which time it will surrender. Any intelligent animal or monster, may be 
subdued because it realizes that its attackers could have killed it if they 
had been striking to kill. It therefore surrenders, admitting that the op-
ponents have won the battle but saving its own life.

A subdued monster will attempt to escape or turn on its captor if given 
a reasonable chance to do so through the party’s actions. example: a 
monster left unguarded at night, or who is ordered to guard a position 
alone, would consider these “reasonable chances”.

Saving Throws
A saving throw represents the chance that a special attack may be avoid-
ed or will have less than the normal effect. This chance is given in each 
class’ progression chart. A saving throw is made by rolling 1d20. If the 
result of the roll is equal to or greater than the number given on the 
chart, the saving throw is successful. If the result is less than the number 
given, the saving throw is failed.

If a saving throw is successful against or versus a special attack which 
could cause damage, the victim will only take ½ damage from the attack. 
If a saving throw is successful against a special attack that has a special 
effect but does not cause special damage such as Turn to Stone, the vic-
tim will avoid these special effects.

Some attacks are both normal and special (example: damage plus poi-
son). In this case, even if the saving throw is successful, the attack will 
still do the normal damage unless noted otherwise; only the special at-
tack is avoided.

If a poisoned attack hits a creature (such as the sting of a killer bee), the 
victim must save vs. Poison or die (unless the poison is neutralized). 
The referee should not allow players to make use of poisoned weapons. 
If they want to use poisoned weapons, they are likely to meet opponents 
who also use them! Most characters of Lawful alignment would object 
to the use of poisoned weapons.

The character’s equipment is assumed to survive if the character sur-
vives. If the character is killed by a special attack form (fire ball, dragon 
breath, etc.) normal equipment is considered destroyed. The referee may 
give magic items a saving throw equal to that of the character, and may 
allow a saving throw bonus equal to the item’s bonus in combat, if any 
(armor +2 saves at +2, a ring of protection +1 saves at +1, etc.).
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Morale
Any creature in battle may try to run away or surrender. Characters are 
never forced to do this; a character always reacts in the way the player 
wishes. NPCs and monsters, however, may decide to run away or sur-
render. To handle this situation, each monster is given a morale score. 
A high morale score indicates a willingness to fight on, regardless of 
the odds. A low morale score means the monster will tend to panic and 
desire to withdraw from combat.

MORALE SCORES – A monster’s morale score is given in each monster 
description. This score is a number from 2d6. The higher the morale 
score, the better the morale. A score of 6-8 is average. A score of 2 means 
that the monster will not fight. A score of 12 means that the monster 
will fight to the death without checking morale. Creatures with a morale 
score between 2 and 12 will need to “check morale” at some time during 
a battle, as explained below.

HOW TO CHECK MORALE – During combat it is often necessary to 
check monsters’ morale to see if they will continue to fight. To check 
morale, roll 2d6. If the result is greater than the monsters’ morale score, 
the monsters will try to retreat or use a fighting withdrawal. If the result 
is less than or equal to the morale score, the monsters will continue to 
fight.

WHEN TO CHECK MORALE – In general, morale is checked in critical 
combat situations. Two recommended times for morale checks are:

1. After a side’s first death in combat (either monsters or characters).

2. When ½ the monsters have been incapacitated (killed, asleep due to 
magic, and so forth).

Monsters that successfully check morale twice will fight to the death.

ADJUSTMENTS TO MORALE – Morale can be changed by situations 
(unless the morale score is 2 or 12). Adjustments to morale may be per-
manent or temporary. The exact adjustments are left to the Referee. A 
maximum of +2 or -2 is recommended; for example, if monsters are 
losing a battle, their morale score may be temporarily adjusted by -1. If 
they are winning, the monsters’ morale score may be temporarily ad-
justed by +1.

RETAINER MORALE – The morale score of a retainer is based on the 
Charisma score of the player hiring him. Retainers must check morale 
after each adventure; If the morale check is failed, they will not adven-
ture with their employer again.

Retainers do not need to check morale in combat unless the danger is 
greater than might reasonably be expected. If a retainer is given a full 
share of treasure for several adventures, his or her morale score might 
permanently become 1 higher than the original morale score.

SURRENDER – A character or creature may offer to surrender at any 
time; however, the opponent need not accept the offer, nor even stop 
fighting long enough to listen. The Referee will handle any talks about 
surrendering that occur between monsters and characters. Even non-in-
telligent creatures will usually act reasonably and try to run from hope-
less battles. Surrender will usually occur when a morale check is failed, if 
the defender cannot safely escape. If an intelligent creature surrenders, it 
will usually offer treasure (from its lair or friends) as payment for its life.
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COMBAT TABLES

Character Class and Level Roll needed on a d20 to hit Armor Class
Fighters* Clerics** Magic-Users 9 8 7 6 5 4 3 2 1 0 -1 -2 -3
Normal Man 11 12 13 14 15 16 17 18 19 20 20 20 20

1-3 1-4 1-5 10 11 12 13 14 15 16 17 18 19 20 20 20
4-6 5-8 6-10 8 9 10 11 12 13 14 15 16 17 18 19 20
7-9 9-12 11-15 5 6 7 8 9 10 11 12 13 14 15 16 17

10-12 13-16 16-20 3 4 5 6 7 8 9 10 11 12 13 14 15
13-15 17-20 21-25 2 2 3 4 5 6 7 8 9 10 11 12 13

Character Attacks

*Also Dwarves, Elves, and Halflings
**Also Thieves

Defender’s Armor Class
Monster’s HD 9 8 7 6 5 4 3 2 1 0 -1 -2 -3

Up to 1 10 11 12 13 14 15 16 17 18 19 20 20 20
1+ to 2 9 10 11 12 13 14 15 16 17 18 19 20 20
2+ to 3 8 9 10 11 12 13 14 15 16 17 18 19 20
3+ to 4 7 8 9 10 11 12 13 14 15 16 17 18 19
4+ to 5 6 7 8 9 10 11 12 13 14 15 16 17 18
5+ to 6 5 6 7 8 9 10 11 12 13 14 15 16 17
6+ to 7 4 5 6 7 8 9 10 11 12 13 14 15 16
7+ to 9 3 4 5 6 7 8 9 10 11 12 13 14 15
9+ to 11 2 3 4 5 6 7 8 9 10 11 12 13 14
11+ to 13 2 2 3 4 5 6 7 8 9 10 11 12 13
13+ to 15 2 2 2 3 4 5 6 7 8 9 10 11 12
15+ to 17 2 2 2 2 3 4 5 6 7 8 9 10 11
17+ to 19 2 2 2 2 2 3 4 5 6 7 8 9 10
19+ to 21 2 2 2 2 2 2 3 4 5 6 7 8 9

21+ to more 2 2 2 2 2 2 2 3 4 5 6 7 8

Monster Attacks

monsters with bonus hit points – Monsters whose Hit Dice are notated as a number of dice plus a fixed hit point bonus (e.g. HD 2+1) are more 
powerful and attack as if they were 1 HD higher.

Monster Saving Throws

Paralysis or Turn to 
Stone

Rods, Staves, or 
SpellsLevel Death Ray or Poison Magic Wands Dragon Breath

Normal Man 14 15 16 17 18
1–3 12 13 14 15 16
4–6 10 11 12 13 14
7–9 8 9 10 10 12

10–12 6 7 8 8 10
13–15 4 5 6 5 8
16–18 2 3 4 3 6
19–21 2 2 2 2 4

22 or more 2 2 2 2 2

Unless specified otherwise, monsters use this table for Saving Throws (which is in fact the Fighter table).
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MONSTERS
Any creature that is not a player character is called a monster. Monsters 
may be friendly or unfriendly, wild or tame, normal beasts or fantastic. 
The Referee will choose, from these monsters, the friends and oppo-
nents of the players.

The monsters are listed in alphabetical order to aid quick reference. 
The monsters in this section and their abilities are of the strength and 
type most commonly encountered. The Referee may wish to make these 
monsters stronger or weaker to suit the needs of the campaign. When 
adjusting the strength of a monster, the Referee must also adjust the 
other abilities, such as Armor Class, Move, Damage, and Saves so that 
they balance with the monster’s adjusted hit dice.

Some of the monsters names are followed by an asterisk (*). This means 
that magic and special or magic weapons are necessary to fight the mon-
ster. It is recommended that these monsters be used with caution.

All non-human monsters have infravision (heat-sensing sight) and may 
“see” objects by their heat up to 60’ away in the dark. Hot objects appear 
as white shapes, warm objects are varying shades of grey and cold ob-
jects are black. Living creatures can be seen by their body heat. Fire or 
large sources of heat tend to mess up infravision.

ARMOR CLASS (AC) – Armor Class of each monster is given as a num-
ber similar to the AC of characters. The number is based on both the 
toughness of a monster’s skin or clothing and on the monster’s speed 
and dexterity.

HIT DICE (or HD) – Hit Dice gives the number of d8 to be used to deter-
mine a monster’s hit points, as well as any adjustments to the hit points 
(+ or -). The Referee will always use eight-sided dice to find a monster’s 
hit points.

Hit dice also gives the level of the monster and the dungeon level on 
which it is most commonly found. In general, a monster’s level equals its 
number of hit dice, ignoring any pluses or minuses. Note: if a monster 
has several special powers, the Referee may consider it one level greater 
than its hit dice.

A monster’s level is only a guide, and a monster could be found any-
where in a dungeon, whatever the level. However, as a general rule, it is 
useful to limit monsters to 2 dungeon levels higher or lower than their 
hit dice. When monsters are encountered on dungeon levels less than 
the monsters’ level, there should be fewer monsters than normal. And 
when monsters are met on dungeon levels greater than the monsters’ 
level, there should be more monsters than normal.

Hit dice also determine both the chances of a monster’s attack being 
successful and the number of experience points a character will get for 
defeating it. The Monster Attacks table and the Experience Points for 
Monsters table are both arranged by the monster’s hit dice. In each mon-
ster description, an asterisk (*) after the hit dice means that the special 
abilities bonus should be added when the Referee gives out experience 
points. Two asterisks means that the special abilities bonus should be 
added twice when the Referee gives experience points.

MOVE (or movement rate) – Gives the number of feet a monster may 
move in one turn. The number in parentheses is the number of feet a 
monster may move in one round of combat. Both numbers are usually 
written with a mark to indicate feet (for example, 20’ means twenty feet). 
Some monsters will have two movement rates; the first rate is the speed 
of the monster when walking, and the second rate is a special form of 
movement such as swimming, flying or climbing.

ATTACKS – Attacks gives the number and type of attacks which the 
monster may make in one round. Damage gives a range of points of 
damage caused if the monster’s attacks are successful. When a mon-

ster can make several attacks in one round, the attacks and damages 
are given in the same order. example: “Attacks: 2 claws/1 bite; Damage: 
1d4/1d4/2d6” means that the monster’s claw attacks may each do 1d4 
points of damage, and the bite may cause 2d6 points of damage if suc-
cessful. Some notes on special attacks follow:

POISON – Poison is the bane of all characters. If a character is hit with 
a poisoned attack and misses his or her saving throw vs. Poison, the 
character will usually die.

PARALYSIS – Paralysis is less dangerous than poison. When a character 
is hit by a paralyzing attack and that character misses his or her sav-
ing throw versus Paralysis, the character is “frozen” and unable to do 
anything, but is not dead. The character remains fully aware of things 
happening in the area, but is unable to do anything that requires move-
ment (speaking, spell casting, and so forth) until the paralysis wears off. 
Unless otherwise stated, paralysis will last for 2d4 turns. A cure light 
wounds cleric spell will remove paralysis, but will not cure any damage 
when used for this purpose. Any attacks on a paralyzed creature will 
automatically hit (only a roll for damage is necessary). Paralysis itself 
has no permanent effects of any kind.

ENERGY DRAIN – A successful hit by a wight will drain energy from the 
victim. Unlike other special attacks, there is no saving throw against an 
energy drain. Each energy drain will destroy one level of experience of 
a character, or one hit die of a monster. The creature drained of energy 
loses all the benefits (attack level, saving throws, spells, etc.) of the for-
mer level. This effect cannot be cured.

CHARM – A character who fails to save vs. Spells against a charm attack 
is unable to make any decisions. A charmed character will be unable to 
attack or harm the charming monster in any way, and will obey simple 
commands the monster makes, if they speak the same language. If a 
charmed character cannot understand a monster, he or she will try to 
keep that monster safe from harm. Charmed characters are too con-
fused to use any spells or magic items. The death of the charming mon-
ster will usually break this type of charm. (A charm may be magically 
dispelled.)

ACID – This is a special attack used by gray oozes and ochre jellies. A 
hit scored against the character’s Armor Class means that the acid has 
reached the skin. The acid damage will be determined (no longer need-
ing a roll “to hit”) for as long as the character stays in contact with the 
monster, and until the acid is washed off (with water or wine). Acid at-
tacks will destroy armor in a given number of rounds, leaving the char-
acter with an Armor Class of 9. A black dragon’s acid Breath Weapon is 
different and causes damage for only one round per breath and then it 
is neutralized. It does ½ damage if the saving throw is made, and armor 
will only be destroyed if the character dies.

CHARGE – When a creature rushes into melee combat this is called a 
charge. A charge cannot be made after the opponents have closed to 
melee range, nor can it be made in forest, mountain, jungle, swamp, 
or broken terrain which prevents running. The charging creature must 
move at least 20 yards. A successful charge attack by a creature with 
large horns or tusks does double damage to an opponent. Hits on 
charging creatures by spears or pole arms braced against the ground will 
do double damage.

CONTINUOUS DAMAGE – Certain types of attacks (constriction, blood 
drain, swallow, etc.) will continue to do damage automatically after the 
first hit is scored. Usually the monster must be killed to rescue the vic-
tim.

SWALLOW – An attack in which the opponent is swallowed whole. 
This attack always succeeds on a “to hit” roll of 20. This number may be 
adjusted for larger creatures. A swallowed creature will take the given 
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amount of damage each round until either the character or the mon-
ster dies. A swallowed creature with an edged weapon may attack the 
creature from inside, with a -4 penalty on the “to hit” rolls. Being swal-
lowed may have other effects, depending on the monster (paralysis, loss 
of consciousness, etc.). In 6 game turns after death, the victim will be 
completely digested and not recoverable.

SWOOP – This is a diving attack, used by certain flying monsters. If the 
flier has surprise the swoop attack does double damage. Swoop attacks 
cannot be attempted against opponents hidden by dense forest or jungle 
cover. In addition, on a roll of 18 +, the creature has grasped the victim 
and will try to fly away. If the character is too heavy, the monster will 
release him or her and attack normally the next round.

TRAMPLE – This attack is an attempt by a monster to use its superior 
size and weight to crush an opponent. Creatures with a trample attack 
have a 75% chance per round of using it, and a 25% chance of using 
a different attack. Trample attacks add +4 to a monster’s “to hit” roll 
against creatures of man-size or smaller. The Referee may wish to allow 
herds of 20 or more normal animals, such as horses, to stampede and 
trample. A herd will cause 1d20 points of damage when trampling.

NO. APPEARING (number appearing) – Gives the suggested number 
of that monster type which will appear when encountered on the same 
dungeon level as that monster’s hit dice (or monster level). When the 
same monster is met on levels greater than the monster’s level, more 
monsters should be encountered or when encountered on levels less 
than the monster’s level, fewer monsters should be found. The exact 
number is left to the Referee’s choice. The numbers given in parentheses 
after the No. Appearing is the suggested number (if any) of that monster 
which might be met in the monster’s lair (home) or in the wilderness. 
Monster lairs in wilderness will usually be 5 times the number normal-
ly met in dungeons. A “0” given as the No. Appearing means that the 
monster will not usually be found in a dungeon (or wilderness, for a “0” 
in parentheses).

SAVES – Gives the saving throw character class and level for the mon-
ster, equal to that of a player character of the same level. Unintelligent 
monsters save at ½ their monster level, with fractions rounded up. ex-
ample: An animal-type monster with 3 hit dice will save as a character 
of level 1½, rounded up to 2. Intelligent monsters usually save at their 
monster level. Monsters will normally save as Fighters. Some monsters 
which are enchanted, magical in nature, or have special abilities will 
have their saves adjusted as noted in the description.

MORALE – Morale shows the suggested morale level of the encountered 
monsters. The Referee may wish to make adjustments to the morale in 
different situations. The Referee then rolls 2d6 and if the roll is greater 
than the adjusted morale the monster will try to run away.

TREASURE TYPE – Gives the letter of the treasure type which can then 
be used to determine any treasure in the monster’s possession, using 
the Treasure Types table. Not all monsters have treasure! Unintelligent 
animals rarely have treasure, through some animals might collect bright 
shiny objects, and any meateating creature might have recently killed 
someone who was carrying treasure. In general, treasure is usually 
found in a monster’s lair (home). Wandering monsters are therefore less 
likely to be carrying treasure than monsters which have homes in the 
dungeon.

ALIGNMENT – Shows whether the monster is Lawful, Neutral, or Cha-
otic. Unintelligent animals are usually Neutral. The Referee should be 
careful to play the alignment of each monster correctly. Only the intelli-
gent monsters can speak an alignment language.

% IN LAIR – This indicates the percentage chance of encountering the 
monster in its lair. Monsters are usually present in greater numbers 
when encountered in their lair, and may have treasure appropriate to 
the type.

UNDEAD – Undead are evil creatures whose forms were created through 
dark magic. All were once living beings. They are unaffected by things 
that affect living creatures, such as poison, and are not affected by spells 
that affect the mind, such as sleep, charm person, and hold. Undead 
usually do not make any noise until they attack.
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MONSTER DESCRIPTIONS
Aerial Servant
Aerial servants are semi-intelligent creatures from the elemental plane 
of air that often roam the astral and ethereal planes. On those planes 
they have a vaguely visible form, but when on the material plane they 
are invisible. They normally are only found on the material plane as a 
result of being summoned by a cleric and commanded to perform some 
task, often being required to use their immense strength to carry objects 
or aid the summoner. They may carry 10,000 cn, and have an immense 
strength which they can use to hold a human-sized or smaller target 
immobile. To break free, the victim must have a STR of 18, and even 
then there is only a 50% chance to break away. Victims with STR of 
19 or higher may escape with no roll. Aerial servants have keen senses, 
and are only surprised on 1-4 on a d6. An aerial servant that fails or is 
thwarted in its mission becomes insane and immediately returns to the 
caster who summoned it and tries to kill him.

AC 3, HD 16**, Att [×1 (4d8)], MV 240' (80') Fly 20' (240'), SV D2 W3 
P4 B3 S6, ML 9, AL Chaotic, NA 1 (1d4), % 0, TT Nil

Ape
Apes are distantly related to humans, and usually live in tropical wooded 
environments. They have different behaviors depending on the species, 
but deal powerful claw and bite attacks when threatened.

CHIMPANZEE – These apes are most closely related to humans, and are 
much more aggressive than gorillas. They may attack with very little 
provocation, and have a taste for meat.

AC 6, HD 3, Att [×2 claw (1d3/1d3), 1 bite (1d6)], MV 120' (40'), SV 
D12 W13 P14 B15 S16, ML 9, AL Neutral, NA 1d4 (3d4), % Nil, TT Nil

GORILLA – Gorillas are larger than chimpanzees but less aggressive. 
They often fight only when threatened or to defend their territory. They 
are exclusively vegetarian.

AC 6, HD 4+1, Att [×2 claw (1d3/1d3), 1 bite (1d6)], MV 120' (40'), SV 
D10 W11 P12 B13 S14, ML 8, AL Neutral, NA 1d4 (3d4), % Nil, TT Nil

Ape, White
White apes have lost their color due to many years of living in caves. 
They are nocturnal, sleeping in the day and looking for fruits and veg-
etables at night. If creatures approach their lair, the apes will threaten 
them. If their threats are ignored, they will attack. They may throw one 
stone per round for 1d6 points. White apes are not intelligent and some-
times are kept as pets by Neanderthals.

AC 6, HD 4, Att [×2 claws (1d4/1d4)], MV 120' (40'), SV D12 W13 P14 
B15 S16, ML 7, AL Neutral, NA 1d6 (2d8), % 10, TT Nil

Ape, Carnivorous
Carnivorous apes are related to chimpanzees, but are much fiercer, larg-
er than gorillas, and have an insatiable desire to consume humanoid 
flesh. They attack with powerful claws and a bite, and if both claws hit 
the same target in the same round, the victim suffers an extra 1d8 hp 
damage. Maneating apes are more intelligent than other apes (average 
INT 8), and have sharp senses that allow them to be surprised only on 
1 in 1d6.

AC 6, HD 5, Att [×2 claws (1d4/1d4), 1 bite (1d8)], MV 120' (40'), SV 
D10 W11 P12 B13 S14, ML 10, AL Neutral, NA 2d4 (3d4), % 10, TT D

Baboon
Baboons are powerful and aggressive primates adapted to life on the 
ground. They prefer open spaces but climb trees to find safe places to 
rest overnight. A typical baboon is the size of a big dog. Males can be 2 
to 4 feet long and weigh as much as 90 pounds. When encountered as 
a large group, there will be 2d4 males that have +1 to damage. In these 
large groups, 50% of their total number are young that do not engage 
in combat.

AC 7, HD 1+1, Att [×1 bite (1d4)], MV 120' (40'), SV D12 W13 P14 B15 
S16, ML 7, AL Neutral, NA 2d4 (1d4×10), % Nil, TT Nil

Badger
NORMAL – These burrowing animals are typically solitary. Their speed 
accounts for their high armor class rating. They are fierce fighters and 
will staunchly defend their territory. If more than 1 is encountered it 
will be a mated pair (and young). The pelt of the badger is typically sold 
for from 10-30 gold pieces. They move at half their normal movement 
when burrowing.

AC 4, HD 1+2, Att [×2 claws (1d2/1d2), 1 bite (1d3)], MV 60' (20'), SV 
D12 W13 P14 B15 S16, ML 8, AL Neutral, NA 1d2 (1d4+1), % Nil, TT 
Nil

GIANT – Giant badgers have the same habits as their smaller cousins, 
but are double their size.

AC 4, HD 3, Att [×2 claws (1d3/1d3), 1 bite (1d6)], MV 60' (20'), SV 
D12 W13 P14 B15 S16, ML 8, AL Neutral, NA 1d2 (1d4+1), % Nil, TT 
Nil

Barracuda
Barracuda inhabit warm salt waters. These predatory fish are lightning 
quick, going from a motionless state to full speed in a single melee 
round. They attack any prey which is injured, appears helpless, or is rel-
atively small.

AC 6, HD 1-3, Att [×1 bite (2d4)], MV swim 90' (30'), SV D12 W13 P14 
B15 S16, ML 7, AL Neutral, NA 0 (2d12), % Nil, TT Nil

Basilisk
A basilisk is a 10’ long, sinuous magical lizard that is non-intelligent. 
It lives in underground caverns or wild and tangled thickets. Creatures 
touched by a basilisk, or meeting its gaze, must make a saving throw 
vs. Turn to Stone or be petrified (including all the character wears and 
holds). Surprised characters automatically meet the gaze of a basilisk. 
Characters in hand-to-hand combat with a basilisk meet its glance each 
round unless looking away. Characters looking away to avoid the gaze 
of a basilisk must fight it with a penalty of -4 on their “to hit” rolls, while 
the basilisk attacks at +2. The beast can be safely viewed in a mirror, 
and characters who fight it while looking into a mirror will only have a 
-1 penalty on their “to hit” rolls. If the basilisk sees itself in a mirror (a 
1d6 roll of 1 or 2), it must make a saving throw or be turned to stone! 
There must be light close by for mirrors to be used, and using a mirror 
prevents the effective use of a shield.

AC 4, HD 6+1**, Att [×1 bite (1d10), gaze (petrification)], MV 60' (20'), 
SV D10 W11 P12 B13 S14, ML 9, AL Neutral, NA 1d6 (1d6), % 40, TT F
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Bat
Bats are nocturnal (sleeping during the day, moving about at night) fly-
ing mammals. They often live in caves or abandoned buildings. Since 
they don’t use their eyes, spells or abilities which depend on sight to 
affect their victims will not work on bats. A silence 15’ radius spell will 
effectively blind a bat.

NORMAL – Normal bats will not attack men but may confuse them by 
flying around their heads. There must be at least ten bats to confuse one 
character. Characters who are confused will have a penalty of -2 on their 
“to hit” rolls and saving throws and cannot cast spells. Normal bats must 
check morale each round unless they are controlled or summoned.

AC 6, HD 0 (1 hp), Att [×1 (conf.)], MV 9' (3') Fly 20' (40'), SV D14 
W15 P16 B17 S18, ML 6, AL Neutral, NA 1d100 (1d100), % 35, TT Nil

GIANT – Giant Bats are carnivorous (meat eaters) and may attack a 
party if extremely hungry. More dangerous, however, are giant vampire 
bats. Five percent (5%) of all giant bat encounters will be groups of giant 
vampire bats. The bite of a giant vampire bat does no extra damage but 
its victim must save vs. Paralysis or fall unconscious for 1d10 rounds. 
This will allow the vampire bat to feed without being disturbed, draining 
1d4 points of blood per round. Any victim who dies from having his or 
her blood drained by a giant vampire bat must save vs. Spells or become 
an undead creature 24 hours after death, possibly a vampire.

AC 6, HD 2, Att [×1 bite (1d4)], MV 30' (10') Fly 180' (60'), SV D2 W3 
P4 B3 S6, ML 8, AL Neutral, NA 1d10 (1d10), % 35, TT Nil

Bear
Bears are well known to all adventurers. If a bear (of any type) hits with 
both paws on the same victim in one round of combat, the bear has 
hugged its victim and will cause 2d8 additional points of damage in the 
same round as the attack.

BLACK BEAR – Black bears have black fur and stand about 6’ tall. They 
are omnivorous (will eat almost anything), but prefer roots and berries. 
A black bear will not usually attack unless it is cornered and cannot 
escape. Adult black bears will fight to the death to protect their young. 
They have been known to raid camps, seeking food. They are especially 
fond of such treats as fresh fish and sweets.

AC 6, HD 4, Att [×2 claws (1d3/1d3), 1 bite (1d6)], MV 120' (40'), SV 
D12 W13 P14 B15 S16, ML 7, AL Neutral, NA 1d4 (1d4), % 25, TT U

GRIZZLY BEAR – Grizzly bears have silver-tipped brown or reddish 
brown fur, and stand about 9’ tall. They are fond of meat and are much 
more likely to attack than black bears. Grizzlies are found in most cli-
mates, but are most common in mountains and forests.

AC 6, HD 5, Att [×2 claws (1d4/1d4), 1 bite (1d8)], MV 120' (40'), SV 
D12 W13 P14 B15 S16, ML 8, AL Neutral, NA 1 (1d4), % 25, TT U

POLAR BEAR – Polar bears have white fur and stand about 11’ tall. They 
live in cold regions. They usually eat fish, but are as likely to attack as 
grizzly bears. These huge bears are good swimmers, and their wide feet 
allow them to run across snow without sinking.

AC 6, HD 6, Att [×2 claws (1d6/1d6), 1 bite (1d10)], MV 120' (40'), SV 
D12 W13 P14 B15 S16, ML 8, AL Neutral, NA 1 (1d2), % 25, TT U

CAVE BEAR – A cave bear is a type of giant grizzly bear which lives in 
caves and “lost world” areas. It stands about 15’ tall and is the most fero-
cious of all the bears. Though omnivorous, a cave bear prefers meat, and 
enjoys human flesh. Cave bears have bad eyesight but a good sense of 
smell. If hungry, they will follow a track of blood until they have eaten.

AC 5, HD 7, Att [×2 claws (1d8/1d8), 1 bite (1d12)], MV 120' (40'), SV 
D12 W13 P14 B15 S16, ML 9, AL Neutral, NA 1d2 (1d2), % 25, TT V

Beaver, Giant
These intelligent but docile creatures will flee any attack if at all possible, 
but if cornered, or if their huge lodge is threatened, they will fight fierce-
ly. Their habitat is a lake created by their vast dam, and in the middle of 
the body of water thus created, they build a veritable castle of mud and 
logs with walls not less than 5’ thick. The entire community lives in this 
single dwelling, and if an alarm (tail slap on the water) is sounded, all 
beavers rush to this place to defend it and their young. For every adult 
beaver there will be a young one (roll percentile dice for size determina-
tion). Giant beavers sometimes trade, and if coins or other valuables are 
offered they can sometimes be persuaded to undertake the building of 
dam-like constructions if there is water near the building site, for they 
use such water to work in/from. They prize highly certain barks and ten-
der twigs, notably birch, aspen, and willow. Their hides are worth from 
500 to 2,000 gold pieces each. Giant beaver kits of under 8 hit points can 
be subdued, captured, and sold in the market for from 100 to 200 gold 
pieces per hit point.

AC 6, HD 4, Att [×1 bite (4d4)], MV 30' (10') swim 60' (20'), SV D12 
W13 P14 B15 S16, ML 8, AL Neutral, NA 1d4 (4d10), % 80, TT C

Beetle, Giant
FIRE – Fire beetles are 2 ½’ long creatures often found below ground. 
They are nocturnal, but may be active underground at any time. A fire 
beetle has two glowing glands above its eyes and one near the back of its 
abdomen. These glands give off light in a 10’ radius, and will continue to 
glow for 1d6 days after they are removed.

AC 4, HD 1+2, Att [×1 bite (2d4)], MV 120' (40'), SV D12 W13 P14 B15 
S16, ML 7, AL Neutral, NA 1d8 (2d6), % 40, TT Nil

OIL – Oil beetles are 3’ long giant beetles that sometimes burrow un-
derground. When attacked, they will squirt an oily fluid at one of their 
attackers (a “to hit” roll is needed; the range is 5’). If the oil hits it will 
raise painful blisters, causing the victim to fight with a penalty of -2 on 
his or her “to hit” rolls until a cure light wounds spell is used or until 
24 hours have passed. If the spell is used to cure blisters, it will not also 
cure points of damage. Oil beetles can also attack with their mandibles 
(horned jaws).

AC 4, HD 2*, Att [×1 bite (1d6) + special], MV 120' (40'), SV D12 W13 
P14 B15 S16, ML 8, AL Neutral, NA 1d8 (1d6), % 40, TT Nil

TIGER – Tiger beetles are 4’ long giant beetles with a striped carapace (a 
shell-like covering) which looks like a tiger’s skin. They are carnivorous 
(meat-eaters) and usually prey on robber flies. They have been known to 
attack and eat humans, crushing them with their powerful mandibles.

AC 3, HD 3+1, Att [×1 bite (2d6)], MV 150' (50'), SV D12 W13 P14 B15 
S16, ML 9, AL Neutral, NA 1d6 (2d4), % 40, TT U

RHINOCEROS – These 12’ long beetles have a 6’ long horn, which they 
use as an effective weapon. Rhinoceros beetles feed primarily on leaves, 
plants, fruits, and other vegetation, but are territorial and will attack 
creatures when threatened.

AC 2, HD 12, Att [×1 bite (3d6), 1 horn (2d8)], MV 60' (20'), SV D6 W7 
P8 B8 S10, ML 8, AL Neutral, NA 1d6 (1d6), % Nil, TT Nil
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Beholder
Floating, scaled spheres (5’ diameter) with a wide, toothy maw, a large 
central eye, and 10 smaller eyes on stalks. Hateful, scheming, and avari-
cious. Lair deep underground.

A beholder moves by means of a slow flight that cannot be dispelled. It 
speaks most languages and is extremely intelligent, cruel, and greedy.

The beholder’s front eye always projects an anti-magic ray, which tem-
porarily “turns off all magic within 60’ in front of it”. Magical weapons 
used within the ray are treated as if nonmagical. Spells cast within it area 
of effect are instantly ruined; spells cast from further away are ruined 
when the effects get within range. The beholder will usually turn to face 
any character who starts casting, ruining the spell.

Magical weapons and items will work normally once they are removed 
from the anti-magic ray area, and existing spell effects with durations 
will resume once the ray is directed elsewhere. This ray cannot be aimed 
above or below the creature, but only straight out in front of it. As this 
ray can affect any magic, even that of the smaller eyes, the small eyes 
cannot be used on targets within the anti-magic ray.

AC 0/2/7, HD 11*****, Att [×1 bite (2d4)], MV 30' (10'), SV D6 W7 P8 
B8 S10, ML 12, AL Chaotic, NA 1 (0), % 80, TT L, N, O

If a character uses a weapon to attack a beholder, the player must declare 
what his character is aiming at — the body, the large eye, or an eye stalk. 
Each target has a different armor class and hit points as follows: The 
body is AC 0 and has 50 hit points. The front eye is AC 2 and has 20 hit 
points. An eye stalk is only AC 7, but can withstand 12 of damage. Dam-
age to eye stalks does not count toward killing the creature.

Small eyes and eyestalks: If an attack roll against an eye-stalk is success-
ful, the referee should roll randomly to see which stalk is damaged. A 
“slain” eyestalk has been cut off, but a damaged stalk does not interfere 
with the eye’s functioning. Lost eyes grow back in 2d4 days; partial dam-
age to eyestalks regenerates at the rate of 1 hit point per day.

Only four small eyes can aim in one direction at the same time, and they 
cannot see the area directly below the body. Each eye stalk can shoot a 
ray with a different spell-like effect once per round.

1. charm person: Range 120’. Save versus spells or be charmed: move 
towards the eye of terror (resisting those who try to prevent it); obey 
the eye’s commands (if understood); defend the eye; unable to cast 
spells or use magic items; unable to harm the eye. Killing the eye of 
terror breaks the charm.

2. charm monster: As charm person, but affects any creature (except 
undead).

3. sleep: Range 240’. One creature of 4+1 HD or 2d8 Hit Dice of crea-
tures of 4 HD or less fall asleep for 4d4 turns.

4. telekinesis: Range 120’. Move up to 5,000 coins of weight up to 20’ 
per round. Creatures may save vs spells.

5. petrify: Range 30’. Save versus petrification or turn to stone.

6. disintegrate: Range 20’. Save versus death or be annihilated.

7. cause fear: Range 120’. Save versus spells or flee for 2 turns.

8. slow: Range 240’. Save versus spells or move and attack at half speed 
for 3 turns.

9. cause serious wounds: Range 60’. Inflicts 2d6+2 damage.

10. death spell: Range 40’. Up to 4d8 HD of creatures within a 60’ cube 
area must save versus death or die instantly. Undead or creatures 
with greater than 7 HD are unaffected.

Berserker
Berserkers are simply fighters who go mad in battle. Their reactions are 
determined normally, but once a battle starts they will always fight to the 
death — sometimes attacking their comrades in their blind rage. When 
fighting humans or human-like creatures, they add + 2 to their “to hit” 
rolls due to this ferocity. They never retreat, surrender, or take prisoners. 
Treasure Type (B) is only found in the wilderness.

AC 7, HD 1+1*, Att [×1 weapon (1d8)], MV 120' (40'), SV D12 W13 P14 
B15 S16, ML special, AL Neutral, NA 1d6 (3d10), % 20, TT P (B)

Black Pudding
A black pudding is a black amorphous blob 5d6 feet in diameter. It is 
non-intelligent and constantly hungry. It can dissolve wood and corrode 
metal in one turn, but cannot affect stone. Black puddings can travel on 
ceilings and walls and can pass through small openings. They can be 
killed only by fire; other attacks (weapons or spells) only break them 
up into smaller puddings (a 2 hit dice pudding that does 1d8 points of 
damage is created per blow). A flaming sword will do normal damage.

AC 6, HD 10*, Att [×1 (3d8)], MV 60' (20'), SV D10 W11 P12 B13 S14, 
ML 12, AL Neutral, NA 1 (0), % Nil, TT Nil

Boar
Wild boars generally prefer forested areas, but can be found nearly ev-
erywhere. They are omnivorous (eating almost anything), and have ex-
tremely nasty tempers when disturbed.

AC 7, HD 3, Att [×1 tusk (2d4)], MV 150' (50'), SV D12 W13 P14 B15 
S16, ML 9, AL Neutral, NA 1d6 (1d6), % Nil, TT Nil

Bugbear
Bugbears are giant hairy goblins. Despite their size and awkward walk, 
they move very quietly and attack without warning whenever they can. 
They surprise on a roll of 1d3 (on 1d6) due to their stealth. When using 
weapons, they add + 1 to all damage rolls due to their strength.

AC 5, HD 3+1, Att [×1 weapon (2d4)], MV 90' (30'), SV D12 W13 P14 
B15 S16, ML 9, AL Neutral, NA 2d4 (5d4), % 25, TT B

Caecilia
These giant gray wormlike creatures are about 30’ long. They attack with 
their cavernous mouths and sharp teeth. An unadjusted “to hit” roll of 19 
or 20 means that they have swallowed their prey whole. The victim will 
take 1d8 points of damage each round after that until either the victim or 
the caecilia is dead. Any attack from inside a caecilia may only be made 
with a dagger, and with a penalty of -4 on “to hit” rolls.

AC 6, HD 6*, Att [×1 bite (1d8)], MV 60' (20'), SV D12 W13 P14 B15 
S16, ML 9, AL Neutral, NA 1d3 (1d3), % 25, TT B

Carrion Crawler
This scavenger is worm-shaped, 9’ long and 3’ high with many legs. It 
can move equally well on a floor, wall, or ceiling like a spider. Its mouth 
is surrounded by 8 tentacles, each 2’ long, which can paralyze on a suc-
cessful hit unless a saving throw vs. Paralysis is made. Once paralyzed, 
a victim will be eaten (unless the carrion crawler is being attacked). The 
paralysis can be removed by a cure light wounds spell, but any spell so 
used will have no other effect. Without a spell, the paralysis will wear 
off in 2d4 turns.

AC 7, HD 3+1*, Att [×8 (paralysis)], MV 120' (40'), SV D12 W13 P14 
B15 S16, ML 9, AL Neutral, NA 1d3 (1d3), % Nil, TT B
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Cat, Great
The Great Cats are normally cautious and will avoid fights unless forced 
by extreme hunger or when trapped with no escape route. Though they 
may be found in a relaxed or even playful mood, they are subject to 
rapid and violent changes of temper. They often develop a fondness for 
one type of food, and will go out of their way to hunt that type of prey. 
Sometimes this taste in food runs to humans or human-like creatures. 
The Great Cats will rarely go too deeply into caves, preferring to remain 
within fleeing distance of the wilderness outside. Despite their shyness 
they are very inquisitive, and may follow a party just out of curiosity. 
They will always chase a fleeing prey.

MOUNTAIN LION – This tawny-furred species lives mostly in moun-
tainous regions but also inhabits forests and deserts. They will wander 
further into dungeons than any other species of Great Cat.

AC 6, HD 3+2, Att [×2 claw (1d3/1d3), 1 bite (1d6)], MV 150' (50'), SV 
D12 W13 P14 B15 S16, ML 8, AL Neutral, NA 1d4 (1d4), % 10, TT U

PANTHER – Panthers are found on plains, forests, and open shrub lands. 
They are extremely quick and can outrun most prey over short distances. 

AC 4, HD 4, Att [×2 claw (1d4/1d4), 1 bite (1d8)], MV 210' (70'), SV 
D12 W13 P14 B15 S16, ML 8, AL Neutral, NA 1d2 (1d6), % 10, TT U

LION – Lions generally live in warm climates, and thrive in savannah 
and brush lands near deserts. They usually hunt in groups known as 
prides.

AC 6, HD 5, Att [×2 claw (1d4+1/1d4+1), 1 bite (1d10)], MV 150' (50'), 
SV D12 W13 P14 B15 S16, ML 9, AL Neutral, NA 1d4 (1d8), % 25, TT U

TIGER – Tigers are the largest of the commonly found Great Cats. They 
prefer cooler climates and wooded lands where their striped bodies of-
fer some degree of camouflage, useful when hunting. They will surprise 
their prey on a roll of 1-4 (on 1d6) when in woods.

AC 6, HD 6, Att [×2 claw (1d6/1d6), 1 bite (2d6)], MV 150' (50'), SV 
D12 W13 P14 B15 S16, ML 9, AL Neutral, NA 1 (1d3), % 5, TT U

SABRE-TOOTH TIGER – Sabre-tooth tigers are the largest and most fe-
rocious of the Great Cats. They have oversized fangs, from which they 
get their name. Fortunately, sabre-tooth tigers are mostly extinct, except 
in “lost world” areas.

AC 6, HD 8, Att [×2 claw (1d8/1d8), 1 bite (2d8)], MV 150' (50'), SV 
D10 W11 P12 B13 S14, ML 10, AL Neutral, NA 1d4 (1d4), % 10, TT V

Centaur
A centaur is a creature with the head, arms, and upper body of a man 
joined to the body and legs of a horse. Centaurs prefer to live far from 
humankind in meadows and forests. Since they are somewhat intelli-
gent, they will arm themselves with weapons (clubs, lances, or bows).

Centaurs will form into small tribes or families. Their homes will be 
found in dense thickets or woods reached by twisting and guarded path-
ways. The females and young will usually stay in the lair. If attacked, 
females and young will attempt to flee unless escape is impossible, in 
which case they will fight to the death. The young will fight as 2 hit dice 
monsters (1d2/1d2/1d4 or by weapon type).

AC 5, HD 4, Att [×2 hooves (1d6/1d6), 1 weapon (1d6)], MV 180' (60'), 
SV D10 W11 P12 B13 S14, ML 8, AL Neutral, NA 0 (2d10), % 5, TT A

Centipede, Giant
Giant centipedes are insects with 1’ long bodies and many legs. They like 
to live in damp, dark places. Their bite does no damage, but the victim 
must save vs. Poison or become violently ill for 10 days. Characters who 
do not save move at ½ speed and will not be able to perform any other 
physical action.

AC 9, HD ½ (1d4), Att [×1 bite (poison)], MV 60' (20'), SV D12 W13 
P14 B15, ML 7, AL Neutral, NA 2d4 (1d8), % 10, TT Nil

Chimera
A chimera is a horrid combination of three different creatures. It has 
three heads (goat, lion, and dragon), the forebody of a lion, the hind-
quarters of a goat, and the wings of a dragon. The goat’s head gores with 
its horns, the lion’s head bites with its fangs, and the dragon’s head can 
bite or breathe fire (a 50’ long cone with a 10’ wide end, for 3d6 points 
of damage). Like a regular dragon, the dragon head will breathe fire 
(50%) or bite (50%). The dragon’s head can only breathe 3 times per 
day. Chimeras usually live in wild hills, but may occasionally be found 
in dungeons.

AC 4, HD 9**, Att [×2 claw (1d3/1d3), 3 heads + special 
(2d4/2d4/3d4)], MV 120' (40'), Flying 180' (60'), SV D8 W9 P10 B10 
S12, ML 9, AL Chaotic, NA 1d2 (1d4), % 40, TT F

Cockatrice
This is a small, magical monster with the head, wings, and legs of a roost-
er (cock) and the tail of a serpent. It is able to strike with its beak for 1d6 
points of damage. However, its small size and single attack disguises its 
greatest danger — any character touched by a cockatrice must make a 
saving throw or be turned to stone. Cockatrices may be found anywhere.

AC 6, HD 5, Att [×1 beak + special (1d6 + petrification)], MV 90' (30'), 
Fly 180' (60'), SV D10 W11 P12 B13 S14, ML 7, AL Neutral, NA 1d4 
(1d8), % 30, TT D

Crab, Giant
Unable to swim, giant crabs are found on the bottom of shallow waters, 
in coastal rivers and on beaches, and in salt or fresh water. They are 
always hungry and will attack anything that moves. Giant crabs are not 
intelligent.

AC 2, HD 3, Att [×2 pincers (2d6/2d6)], MV 60' (20'), SV D12 W13 P14 
B15 S16, ML 7, AL Neutral, NA 1d2 (1d6), % 90, TT Nil

Crayfish, Giant
Giant crayfish are 8’ long, but otherwise look and behave much like their 
smaller relatives. They are laborious walkers but swim very fast. They 
may dart out at prey, surprising an opponent on 1-3 on 1d6. They attack 
with their immense pinchers.

AC 4, HD 4+4, Att [×2 pinchers (2d6/2d6)], MV 60' (20'), Swim 120' 
(40'), SV D10 W11 P12 B13 S14, ML 9, AL Neutral, NA 1d4 (1d4), % 
90, TT Nil



79

Crocodile
NORMAL – Crocodiles are commonly found in tropical and semi-trop-
ical swamps or in slow-moving rivers. Awkward on land, they do not 
stray far from water and will spend hours floating barely under the sur-
face. If hungry, crocodiles will attack creatures in the water. They are 
particularly attracted to the smell of blood or violent thrashing of the 
water.

AC 5, HD 2, Att [×1 bite (1d8)], MV 90' (30'), Swimming 90' (30'), SV 
D12 W13 P14 B15 S16, ML 7, AL Neutral, NA 0 (1d8), % Nil, TT Nil

LARGE – Large crocodiles are at least 20’ long, and can overturn canoes 
and small rafts.

AC 3, HD 6, Att [×1 bite (2d8)], MV 90' (30'), Swimming 90' (30'), SV 
D12 W13 P14 B15 S16, ML 7, AL Neutral, NA 0 (1d4), % Nil, TT Nil

GIANT – Giant crocodiles are normally found only in “lost worlds” 
where prehistoric creatures thrive. They are over 50’ long and have been 
known to attack small boats or ships.

AC 1, HD 15, Att [×1 bite (3d8)], MV 90' (30'), Swimming 90' (30'), SV 
D8 W9 P10 B10 S12, ML 9, AL Neutral, NA 0 (1d3), % Nil, TT Nil

Cyclops
A cyclops is a rare type of giant, noted for its great size and the single eye 
in the center of its forehead. A cyclops is about 20’ tall. It has poor depth 
perception due to its single eye, and strikes with a penalty of -2 on all “to 
hit” rolls. A cyclops will usually fight with a wooden club. A cyclops can 
throw rocks up to a distance of 200 feet with a penalty of -2 to hit. These 
rocks will cause 3d6 points of damage to any creature struck.

Some cyclops (5%) are able to cast a curse once a week. (The referee 
should decide the exact nature of the curse.) A cyclops usually lives 
alone, though a small group may sometimes share a large cave. They 
spend their time raising sheep and grapes. Cyclopes are known for their 
stupidity, and a clever party can often escape from them by trickery.

AC 5, HD 13*, Att [×1 (3d10)], MV 90' (30'), SV D4 W5 P6 B5 S8, ML 9, 
AL Chaotic, NA 1 (1d4), % 20, TT E + 5,000 gp

Death Knight
The death knight is a terrible undead creature. It is unknown if they 
achieved their state through a fall from grace or if they were created 
by the dark gods. Death knights carry the equipment they possessed in 
life. They often wear ancient magical platemail and shield, and carry a 
magical longsword, mace, or flail.

Death knights have an effective strength of 18, and this is added to their 
attack and damage rolls (+3). They possess a magic resistance of 85% 
and can only be hit by +1 or better magic weapons. Any spell that fails to 
break the knight’s magic resistance is turned on the caster.

The death knight cannot be turned and can command undead below its 
hit dice at will. Death knights can cast Dispel Magic (1/day), Fire Ball (1/
day), and use a Symbol (1/day). These are cast at 18th level of magic use.

It is believed only nine death knights exist, and they are said to ride 
mighty undead warhorses. Some believe they appear as riders in flowing 
black shrouds, while others say they look like black knights risen from 
the grave.

The voice of a death knight is so hollow and chilling that all those who 
hear its voice must save (Spells) or flee in Fear (as per the magic-user 
spell) for 2d4 rounds. Like all undead, they are unaffected by mind-in-
fluencing spells.

AC 0, HD 10, Att [×2 weapon (1d6)], MV 60' (20'), SV D6 W7 P8 B8 
S10, ML 12, AL Chaotic, NA 1 (1), % Nil, TT Nil

Devil Swine
Devil swine are lycanthropes, shape-changers. They haunt the fringes 
of human settlements, especially those near swamps or forests. They are 
carnivorous and especially fond of human flesh. They can assume the 
forms of huge hogs or fat human beings, and can change from one form 
to the other freely at night, but at dawn they must retain their current 
form until dusk. Devil swine can be harmed only by silver or magical 
weapons.

Devil swine possess a powerful charm person spell that can be used 3 
times each 24 hours. They can use this spell in either human or swine 
form. A saving throw vs. Spells is allowed, at -2 on the roll. The charmed 
victim will be unable to use spells or magical devices, and each devil 
swine may have 0-3 (1d4-1) humans under its control. Devil swine prefer 
to attack from ambush.

AC 3 (9), HD 9*, Att [×1 gore or weapon (2d6)], MV 180' (60'), SV D12 
W13 P14 B15 S16, ML 10, AL Chaotic, NA 1d3 (1d4), % 20, TT C

Djinni (lesser)
The djinn are intelligent, free-willed air elementals. They appear as tall, 
human-like beings, surrounded with clouds. Djinn are highly magical in 
nature and save as 14th level fighters. They can only be harmed by magic 
or magical weapons.

A djinni can perform any of its seven powers three times a day. These 
powers are: create food and drink (as a 7th level cleric), create metallic 
objects of temporary duration (varies with hardness — gold, 1 day; iron, 
one round) to a maximum of 1,000 cn weight, create soft goods and 
wooden objects (permanent) to a maximum of 1,000 cn weight, become 
invisible, assume gaseous form, or form itself into a whirlwind. In ad-
dition, a djinni can create illusions that affect both sight and hearing at 
will. Such illusions last until touched or magically dispelled — the djinni 
need not concentrate to maintain them.

Djinn have two forms of attack. A djinni can form itself into a whirlwind 
(70’ tall, 20’ diameter at the top, 10’ diameter at base) that moves 120’ 
(40’) per turn. The djinni requires 5 rounds to enter or leave whirlwind 
form. The djinni-whirlwind will do 2d6 points of damage to all in its 
path and will sweep aside all creatures with fewer than 2 hit dice who 
do not save vs. Death Ray. When not in whirlwind form, a djinni strikes 
once per round with its fists, for 2d8 points of damage. If a djinni is slain, 
it returns to its own plane. A djinni can carry 6,000 cn weight without 
tiring. Up to 12,000 cn weight can be carried for 3 turns walking or 1 
turn flying. Afterwards, a djinni must rest for one turn.

AC 5, HD 7+1, Att [×1 fist (2d8) or whirlwind (2d6) + special], MV 90' 
(30'), Fly 240' (80'), SV D4 W5 P6 B5 S8, ML 12, AL Neutral, NA 1 (1), 
% 20, TT Nil

Djinni (greater, Pasha)
In the elemental plane of Air, the rulers of the djinn are known as pa-
shas. They appear as very large normal djinn. A pasha cannot be affected 
by normal weapons, or even by weapons of less than +2 enchantment. 
They regenerate at the rate of 3 points per round.

A pasha can perform all the abilities of a normal djinni as often as de-
sired, up to once per round. It can also enter or leave the Ethereal Plane 
by concentrating for 1 full round. They have other special powers, each 
usable once per day, including: Grant another’s wish, Cast cloudkill, 
Cast water to gas, Cast weather control

A pasha’s whirlwind form is 120’ tall, 40’ diameter at the top, 10’ diam-
eter at the base, and can move at 240’ (80’) rate. Unlike normal djinn, 
it can enter or leave whirlwind form in only 1 round. This form inflicts 
3d12 points of damage to all in its path and slays any victim of less than 
5 Hit Dice unless the victim makes a saving throw vs. death.
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Pashas cannot be summoned by spells, and are influenced by very few 
magical items. They normally appear on the Prime Plane only in re-
sponse to the cries of a mistreated djinni.

AC -2, HD 15***, Att [×2 fists (3d10/310) or whirlwind (3d12) + 
special], MV 120' (40'), Fly 360' (120'), SV D3 W3 P3 B4 S2, ML 11, AL 
Neutral, NA 1 (1), % Nil, TT Nil

Dog
Carnivorous pack hunters. Many domesticated breeds exist.

HUNTING DOG – Domestic breeds selected for their intelligence and 
excellent sense of smell. Tracks by scent. Once started, very difficult to 
put off the trail. Trained to attack on owner’s command. Not encoun-
tered in the wild. Typically cost 17gp.

AC 7, HD 1+2, Att [×1 bite (1d6)], MV 180' (60'), SV D12 W13 P14 B15 
S16, ML 10, AL Neutral, NA 0 (0), % Nil, TT Nil

WAR DOG – Large domestic breeds selected for their bulk and ferocious 
nature. Typically wear a spiked collar and light leather armour. AC re-
duced to 8 if unarmoured. Trained to attack on owner’s command. Not 
encountered in the wild. Typically cost 25gp (50gp with armour).

AC 6, HD 2+2, Att [×1 bite (2d4)], MV 120' (40'), SV D12 W13 P14 B15 
S16, ML 11, AL Neutral, NA 0 (0), % Nil, TT Nil

WILD DOG – Packs of wild dogs roam the wilderness or may, rarely, be 
encountered in caves. Packs of 4 or more wild dogs have morale 8. If the 
pack is reduced to less than 50% of its original size, this morale bonus 
is lost.

AC 7, HD 2, Att [×1 bite (1d6)], MV 180' (60'), SV D12 W13 P14 B15 
S16, ML 6, AL Neutral, NA 2d6 (3d6), % Nil, TT Nil

Doppelgänger
These man-sized, shape-changing creatures are intelligent and evil. 
A doppelgänger is able to shape itself into the exact form of any hu-
man-like creature (up to 7’ tall) it sees. Once in the form of the person 
it is imitating, it will always attack that person. Its favorite trick is to 
kill the original person in some way without the party knowing. Then, 
in the role of that individual, it will attack the others by surprise, often 
when the party is already engaged in combat. Sleep and charm spells 
do not affect dopplegangers and they save as Fighter: 10 due to their 
highly magical nature. When killed, a doppleganger will turn back into 
its original form.

AC 5, HD 4*, Att [×1 (1d12)], MV 90' (30'), SV D6 W7 P8 B8 S10, ML 
10, AL Chaotic, NA 1d6 (1d6), % 20, TT E

Dragons
Dragons are a very old race of huge winged lizards. They like to live in 
isolated, out-of-the-way places where few men are found. Though the 
color of their scaly hide (their “color”) makes dragons look different, 
they all have quite a few things in common: they are all hatched from 
eggs, are meat eaters, have Breath Weapons, have a great love of treasure, 
and will do everything possible to save their own lives, including surren-
der. Breath Weapons, treasure, and surrender (subduing a dragon) are 
all explained in the following description.

Dragons are proud of their long history (some of them live hundreds 
or thousands of years), and because of this they tend to think less of the 
younger races (such as Man). Chaotic dragons might capture men, but 
will usually kill and eat them immediately. Neutral dragons might ei-
ther attack or ignore a party completely. Lawful dragons, however, may 
actually help a party if the players are truly worthy of this great honor. 
When playing a dragon, a referee should keep in mind that, because of 
its pride, even the hungriest dragon will pause and listen to flattery (if 
no one is attacking it, and if it understands the language of the speaker).

White Dragon
AC 3, HD 6**, Att [×2 claws, 1 bite (1d4/1d4/2d8)] or Breath, MV 90' 
(30'), Fly 240' (80'), SV D10 W11 P12 B13 S14, ML 8, AL Neutral, NA 
1d4 (1d4), % 20, TT H

Where Found: Cold Region Chance of Talking: 10% Breath Weapon: 
Cold Range (Length x Width): 80’ × 30’ Shape: Cone Chance of being 
Asleep: 50% Spells 3 lvl1

Black Dragon
AC 2, HD 7**, Att [×2 claws, 1 bite (1d4+1/1d4+1/2d10)] or Breath, MV 
90' (30'), Fly 240' (80'), SV D8 W9 P10 B10 S12, ML 8, AL Chaotic, NA 
1d4 (1d4), % 20, TT H

Where Found: Swamp, Marsh Chance of Talking: 20% Breath Weapon: 
Acid Range (Length x Width): 60’ × 5’ Shape: Line Chance of being 
Asleep: 40% Spells 4 lvl1

Green Dragon
AC 1, HD 8**, Att [×2 claws, 1 bite (1d6/1d6/3d8)] or Breath, MV 90' 
(30'), Fly 240' (80'), SV D8 W9 P10 B10 S12, ML 9, AL Chaotic, NA 1d4 
(1d4), % 40, TT H

Where Found: Jungle, Forest Chance of Talking: 30% Breath Weapon: 
Gas Range (Length x Width): 50’ × 40’ Shape: Cloud Chance of being 
Asleep: 30% Spells 3 lvl1, 3 lvl2

Blue Dragon
AC 0, HD 9**, Att [×2 claws, 1 bite (1d6+1/1d6+1/3d10)] or Breath, MV 
90' (30'), Fly 240' (80'), SV D8 W9 P10 B10 S12, ML 9, AL Neutral, NA 
1d4 (1d4), % 50, TT H

Where Found: Desert, Plain Chance of Talking: 40% Breath Weapon: 
Lightning Range (Length x Width): 100’ × 5’ Shape: Line Chance of 
being Asleep: 20% Spells 4 lvl1, 4 lvl2

Red Dragon
AC -1, HD 10**, Att [×2 claws, 1 bite (1d8/1d8/4d8)] or Breath, MV 90' 
(30'), Fly 240' (80'), SV D6 W7 P8 B8 S10, ML 10, AL Chaotic, NA 1d4 
(1d4), % 60, TT H

Where Found: Mountain, Hill Chance of Talking: 50% Breath Weapon: 
Fire Range (Length x Width): 90’ × 30’ Shape: Cone Chance of being 
Asleep: 10% Spells 3 lvl1, 3 lvl2, 3 lvl3

Gold Dragon
AC -2, HD 11**, Att [×2 claws, 1 bite (2d4/2d4/6d6)] or Breath, MV 90' 
(30'), Fly 240' (80'), SV D6 W7 P8 B8 S10, ML 10, AL Lawful, NA 1d4 
(1d4), % 65, TT H

Where Found: Anywhere Chance of Talking: 100% Breath Weapon: Fire/
Gas Range (Length x Width): 90’ × 30’ / 50' × 40' Shape: Cone/Cloud 
Chance of being Asleep: 5% Spells 4 lvl1, 4 lvl2, 4 lvl3

• breath weapons damage – All dragons have a special attack with 
their “Breath Weapon” in addition to their claw and bite attacks. Any 
dragon can use its Breath Weapon up to 3 times each day. A dragon’s first 
attack is always with its Breath Weapon. The number of points of dam-
age any Breath Weapon does is equal to the dragon’s remaining number 
of hit points. Any damage done to a dragon will reduce the damage it 
can do with its Breath Weapon.

After the first Breath attack, a dragon may choose to attack with claws 
and bite. To determine this randomly, roll 1d6: a result of 1-3 means that 
the dragon will use its claw and bite attacks; a result of 4-6 means that 
the dragon will breathe again.
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• shape of breath – A dragon’s Breath Weapon appears as one of three 
different shapes: cone-shaped, a straight line, or a cloud of gas.

A cone-shaped Breath begins at the dragon’s mouth (where it is 2’ wide) 
and spreads out until it is 30’ wide at its furthest end. 

Even at its source, a line-shaped Breath is 5’ wide.

A cloud-shaped Breath billows forth from the dragon’s mouth to form a 
50’×40’×20’ tall cloud around the dragon’s targets directly in front of it.

• saving throws – Anyone caught within the area of effect of a drag-
on’s Breath Weapon may make a saving throw. A successful saving throw 
means that the victim takes only ½ damage from the Breath. Dragons 
are never affected by the normal or smaller versions of their Breath 
Weapons, and automatically make their saving throws against any attack 
form which is the same as their Breath Weapon. (A red dragon will take 
no damage from and usually ignores burning oil, and will always take 
only ½ damage from a fire-type magic spell, such as a fire ball.)

• talking – Dragons are intelligent, and some dragons can speak 
Dragon and Common. The percentage listed next to Chance of Talking 
is the chance that a dragon will be able to talk. Talking dragons are also 
able to use Magic-user/Elf spells. The number of spells and their levels 
are given next to Spells (by Level). Dragon spells are usually selected 
randomly.

• sleeping dragons – The percentage chance given under Chance 
of Being Asleep applies whenever a party encounters a dragon on the 
ground (flying dragons are never asleep). Any result greater than the 
percentage means that the dragon is not asleep (though it may be pre-
tending to be!). If a dragon is asleep, it may be attacked (with a bonus of 
+ 2 on “to hit” rolls) for one round, during which it will wake. Combat 
will proceed normally for the second and further rounds.

• subduing dragons – A subdued dragon must be sold. The price is up 
to the referee, but should never exceed 1,000 gp per hit point. The drag-
on may be forced to serve the characters who subdued it. If a subdued 
dragon is ever ordered to perform a task which is apparently suicidal, 
the dragon will attempt to escape and/or kill its captors.

• age – The statistics given are for an average-sized dragon of its type. 
Younger dragons are smaller and have acquired less treasure; older drag-
ons are larger and have acquired more. Dragons generally range in size 
from 3 hit dice smaller to 3 hit dice larger than average. For example, red 
dragons could be found having 7 to 13 hit dice, depending on their age.

• treasure – Younger dragons may have collected as little as ¼ to ½ 
the normal listed treasure; older dragons may have as much as double 
the listed amount. Dragon treasure is only found in the dragon’s lair. 
These lairs are rarely left unguarded, and are well hidden to prevent easy 
discovery.

• gold dragons – Gold dragons always talk and use spells. They can 
also change their shape, and often appear in the form of a human or ani-
mal. Gold dragons may breathe either fire (like a red dragon) or chlorine 
gas (like a green dragon), though they still have a total of 3 Breath Weap-
on attacks per day (not 6). The type of Breath attack should be chosen by 
the referee to fit the situation.

Dragons are extremely powerful monsters and should be used with cau-
tion when encountered by low level player characters. It is recommend-
ed that until characters reach the fourth and higher levels of experience 
that only the youngest and smallest dragons be used by the referee.

Dragon Turtle
Dragon Turtles appear to be some unusual mixture of a dragon and a gi-
gantic turtle. They have the head, limbs and tail of a great dragon and the 
hard shell of a turtle. These creatures live in the depths of great oceans 
and seas, seldom surfacing or approaching land. Dragon Turtles are so 
large that sailors have mistakenly anchored on ones floating on the sur-
face, thinking the hard shell to be a small island.

Besides its powerful claws and bite, the dragon turtle is also able to use a 
breath weapon. It can breathe a 30’ wide cloud of steam to a distance of 
90’. This breath weapon will do damage in the same manner as a drag-

on’s, inflicting hit points of damage equal to the current hit points of 
the dragon turtle. Dragon turtles live in great caverns on the bottom of 
the deepest oceans, where they keep the treasures of sunken ships. On 
occasion they will rise under ships, attempting to overturn them and 
devour the occupants.

Note: Dragon turtles are extremely powerful creatures that should not be 
used unless the player characters are of very high level.

AC -2, HD 30, Att [×2 claws, 1 bite (1d8/1d8/10d6)], MV 30' (10'), Swim 
90' (30'), SV D10 W11 P12 B13 S14, ML 10, AL Chaotic, NA 0 (1), % 5, 
TT H

Dwarf
Dwarves can also appear as NPCs, usually in clan groups or as war or 
mining expeditions. For every 20 dwarves there will be one leader (lev-
el 3-8: 1d6+2) and who may have magical items. To check for possible 
magical items, multiply the leader’s level by 5. The result is the percent-
age chance for that leader to own a magical item from any one particu-
lar subtable. Roll separately for each type (subtable) of magic treasure. 
Check all the subtables except the Scroll subtable and the Wand/Rod/
Staff subtable. As long as their leader is fighting with them and still alive, 
dwarven morale is 10 rather than 8. Dwarves hate goblins, and will usu-
ally attack them on sight.

AC 4, HD 1, Att [×1 weapon (1d6)], MV 60' (20'), SV D8 W9 P10 B13 
S12, ML 8/10, AL Lawful/Neutral, NA 1d6 (5d8), % 50, TT G

Eagle, Giant
The grand, giant eagles have a 20’ wingspan. They nest on large cliffs or 
other out of the way rocky areas. Their eyesight is so finely honed that 
during the day they are impossible to surprise. In addition to their nor-
mal claw and beak attacks, giant eagles may use a dive attack that deals 
2d6 damage per claw, with no beak attack possible. They may instead 
opt to carry away prey, and can carry up to 200 lbs. at half their normal 
movement. When a nest is encountered there is a 60% chance that there 
are 1d4 young, otherwise there are a like number of eggs. Giant eagles 
are intelligent, and have a kind fondness for elves and dwarves.

AC 7, HD 4, Att [×2 claws, 1 bite (1d6/1d6/2d6)], MV 30' (10'), Fly 480' 
(120'), SV D10 W11 P12 B13 S14, ML 8, AL Neutral, NA 1d6 (1d20), % 
20, TT L, A (no coins)

Efreeti (lesser)*
Efreet are free-willed fire elementals. These beings usually appear as 
clouds of smoke that solidify into giant-sized demonic-faced men sur-
rounded by flames. The air around them is always hot and smoky. Efreet 
are highly magical in nature and save as 15th level fighters. They can 
only be hit with magic weapons.

Efreet can create objects, create illusions, and turn invisible like djinn. 
They are also able to create a wall of fire up to 3 times per day. An efreeti 
may transform its body into a pillar of flame that will set fire to all flam-
mable items within 5 feet. They can retain the flame shape for 3 rounds 
maximum. The fire will also do an additional 1d8 points of damage to 
all creatures struck by the efreet. They may fly and carry up to 10,000 cn 
weight while flying.

Efreet can be summoned by high level magic-users who have researched 
the special spells required. Once summoned, Efreet can be forced to 
serve for 101 days. They are reluctant and difficult servants and will obey 
their instructions exactly, attempting to distort the meaning of whatever 
they have been told to do in order to cause trouble for their masters. 
Efreet hate Djinn and will attack them on sight.

AC 3, HD 10*, Att [×1 fist (2d8)], MV 90' (30'), Fly 240' (80'), SV D4 W5 
P6 B5 S8, ML 12, AL Chaotic, NA 1 (1), % Nil, TT Nil
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Efreeti (greater, Amir)*
In the elemental plane of Fire, the rulers of the efreet are known as 
amirs. They appear as very large normal efreet (15’-30’ tall).

An amir cannot be affected by normal weapons, or even by weapons 
of less than +2 enchantment. Amirs also regenerate at the rate of 2 hit 
points per round. An amir can perform all the abilities of a normal 
efreet as often as desired, once per round. It can also enter or leave the 
Ethereal Plane by concentrating for 1 full round.

Special powers usable once per day are grant another’s wish, cast fireball 
or explosive cloud (all as if a 20th level magic-user). An amir’s pillar of 
flame form ignites all flammable objects within 15’ and adds a bonus of 
2d8 points to each fist attack. It can retain this shape without limit.

Amirs cannot be summoned by spells, and are affected by very few mag-
ical items. They normally appear on the Prime Plane only in response to 
the cries of a mistreated efreeti. When they appear on the Prime Plane, 
they can appear anywhere, but prefer warmer climates, such as deserts.

AC -2, HD 20***, Att [×2 fists (3d10/3d10)], MV 120' (40'), Fly 360' 
(120'), SV D2 W2 P2 B2 S2, ML 11, AL Chaotic, NA 1 (1), % Nil, TT Nil

Elemental
Elementals can be brought forth only from a large amount of their el-
ement (open air, bare earth or rock, large fire, large pond). After being 
summoned they must be totally controlled at all times by the person 
who summoned them. Control requires complete concentration. If the 
summoner moves over half speed, takes damage in combat or does any-
thing besides paying attention to the elemental, the elemental will turn 
and attempt to attack its summoner. It will also attack any creature in the 
path between it and the one who summoned it. Once control is lost, it 
can never be regained. An elemental vanishes when dispelled, when the 
elemental is slain, or when the summoner orders the elemental to return 
from whence it came while it is still under control. Elementals can be hit 
only by magic or magic weapons.

AIR – Air elementals appear as great whirlwinds 2’ tall and ½’ in diam-
eter for each hit die they have (a staff elemental would be 16’ tall and 4’ 
across). The whirlwind will catch and sweep away creatures of less than 
2 hit dice, unless a saving throw vs. Death Ray is made. Air elementals 
will do an extra 1d8 points of damage against flying opponents.

AC variable, HD variable, Att [special], MV Fly 360' (120'), SV variable, 
ML 10, AL Neutral, NA 1 (1), % Nil, TT Nil

EARTH – Earth elementals appear as huge man-like figures 1’ tall for 
each hit die they have (thus a conjured elemental would be 16’ tall). 
Earth elementals cannot cross a water barrier wider than their height. 
Earth elementals do an extra 1d8 points of damage against opponents 
on the ground.

AC variable, HD variable, Att [special], MV 60' (20'), SV variable, ML 10, 
AL Neutral, NA 1 (1), % Nil, TT Nil

FIRE – Fire elementals appear as swirling pillars of roaring flame 1’ tall 
and 1’ in diameter for each hit die they have; a device elemental would 
be 12’ tall and 12’ across. They cannot cross a water barrier wider than 
their own diameter. They do an additional 1d8 points of damage against 
all creatures with cold-based attacks.

AC variable, HD variable, Att [special], MV 120' (40'), SV variable, ML 
10, AL Neutral, NA 1 (1), % Nil, TT Nil

WATER – Water elementals appear as great waves of water ½’ tall and 
2’ in diameter for each hit die they have (a staff elemental will be 4’ tall 
and 16’ across). Water elementals are not able to move more than 60’ 
from water. They do an extra 1d8 points of damage against opponents 
in water.

AC variable, HD variable, Att [special], MV 60' (20'), Swim 180' (60'), SV 
variable, ML 10, AL Neutral, NA 1 (1), % Nil, TT Nil

Staff elementals (the weakest) are summoned by a magic-user with a 
special staff. Device elementals are summoned with the use of a special 
miscellaneous magic item. Conjured elementals are summoned by the 
use of the 5th level magic-user/elf spell.

Armor Class Hit Dice Damage Saves
Staff 2 8 1d8 D8 W9 P10 B10 S12

Device 0 12 2d8 D6 W7 P8 B8 S10
Conjured -2 16 3d8 D2 W3 P4 B3 S6

Elephant
Any number of elephants from a lone rogue to an entire herd may be en-
countered. Both males and females have tusks. In combat, elephants will 
first charge, striking with their tusks for double damage. In succeeding 
combat rounds, they will either strike with their tusks (25%) or trample 
(75%). If the opponent is man-sized or smaller, the elephant receives a 
bonus of + 4 on “to hit” rolls when trampling.

Elephants dwell at the edge of sub-tropical forest areas. Their tusks are 
valued for the ivory and may be sold for 6d100 gp each.

AC 5, HD 9, Att [×2 tusks (2d4/2d4)], or [1 trample (4d8)], MV 120' 
(40'), SV D10 W11 P12 B13 S14, ML 8, AL Neutral, NA 0d4 (1d20), % 
Nil, TT see above

Elf
Elves can also appear as NPCs. Each elf will have one 1st level spell (cho-
sen at random). When a group of 15 or more elves appears, one of them 
will be a leader of level 1d6 + 1. Check for possible magical items that 
the leader may have. To check for items, multiply the leader’s level by 5. 
The result is the percentage chance for that leader to have a magic item 
from any one of the magic subtables. Roll separately for each subtable, 
and check all the magic subtables. As long as their leader is alive, elven 
morale is 10 rather than 8.

AC 5, HD 1+1*, Att [×1 weapon (1d8)], MV 120' (40'), SV D12 W13 P13 
B15 S15, ML 8 or special, AL Neutral, NA 1d4 (2d12), % 10, TT E

Ettin
Ettins are dirty creatures that wear tattered skins and often use wicked 
weapons, such as barbed clubs. They share some affinity to orcs, wit-
nessed in their pig-like faces. Ettins are large, nocturnal creatures that 
live below ground. They have two heads, each of which controls one 
arm. The right side is slightly dominant, and can cause 3d6 damage 
whereas the left can inflict 2d8. Ettins are seldom surprised (1 on 1d6) 
because one head or the other is usually keeping watch.

AC 3, HD 10, Att [×2 club (2d8/2d8)], MV 120' (40'), SV D6 W7 P8 B8 
S10, ML 9, AL Chaotic, NA 1d2 (1d4), % 20, TT D

Fish, Giant
PIRANHA – These deadly fish are 5’ in length and have green and black 
scales. They will attack anything that disturbs the water near them. Up 
to 8 giant piranha can attack the same target. Once blood is drawn they 
go into a feeding frenzy and will not check morale. Piranha inhabit 
warm fresh waters and prefer rivers to lakes.

AC 6, HD 3+3, Att [×1 bite (1d8)], MV Swim 150' (50'), SV D12 W13 P14 
B15 S16, ML 7, AL Neutral, NA 0 (2d4), % Nil, TT Nil



83

ROCKFISH – This fish, found in shallow salt water, is very difficult to 
distinguish from normal boulders. There is a 70% chance that it will be 
mistaken for a boulder or lump of coral. The rockfish is normally harm-
less, but will viciously attack anyone who disturbs it. Its body is covered 
with spines, and it may lash 4 of them at any character. These spines do 
1d4 points of damage each and are deadly poisonous (save vs. Poison or 
die). Mistaking a rockfish for a rock or lump of coral and grasping it will 
result in 4 automatic hits, each requiring a save vs. Poison in addition to 
the normal damage taken.

AC 7, HD 5+5, Att [×4 spines (1d4) + poison], MV Swim 180' (60'), SV 
D12 W13 P14 B15 S16, ML 8, AL Neutral, NA 0 (2d4), % Nil, TT Nil

CATFISH – This chalky white fish is about 15’ long. It has two long feelers 
that sprout from each side of its mouth, and lurks in the cool muck of 
river and lake bottoms attacking swimmers or things moving on the 
bottom. 

AC 4, HD 8+3*, Att [×1 bite (2d8), 4 feelers (1d4)], MV Swim 90' (30'), 
SV D10 W11 P12 B13 S14, ML 8, AL Neutral, NA 0 (1d2), % Nil, TT Nil

STURGEON – Giant sturgeon are almost 30’ long. They are covered with 
thick armorlike scales. Sturgeons are vicious fighters. On a roll of 18 or 
better they will swallow their prey whole.

Any character swallowed takes 2d6 points of damage per round and 
must make a saving throw vs. Death Ray or be paralyzed. If the charac-
ter saves, he may try to hack a way out at a penalty of -4 (the inside of a 
sturgeon has a base AC of 7).

AC 0, HD 10+2*, Att [×1 bite (2d10)], MV Swim 180' (60'), SV D10 W11 
P12 B13 S14, ML 9, AL Neutral, NA 0 (1), % Nil, TT Nil

Frog, Giant
GIANT – Giant frogs inhabit swamps, rivers, lakes, ponds or other bod-
ies of water. Three different sizes are categorized here, 2’ long and 50 lbs. 
(1 HD), 4’ long and 150 lbs (2 HD), and 6’ long and 250 lbs (3 HD). Much 
like their giant toad cousins, giant frogs blend into their environment, 
surprising opponents on 1-4 on 1d6. Giant frogs can leap 180’ (60’) and 
attack the same round. They often attack by extending their immense-
ly long tongues that are three times as long as their bodies, to strike 
with +4 on the attack roll. If the victim fails to attack the tongue before 
the next round, he is drawn to the mouth of the frog and bitten for an 
amount of damage dependent on the frog’s size. If the victim weighs 
more than the frog but not twice as much, he may attack the tongue 
an additional time before being dragged. Victims weighing more than 
twice the weight of the frog are nor dragged. In addition to these attacks, 
giant frogs have a swallow attack, and are able to swallow human-sized 
opponents or smaller. Swallowed creatures suffer 1d6 damage from di-
gestion per round.

AC 7, HD 1-3, Att [×1 bite (1d3, 1d6, 2d4)], MV 30' (10'), Swim 90' (30'), 
SV D10 W11 P12 B13 S14, ML 9, AL Neutral, NA 5d8 (5d8), % Nil, TT 
Nil

KILLER – Killer frogs are 2’ long and attack with vicious claws and a bite. 
They crave human flesh, and attack with no provocation.

AC 8, HD 1+4, Att [×2 claws (1d2/1d2), 1 bite (1d4+1)], MV 60' (20'), 
Swim 120' (40'), SV D10 W11 P12 B13 S14, ML 7, AL Neutral, NA 3d6, 
% Nil, TT Nil

POISONOUS – These 1’ long frogs are not aggressive, but attack if pro-
voked. Its bite is poisonous, as is its skin from merely a touch. Victims 
exposed to the poison must save versus poison with a +4 bonus or die.

AC 8, HD 1, Att [×1 bite (1)], MV 30' (10'), Swim 90' (30'), SV D10 W11 
P12 B13 S14, ML 7, AL Neutral, NA 2d6, % Nil, TT Nil

Gargoyle
Gargoyles are magical monsters and save as Fighter: 8. They can only be 
hit with magic or magical weapons. As pictured in medieval architec-
ture, they are horned, clawed, fanged, winged, hideous-looking beasts. 
Their skin often looks exactly like stone and are often mistaken to be 
statues. Gargoyles are very cunning and at least semi-intelligent. They 
will attack nearly anything that approaches them. Gargoyles are not af-
fected by sleep or charm spells. The referee is advised to use gargoyles 
only if the player characters have at least one magical weapon.

AC 5, HD 4, Att [×2 claws (1d3/1d3), 1 bite (1d6), 1 horn (1d4)], MV 90' 
(30'), Fly 150' (50'), SV D8 W9 P10 B10 S12, ML 11, AL Chaotic, NA 1d6 
(2d4), % 20, TT C

Ghast
These despicable undead creatures resemble ghouls, and are often found 
with them. However, ghasts are much more powerful. Their bite induces 
paralysis for 2d4 turns unless a successful saving throw versus paralyze 
is made; this paralysis is potent even to elves. In addition, ghasts have a 
horrible rotting stench, and any beings within 10’ must save versus poi-
son or become horribly sick and vomiting, suffering -2 to hit in combat. 
Ghasts represent such a powerful evil that protection from evil is inef-
fective against them unless combined with powdered iron. Cold iron 
weapons deal twice normal damage against ghasts.

AC 4, HD 4, Att [×2 claws (1d4, 1d4), 1 bite (1d8)], MV 150' (50'), SV 
D10 W11 P12 B13 S14, ML 9, AL Chaotic, NA 1d6 (1d6), % 10, TT O, 
N, L, B

Ghoul
Ghouls are undead creatures. They are hideous, beast-like humans who 
will attack anything living. Any attack by a ghoul will paralyze any crea-
ture of ogre-size or smaller that they hit successfully (except elves) un-
less the victim saves vs. Paralysis. Once an opponent is paralyzed, the 
ghoul will turn and attack another opponent, until either the ghoul or all 
the opponents are paralyzed or dead. This paralysis is the normal type 
(lasting 2d4 turns unless removed by a cure light wounds spell). 

AC 6, HD 2*, Att [×2 claws (1d3, 1d3), 1 bite (1d3) + special], MV 90' 
(30'), SV D12 W13 P14 B15 S16, ML 9, AL Chaotic, NA 1d6 (2d8), % 10, 
TT B

Giant
HILL GIANT – These hairy brutes are 12’ tall and very stupid. They wear 
animal skins and carry huge clubs and spears. These giants live in the 
foothills of mountains and raid human communities from time to time 
for food and plunder.

AC 4, HD 8, Att [×1 (2d8)], MV 120' (40'), SV D8 W9 P10 B10 S12, ML 
8, AL Chaotic, NA 1d4 (2d4), % 25, TT E + 5,000 gp

STONE GIANT – These giants are 14’ tall and have gray rock-like skin. 
They use large stalactites as clubs. They hurl rocks up to 300’ for 3d6 
points of damage. They live in caves or crude stone huts, and may (50%) 
have 1d4 cave bears as guards.

AC 4, HD 9, Att [×1 (3d6)], MV 120' (40'), SV D8 W9 P10 B10 S12, ML 
9, AL Neutral, NA 1d2 (1d6), % 25, TT E + 5,000 gp

FROST GIANT – These awesome giants are pale-skinned with light yel-
low or light blue hair. They stand 18’ tall, have long full beards, and wear 
fur skins and iron armor. Frost giants may hurl rocks up to 200’ for 
3d6 points of damage. They often build castles above the timberline of 
snow-capped mountains. They will always have either 3d6 polar bears 
(20% chance) or 6d6 wolves (80% chance) as guards. Frost giants are not 
affected by cold-based attacks.

AC 4, HD 10+1, Att [×1 (4d6)], MV 120' (40'), SV D8 W9 P10 B10 S12, 
ML 9, AL Chaotic, NA 1d2 (1d4), % 30, TT E + 5,000 gp
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FIRE GIANT – These giants have red skin and dark black hair and 
beards. They are 16’ tall and wear copper, brass, or bronze armor. Fire 
giants throw rocks up to 200’ for 3d6 points of damage. Fire giants usu-
ally make their home near volcanoes or other equally hot places. Their 
castles are low and have thick walls and are made of black baked mud re-
inforced with crude iron. They will always have either 1d3 hydras (20%) 
or 3d6 hellhounds (80%) as guards. These giants are not affected by fire-
based attacks.

AC 4, HD 11+2, Att [×1 (5d5)], MV 120' (40'), SV D6 W7 P8 B8 S10, ML 
9, AL Chaotic, NA 1d2 (1d3), % 35, TT E + 5,000 gp

CLOUD GIANT – These fierce giants have white or gray skin and hair. 
They wear pale robes and stand 20’ tall. Cloud giants have keen eyes and 
a sharp sense of smell, so they are rarely surprised (a 1 in 6 chance). They 
may throw boulders 200’ for 3d6 points of damage. They live in castles 
in the sides of mountains or atop masses of clouds. Their guards will be 
3d6 giant hawks (clouds or mountains) or 6d6 dire wolves (mountains 
only). Cloud giants hate to be disturbed and may block mountain passes 
to discourage trespassers.

AC 4, HD 12+3, Att [×1 (6d6)], MV 120' (40'), SV D6 W7 P8 B8 S10, ML 
10, AL Neutral, NA 1d2 (1d3), % 40, TT E + 5,000 gp

STORM GIANT – These are the tallest giants, often over 22’ tall. They 
have bronze colored skin and bright red or yellow hair. They love thun-
der storms and may create one in 1 turn. If a storm is present, a storm 
giant may throw one lightning bolt every 5 rounds. This bolt will do 
damage equal to the remaining hit points of the giant (a saving throw 
vs. Spells will reduce this to ½ damage). Storm giants live on moun-
tain tops, in cloud castles, or deep under water. Their castles will always 
be guarded by either 2d4 griffons (mountains and clouds) or 3d6 giant 
crabs (under water). Lightning does not affect these giants, and they are 
often found in the middle of fierce storms, enjoying the weather.

AC 2, HD 15, Att [×1 (8d6) + special], MV 150' (50'), SV D4 W5 P6 B5 
S8, ML 10, AL Lawful, NA 1 (1d3), % 45, TT E + 5,000 gp

Gnoll
Gnolls are beings of low intelligence that appear to be human-like hye-
nas. They may use any weapons. They are strong, but dislike work and 
prefer to bully and steal for a living. For every 20 gnolls encountered, 
one will be a leader with 16 hit points who attacks as a 3 hit dice mon-
ster. Gnolls are rumored to be the result of a magi - cal combination of a 
gnome and a troll by an evil magic-user.

AC 5, HD 2, Att [×1 weapon (2d4 or by wpn. +1)], MV 90' (30'), SV D12 
W13 P14 B15 S16, ML 8, AL Chaotic, NA 1d6 (3d6), % 20, TT D

Gnome
Gnomes are a human-like race related to dwarves. They are smaller than 
dwarves, and have long noses and full beards. Gnomes have well devel-
oped infravision (heat-sensing sight), and can “see” heat to 90’ in the 
dark. They usually live in burrows in the lowlands. Gnomes are excellent 
metalsmiths and miners. They love gold and gems and have been known 
to make bad decisions just to obtain them. They love machinery of all 
kinds and like to use crossbows as missile weapons and war hammers 
in hand-to-hand combat. Gnomes like most dwarves, but war with gob-
lins and kobolds who steal their precious gold. They will usually attack 
kobolds on sight.

For every 20 gnomes, one will be a leader with 11 hit points who fights 
as a 2 hit dice monster. In the gnome lair lives a clan chieftain and his 
1d6 bodyguards. The clan chieftain has 18 hit points, attacks as a 4 hit 
dice monster, and gains a bonus of + 1 on damage rolls. The bodyguards 
will have 10-13 (1d4 + 9) hit points and attack as 3 hit dice monsters. 
As long as the clan chieftain or leader is alive, all gnomes within sight of 
him have a morale of 10 rather than 8.

AC 5, HD 1, Att [×1 weapon (1d6)], MV 60' (20'), SV D8 W9 P10 B13 
S12, ML 8 or special, AL Lawful/Neutral, NA 1d8 (5d8), % 50, TT C

Goat, Giant
These reclusive herbivores dwell in hilly country. They will aggressively 
defend themselves from any threat. If giant goats charge, they add +4 to 
damage inflicted when they hit (6-20 hit points). Their weapons are two 
long, sharp horns. They attack by butting with them. In rare cases these 
creatures have been tamed to serve as steeds.

AC 7, HD 3+1, Att [×1 gore (2d8)], MV 240' (80'), SV D12 W13 P14 
B15 S16, ML 9, AL Neutral, NA 1d4 (1d12), % Nil, TT Nil

Goblin
Goblins are a small incredibly ugly human-like race. Their skin is a pale 
earthy color, such as chalky tan or livid gray. Their eyes are red, and glow 
when there is little light, somewhat like rat’s eyes.

Goblins live underground and have well-developed infravision (heat-
sensing sight) to 90’. In full daylight they fight with a penalty of -1 on 
their “to hit” rolls. Goblins hate dwarves and will attack them on sight. 
There is a 20% chance that when goblins are encountered, 1 of every 4 
will be riding a dire wolf.

In the goblin lair lives a goblin king with 15 hit points who fights as a 3 
hit dice monster and gains + 1 on damage rolls. The goblin king has a 
bodyguard of 2d6 goblins who fight as 2 hit dice monsters and have 2d6 
hit points each. The king and his bodyguard may fight in full daylight 
without a penalty. The goblin morale will be 9 rather than 7 as long as 
their king is with them and still alive. Treasure type C is only found in 
the goblin lair or when encountered in the wilderness.

AC 6, HD 1-1, Att [×1 weapon (1d6)], MV 60' (20'), SV D12 W13 P14 
B15 (NM), ML 7 or special, AL Chaotic, NA 2d8 (6d10), % 40, TT R (C)

Golem
A golem is a powerful monster, created and animated by a high-level 
magic-user or cleric. They can be made of almost any material, but the 
ones listed are typical. The referee should feel free to create his own, with 
any special powers desired.

Normally golems can only be hit by magic weapons. Golems are also 
immune to sleep, charm, and hold spells, as well as all forms of gases. 
Creating a golem is costly, time consuming, and beyond the power of 
player characters in these rules.

CLAY – These golems are constructed from clay, and are usually hu-
manoids approximately 8’ tall. Their powerful fists deal 3d10 damage, 
which can only be magically healed by a cleric of at least 17th level. 
Sharp weapons are ineffective against clay golems. Only blunt magical 
weapons cause damage. Further, only the following spells affect clay go-
lems: disintegrate acts as a slow spell, and deals only 1d12 hp damage; 
earthquake cast on the golem halts it in its tracks for one turn and deals 
5d10 hp damage; move earth pushes a clay golem backwards by 120’ and 
deals 3d12 hp damage.

AC 7, HD 11, Att [×1 fist (3d10)], MV 60' (20'), SV D6 W7 P8 B8 S10, 
ML 12, AL Neutral, NA 1 (0), % Nil, TT Nil

FLESH – A flesh golem is not an undead creature, though it is sometimes 
mistaken for one since it is typically cobbled together from various de-
ceased humanoid body parts. Flesh golems are immensely powerful, 
and can automatically break down most doors. They are able to deal 1 
shp of damage to a reinforced door or structure for every 3 rounds of 
attacking it. Ordinary weapons of any kind are ineffective against flesh 
golems. Likewise, all spells are ineffective except heat and cold-based 
spells, which act to slow flesh golems for 2d6 rounds. However, all elec-
tricalbased attacks actually repair damage to flesh golems at a rate of 1 
hp per 1 HD of damage that would otherwise have been afflicted.

AC 9, HD 9, Att [×2 fist (2d8/2d8)], MV 90' (30'), SV D8 W9 P10 B10 
S12, ML 12, AL Neutral, NA 1 (0), % Nil, TT Nil
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IRON – These 12’ tall iron beings are immensely powerful, and can deal 
1 shp of damage per round. In addition to smashing with powerful fists, 
these golems have a poisonous gas breathe attack that affects a 10’ cubed 
area in front of the golem. Creatures within the area must save versus 
poison or die. Only weapons at least +3 or better can damage iron go-
lems. Spells are ineffective, except for lightning bolt, which acts to slow 
the golem for 3 rounds. Fire-based magical attacks actually repair dam-
age to an iron golem at the rate of 1 hp per 1 hp damage that would 
otherwise have been inflicted.

AC 3, HD 18, Att [×1 fist (4d10)], MV 60' (20'), SV D2 W3 P4 B3 S6, ML 
12, AL Neutral, NA 1 (1), % Nil, TT Nil

STONE – Stone golems have powerful fists that can deal 1 shp every oth-
er round. In addition, stone golems can cast slow at an opponent within 
10’ every other round. Only weapons at least +2 or better can damage 
stone golems. Spells are ineffective, except for rock to mud, which acts to 
slow the golem for 2d6 rounds. Mud to rock repairs all damage a stone 
golem has suffered. If stone to flesh is cast on the golem, it becomes 
susceptible to all normal attacks for 1 full round.

AC 5, HD 14, Att [×1 fist (3d8)], MV 60' (20'), SV D4 W5 P6 B5 S8, ML 
12, AL Neutral, NA 1 (1), % Nil, TT Nil

WOOD – These monsters are crude manlike figures about 3’ tall, rudely 
hacked from wood. They move stiffly and have a penalty suffering one 
extra point of damage per die from fire-based attacks.

AC 7, HD 2+2, Att [×1 fist (1d8)], MV 120' (40'), SV D12 W13 P14 B15 
S16, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

BONE – These are 6’ tall creatures made from the bones of dead men 
bound together into a manlike form. They wield weapons from skele-
tal arms that are fastened to their bodies at various points. Either four 
one-handed weapons or two pole arms may be used by a bone golem, 
and it will attack up to two enemies per round. Bone golems are immune 
to fire, cold, and electrical attacks.

AC 2, HD 8, Att [×4 weapon (by wpn.)], MV 120' (40'), SV D10 W11 
P12 B13 S14, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

AMBER – These resemble giant lions or tigers. They are faultless trackers 
and can detect invisible creatures within 60’.

AC 6, HD 10**, Att [×2 claws (2d6/2d6), 1 bite (2d10)], MV 180' (60'), 
SV D10 W11 P12 B13 S14, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

BRONZE – These creations look somewhat like fire giants. Their skin 
is bronze and their blood is liquid fire. Any creature hit by a bronze 
golem will take 1d10 more points of damage from the great heat inside 
it. Anyone scoring damage on a bronze golem with an edged weapon 
must save vs. Death Ray or take 2d6 points of damage from the fiery 
“blood” spurting out of the wound. Bronze golems are not affected by 
fire-based attacks.

AC 0, HD 20**, Att [×1 fist (3d10) + special], MV 240' (80'), SV D6 W7 
P8 B8 S10, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

Gorgon
A gorgon is a magical bull-like monster covered with large iron scales. It 
gores opponents with its great horns and will do double damage if it hits 
when charging. A gorgon also breathes clouds of vapor that will petrify 
any opponents who fail their saving throw vs. Turn to Stone. A gorgon’s 
vapor cloud is 60’ long by 10’ wide. They are impervious to their own 
breath weapon. Gorgons are usually found in foothills or grasslands.

AC 2, HD 8*, Att [×1 gore (2d6) or Breath (petrification)], MV 120' 
(40'), SV D8 W9 P10 B10 S12, ML 8, AL Chaotic, NA 1d2 (1d4), % 40, 
TT E

Gray Ooze
This seeping horror looks like wet stone and is difficult to see. It secretes 
an acid which does 2d8 points of damage if the gray ooze hits bare skin. 
This acid will dissolve and destroy magic armor in one turn. After the 
first hit, the ooze will stick to its victim, automatically destroying any 
normal armor and doing 2d8 points of damage each round. Gray ooze 
cannot be harmed by cold or fire, but can be harmed by weapons and 
lightning.

AC 8, HD 3*, Att [×1 (2d8)], MV 10' (3'), SV D12 W13 P14 B15 S16, ML 
12, AL Neutral, NA 1 (1), % Nil, TT Nil

Green Slime
Green slime looks like green, oozing slime. This creature can be harmed 
by fire or cold but cannot be hurt by any other attacks. It dissolves wood 
and metal (in 6 rounds), but cannot dissolve stone.

Green slime often clings to walls and ceilings and will drop down on 
surprised characters. Once in contact with flesh, it will stick and turn the 
flesh into green slime. It cannot be scraped off, but must be burnt off (or 
treated with a cure disease spell). When green slime drops on a victim 
(or is stepped on), the victim can usually burn it while it is dissolving ar-
mor and clothing. If it is not burned off, the victim will turn completely 
into green slime 1d4 rounds after the first 6-round (one minute) period. 
Burning does ½ damage to the green slime and ½ damage to the victim.

AC Nil, HD 2*, Att [×1 (special)], MV 3' (1'), SV D12 W13 P14 B15 S16, 
ML 12, AL Neutral, NA 1 (0), % Nil, TT Nil

Griffon
A griffon is a large monster with the head, wings, and front claws of an 
eagle and the body and hindquarters of a lion. It is a voracious predator. 
Its favorite prey is horses. When within 120’ of horses a griffon must pass 
a morale check or attack immediately. Wild griffons will attack any who 
approach their nests. If they are captured young, they can be tamed to 
become fierce, loyal mounts (training is left to the referee’s discretion). 
Tamed griffons are still likely to attack horses, however, and must check 
morale as above.

AC 5, HD 7, Att [×2 claws (1d4/1d4), 1 bite (2d8)], MV 120' (40'), Fly 
360' (120'), SV D10 W11 P12 B13 S14, ML 8, AL Neutral, NA 0 (2d8), % 
25, TT E

Halfling
Halflings can also be NPCs. They live in small villages of 30-300 inhab-
itants. Each village will have a leader (level 1d6+1) and a village guard of 
5d4 militia (each with 2 hit dice). Treasure type (B) will only be found if 
encountered in the wilderness.

AC 7, HD 1-1, Att [×1 weapon (1d6)], MV 90' (30'), SV D8 W9 P10 B13 
S12, ML 7, AL Lawful, NA 3d6 (5d8), % 90l, TT V (or B)

Harpy
A harpy has the lower body of a giant eagle and the upper body and head 
of a hideous-looking woman. By their singing, harpies lure creatures to 
them, to be killed and devoured. Any creature hearing the harpy’s song 
must save vs. Spells or be charmed. Charmed individuals will move to-
ward the harpies, resisting any attempt to stop them, but not otherwise 
attacking. If a character saves against the songs of a group of harpies, the 
character will not be affected by any of their songs during the encounter. 
Harpies are resistant to magic and have a + 2 on all their saves.

AC 7, HD 3*, Att [×2 claws (1d4/1d4), 1 weapon (1d6) + special], MV 
60' (20'), Fly 150 (50'), SV D12 W13 P14 B15 S16, ML 7, AL Chaotic, NA 
1d6 (2d4), % 25, TT C
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Hawk
Hawks are hunting birds that glide on the updrafts of the wind, watch-
ing the ground for prey. If a hawk surprises its victim, it will do double 
damage on its first attack.

NORMAL – These will not attack human-sized or larger creatures unless 
they appear unable to defend themselves (wounded, bound, etc.).

AC 8, HD ½ (1d4 hp), Att [×1 claw (1d2)], MV Fly 480 (160'), SV D12 
W13 P14 B15 (NM), ML 7, AL Neutral, NA 0 (1d6), % 20, TT Nil

GIANT – These birds are the size of a very large dog or small pony. Giant 
hawks are very strong and will attack human-sized creatures if hungry. 
They can carry off halfling-sized prey.

AC 6, HD 3+3, Att [×1 claw (1d6)], MV Fly 450 (150'), SV D12 W13 P14 
B15 S16, ML 8, AL Neutral, NA 0 (1d3), % 20, TT Nil

Both types of hawks may be trained as pets or guards by an animal train-
er.

Hell Hound
A hellhound appears as reddish-brown hound the size of a large wolf-
hound or small pony, and is impervious to normal fire. They are often 
found near volcanos, deep in dungeons, or with another fire-loving 
creature (such as a fire giant). Hellhounds are cunning and highly intel-
ligent. They save as a fighter level equal to their hit dice.

In melee, a hellhound will attack one person, biting (3-6 on 1d6) or 
breathing fire (1 or 2 on 1d6) each round. Its breath does 1d6 points of 
damage for each hit die the hellhound has (3d6 to 7d6). A character who 
makes a saving throw vs. Dragon Breath takes only half damage.

Hellhounds have a 75% chance per round of detecting an invisible per-
son or object within 60’. They save as a fighter of equal hit dice.

AC 4, HD 3-7*, Att [×1 bite (1d6) or special], MV 120' (40'), SV variable, 
ML 9, AL Chaotic, NA 2d8 (2d8), % 30, TT C

Hipogriff
A hippogriff is a fantastic creature with the foreparts and head of a gi-
ant eagle and the hindquarters of a horse. Hippogriffs can be ridden if 
tamed. They will usually attack pegasi, who are their natural enemies. 
Hippogriffs nest in rocky crags.

AC 5, HD 3+1, Att [×2 claws (1d6/1d6), 1 bite (1d10)], MV 180' (60'), 
Fly 360 (120'), SV D12 W13 P14 B15 S16, ML 8, AL Neutral, NA 0 
(2d8), % 10, TT Nil

Hobgoblin
Hobgoblins are bigger and meaner relatives of goblins. They live under-
ground but often hunt above ground and have no penalties for fighting 
in full daylight. A hobgoblin king and 1d4 bodyguards live in the hob-
goblin lair. The king has 22 hit points and fights as a 5 hit dice monster, 
gaining a bonus of + 2 on damage. The bodyguards all fight as 4 hit dice 
monsters and have 3d6 hit points each. As long as their king is alive and 
with them, hobgoblin morale is 10 rather than 8.

AC 6, HD 1+1, Att [×1 weapon (1d8)], MV 90' (30'), SV D12 W13 P14 
B15 S16, ML 8 or special, AL Chaotic, NA 1d6 (4d6), % 25, TT D

Hydra
A hydra is a large creature with a dragon-like body and 1d8 + 4 serpen-
tine heads. It has one hit die for each head, and always has 8 points per 
hit die. A hydra will attack with all of its heads each round. For every 8 
points of damage a hydra takes, one head will no longer attack. A hydra 
saves as a fighter of a level equal to its number of heads.

AC 5, HD 5-12, Att [×5-12 bites (1d10 per head)], MV 120' (40'), SV as 
fighter, ML 9, AL Neutral, NA 1 (1), % 20, TT B

SEA HYDRAS – These hydras have adapted to water. They possess fins 
instead of legs. They are otherwise the same as their landdwelling cous-
ins.

The referee may wish to create special versions of hydra. Special hydras 
could have poisonous bites or breathe fire (as a dragon, but with a 5’ 
range and only causing 8 points of damage per head). Such creatures 
should be placed by the referee to guard special treasures. 

Hyena, Giant
Hyenas are pack animals dwelling on warm plains. They are hunter/
scavengers with very strong jaws and aggressive if hungry.

AC 7, HD 5, Att [×1 bite (3d4)], MV 120' (40'), SV D10 W11 P12 B13 
S14, ML 9, AL Neutral, NA 2d4 (2d4), % Nil, TT Nil

Invisible Stalker
An invisible stalker is a very intelligent enchanted monster summoned 
to this world by use of the invisible stalker magic-user’s spell. If the stalk-
er is given a simple task that is clear and can be swiftly completed, it will 
obey promptly. If the task is complex or lengthy, the invisible stalker will 
try to distort the intent while obeying the literal command. EXAMPLE: 
If ordered to guard a treasure for longer than a week, the stalker may 
take it away to its native plane of existence and guard it there forever.

Invisible stalkers are most often used to track and slay enemies. They are 
faultless trackers. They surprise any creature that cannot detect invisible 
creatures on a 1d6 roll of 1-5. They will return to their native plane once 
they are slain, or dispelled, or have completed their task.

AC 3, HD 8*, Att [×1 (4d4)], MV 120' (40'), SV D8 W9 P10 B10 S12, ML 
12, AL Neutral, NA 1 (1), % Nil, TT Nil

Kobold
These small, evil dog-like men usually live underground. They have 
scaly rust-brown skin and no hair. They have well developed infravision 
(heat-sensing sight) to a 90’ range. They prefer to attack by ambush. A 
kobold chieftain and 1d6 bodyguards live in the kobold lair. The chief-
tain has 9 hit points and fights as a 2 hit dice monster. The bodyguards 
each have 6 hit points and fight as 1 + 1 hit dice monsters. As long as the 
chieftain is alive, all kobolds with him have a morale of 8 rather than 6. 
Kobolds hate gnomes and will attack them on sight. Treasure type J is 
only found in encounters in the lair or in the wilderness.

AC 7, HD 1/2 (1D4 HP), Att [×1 weapon (1d4)], MV 60' (20'), SV D12 
W13 P14 B15, ML 6 or special, AL Chaotic, NA 4d4 (6d10), % 40, TT P (J)

Lammasu
These good, benevolent creatures have the bodies of lions, large feath-
ered wings, and human-like faces. A typical lammasu is about 8’ long. 
They are not by nature aggressive or violent, and may aid good beings 
in times of need. If forced to attack, a lammasu attacks with spells or its 
razorsharp claws. It almost always enters combat if it observes a good 
creature being threatened by evil. A lammasu casts cleric spells, and can 
choose spells from the cleric spell list as follows: 1st level, 4; 2nd level, 3; 
3rd level, 2; 4th level, 1. When casting any cure spell, lammasu may heal 
twice the normal amount. Further, 1 out of 10 of these creatures may use 
holy word. Finally, all lammasu constantly radiate protection from evil 
10’ radius, which is twice as effective as the normal spell.

AC 6, HD 7+7, Att [×2 claws (1d6/1d6)], MV 120' (40'), Fly 240' (80'), SV 
D8 W9 P10 B10 S12, ML 9, AL Lawful, NA 2d4 (2d4), % 30, TT R, S, T
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Leech, Giant
Giant leeches are loathsome and slug-like. They live in swamps and are 
about 3 to 4 feet long. A giant leech has a sucker-like mouth that attaches 
to the victim if a hit is successful. It then sucks blood, doing 1d6 points 
of damage per round. A giant leech must be killed to be removed from 
its victim. When the victim dies, the leech will drop off and hide while 
it digests its meal.

AC 7, HD 6, Att [×1 (1d6)], MV 120' (40'), SV D12 W13 P14 B15 S16, 
ML 10, AL Neutral, NA 0 (1d4), % Nil, TT Nil

Lich
Mighty magic-users whose evil magic has rendered them immortal in 
undeath, their souls stored in a phylactery. Appear as a skeletal figure 
dressed in decaying finery. A cold fire burns in their eyes. Ruthlessly 
pursue their arcane research in vast dungeons or ruined palaces.

The very sight of a lich causes fear in all characters below 5th level (sav-
ing throw vs spells). Its merest touch causes 1d10 points of damage, and 
can paralyze any creature for 1d100 days (though a saving throw applies, 
and the paralysis is magically dispellable).

Before any encounter with a lich, the referee should select spells for the 
creature. This should be done with care, as a lich is extremely intelligent 
and uses them to its best advantage. Note that the lich’s morale is given 
as 10, but a lich flees if in actual danger.

Liches are undead, and can be turned (but not destroyed) by clerics. 
They are immune to charm, sleep, feeblemind, polymorph, cold, light-
ning, and death spells, and can be harmed only by magical weapons. 
They are also immune to the effects of all spells of less than 4th level.

Outside of its lair, a lich always carries 1d4 +1 powerful magical items to 
be used in case of trouble. You should choose these, not randomly deter-
mine them. Within its lair, a lich has 4d8 additional temporary magical 
items (or more), plus the amounts of coins, gems, and jewelry given for 
Treasure Type H in Chapter 16 (but at 90% chance for each type). The 
number and severity of traps and other dangers to intruders should be 
appropriate to protect such a hoard.

Liches are master villains, coordinating armies and spy-networks made 
up of the undead. Each one has its own goal: One may want to achieve 
true Immortality, one may serve an evil Immortal of Entropy, one may 
wish to transform the entire world into a horrid playground for the 
undead. Each lich in a campaign should have its own name, style, and 
motivation.

AC 0, HD 11****, Att [×1 touch (1d0) + special], MV 60' (20'), SV D8 
W9 P8 B11 S8, ML 10, AL Chaotic, NA 1 (1), % 90, TT A

Living Statue
A living statue is an enchanted animated creature made by a powerful 
wizard. It appears to be a perfectly normal statue until it begins to move. 
A living statue may be of any size or material. Living crystal, iron, and 
rock statues are three types of living statues which serve as examples, 
should a referee wish to make up his or her own types. Living statues are 
not affected by sleep spells.

CRYSTAL – Living crystal statues are life forms made of crystals instead 
of flesh. They can look like a statue of anything, but often appear human.

AC 4, HD 3, Att [×2 blow (2d6/2d6)], MV 90' (30'), SV D12 W13 P14 
B15 S16, ML 11, AL Lawful, NA 1d6 (1d6), % Nil, TT Nil

IRON – Living iron statues have bodies which can absorb iron and steel. 
When hit, they will take normal damage, but if a non-magical metal 
weapon is used, the attacker must save vs. Spells or the weapon will be-
come stuck in the body of the living iron statue, and may only be re-
moved if the statue is killed.

AC 2, HD 4, Att [×2 blows (1d8/1d8) + special], MV 30' (10'), SV D10 
W11 P12 B13 S14, ML 11, AL Neutral, NA 1d4 (1d4), % Nil, TT Nil

ROCK – Living rock statues have an outer crust of stone but are filled 
with hot magma (fiery lava). When the living rock statue attacks, it will 
squirt the magma from its finger tips for 2d6 points of damage per hit.

AC 4, HD 5**, Att [×2 blows (2d6/2d6)], MV 60' (20'), SV D10 W11 P12 
B13 S14, ML 11, AL Neutral, NA 1d3 (1d3), % Nil, TT Nil

Lizard, Giant
GECKO – A gecko is a 5’ long lizard colored pale blue with orangebrown 
spots. Geckos are carnivorous and nocturnal (sleeping during the day 
and active at night or in darkness). Geckos hunt by climbing steep walls 
(or trees) with their specially adapted feet, then dropping on their prey 
to attack.

AC 4, HD 3+1, Att [×1 bite (1d8)], MV 120' (40'), SV D12 W13 P14 B15 
S16, ML 7, AL Neutral, NA 1d6 (1d10), % 25, TT U

DRACO – A draco is a 6’ long lizard with wide flaps of skin between its 
legs which it can spread to glide through the air (like a flying squirrel). 
Dracos are generally found above ground, though they sometimes creep 
into caves to escape very cold or very hot weather. Dracos are carnivo-
rous and have been known to attack humans.

AC 5, HD 4+2, Att [×1 bite (1d10)], MV 120' (40'), Fly 210' (70'), SV D12 
W13 P14 B15 S16, ML 7, AL Neutral, NA 1d4 (1d8), % 25, TT U

HORNED CHAMELEON – A horned chameleon is a 7’ long lizard which 
can change color to blend into its surroundings. It surprises on a roll of 
1-5 (1d6). A horned chameleon can shoot out its sticky tongue up to 5’ 
long. A successful hit means that the victim is pulled to the horned cha-
meleon’s mouth and automatically bitten for 2d4 points of damage. The 
horned chameleon can also attack with its horn (for 1d6) and may use its 
tail to knock other attackers down (roll for a hit, not doing any damage 
but preventing the victim from attacking that round).

AC 2, HD 5*, Att [×1 bite (2d4), 1 horn (1d6)], MV 120' (40'), SV D12 
W13 P14 B15 S16, ML 7, AL Neutral, NA 1d3 (1d6), % 25, TT U

TUATARA – A tuatara is a 8’ long lizard that looks like a cross between 
an iguana and a toad. It has pebble-colored olive skin with white spikes 
along its back. It is carnivorous and sometimes attacks humans. A tua-
tara has a membrane over its eyes which, when lowered, is sensitive to 
changes in temperature, allowing it to “see” in darkness (90’ infravision).

AC 4, HD 6**, Att [×2 claws (1d4/1d4), 1 bite (2d6)], MV 90' (40'), SV 
D10 W11 P12 B13 S14, ML 6, AL Neutral, NA 1d2 (1d4), % 25, TT V

Lizard Man
These water-dwelling creatures look like men with lizard heads and tails. 
They live in tribes. They will try to capture humans and demihumans 
and take the victims back to the tribal lair as the main course of a feast. 
Lizard men are semi-intelligent and use weapons such as spears and 
large clubs (treat the clubs as maces) gaining a bonus of +1 on damage 
rolls due to their great strength. Lizard men are often found in swamps, 
rivers, and along seacoasts as well as in dungeons.

AC 5, HD 2+1, Att [×1 weapon (1d6 or wpn. +1)], MV 60' (20'), Swim 
120' (40'), SV D12 W13 P14 B15 S16, ML 12, AL Neutral, NA 2d4 (6d6), 
% 30, TT D

Lycanthropes*
Lycanthropes are humans who can change into beasts (or in the case of 
wererats, beasts who can change into humans). They do not wear armor, 
since it would interfere with their shapechanging. Any lycanthrope can 
summon 1 or 2 of the animals of their weretype (werebears may sum-
mon bears, werewolves may summon wolves, etc.) who will arrive in 
1d4 rounds. If a lycanthrope is hit by wolfsbane, it must save vs. Poison 
or run away in fear. The sprig of wolfsbane must be swung or thrown as 
a weapon, using normal combat procedures. All lycanthropes will turn 
back into human form when killed. Some animals (such as horses) do 
not like the smell of lycanthropes and will react with fear.
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WERERAT – Wererats are different from most lycanthropes. They are 
intelligent, can speak Common in either form, and may use any weapon. 
A wererat usually prefers to use a man-sized rat form, but may become 
a full-sized human. Wererats are sneaky and often set ambushes, sur-
prising on a roll of 1-4 (on 1d6). They summon giant rats to help them in 
battle. Only a wererat’s bite causes lycanthropy.

AC 7 (9) †, HD 3*, Att [×1 bite (1d4) or weapon], MV 120 (40'), SV D12 
W13 P14 B15 S16, ML 8, AL Chaotic, NA 1d8 (2d8), % 30, TT C

WEREWOLF – These creatures are semi-intelligent and usually hunt in 
packs. Any group of 5 or more will have a leader, who has 30 hit points, 
attacks as a 5 hit dice monster, and adds + 2 to damage rolls. Werewolves 
summon normal wolves to form large packs with them.

AC 5 (9) †, HD 4*, Att [×1 bite (2d4)], MV 180' (60'), SV D10 W11 P12 
B13 S14, ML 8, AL Chaotic, NA 1d6 (2d6), % 25, TT C

WEREBOAR – Wereboars are semi-intelligent and have bad tempers. In 
human form they often seem to be berserkers, and may act the same 
way in battle (gaining + 2 on “to hit” rolls and fighting to the death). 
Wereboars summon normal boars to help them in battle.

AC 4 (9) †, HD 4+1*, Att [×1 tusk-bite (1d12)], MV 150' (50'), SV D10 
W11 P12 B13 S14, ML 9, AL Neutral, NA 1d4 (2d4), % 20, TT C

WERETIGER – These relatives of the Great Cats often act like them, be-
ing very curious but becoming dangerous when threatened. They are 
good swimmers and quiet trackers, surprising on a roll of 1-4 (on 1d6). 
They may summon any type of Great Cat that is in the area (preferring 
tigers).

AC 3 (9) †, HD 5*, Att [×2 claws (1d6/1d6), 1 bite (2d6)], MV 150' (50'), 
SV D10 W11 P12 B13 S14, ML 9, AL Neutral, NA 1d4 (1d4), % 15, TT C

WEREBEAR – Werebears are very intelligent, even in animal form. A 
werebear usually prefers to live alone or with bears. It might be friendly, 
however, if peacefully approached. In combat, werebears may hug for 
2d8 points of damage (in addition to normal damage) if both paws hit 
the same target in one combat round. A werebear may summon any 
type of bear in the area.

AC 2 (8) †, HD 6*, Att [×2 claws (2d4/2d4), 1 bite (2d8)], MV 120' (40'), 
SV D10 W11 P12 B13 S14, ML 10, AL Neutral, NA 1d4 (1d4), % 10, TT C

†Armor Class when in human form.

• animal form: In animal form, a lycanthrope may only be harmed 
by magic weapons, silvered weapons, or magic spells. The lycanthrope 
cannot speak normal languages, though it can speak with normal ani-
mals of its were-type (for example, wererats can speak with normal rats).

• human form: In human form, a lycanthrope often looks somewhat 
like their were-form (wererats have longer noses, werebears are hairy, 
and so forth). In this form, they may be attacked normally, and may 
speak any known languages.

• lycanthropy: Lycanthropy is a disease. Any human character who 
is severely hurt by were-creatures (losing more than half of his or her hit 
points when in battle with them) will become a lycanthrope of the same 
type in 2d12 days. The victim will begin to show signs of the disease after 
only half that time. The disease will kill non-humans instead of turning 
them into were-creatures. It may only be cured by a high level cleric 
(11th level or greater), who will do so for a suitable price or service. Any 
character who becomes a full werecreature will become an NPC, to be 
run by the referee only.

Manticore
A manticore is a horrid monster having a man’s face, the body of a lion, 
leathery bat wings, and a tail ridged with spikes. The manticore has 24 
spikes and can shoot 6 each round even when flying. The tail spikes have 
a 180’ range and will each do 1d6 points of damage. The creature will 
regrow 2 spikes per day. The manticore’s favorite food is man. They usu-
ally live in wild mountain ranges. They will frequently track parties with 
humans, ambushing with spike attacks when the party stops to rest.

AC 4, HD 6+1, Att [×2 claws (1d4/1d4), 1 bite (2d4), or spikes (spe-
cial)], MV 120' (40'), Fly 180' (60'), SV D10 W11 P12 B13 S14, ML 9, AL 
Chaotic, NA 1d2 (1d4), % 20, TT D

Mastodon
Mastodons look like hairy elephants with long tusks. In combat a mast-
odon will charge, striking only with its tusks for double damage. In 
succeeding rounds, it will either strike with its tusks (25%) or trample 
(75%) if the opponent is man-sized or smaller. The mastodon gains a 
bonus of +4 on “to hit” rolls when trampling any creature man-sized or 
smaller. The ivory mastodon tusks are quite valuable, each tusk being 
worth 200-800 (2d4 x 100) gold pieces). They live in cold, icy tundras 
or “lost worlds”.

AC 3, HD 15, Att [×2 tusks (2d6/2d6) or 1 trample (4d8)], MV 120' 
(40'), SV D8 W9 P10 B10 S12, ML 8, AL Neutral, NA 0 (2d8), % Nil, TT 
special

Medusa
A medusa looks like a human female with live snakes growing from 
her head instead of hair. The sight of a medusa will turn a creature to 
stone unless the victim saves vs. Turn to Stone. The bite of the snakes is 
poisonous (save vs. Poison or die in one turn) and when they hit they 
will do a total of 1d6 points of damage. The group of snakes may only 
attack once per round. A medusa will often wear a robe with a hood for 
disguise in order to trick its victims into looking at it. A medusa can 
be looked at without harm by looking at its reflection in a mirror. If a 
medusa sees its own reflection, it must save vs. Turn to Stone or it will 
petrify itself ! Anyone who tries to attack a medusa without looking at it 
must subtract 4 from all “to hit” rolls, and the medusa may attack with 
a bonus of +2 on its “to hit” rolls. A medusa also gains +2 on saves vs. 
Spells due to her magical nature.

AC 8, HD 4**, Att [×1 snakebite + special (1d6 + poison)], MV 90' (30'), 
SV D10 W11 P12 B13 S14, ML 8, AL Chaotic, NA 1d3 (1d4), % 50, TT F

Men
Most groups of men will be led by additional higher level leaders with 
better armor, hit points, saving throws and possibly magic items (for the 
chance of magic, see p. 86). Furthermore, men usually have large camps. 
The treasure will usually be at the camp. 

ACOLYTE – Acolytes are 1st level NPC clerics on a pilgrimage to or from 
a holy (or unholy) shrine — or perhaps merely seeking adventure. All of 
the clerics in the party will be of the same alignment, but the entire party 
has an equal chance to be Lawful, Neutral, or Chaotic. The acolytes do 
not know any spells. If there are 4 or more encountered they will be led 
by either a 2nd, 3rd, 4th, or 5th level cleric (roll 1d10: 1-4 = 2nd level 
leader, 5-7 = 3rd level, 8-9 = 4th level, 10 = 5th level). The referee may 
choose any clerical spells for the leader, or they may be rolled at random.

AC 2, HD 1, Att [×1 mace (1d6)], MV 60' (20'), SV D11 W12 P14 B16 
S15, ML 7, AL Any, NA 1d8 (1d20), % 25, TT U

BRIGAND – Brigands are loosely organized outlaws and renegade mer-
cenaries who live by raiding towns and robbing caravans and travelers. 
For every 20 brigands there will be an additional 2nd level fighter who 
acts as their leader. For every 40 brigands there will be an additional 4th 
level fighter acting as commander of the entire group.
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to capture or kill all who have different beliefs. Captives will be given an 
opportunity to convert; if they refuse, they may be killed or enslaved. 
Lawful characters may be invited to join the crusade, and those who 
refuse will be viewed with great suspicion unless a good reason can be 
provided as to why they should not participate.

AC variable, HD 1, Att [×1 weapon (1d6)], MV 120' (40'), SV D12 W13 
P14 B15 S16, ML 10, AL Lawful, NA 0 (1d6+1×10), % 50, TT A

MERCHANT – Merchants are traders who travel in caravans from town 
to town, selling and buying various goods (wines, silks, jewels, precious 
metals and the like). Those in the caravan usually ride horses, but they 
are likely to travel by camel in desert and barren lands and by mule in 
the mountains. All merchants wear chain mail and carry a sword and 
dagger.

AC variable, HD 1, Att [×1 weapon (1d6)], MV 120' (40'), SV D12 W13 
P14 B15 S16, ML variable, AL Neutral, NA 0 (ld20), % Nil, TT A

The following is the typical caravan organization.

There are 2 wagons per merchant. Pulled by horses, mules, or camels (by 
terrain). For every merchant, 4 guards are present (1st level fighters). AC 
4, with crossbows, swords, daggers. For every 5 merchants, 2 lieutenants 
are present (2nd–3rd level fighters). AC 4. Equipped as guards. Guards 
are led by a 5th level fighter. AC 4. Equipped as guards. 1d12 extra horses, 
mules, or camels. Should be reduced, if less than 10 merchants are in the 
group.

NOMAD – All fighters have Armor Class 4 and carry swords, daggers, 
and crossbows. The extra animals may be horses, mules, or even cam-
els (referee’s choice). If a caravan has less than 20 wagons, the treasure 
should be reduced accordingly.

These groups of wandering tribesmen may be peaceful or warlike and 
may have any alignment. Small bands encountered hunting or foraging 
in the wilderness will usually be part of a larger tribe. All treasure will be 
at the main camp. Nomads are keen traders and often have knowledge 
of faraway places, though they tend to be superstitious. 

AC variable, HD 1, Att [×1 weapon (1d6)], MV 120' (40'), SV D12 W13 
P14 B15 S16, ML 8, AL Neutral, NA 0 (3d10+10), % 10, TT A

Nomad bands are organized as follows:

• desert nomads
50% Lance, leather armor and shield, riding horse or camel
20% Bow, leather armor, riding horse or camel
30% Lance, chainmail and shield, riding horse or camel

• steppe nomads
20% Lance, leather armor and shield, riding horse
50% Bow, leather armor, riding horse
20% Bow, chainmail, riding horse
10% Lance, chainmail and shield, riding or war horse
For every 25 nomads there will be a 2nd level fighter leading them.
For every 40 nomads there will be a 4th level fighter as leader.

Nomad tribes may have up to 300 fighting men gathered together in a 
camp of temporary huts or tents. In addition to the leaders listed above, 
there will be one 5th level fighter for every 100 men and an 8th level 
fighter as the clan or tribe chief. There is also a 50% chance for a 9th level 
cleric, and a 25% chance for an 8th level magic-user at the main camp.

Ship No. of Ships No. of Buccaneers per ship
River Boats 1d8 1d10 +10
Small Galley 1d6 1d20 +20

Long Ship 1d4 1d20 +30
Sailed Warship 1d3 2d20 +40

The referee should choose the most appropriate type of ship for the ter-
rain.

Buccaneers and Pirates are organized as follows:

Buccaneers Pirates
Leather armor and sword 60% 50%
Leather armor, sword and crossbow 30% 35%
Chain mail and sword (buccaneers: plus 
crossbow)

10% 15%

For every 30 buccaneers, there will be a 4th level fighter. For every ship, 
there will be a 7th level fighter as captain and there will be a 9th level 
fighter as commander of the fleet. There is a 30% chance that a 10th or 
11th level magic-user and a 25% chance that an 8th level cleric will be 
with the fleet.

For every 30 pirates, they will be led by a 4th level fighter. For every 50 
pirates or ship, there will be a 5th level fighter. For every 100 pirates or 
fleet, there will be an 8th level fighter as leader. For every fleet of 300 or 
more pirates, there will be an 11th level fighter (Pirate Lord), as com-
mander of the fleet, and a 75% chance for a 9th or 10th level magic-user.

Buccaneers and pirates may carry their treasure with them or have maps 
showing where it is buried. The treasure given is the total for the entire 
buccaneer pack or pirate fleet, and may be divided as the referee de-
sires. In addition, pirates have a 25% chance of having 1d3 prisoners with 
them, awaiting ransom.

Often, well-defended coastal towns will serve as havens for pirates and 
buccaneers. These are lawless and dangerous places, full of many possi-
ble adventures.

DERVISH – Dervishes often form into camps or tribes of up to 300 men, 
led by a 10th level cleric. Such a camp will be of tents (75%) or a wood-
en or brick stockade (25%). These camps will contain women, children, 
livestock, and the treasure of the dervishes. Dervishes are noted for their 
fanatic belief in their religion and their intolerance of other views. On 
rare occasions, they will wage a “holy war”, in which they will attempt 

Some of the brigands (50%) will have leather armor, shield, shortbow, 
and sword. The rest (50%) will be mounted on riding horses, wear chain 
mail and shield, and carry swords. The leaders will wear plate mail, carry 
swords and lances, and ride barded war horses. (The referee can have a 
party meet all foot or all mounted brigands, if desired.)

Brigands will often band together to make fortified camps of 25d10 +50 
men. A camp will always be led by a 9th level fighter, with an additional 
5th level fighter for every 50 brigands. There is also a 50% chance that a 
magic-user of 9th to 11th level will be in the brigand camp, and a 30% 
chance for a cleric of 8th level.

AC variable, HD 1, Att [×1 weapon (1d6)], MV 120' (40'), SV D12 W13 
P14 B15 S16, ML 8, AL Chaotic, NA 0 (3d10+10), % 20, TT A

BUCCANEER (and PIRATE) – Buccaneers are found on seas, rivers, 
great lakes, and occasionally oceans. They live by raiding coastal towns 
and capturing ships to sell the booty elsewhere. Pirates are seagoing men 
who plunder other vessels, raid coastal towns and engage in illegal slave 
trades. They are noted for their evil acts, and cruelty toward prisoners. 
They will also freely attack each other if there is a chance for profit. The 
number of buccaneers or pirates that will appear depends on the type 
and number of ships they are sailing.

AC variable, HD 1, Att [×1 weapon (1d6)], MV 120' (40'), SV D12 W13 
P14 B15 S16, ML 6 (7), AL Neutral, NA 0 (special), % 10, TT A
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Mimic
A mimic can have almost any dimensions, but usually is not more than 
10’ long. These creatures are able to take the form of inanimate objects 
made of wood and/or stone, such as doors, statues, etc. Younger mimics 
(7-8 HD) are more intelligent, can speak, and may negotiate with ad-
venturers if it is made worthwhile. Older mimics (9-10 HD) have grown 
ancient and senile, attacking with only the interest of consuming flesh. 
Mimics attack when a being touches them. The being is held attached to 
the mimic with a glue-like substance, and the mimic bludgeons with an 
emergent pseudopod for 3d4 hp damage. The more intelligent mimics 
speak their own language, common, and their alignment tongue.

AC 7, HD 7-10, Att [×1 (3d4)], MV 30' (10'), SV variable, ML 8, AL Neu-
tral, NA 1 (1), % Nil, TT Nil

Mind Flayer
Mind flayers are found only in subterranean places, as they detest sun-
light. They are greatly evil and consider the bulk of humanity (and its 
kin) as cattle to feed upon. The mind flayer’s physical attack is by striking 
a victim with its four tentacles. If a tentacle hits it will reach the oppo-
nent’s brain in 1-4 melee rounds and draw it forth, immediately killing 
the creature. The mind flayer then devours the brain.

AC 4, HD 8***, Att [×1 mental power or 4 tentacles (1d2 + brain 
probe)], MV 120' (40'), SV D8 W9 P10 B11 S12, ML 7, AL Chaotic, NA 
1d4 (1d4), % 50, TT B, N, O

mental powers: May use each of the following powers three times per 
day:

a. Mind Control: A target within 30’ must save versus paralysis or come 
under the lasher’s mental control for 1d6 rounds. Forced acts that are 
self-destructive or against the victim’s alignment allow another save 
to break the mind control.

b. Mind Blast: Targets in a 60’ cone (20’ at the end) must save versus 
paralysis or be paralyzed for 1 turn.

c. Mind Thrust: A target within 60’ must save versus spells or suffer 3d6 
damage.

mental defense: +4 bonus to all saving throws against mental powers.

levitation: Can move vertically at will, up to 20’ per round.

esp: Can read thoughts of any within 90’. Obstructed by a thin layer of 
lead or by rock of 2’ thick or greater.

magic resistance: +2 bonus to all saving throws against magic, +4 
against mind-affecting magic.

Minotaur
A minotaur is a large man with the head of a bull. It is larger than human 
size, and eats humans. A minotaur will always attack anything its size 
or smaller and will pursue as long as its prey is in sight. Minotaurs are 
semi-intelligent and some use weapons, preferring a spear, club, or axe. 
Minotaurs gain +2 to damage done with a weapon due to their strength. 
If a minotaur uses a weapon, it may not gore or bite. Minotaurs usually 
live in tunnels or mazes.

AC 6, HD 6, Att [×1 gore (1d6), 1 bite (1d6), or weapon (2d8)], MV 120' 
(40'), SV D10 W11 P12 B13 S14, ML 12, AL Chaotic, NA 1d6 (1d8), % 
20, TT C

Mummy*
Mummies are undead who lurk near deserted ruins and tombs. On see-
ing a mummy, each character must save vs. paralysis or be paralyzed 
with fear until the mummy attacks someone or goes out of sight. In 
melee, a hit by a mummy does 1d12 points of damage and infects the 
creature hit with a hideous rotting disease. This disease prevents mag-
ical healing and makes all wounds take 10 times as long to heal. The 
disease lasts until it is magically cured. Mummies can only be damaged 
by spells, fire, or magic weapons, all of which will only do half damage. 
They are immune to sleep, charm, and hold spells.

AC 3, HD 5+1*, Att [×1 touch (1d12 + disease)], MV 60' (20'), SV D10 
W11 P12 B13 S14, ML 12, AL Chaotic, NA 1d4 (1d12), % 20, TT D

Myconid
Myconids are 4’ tall humanoid mushrooms, with tall stems, wide, flat 
caps, and beady eyes amid their gills. They have no mouths, but commu-
nicate telepathically. They dwell in lightless caverns deep underground. 
They can communicate non-verbally with any sentient being within 
120’. Myconids suffer a -2 penalty to attack rolls and a -1 penalty to AC 
when in bright light (daylight, continual light). Groups of 10+ are led by 
a 6’ tall mycelian with 3 HD (13hp). Three times per day, a leader can 
spray a spore cloud onto a target within 20’, which must save versus poi-
son or become completely passive, unable to act or move for 3 rounds.

A mycelian lair is ruled by a 10’ tall king with 6 HD (27hp). Six times 
per day, the king can spray a spore cloud onto a target within 20’, which 
must save versus poison. The king’s spore cloud has the effect either of 
pacifying the target (unable to move or act for 6 rounds) or of causing 
hallucinations for 6 turns (roll 1d3, 1: flee in terror, 2. cower and babble, 
3: attempt to kill nearest creature).

Lair is guarded by 1d6 fungal zombies animated by the king. These be-
have as normal zombies, but are not undead and cannot be turned.

AC 9, HD 1, Att [×1 clubbing hands (1d4)], MV 90' (30'), SV D12 W13 
P15 B15 S16, ML 8, AL Lawful, NA 1d12 (2d10 ×10), % 70, TT N×2

Neanderthal
Neanderthals (also known as cavemen) are a demi-human species re-
lated to humans. They have squat bodies with large bones and powerful 
muscles. Their faces have apelike features, including large brows above 
the eyes. Neanderthals live in family groups in caves and caverns.

Neanderthals usually attack with thrown spears and use stone axes, 
clubs, or stone hammers in hand-to-hand combat. They choose their 
leaders from a similar race that is much larger than the average Nean-
derthal. These leaders have 6 hit dice, and are 10’ tall. There will be 10-
40 Neanderthals in the lair with 2 leaders, one male and one female. 
Neanderthals often hunt cave bears and keep white apes as pets. They 
are friendly toward dwarves and gnomes, but hate goblins and kobolds. 
They will attack ogres on sight. They are shy and will avoid humans, but 
are not usually hostile unless they are attacked.

AC 8, HD 2, Att [×1 weapon (2d4)], MV 120' (40'), SV D12 W13 P14 
B15 S16, ML 7, AL Lawful, NA 1d10 (3d10+10), % 40, TT C

Noble
“Noble” is a general term for the lord of a castle and any of his or her 
relatives. A noble will typically be a 3rd level fighter. However, the refer-
ee may choose to make a noble any class and level. A noble will always 
be accompanied by a squire (a 2nd level fighter). A noble might also be 
accompanied by as many as 10 retainers or hirelings (usually 1st level 
fighters).

AC 2, HD 3, Att [×1 weapon (1d8)], MV 60' (20'), SV variable, ML 8, AL 
Any, NA 2d6 (2d6), % 50, TT V×3
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Normal Man
A normal human is a human who does not seek dangerous adventure. 
A normal human does not have a class. Normal humans have their own 
saving throws and “to hit” numbers. They have from 1 to 4 hit points 
(depending on their age, health, and profession).

example: An adult blacksmith would have 4 hp, but a young child or 
sickly beggar would have 1 hp.

Most humans are “normal” humans, though people with certain profes-
sions (such as merchant, soldier, lord, scout, and so forth) help in some 
adventures. As soon as a human gets experience points through an ad-
venture, that person must choose a character class. Some type of normal 
humans are: peasants, children, housewives, workers, artists, villagers, 
townspeople, slaves, fishermen, and scholars.

AC 9, HD 1/2 (1d4 hp), Att [×1 weapon (1d4)], MV 120' (40'), SV D12 
W13 P14 B15, ML 6, AL Any, NA 1d4 (1d20), % Nil, TT U

Ochre Jelly
An ochre jelly is an ochre-colored giant amoeba which can only be 
harmed by fire or cold. Attacks with weapons or lightning merely make 
several (1d4+ 1) smaller (2 hit dice) ochre jellies. An ochre jelly does 2d6 
damage per turn to exposed flesh. The smaller ochre jellies only do half 
damage. It can seep through small cracks, and destroy wood, leather, 
and cloth in 1 round, but cannot eat through metal or stone.

AC 8, HD 5*, Att [×1 (2d6)], MV 30' (10'), SV D12 W13 P14 B15 S16, 
ML 12, AL Neutral, NA 1 (0), % Nil, TT Nil

Octopus, Giant
Giant octopi lurk in the waters near fishing villages and other coastal 
areas in tropical or temperate climates. In combat, a giant octopus will 
squeeze with its tentacles and stab or bite any creature dragged to its 
mouth with its fearsome beak. Once a tentacle hits in combat, it will 
constrict and automatically do 1d3 points of damage each round. Each 
tentacle that hits also reduces its victim’s chance to hit by 1 (a man with 
all of an octopus’s tentacles wrapped around him would have a penalty 
of -8 on his “to hit” rolls). A character may try to sever a tentacle and 
will succeed when any single hit with an edged weapon does 6 or more 
points of damage.

If a combat is going against it, a giant octopus will flee, jetting away at 
triple speed and trailing a large, black cloud of ink (40’ radius).

AC 7, HD 8, Att [×8 tentacles (1d3), 1 bite (1d6)], MV 90' (30'), SV D10 
W11 P12 B13 S14, ML 7, AL Neutral, NA 0 (1d2), % Nil, TT Nil

Ogre
Ogres are huge fearsome human-like creatures, usually 8 to 10 feet tall. 
They wear animal skins for clothes, and often live in caves. When en-
countered outside their lair, they will be carrying 100-600 gp (1d6 x 100) 
in large sacks. Ogres hate Neanderthals and will attack them on sight.

AC 5, HD 4+1, Att [×1 club (1d10)], MV 90' (30'), SV D10 W11 P12 B13 
S14, ML 10, AL Chaotic, NA 1d6 (2d6), % 20, TT C + 1,000 gp

Orc
Orcs are ugly human-like creatures who look like a combination of ani-
mal and man. Orcs are nocturnal (usually sleeping in the day and active 
at night or in the dark), and prefer to live underground. When fighting 
in daylight, they must subtract 1 from their “to hit” rolls. They have bad 
tempers and do not like other living things; they will often kill some-
thing for their own amusement. They are afraid of anything which looks 
larger and stronger than they are, but may be forced to fight by their 
leaders.

Orc leaders gain their positions by fighting and defeating (or killing) 
the others. One member of any group of orcs will be a leader with 8 hit 
points who gains a bonus of +1 on damage rolls. If this “leader” is killed, 

the morale of the group becomes 6 instead of 8. Orcs may often be hired 
at low cost as soldiers, and are often used for armies by Chaotic leaders 
(both humans and monsters). The orcs are satisfied by being allowed to 
kill and burn as much as they want. Orcs prefer swords, spears, axes, 
and clubs for weapons. They will not use mechanical weapons (such as 
catapults), as only their leaders understand how to operate them.

There are many different tribes of orcs. Members of different tribes are 
not usually friendly with each other, and may start fighting unless their 
leaders are present. An orc lair has only one tribe. Each tribe will have as 
many female orcs as males, and 2 children (“whelps”) for each 2 adults. 
The leader of an orc tribe is a chieftain who has 15 hit points, attacks as 
a 4 hit dice monster, and gains +2 on damage rolls. For every 20 orcs in 
a tribe, there may be an ogre with them (a 1 in 6 chance). There is a 1 in 
10 chance of a troll living in the lair as well.

AC 6, HD 1, Att [×1 weapon (1d6)], MV 120' (40'), SV D12 W13 P14 
B15 S16, ML 8, AL Chaotic, NA 2d4 (5d10 +10), % 35, TT D

Owlbear
An owl bear is a huge bear-like creature with the head of a giant owl. 
An owl bear stands 8’ tall and weighs 1,500 pounds (15,000 coins). Owl 
bears have nasty tempers and are usually hungry, preferring meat. If 
both paws of an owl bear hit the same opponent in one round, the owl 
bear will “hug” for an additional 2d8 points of damage. They are com-
monly found underground and in dense forests.

AC 5, HD 5, Att [×2 claws (1d8/1d8), 1 bite (1d8)], MV 120' (40'), SV 
D12 W13 P14 B15 S16, ML 9, AL Neutral, NA 1d4 (1d4), % 30, TT C

Pegasus
These semi-intelligent flying horses are wild and shy. They cannot be 
tamed, but will serve Lawful characters (only) if captured when young 
and trained. Pegasi are the natural enemies of hippogriffs.

AC 6, HD 2+2, Att [×2 hooves (1d6/1d6)], MV 240' (80'), Fly 480' (160'), 
SV D12 W13 P14 B15 S16, ML 8, AL Lawful, NA (1d12), % 15, TT Nil

Pterodactyl
Pterodactyls are bat-like reptiles with wingspans of 8-10 feet. They hunt 
small and medium-sized animals, gliding slowly along air currents to 
spot their prey. If driven by great hunger they will attack human-sized 
creatures.

AC 7, HD 1, Att [×1 bite (1d3)], MV Fly 180' (60'), SV D12 W13 P14 
B15 S16, ML 7, AL Neutral, NA 0 (2d4), % Nil, TT Nil

Pteranodon
Pteranodons are giant pterodactyls. They are more aggressive and will 
often attack humans or humanoids. These monsters can have a wing-
span of up to 50 feet.

Pteranodons and pterodactyls are only found in warm climates, usually 
in “lost world” areas.

AC 6, HD 5, Att [×1 bite (1d12)], MV Fly 240' (80'), SV D12 W13 P14 
B15 S16, ML 8, AL Neutral, NA 0 (1d14), % Nil, TT V
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Purple Worm
Purple worms are huge, slime-covered creatures over 100’ long and 8’ 
to 10’ in diameter. These monsters tunnel through the earth, burrowing 
up from the ground to feed on surface-dwelling creatures. They attack 
by biting and stinging with their tails. If the “to hit” roll for the bite is 
4 or more than the number required (or a 20, in any case), creatures of 
man-size or smaller will be swallowed whole, taking 3d6 points of dam-
age each round thereafter. Those stung by the tail must save vs. Poison 
or die. Note that if encountered underground, the size of underground 
tunnels may prevent a purple worm from using one or both of its at-
tacks.

AC 6, HD 15*, Att [×1 bite (2d8), 1 sting (1d8 + poison)], MV 60' (20'), 
SV D8 W9 P10 B10 S12, ML 10, AL Neutral, NA 1d2 (1d4), % Nil, TT D

Rakshasa
These creatures are said to be a kind of demon. They have bodies re-
sembling humans, but for their deadly claws and the head of a large cat, 
either a tiger, lion, or panther. Rakshasas are man-eaters, preferring the 
flesh of humans and dwarves. They have the spell-like abilities ESP and 
change self, which they often use in combination to assume an agreeable 
form to a potential victim. These creatures have the spell casting abilities 
of 1st level clerics and 3rd level magic-users. Rakshasas are unaffected 
by normal weapons, and suffer 50% damage from weapons that are +1, 
+2, or +3.

In addition, they are immune to the effects of all spells save those of 9th 
level. When multiple Rakshasas are encountered there is 1 male with up 
to 3 females.

AC 0, HD 7**, Att [×2 claw (1d3/1d3), 1 bite (1d4+1)], MV 150' (50'), SV 
D4 W5 P6 B5 S8, ML 9, AL Chaotic, NA 1d4 (1d4), % 25, TT F

Rat
Rats will eat almost anything and some rats carry diseases. Anyone bit-
ten by a rat has a 1 in 20 chance of being infected (this chance should 
be checked each time a rat successfully hits). The victim may still avoid 
the disease by making a saving throw vs. Poison. If failed, the victim 
will either die in 1d6 days, otherwise the victim will be sick in bed (un-
able to adventure) for one month. Roll 1d4: the disease is only deadly 
on a result of 1. (The disease may be cured magically by cure disease.) 
Rats usually avoid humans and will not attack unless summoned (by a 
wererat, for example) or defending their lair. Rats are good swimmers 
and may attack without penalty while in water. They are afraid of fire, 
and will run from it unless forced to fight by their leader (the creature 
summoning them).

NORMAL – Normal rats may be from 6” to 2’ long and have gray or 
brown fur. They attack in “packs” of 5 to 10. If there are more than 10 
rats they will attack several creatures as packs of 10 or less. A pack will 
only attack one creature at a time, but may bite for 1-6 points of damage 
(plus the normal chance of a disease, checked once per pack attack). 
Rats will climb all over the creature they are attacking and the victim 
must save vs. Death or be knocked down by them and unable to fight 
until the victim regains its feet.

AC 9, HD 1hp, Att [×1 bite per pack (1d6 + disease)], MV 60' (20'), 
Swim 30' (10'), SV D12 W13 P14 B15 (NM), ML 5, AL Neutral, NA 5d10 
(2d10), % 10, TT L

GIANT – Giant rats are 3’ long or more, and have gray or black fur. They 
are often found in the dark corners of dungeon rooms and in areas 
where undead monsters lurk.

AC 7, HD 1d4hp, Att [×1 bite (1d3 + disease)], MV 120' (40'), SV D12 
W13 P14 B14 S16, ML 8, AL Neutral, NA 3d6 (3d10), % 10, TT C

Rhinoceros
NORMAL – Though unintelligent plant eaters, rhinoceri can be very 
dangerous. If threatened, surprised, or charged, they will stampede in 
a random direction, goring all in their path for double damage on the 
first attack.

AC 5, HD 6, Att [×1 butt (2d4) or trample (2d8)], MV 120' (40'), SV D12 
W13 P14 B15 S16, ML 6, AL Neutral, NA 0 (1d12), % Nil, TT Nil

WOOLLY – These large rhinoceri are covered with long white hair. 
Woolly rhinos travel in small herds across tundra and plain, usually in 
“lost world” areas.

AC 4, HD 8, Att [×1 butt (2d6) or trample (2d12)], MV 120' (40'), SV 
D10 W11 P12 B13 S14, ML 6, AL Neutral, NA 0 (1d8), % Nil, TT Nil

Roc
Rocs are huge birds of prey resembling eagles. They are very lawful, and 
are often unfriendly towards neutrals (-1 on reaction rolls) and chaotics 
(-2 on reactions). Rocs prefer solitude and will swoop to attack any in-
truders unless carefully approached. Roc nests are found in the highest 
mountains and 50% of the time will contain 1d6 eggs or young. Rocs 
never check morale if encountered in their lair. If hatched or captured as 
chicks, young rocs can be trained.

SMALL ROC 

AC 4, HD 6, Att [×2 claws (1d4+1/1d4+1), 1 bite (1d6)], MV 60' (20'), 
Fly 480' (160'), SV D12 W13 P14 B15 S16, ML 8, AL Lawful, NA 0 
(1d12), % 10, TT I

LARGE ROC

AC 2, HD 12, Att [×2 claws (1d8/1d8), 1 bite (2d10)], MV 60' (20'), Fly 
480' (160'), SV D10 W11 P12 B13 S14, ML 9, AL Lawful, NA 0 (1d8), % 
10, TT I

GIANT ROC

AC 0, HD 36, Att [×2 claws (3d6/3d6), 1 bite (8d6)], MV 60' (20'), Fly 
480' (160'), SV D2 W3 P4 B3 S6, ML 10, AL Lawful, NA 0 (1), % 10, TT I

Rock Baboon
Rock baboons are larger versions of normal baboons, and are more in-
telligent. They will eat anything, but prefer meat. They do not make tools 
or weapons but will pick up bones or branches to use as clubs. Rock ba-
boons form packs, each led by a dominant male. They are ferocious and 
have vicious tempers. They do not speak a true language, but use simple 
screams to communicate warnings and needs.

AC 6, HD 2, Att [×1 club (1d6), 1 bite (1d3)], MV 120' (40'), SV D12 
W13 P14 B15 S16, ML 8, AL Neutral, NA 2d6 (5d6), % 10, TT U

Rust Monster*
A rust monster has a body like a giant armadillo with a long tail, and 2 
long front “feelers” (antennae). If a character hits a rust monster, or if 
a rust monster hits a character with its antenna, it will cause any metal 
armor or weapons touching it to immediately rust, so that they are un-
usable and worthless. Each time magical weapons and armor are struck 
they will lose one plus. Magical weapons and armor have a chance of 
not being affected. For each “plus” that a weapon or armor has, there is a 
10% chance that it will not rust. example: A shield +3 has a 30% chance 
of surviving the attack or else it is reduced to a shield +2. A rust monster 
is attracted by the smell of metal. It eats the rust created by its attacks.

AC 2, HD 5, Att [×1 (special)], MV 120' (40'), SV D12 W13 P14 B15 
S16, ML 7, AL Neutral, NA 1d4 (1d4), % 10, TT Nil
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Salamander
FLAME SALAMANDER – A flame salamander is a form of free-willed 
fire elemental that looks like a giant snake (12’ to 16’ long) with the 
head and limbs of a lizard. It has scales of bright orange-yellow and or-
ange-red. All creatures within 20’ will take 1d8 points of damage per 
round from the intense heat the salamander generates. They are im-
mune to all fire-based attacks. These creatures are intelligent and prefer 
to live near (or in!) volcanoes or in very hot, dry lands.

AC 2, HD 8*, Att [×2 claws (1d4/1d4), 1 bite (1d8)], MV 120' (40'), SV 
D8 W9 P10 B10 S12, ML 8, AL Neutral, NA 1d4+1 (2d4), % 25, TT F

FROST SALAMANDER – A frost salamander looks like a giant lizard 
with 6 legs. Its scales are white or blue-white in color. When it fights, it 
rears up and strikes with the front four legs as well as fangs. All creatures 
within 20’ will take an additional 1d8 points of damage each round from 
the extreme cold the monster radiates. Frost salamanders are immune 
to all cold-based attacks. They live in frozen wastelands, glaciers, and 
icy tundras.

AC 3, HD 12*, Att [×4 claws (4d6 total), 1 bite (2d6)], MV 120' (40'), SV 
D6 W6 P8 B8 S10, ML 9, AL Chaotic, NA 1d3 (1d3), % 25, TT E

Frost and flame salamanders hate each other, and will attack one anoth-
er on sight.

Satyr
Magical humanoids with the legs and horns of goats. Love dance, drink, 
and debauchery. Dwell in deep, isolated forests. Satyrs are only surprised 
on a 1. They are 90% undetectable when hiding in woods. 

AC 5, HD 5, Att [×1 horns (2d4) or magic pipes], MV 180' (60'), SV D6 
W7 P8 B8 S10, ML 9, AL Neutral, NA 0 (2d24), % 40, TT I, N

One satyr in a group has magic pipes and may play them when encoun-
tered for one of the following effects:

a. charm: Used on attractive individuals. Anyone within 60’ who hears 
the song must save versus spells or be charmed: move towards the sa-
tyr (resisting those who try to prevent it); defend the satyr; obey the 
satyr’s commands (if understood); unable to cast spells or use magic 
items; unable to harm the satyr. A character who saves is unaffected 
for the rest of the encounter. Killing the satyr breaks the charm.

b. fear: Used on powerful enemies. All within 60’ must save versus 
spells or flee for 2 turns.

c. sleep: Used against intruders not deemed dangerous. All within 60’ 
must save versus spells or fall asleep for 4d4 turns. Satyrs will rob 
sleeping victims.

Scorpion, Giant
A giant scorpion is the size of a small horse and will usually attack on 
sight. It fights by grasping opponents with its claws and stinging the im-
mobilized foe. If a claw hits, the stinger attacks at +2. Anyone struck by 
the stinger must save vs. Poison or die. Giant scorpions live in deserts, 
caves and ruins.

AC 2, HD 4*, Att [×2 claws (1d10/1d10), 1 sting (1d4 + poison)], MV 
150' (50'), SV D12 W13 P14 B15 S16, ML 11, AL Chaotic, NA 1d6 (1d6), 
% 50, TT V

Sea Dragon
Sea dragons are intelligent and usually green in color with a bright yel-
low-green crest. Sea dragons have a 20% chance of talking and being 
spell casters, with three 1st level and three 2nd level spells. Their breath 
weapon is a 20’ diameter glob of poison that they can spit up to 100’, 
three times per day (50% chance to use). Those struck must save vs. 
Dragon Breath or die. (This poison loses its effectiveness after 1 round). 
Their bite is not poisonous.

The statistics given are for an average-sized sea dragon. Younger drag-
ons, as with other dragons, are smaller and have acquired less treasure; 
older sea dragons are larger and have acquired more. Dragons generally 
range in size from 3 hit dice smaller to 3 hit dice larger than average.

Sea dragons have fin-like wings which enable them to glide above the 
water for up to 6 rounds (much like “flying fish”). They live in caves or 
sunken ships at the bottom of the ocean, and may attack passing ships 
for food and treasure.

AC 1, HD 8, Att [×1 bite (3d8) or Breath], MV & Swim 180' (60'), SV D8 
W9 P10 B10 S12, ML 9, AL Neutral, NA 0 (1d4), % Nil, TT Nil

Sea Serpent (lesser)
A sea serpent resembles a long (20’-30’) giant snake with many fins. 
A sea serpent may attack a sea craft its own size or smaller by loop-
ing around the boat and squeezing (for 1d10 points of hull damage per 
round). Its normal attack is a bite and it can lunge up to 20’ out of the 
water when biting creatures on the surface.

AC 5, HD 6, Att [×1 bite (2d6) or squeeze], MV 150' (50'), SV D12 W13 
P14 B15 S16, ML 8, AL Neutral, NA 0 (2d6), % Nil, TT Nil

Sea Serpent (greater)
Gargantuan (80’ long), serpent-like sea monsters with rows of many 
fins. Its normal attack is a bite and it can lunge up to 40’ out of the water 
when biting creatures on the surface. A sea serpent may attack a sea craft 
its own size or smaller by looping around the boat and squeezing (for 
2d10 points of hull damage per round).

AC 3, HD 14, Att [×1 bite (3d6) or squeeze], MV 240' (80'), SV D8 W9 
P10 B10 S12, ML 9, AL Neutral, NA 0 (1d4), % Nil, TT Nil

Shark
Sharks are vicious predators. They have little intelligence and are un-
predictable. They are attracted to the scent of blood within 300’ and it 
will drive them into a feeding frenzy (no morale checks required). They 
attack by making long, curving passes. Sharks are found in salt water.

BULL – These are 8’ long and brown in color. Bull sharks will ram their 
prey first to stun it, and then attack the helpless prey the next round.

AC 4, HD 2, Att [×1 bite (2d4)], MV 180' (60'), SV D12 W13 P14 B15 
S16, ML 7, AL Neutral, NA 0 (3d6), % Nil, TT Nil

MAKO – These are 15’ long and blue-gray or tan in color. Mako sharks 
are extremely unpredictable, ignoring swimmers one moment, and 
then, for no apparent reason, attacking.

AC 4, HD 4, Att [×1 bite (2d6)], MV 180' (60'), SV D12 W13 P14 B15 
S16, ML 7, AL Neutral, NA 0 (2d6), % Nil, TT Nil

GREAT WHITE – These are 30’ long or larger and grey with a white un-
derside. They have been known to destroy small boats. 

AC 4, HD 8, Att [×1 bite (2d10)], MV 180' (60'), SV D10 W11 P12 B13 
S14, ML 7, AL Neutral, NA 0 (1d4), % Nil, TT Nil

Skeleton
Animated skeletons are undead creatures often found near graveyards, 
dungeons, or other deserted places. They are used as guards by the high 
level magic-user or cleric who animated them. Since they are undead, 
they can be “Turned” by a cleric, and are not affected by sleep or charm 
spells, nor any form of mind reading. Skeletons will always fight until 
killed.

AC 7, HD 1, Att [×1 weapon (1d6)], MV 60' (20'), SV D12 W13 P14 B15 
S16, ML 12, AL Chaotic, NA 3d4 (3d10), % 35, TT Nil
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Snake
Snakes are found almost everywhere except for very hot or very cold 
places. Most snakes do not usually attack unless surprised or threatened. 
Many (but not all) snakes have poisonous bites.

SPITTING COBRA – A spitting cobra is a 3’ long grayish-white snake 
which can squirt a stream of venom up to a distance of 6 feet. It aims 
for its victim’s eyes. If the spit hits, the victim must save vs. Poison or 
be blinded. (This blindness can normally only be removed by a cure 
blindness spell, but the referee may wish to invent other ways — such 
as eating a shrieker.) As with most small poisonous snakes, a spitting 
cobra will not attack human-sized or larger opponents unless startled or 
threatened. It can either spit or bite in one round, but not both. It will 
usually spit. The damage given (1d3 points) only applies to the bite; in 
this case, the victim must save vs. Poison or die in 1d10 turns.

AC 7, HD 1**, Att [×1 bite (1d3 + poison) or spit], MV 90' (30'), SV D12 
W13 P14 B15 S16, ML 7, AL Neutral, NA 1d6 (1d6), % Nil, TT Nil

PIT VIPER – A pit viper is a 5’ long greenish-gray poisonous snake with 
small pits in its head. These pits act as heat sensors, with a range of 60’. 
The combination of pits and infravision makes it very hard to fight a pit 
viper; it is so quick that it always gains the initiative (no roll needed). 
Any victim bitten by a pit viper must save vs. Poison or die.

AC 6, HD 2*, Att [×1 bite (1d4 + poison)], MV 90' (30'), SV D12 W13 
P14 B15 S16, ML 7, AL Neutral, NA 1d8 (1d8), % Nil, TT Nil

SEA SNAKE – Sea snakes are snakes adapted for living in the sea. All are 
poisonous. They average 6’ long (for every 3 hit dice) in size, but can be 
much larger if the referee desires. They must come to the surface of the 
water to breathe once an hour. Their bite is little more than a pinprick, 
and will go unnoticed 50% of the time. The victim must save vs. Poison, 
and the poison is slow-acting; its full effects take 1d4 + 2 turns to be felt 
if the saving throw is failed. (By the time this is felt, there is a 25% chance 
that not even a neutralize poison spell can save the victim.) Unlike other 
snakes, sea snakes will attack humans for food.

AC 6, HD 3*, Att [×1 bite (1 + poison)], MV 90' (30'), SV D12 W13 P14 
B15 S16, ML 7, AL Neutral, NA 1d8 (1d8), % Nil, TT Nil

GIANT RATTLER – A giant rattlesnake is a 10’ long snake with brown 
and white scales set in a diamond pattern. On its tail is a dried, scaly 
rattle, which it often rattles to warn off intruders or attackers who are 
too large to eat. Giant rattlesnakes are meat-eaters and their bite is poi-
sonous (save vs. Poison or die in 1d6 turns.) They are very fast and may 
attack a second time at the end of every round.

AC 5, HD 4*, Att [×2 bites (1d4/1d4 + poison)], MV 120' (40'), SV D12 
W13 P14 B15 S16, ML 8, AL Neutral, NA 1d4 (1d4), % Nil, TT Nil

ROCK PYTHON – A rock python is a 20’ long giant snake with brown 
and yellow scales set in a spiral pattern. Its first attack is a bite. If the bite 
is successful, a rock python will coil around the victim and constrict in 
the same round. This squeezing does 2d4 points of damage per round, 
and begins automatically once the bite hits. 

AC 6, HD 5*, Att [×1 bite (1d4), 1 squeeze (2d4)], MV 90' (30'), SV D12 
W13 P14 B15 S16, ML 8, AL Neutral, NA 1d3 (1d3), % Nil, TT Nil

Spectre
The ghostly spectres are among the mightiest of the undead. They have 
no solid bodies, and can only be hit by magic weapons; silver weapons 
have no effect. Like all undead, spectres are immune to sleep, charm, 
and hold spells.

A hit by a spectre does 1d8 points of damage and drains 2 life energy 
levels. The result of this drain is that the creature touched loses 2 hit dice 
(levels of experience). Experience points will drop to the lowest amount 
needed for the new level, and all hit dice and abilities associated with the 
drained levels are lost.

example: A 9th level magic-user struck by a spectre would become 7th 
level with 80,000 experience points, no 5th level spell, and would lose 
an additional 2d4 of hit points (or the last two hit die rolls). A character 
whose level is reduced to 0 is slain. A character slain by a spectre will rise 
the next night as a spectre under the control of the slayer.

AC 2, HD 6*, Att [×1 touch (1d8 + special)], MV 150' (50'), SV D10 W11 
P12 B13 S14, ML 11, AL Chaotic, NA 1d4 (1d8), % 20, TT E

Spider, Giant
CRAB SPIDER – Crab spiders are 5’ long giant spiders. They are 
meat-eaters and attack their victims by clinging to walls or ceilings and 
dropping onto them. They have chameleon-like powers and can change 
their color to blend into their surroundings, surprising on a roll of 1-4 
(on 1d6). After the first attack, a crab spider can be seen and attacked 
normally. Any victim bitten by a crab spider must save vs. Poison or die 
in 1d4 turns. However, the poison is weak, and the victim may add + 2 
to the saving throw roll.

AC 7, HD 2*, Att [×1 bite (1d8 + poison)], MV 120' (40'), SV D12 W13 
P14 B15 S16, ML 7, AL Neutral, NA 1d4 (1d4), % 70, TT U

BLACK WIDOW – Black widow spiders are 6’ long and colored black 
with a red “hourglass” mark on their abdomens. They tend to stay close 
to their webbed lairs. They are carnivorous and have been known to at-
tack humans. Their webs should be treated as the magic-user’s spell web, 
with respect to the chances of breaking free (once entrapped). The webs 
may also be burned away. Any victim of the bite of a black widow spider 
must save vs. Poison or die in 1 turn.

AC 6, HD 3*, Att [×1 bite (2d6 + poison)], MV 60' (20'), Web 120' (40'), 
SV D12 W13 P14 B15 S16, ML 8, AL Neutral, NA 1d3 (1d3), % 90, TT 
U

TARANTELLA – A tarantella is a huge hairy magical spider which looks 
like a 7’ long tarantula. Its bite does not kill; instead, it causes the victim 
(if a saving throw vs. Poison is failed) to have painful spasms which 
resemble a frantic dance. This dance has a magical effect on onlookers, 
and they may be affected. Anyone watching must save vs. Spells or start 
to dance in the same way. Dancing victims have a penalty of -4 on their 
“to hit” rolls, and attackers gain + 4 “to hit” the victim. The effects of the 
bite last for 2d6 turns. However, dancers will drop from exhaustion in 5 
turns, and they will then be helpless against attacks. Those caught while 
watching will dance as long as the original victim. (A neutralize poison 
spell will cure the poison, and a dispel magic spell will stop the dance.)

AC 5, HD 4*, Att [×1 bite (1d8 + poison)], MV 120' (40'), Web 120' (40'), 
SV D12 W13 P14 B15 S16, ML 8, AL Neutral, NA 1d3 (1d3), % 50, TT U

Squid, Giant
A giant squid dwells only in deep sea, rising to the surface only to hunt. 
A giant squid will sometimes (25%) wrap its two long tentacles about 
a boat and squeeze, doing 1d10 points of damage to the boat’s hull, 
while the beak does 2 points per round after the tentacles grapple. Giant 
squids often (75%) attempt to snatch seamen from the decks of passing 
ships and pull them to their lair below to be devoured. The lesser ten-
tacles do constriction damage after they hit. They can be severed with a 
single blow that does 6 or more points, while the greater tentacles can be 
severed with a blow that causes 10 or more points of damage.

If its morale fails, the squid can flee at triple speed and will leave great 
clouds of ink (30’ radius, twice per day maximum) to confuse pursuers. 
A large giant squid can even be double or triple normal size.

AC 7, HD 6, Att [×8 tentacles (1d4), 1 bite (1d10)], MV 120' (40'), SV 
D12 W13 P14 B15 S16, ML 7 (9), AL Neutral, NA 0 (1d4), % Nil, TT V
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Stegosaurus
These squat dinosaurs have hard upright plates of bone along their backs 
and 4 long spikes on the end of their tails. They will swing their tail 
at anything that menaces them. Stegosaurs are herbivores and prefer 
sub-tropical conditions. They are usually found only in “lost world” ar-
eas.

AC 3, HD 11, Att [×1 tail (2d8) or trample (2d8)], MV 60' (20'), SV D10 
W11 P12 B13 S14, ML 7, AL Neutral, NA 0 (1d4), % Nil, TT Nil

Thoul
A thoul is a magical combination of a ghoul, a hobgoblin, and a troll. 
Except when very close, thouls look exactly like hobgoblins, and they 
are sometimes found as part of the bodyguard of a hobgoblin king. The 
touch of a thoul will paralyze (in the same way as that of a ghoul). If it 
is damaged, a thoul will regenerate 1 hit point per round as long as it is 
alive. (After a thoul is hit, the referee should add 1 hit point to its total at 
the beginning of each round of combat.)

AC 6, HD 3**, Att [×2 claws (1d3/1d3) or weapon (1d6)], MV 120' (40'), SV 
D12 W13 P14 B15 S16, ML 10, AL Chaotic, NA 1d6 (1d10), % 35, TT C

Titanothere
The prehistoric titanothere resembles a huge blunt-horned rhino, 12’ tall 
at the shoulder. They are generally peaceful if left alone, preferring to 
graze grass and eat leaves off trees. In combat, titanotheres will butt or 
trample their opponents. Small herds of these creatures are found in the 
grasslands of “lost world” areas.

AC 5, HD 12, Att [×1 butt (2d6) or trample (3d8)], MV 120' (40'), SV 
D10 W11 P12 B13 S14, ML 7, AL Neutral, NA 0 (1d6), % Nil, TT Nil

Toad, Giant
A giant toad is about the size of a very large dog, and weighs 150- 250 
pounds. These toads can change their skin color to blend into woods or 
poorly-lit dungeons, thus surprising their prey on a roll of 1-3. They can 
shoot their tongues out to 15’ and drag dwarf-sized or smaller victims 
to their mouths to be bitten. On a “to hit” roll of 20, small prey will be 
swallowed whole, taking 1d6 points of damage each round thereafter.

AC 7, HD 2+2, Att [×1 bite (1d4+1)], MV 90' (30'), SV D12 W13 P14 
B15 S16, ML 6, AL Neutral, NA 1d4 (1d4), % Nil, TT Nil

Treant
Treants are 18’ tall tree-men who resemble trees. Treants are only con-
cerned with protecting forests and plant life. They speak a slow and dif-
ficult tongue and distrust those who use fire. Because treants are often 
mistaken for normal trees, all encounters with treants take place at 30 
yards or less and they surprise a party on a roll of 1-3. One treant can 
animate any two trees within 60’ to move at 30’ (5’), and fight as treants. 
A treant may change which trees it is animating at will.

AC 2, HD 8, Att [×2 blows (2d6/2d6)], MV 60' (20'), SV D8 W9 P10 B10 
S12, ML 9, AL Lawful, NA 0 (1d8), % 10, TT C

Triceratops
A triceratops is a heavily muscled, four legged dinosaur that stands 
about 12’ high at the shoulder and is nearly 40’ long. It has three horns 
protruding from the bony protective crest that covers its head. Although 
these creatures are plant eaters, they are aggressive and dangerous, usu-
ally attacking on sight. They charge for double damage on the first at-
tack. Triceratopes are found on the plains of “lost worlds”.

AC 2, HD 11, Att [×1 gore (3d6) or trample (3d6)], MV 90' (30'), SV 
D10 W11 P12 B13 S14, ML 8, AL Neutral, NA 0 (1d4), % Nil, TT Nil

Troll
Thin and rubbery, loathsome trolls stand nearly 8’ tall. They are intelli-
gent and prefer humanoid creatures over all other foods. Trolls live in 
caves, dungeons, wastelands, and in ruined dwellings of the humanoids 
they have slain and eaten.

Trolls are strong and rend their opponents with talons and sharp teeth. 
A troll has the power of regeneration: (the ability to heal and grow back 
together). A troll will begin to heal 3 rounds after it has taken damage. A 
troll’s wounds will heal themselves at a rate of 3 hit points per round, and 
even severed limbs will crawl back to the body and rejoin. The troll can-
not regenerate damage from fire or acid. In game turns, this means that 
unless totally consumed by fire or acid, a troll will eventually regenerate 
completely. If reduced to 0 hit points (other than fire or acid damage), 
the troll will heal enough to fight again in 2d6 rounds. The morale in 
parentheses applies only when the troll is attacked by fire or acid.

AC 4, HD 6+3*, Att [×2 claws (1d6/1d6), 1 bite (1d10)], MV 120' (40'), 
SV D10 W11 P12 B13 S14, ML 10 (8), AL Chaotic, NA 1d8 (1d8), % 40, 
TT D

Tyrannosaurus Rex
The tyrannosaurus rex is one of the largest hunting dinosaurs, standing 
over 20’ tall. Its great jaws are lined with sharp teeth and it moves erect 
on its hind legs. It will attack anything man-sized or larger, usually at-
tacking the largest creature first. The tyrannosaurus rex is usually found 
only in “lost world” areas.

AC 3, HD 20, Att [×1 bite (6d6)], MV 120' (40'), SV D6 W7 P8 B8 S10, 
ML 11, AL Neutral, NA 0 (1), % Nil, TT V×3

Unicorn
A unicorn looks like a slender horse with a horn growing from its fore-
head. A unicorn is a fierce but shy creature. Only a pure maiden can talk 
to or ride one. It can magically teleport itself with a rider to a distance 
of 360’ once per day.

AC 2, HD 4*, Att [×2 hooves (1d8), 1 horn (1d8)], MV 240' (80'), SV D8 
W9 P10 B10 S12, ML 7, AL Neutral, NA 1d6 (1d8), % 5, TT Nil

Vampire*
Vampires are the most feared of the undead, feeding on the blood of the 
living in order to survive. Vampires haunt ruins, tombs, crypts and other 
places deserted by man. They are unaffected by sleep, charm, and hold 
spells. Vampires can only be hit with magic weapons.

In human form, a vampire’s touch will drain 2 life energy levels from 
the victim. A character slain by a vampire will return from death as a 
vampire in 3 days.

A vampire may also attempt to charm any who gaze into its eyes. The 
victim must save vs. Spells to avoid the charm, with a -2 penalty on the 
roll. A charmed victim will be totally under the vampire’s control, but 
cannot use spells or magic.

A vampire in any form can regenerate 3 hit points per round, as soon as 
it is damaged. If a vampire is reduced to 0 hit points, it will not regen-
erate, but will become gaseous and flee to its coffin. In human form the 
vampire can summon 10d10 rats (5d4 giant rats), 10d10 bats (3d6 giant 
bats), or 3d6 wolves (2d4 dire wolves), if these are in the area.

• weaknesses of vampires – Vampires will not come within 10’ of 
any strongly presented holy symbol, although they may move to attack 
the person holding the symbol from another direction. A strong odor of 
garlic repels them (save vs. Poison, or cannot attack that round). Vam-
pires cast no reflection and avoid mirrors.
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A vampire may take the form of a human, a dire wolf, a giant bat, or 
a gaseous cloud at will. This transformation requires 1 round. In dire 
wolf or giant bat form, the vampire will move, attack, and do damage 
according to the statistics for those creatures. The vampire’s armor class, 
hit dice, morale, and saving throws remain unchanged. In gaseous form, 
a vampire can fly at the listed speed and has immunity to all weapon 
attacks. A vampire cannot attack while in gaseous form.

Vampires cannot cross running water, either on foot or flying, except at 
bridges or while in their coffins. During the day, a vampire usually rests 
in its coffin, and failure to do so results in the loss of 2d6 hit points per 
day. These hit points will not be regenerated until the vampire has rested 
in its coffin for a full day.

• destroying vampires – A vampire can be destroyed by driving a 
wooden stake through its heart or by immersion in running water for 1 
turn. If a vampire is exposed to direct sunlight, the creature must make a 
saving throw vs. Death Ray each round or disintegrate. Note that a con-
tinual light spell will not disintegrate a vampire, but will partially blind 
it (making its attacks suffer a -4 penalty “to hit”). If all of the vampire’s 
coffins are blessed or destroyed, the vampire will weaken, taking damage 
as above, and will die when its hit points are reduced to 0. A vampire will 
always have several well-hidden coffins available.

AC 2, HD 7-9**, Att [×1 touch (1d10) + energy drain], MV 120' (40'), 
SV D8 W8 P10 B10 S12, ML 11, AL Chaotic, NA 1d4 (1d6), % 25, TT F

Weasel, Giant
A giant weasel is 8’-9’ long and covered with a richly colored fur of 
white, gold or brown. These quick and vicious predators hunt singly or 
in groups. Once they bite, they will hold on and suck blood, doing 2d4 
points of damage each round until their prey is dead or until they are 
killed.

Giant weasels have infravision to 30’ and can track parties by scent. They 
will pursue wounded prey in preference to all other. They live in tunnels 
underground, and their treasure will be found on the bodies of creatures 
they have slain and pulled to their lair to eat.

AC 7, HD 4+4, Att [×1 bite (2d4) + special], MV 150' (50'), SV D12 W13 
P14 B15 S16, ML 8, AL Neutral, NA 1d4 (1d6), % 25, TT V

Whale
KILLER WHALE – These are 25’ long and are found mainly in cold 
waters. They live by hunting other sea creatures (even other whales). 
Creatures of halfling size or smaller will be swallowed whole if the killer 
whale scores a 20 on its “to hit” roll. Those swallowed take 1d6 points of 
damage per round and will drown in 10 rounds unless freed.

AC 6, HD 6, Att [×1 bite (1d20)], MV 240' (80'), SV D12 W13 P14 B15 
S16, ML 10, AL Neutral, NA 0 (1d6), % Nil, TT V

NARWHAL – The narwhal is 15’ long, grey to white in color, and has an 
8’ long spiral horn on its head (like that of a unicorn). It is an intelligent, 
magical creature, very independent and secretive. It is rumored that 
their horns vibrate in the presence of evil. Their horns are worth from 
1,000 to 6,000 gold pieces each (1d6 x 1,000) for their ivory. Narwhals 
roam arctic waters.

AC 7, HD 12, Att [×1 horn (2d6), 1 bite (1d8)], MV 180' (60'), SV D6 
W7 P8 B8 S10, ML 8, AL Lawful, NA 0 (1d4), % Nil, TT special

SPERM WHALE – This huge whale can grow to be 60’ long. It preys on 
the most feared denizens of the deep (such as the giant squid). Man-
sized or smaller creatures will be swallowed on a die roll that is 4 or 
more than the score needed to hit, taking 3d6 points of damage per 
round. Sperm whales will sometimes (10% chance) attack ships, at-
tempting to ram. Should the sperm whale succeed, it will do 6d6 points 
of damage to the ship.

AC 6, HD 36, Att [×1 bite (3d20)], MV 180' (60'), SV D4 W5 P6 B5 S8, 
ML 7, AL Neutral, NA 0 (1d3), % Nil, TT V

Wight*
A wight is an undead spirit living in the body of a dead human or 
demi-human. It can only be hit by silvered or magical weapons. Wights 
are greatly feared, as they drain life energy when striking a victim. 
Each hit drains one level of experience or hit die. EXAMPLE: A 3rd 
level fighter struck by a wight becomes a 2nd level fighter, keeping only 
enough experience points to be at the midpoint of 2nd level, and losing 
1 hit die of hit points.

Any person totally drained of life energy by a wight will become a wight 
in 1d4 days, and will be under control of the wight who drained him or 
her.

AC 5, HD 3*, Att [×1 (energy drain)], MV 90' (30'), SV D12 W13 P14 
B15 S16, ML 12, AL Chaotic, NA 1d6 (1d8), % 70, TT B

Wolf
NORMAL WOLF – Wolves are meat-eaters and hunt in packs. Though 
wolves prefer the wilderness, they will occasionally be found in caves. 
Captured wolf cubs can be trained like dogs (if the referee permits), but 
it is difficult. If 3 wolves or less are encountered, or if a pack is reduced 
to less than 50% of its original numbers, their morale score is 6 rather 
than 8.

AC 7, HD 2+2, Att [×1 bite (1d6)], MV 180' (60'), SV D12 W13 P14 B15 
S16, ML 8 (6), AL Neutral, NA 2d6 (3d6), % 10, TT Nil

DIRE WOLF – Dire wolves may be found in caves, woods, or moun-
tains. They are larger and more ferocious than normal wolves, and are 
semi-intelligent. They are fierce enemies and usually hunt in packs. They 
are sometimes trained by goblins to be used as mounts. Captured dire 
wolf cubs can be trained like dogs (if the referee permits), but they are 
even more savage than normal wolves. 

AC 6, HD 4+1, Att [×1 bite (2d4)], MV 150' (50'), SV D12 W13 P14 B15 
S16, ML 8, AL Neutral, NA 1d4 (2d4), % 10, TT Nil

Wraith*
A wraith is an undead monster that drains the life-force of its victims. It 
has no physical body and looks like a pale, manlike, almost transparent 
figure composed of thick mist. It is immune to sleep, charm, and hold 
spells. A wraith can only be hit by silver or magical weapons, but silver 
weapons will only do half damage. When a wraith hits in melee, it will 
do normal damage and also drain one life energy level (see spectre). 
Wraiths dwell in deserted lands or in the dwellings of creatures they 
have slain or frightened away. Characters slain by a wraith will become 
wraiths under the control of the one that killed them after one day.

AC 3, HD 4**, Att [×1 touch (1d6) + energy drain], MV 120' (40'), SV 
D10 W11 P12 B13 S14, ML 12, AL Chaotic, NA 1d4 (1d6), % 25, TT E

Wyvern
A wyvern looks like a two-legged, winged dragon with a long tail. In 
combat, the wyvern will bite and arch its tail over its head to hit op-
ponents in front of it. Those stung by the tail must save vs. Poison or 
die. These beasts prefer to live on cliffs or in forests, but may be found 
anywhere.

AC 3, HD 7*, Att [×1 bite (2d8), 1 sting (1d6 + poison)l], MV 90' (30'), 
Fly 240' (80'), SV D10 W11 P12 B13 S14, ML 9, AL Chaotic, NA 1d2 
(1d6), % 30, TT E



97

Castle Encounters
Most castles in the wilderness will belong to high level NPCs who have 
cleared the land and hired mercenaries. When characters discover a cas-
tle in the wilderness they will be unsure of the type of reception they 
will receive. If the referee has not planned the reaction of the inhabitants 
of a castle the following table may be used. To use the table, find the 
character type that inhabits the castle. For each character class the type 
of men that will be found with the lord of the castle will be listed, and 
the reaction of the lord. These reactions assume the party does nothing 
either to arouse suspicion or inspire trust. Note that the men listed are 
only part of the castle owner’s forces. The rest of the force should include 
men and might even include special creatures such as trolls, or combi-
nations such as superheroes mounted on griffons.

PURSUE – The men will chase the party off the lord’s land or charge the 
characters a toll. This sum may vary depending on the personality of the 
lord, how wealthy the characters look, and other things. Refusing to pay 
may result in being arrested, run off the land, or attacked.

IGNORE – This means that no attempt to aid or hinder the party will be 
made.

FRIENDLY – This result does not necessarily mean that the castle owner 
likes the adventurers. It merely indicates that he or she has invited them 
to stay. Some NPCs may do this for evil purposes.

Elves, dwarves, and halflings are not given on this list, as their strong-
holds are special cases. In almost all cases these characters will seek to 
avoid contact with strangers. The referee should detail any non-human 
strongholds so that definite reactions may be known.

Owner Level Patrol Pursue Ignore Friendly
Fighter 9-14 2d6 Heavy Horsemen 1-3 4-5 6
Magi-User 11-14 2d6 Heavy Footmen 1 2-5 6
Cleric 7-14 2d6 Medium Horsemen 1-2 3-4 5-6

Yeti
These large, 9’ tall hulking humanoids are covered in white, shaggy 
fur. Their hands end in filthy, razor-sharp claws. These creatures’ heads 
are large and sport a wide round mouth filled with fangs. Yetis make 
their lairs in remote mountains and hills. They are fierce predators with 
ravenous appetites, dining on mountain goats, sheep, polar bears, and 
humanoids. They are particularly fond of human and elf flesh. A yeti 
attacks with its claws, and grabs an opponent to squeeze it against its 
frigid body with an attack roll of 20. This deals an extra 2d8 hp damage. 
Creatures within 30’ that meet the eyes of a yeti must succeed on a sav-
ing throw versus paralyzation or stand paralyzed in fear for 3 rounds. 
Yeti are 30% invisible in a snowy environment if more than 30’ away. 
Yetis suffer 50% extra damage from heat-based attacks. When found in 
their lair 50% of their number are females, with a 20% chance of 1d4+1 
young.

AC 6, HD 4+4, Att [×2 claws (1d6/1d6)], MV 150' (50'), SV D10 W11 
P12 B13 S14, ML 8, AL Neutral, NA 1d6 (2d4), % 35, TT C

Zombie
Zombies are undead humans or demi-humans animated by some evil 
cleric or magic-user. As all undead, they may be “Turned” by a cleric but 
are not affected by sleep or charm spells or any form of mind reading. 
They are often placed to guard treasures, since they make no noise until 
they attack. Zombies will always attack on sight, but can be destroyed 
by normal weapons. They are slow fighters, and always strike last (no 
initiative roll needed).

AC 8, HD 2, Att [×1 weapon (1d8)], MV 120' (40'), SV D12 W13 P14 
B15 S16, ML 12, AL Chaotic, NA 2d4 (4d6), % 35, TT Nil
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Creating an NPC Party
Since it takes time to create a fully detailed NPC party, many referees 
will prefer to prepare them in advance for use as either Wandering Mon-
sters or as planned encounters. The referee may choose the NPCs in a 
party or determine them randomly. A suggested system for rolling up an 
NPC party is as follows:

1. Determine the number of NPCs in the party: 
low-level: 5-8 (roll 1d4+4); higher-level: 4-9 (roll 1d6 + 3).

2. Determine the class of each by rolling 1d8, then roll 1d6 addling the 
necessary modifiers to determine level:

3. Determine the alignment of each character (roll 1d6); the referee 
may only roll once, if desired, and make all the alignments the 
same:

d6 Alignment
1-2 Lawful
3-4 Neutral
5-6 Chaotic

Level
d8 Class Basic Expert
1 Cleric 1d3 1d6 +3
2 Dwarf 1d3 1d6 +6
3 Elf 1d3 1d6 +2
4 Fighter 1d3 1d6 +3
5 Fighter 1d3 1d6 +5
6 Gnome 1d3 1d6 +2
7 Magic-User 1d3 1d6 +3
8 Thief 1d3 1d6 +4

4. Randomly determine or choose any magic-user, elf, and cleric 
spells.

5. Choose special treasures, roll for possible treasure (U + V), or roll 
for magic items (see below). If a magic item is rolled up, a member 
of the NPC party will use it in combat if at all possible.

6. Decide on a marching order for the group.

7. If encountered in the wilderness, there is a 75% chance that the 
NPC party will be mounted.

The referee may want to roll for NPC ability scores, also.

NPC MAGIC ITEMS – In general, NPCs should have about the same 
number of items as a player character of the same level. Magic can be 
assigned to match the power of the NPC or it can be rolled randomly. 
The chance of any NPC of 1st level or greater possessing magic items 
is 5% per level (maximum chance 95%), checking on each magic item 
suitable:

swords, armor, miscellaneous weapon, potion, scroll, wand/
staff/rod, miscellaneous magic

If an NPC cannot use an item, the NPC should not have it (do not re-
roll). The referee may reduce or change the magic items rolled to prevent 
the players from getting powerful magic items too easily. Note also that 
NPCs will use their magic intelligently against the party when in com-
bat. Furthermore, NPCs never willingly give magic items to players, nor 
should a charm spell cause them to surrender such items. Players should 
obtain magic items from NPCs only through barter, trickery, or force.

TREASURE
The coins, gems, jewelry and magic items that a party finds during an 
adventure is known as treasure. Wealth (coins, gems, jewelry and other 
items of value) is worth experience points to the player and allows the 
player to pay for better equipment, hire more retainers, and purchase 
special services (from higher level spell casters, for example). Magic 
items will usually give a character abilities not normally possessed and 
are useful on later adventures. Treasure is normally found in the lairs of 
monsters, but may be paid to a character by a high level NPC for per-
forming a mission or job. Treasures are determined randomly or chosen 
by the referee. The referee should always determine the contents of a 
large treasure hoard before play in order to determine how best to hide 
and protect the treasure from theft, and if magic items are present, the 
referee may want to allow the monsters to use the items, such as a bug-
bear using a sword +1.

RANDOM TREASURES – To determine a monster’s treasure at random, 
the referee uses the following step-by-step procedure:

1. Find the Treasure Type in the monster description. Find the same 
letter on the Treasure Types table hereafter; that line will be used to 
find the actual treasure.

2. Read across the Treasure Type line to find which types of treasure 
may be present. Each type will have a percentage and a range. If the 
referee rolls (on d%) a number equal to or less than the percentage 
given, that type of treasure is present. The referee should roll for each 
percentage and make a note of what types are present.

3. Roll dice (the type depends on the range given) to find the amount of 
each type of treasure which is present.

4. If any magic items are present, the magic item subtables must be 
used to find the actual types.

PLACED TREASURES – The referee may choose treasures instead of 
rolling for them randomly, or may choose a result if rolls give too much 
or too little treasure. The choices should be made carefully, since most 
of the experience the characters will get will be from treasure (usually 
¾ or more). It will often be easier for the referee to decide how much 
experience to give out (considering the size and levels of experience in 
the party) and place the treasures to give this result. However, the mon-
sters should be tough enough to make sure that the characters earn their 
treasure!

ADJUSTMENTS TO TREASURE – Treasures A through O are large, and 
generally only for use when large numbers or fairly difficult monsters 
are encountered. The lairs of most human-like monsters contain at least 
the number of creatures given as the wilderness “No. Appearing” (the 
number in parentheses). An encounter with less than a full lair should 
yield less treasure. On the other hand if 1d4 is the “No. Appearing”, even 
one will have the normal amount of treasure, and no adjustment is nec-
essary.

The referee may create Treasure Types other than the ones listed, possi-
bly unusual and hard-to-recognize. Some other valuable items could be 
rugs, wall hangings, silks, rare wines, silverware and other kitchen items, 
rare books, small statues, animal skins, furs, and tusks. A party should 
always look for clues that odd items might be more valuable than they 
appear. The referee should give each special item a value, in gold pieces 
(and, if the optional encumbrance rules are used, an encumbrance).

The averages do not include the possible magic in the treasures. After 
rolling for treasures, the referee may refer to the averages to see whether 
the treasure is large or small and may then adjust the treasure as desired.

As the campaign goes on, the referee should be especially careful when 
placing treasures, as these will become even more important in deter-
mining the rate at which the characters gain levels and power. They can 
be the major tool the referee uses to balance the campaign.
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Type
1000's of 
copper

1000's of 
silver

1000's of 
electrum

1000's of 
gold

1000's of 
platinum *gems and jewelry magic items

A 25% 1d6 30% 1d6 20% 1d4 35% 2d6 25% 1d2 50% 6d6 30% Any 3
B 50% 1d8 25% 1d6 25% 1d4 25% 1d3 – 25% 1d6 10% 1 sword, armor, or weapon
C 20% 1d6 30% 1d4 10% 1d4 – – 25% 1d4 10% Any 2
D 10% 1d8 15% 1d12 – 60% 1d6 – 30% 1d8 15% Any 2 + 1 potion
E 5% 1d10 30% 1d12 25% 1d4 25% 1d8 – 10% 1d10 25% Any 3 + 1 scroll
F – 10% 2d10 20% 1d8 45% 1d12 30% 1d3 20% 2d12 / 10% 1d12 30% Any 3 except weapons, + 1 potion + 1 scroll
G – – – 50% 1d4×10 50% 1d6 25% 3d6 / 25% 1d10 35% Any 4 + 1 scroll
H 25% 3d8 50% 1d100 50% 1d4×10 50% 1d6×10 25% 5d4 50% 1d100/50% 1d4×10 15% Any 4 + 1 potion + 1 scroll
I – – – – 30% 1d8 50% 2d6 15% Any 1
J 25% 1d4 10% 1d3 – – – – –
K – 30% 1d6 10% 1d2 – – – –
L – – – – – 50% 1d4 / Nil –
M – – – 40% 2d4 50% 5d6 55% 5d4 / 45% 2d6 –
N – – – – – – 40% 2d4 potions
O – – – – – – 50% 1d4 scrolls

*Roll twice, once for each category (Gems and Jewelry). The chances are the same unless two notations are made, in which case the order given is for “Gems/Jewelry”.

Type pieces of copper pieces of silver
pieces of 
electrum pieces of gold

pieces of 
platinum

*gems and 
jewelry magic items

P 3d8 per individual – – – – – –
Q – 3d6 per individual – – – – –
R – – 2d6 per individual – – – –
S – – – 2d4 per individual – – –
T – – – – 1d6 per individual – –
U 10% 1d100 10% 1d100 – 5% 1d100 – 5% 1d4 2% Any 1
V – 10% 1d100 5% 1d100 10% 1d100 5% 1d100 10% 1d4 5% Any 1

Individuals' Treasure Type

Treasure Types

To aid the referee, the average values (in gold pieces) of each treasure 
type are given below. These averages do not include the possible magic 
in the treasures. After rolling for treasures, the referee may refer to this 
list to see whether the treasure is larger or smaller than average and may 
then adjust the treasure as desired.

A 18,000 gp G 23,000 gp M 50,000 gp
B 2,000 gp H 60,000 gp N 0 gp
C 1,000 gp I 11,000 gp O 0 gp
D 3,900 gp J 25 gp U 160gp
E 2,300 gp K 180 gp V 330 gp
F 7,700 gp L 240 gp

Coins
1 pp 1 gp 1 ep 1 sp 1 cp

Value in pp 1 1/5 1/10 1/50 1/500
Value in gp 5 1 1/2 1/10 1/100
Value in ep 10 2 1 1/5 1/50
Value in sp 50 10 5 1 1/10
Value in cp 500 100 50 10 1

Gems
The value of gems is determined by rolling percentage dice and consult-
ing the table below:

d% Value of Gem
01-20 10 gp
21-45 50 gp
46-75 100 gp
76-95 500 gp
96-00 1,000 gp

Jewelry
A piece of jewelry is worth from 300-1,800 gp, determined by rolling 
3d6 and multiplying the result by 100. Jewelry can be damaged by such 
things as very hot fire, lightning bolts, crushing, and other rough treat-
ment. Damaged jewelry is worth ½ normal value. As with gems, the ref-
eree may change the amount and value of the jewelry found. The referee 
may choose to allow jewelry of greater value than that given, although 
this is not advised for use with low-level adventures.
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A magic item can be of any of the several types listed. If a type of magic 
item is given on the Treasure Types table (such as “2d4 potions”), each of 
the items should be determined by using the appropriate subtable, Po-
tions. If “Any” is given, use the General Magic table to determine which 
subtable to use. Check for each item separately if more than one magic 
item is present.

There are two Die Roll columns on each magic item table, one for trea-
sures found in low-level adventures, and one for high-level adventures. 
When stocking an area for 1st-3rd level characters, it is recommended 
that the referee use the first column.

MAGIC ITEMS

Level 1-3 d% Level 4+ d% Type of Item
01-20 01-20 Sword
21-30 21-30 Armor
31-40 31-35 Misc. Weapon
41-65 36-55 Potion
66-85 56-85 Scroll
86-90 86-90 Ring
91-95 91-95 Wand/Staff/Rod
96-00 96-00 Misc. Magic

IDENTIFYING MAGIC ITEMS – A character can only identify the exact 
type of item by testing it (trying on the ring, sipping the potion, etc.). If 
a retainer does this testing, he or she will expect to keep the item. A high 
level NPC magic-user may be asked to identify an item, but will want 
money or a service in advance and may take several game weeks to do it.

USING MAGIC ITEMS – Two things must be done to use most magic 
items. First, the item must be held or worn properly. Second, the user 
must concentrate on the effect the item has. (Magic weapons, armor, and 
protection devices — such as a ring or elven cloak — will work without 
concentrating.) Unless the description of the item states otherwise, the 
item can only be used once per round. A character concentrating on 
using a magic item cannot do anything else. When items have the effect 
of spells whose effects change with level, consider the power of the item 
to be as a 6th level spell caster.

CHARGES – Many items will have a limited number of charges (uses). 
When the last charge is used, the item is not magical any more. It is 
not possible to find out how many charges an item has, and such items 
cannot be recharged.

COMMAND WORDS – Some magic items are activated by the speaking 
of a command word, which must be known by the character in order 
to use the item. Discovering command words for a magic item may not 
be easy:

Sometimes, characters may be able to guess a command word, perhaps 
using previous clues as to the nature of a magic item or its creator. A 
command word may simply be written on the item. A command word 
may be written on another object (e.g. in a book), which may be found 
together with the magic item or may be in an entirely different location. 
Command words may be written in obscure (even dead) languages, in 
code, in the form of a riddle, as script that can only be read by magic, or 
in invisible script. Sometimes a command word has simply been lost. In 
this case, characters may need to hire the services of a sage or employ 
divination magic to discover the command word.

Swords, Weapons and Armor
When a magic weapon is used, the user adds the magical adjustment 
to both “to hit” and damage rolls. Several weapons also have a special 
adjustment which is only used when fighting a special type of monster. 
Normal weapon restrictions for character classes also apply to magical 
weapons. 

Once a cursed weapon is used in battle it may not be gotten rid of. The 
owner will feel compelled to get it back if it is thrown away and will al-
ways draw the cursed weapon in battle. Only a high level NPC cleric or 
magic-user can help a character get free of the curse.

Swords
All magic swords are listed with a plus or minus (for example, a sword 
+1 or a cursed sword -1). The number is the amount added to or sub-
tracted from the result of the “to hit” roll and to the damage done. Once 
a cursed weapon is used in battle it may not be gotten rid of except by 
use of a remove curse or dispel magic spell. Some magic swords have 
additional abilities or intelligence. example: a sword +1, +2 vs. Lycan-
thropes would give a bonus of +2 on the “to hit” and damage rolls (in-
stead of the normal +1) when used against any were-creature. All other 
abilities are listed here. The intelligence of swords is described later.

d% Sword Type
01-40 Sword +1
41-46 Sword +1, +2 vs lycanthropes
47-52 Sword +1, +2 vs spell users
53-57 Sword +1, +3 vs undead
58-62 Sword +1, +3 vs dragons
63-67 Sword +1, +3 vs regenerating creatures
68-72 Sword +1, +3 vs enchanted monsters
73-80 Sword +1, casts light on command (30’ radius)
81-83 Sword +1, locate objects
84-87 Sword +1, flames on command

88 Sword +1, drains life energy, 1d3+5 levels
89 Sword +1, wishes

90-92 Sword +2
93-94 Sword +2, charm person
95-96 Sword +3
97-98 Sword -1. cursed
99-00 Sword -2, cursed

Sword +1, locate objects: Once per day, this sword may be used to 
locate objects up to 120’ away in the same manner as the 2nd level mag-
ic-user’s spell.

Sword +1, flames on command: This sword will blaze with flames 
when commanded by the user. It will remain flaming until commanded 
to go out. While flaming, it gives a bonus of +2 on “to hit” rolls against 
trolls, pegasi, hippogriffs, and rocs; and a +3 bonus against treants and 
undead monsters. Damage from this sword is treated as fire damage (for 
example, trolls cannot regenerate damage inflicted by it). It will cast light 
and burn as if a torch (when used against a web, for example).

Sword +1, drain life energy: When this sword hits, it will drain one 
life level or hit die (like a spectre) on command, in addition to the nor-
mal damage done. The sword can only drain 1d4 +4 levels, after which it 
becomes a normal magical sword +1.

Sword +1, wishes: This sword will grant 1d4 wishes once. A wish can 
be cast by holding the sword and stating the wish. Once the sword is 
used in this manner, one of the wishes is gone. Wishes are very powerful 
magic, and should be used (and handled by the referee) with great care.

Sword +2, charm person: This sword can cast a charm person (1st level 
magic-user’s spell) on command, up to 3 times per week. The effects are 
the same as the spell.
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Weapons and Armor
The bonus of any non-cursed magic armor or shield is subtracted from 
the character’s Armor Class. example: A male fighter wearing plate 
mail armor and using a shield (but with no Dexterity adjustments) has 
an Armor Class of 2. If that character uses a shield + 1, his Armor Class 
becomes 1. Magical armor has less encumbrance than normal armor, as 
given in the chart below. 

Cursed armor will seem to all tests to be armor +1 until worn in actual 
deadly combat. It is then revealed as AC 9. A cursed shield or cursed 
armor (-1 or -2) will reduce the character’s armor class by that amount. 
For example, a character with cursed plate mail -2 and with a cursed 
shield -1 has an adjusted armor class of 5. These items will only display 
their true nature in actual, deadly combat and can only be gotten rid of 
with the aid of a remove curse or dispel evil spell.

d8 Type of Armor Normal AC
Encumbrance of Magic 

Armor
1-2 Leather 7 75-100 coins
3-6 Chain mail 5 150-200 coins
7-8 Plate mail 3 200-250 coins

d% Armor Type
01-20 Shield +1
21-35 Armor +1
36-45 Armor +1, Shield +1
46-55 Shield +2
56-60 Armor +2
61-65 Armor +2, Shield +2
66-70 Shield +3
71-73 Armor +3

74 Armor +3, Shield +3
75-80 Cursed Shield -2
91-82 Cursed Armor -2
83-85 Cursed Armor -1
86-88 Cursed Shield, AC 9
89-90 Cursed Armor, AC 9
91-93 Armor +2, Shield +1
94-95 Armor +1, Shield +2

96 Armor +1, Shield +3
97 Amor +3, Shield +1
98 Amor +3, Shield +2
99 Amor +2, Shield +3
00 Cursed Armor -2, Shield +1

d% Weapon Type
01-10 Arrows +1, 2d6 found
11-12 Arrows +1, 3d10 found
13-18 Arrows +2, 1d6 found
19-28 Crossbow Bolts +1, 2d6 found
29-30 Crossbow Bolts +1, 3d10 found
31-37 Crossbow Bolts +2, 1d6 found
38-40 Magic Bow +1
41-49 Axe +1
50-52 Axe +2
53-60 Mace +1
61-63 Mace +2

64 Mace +3
65-67 Dagger +1

68 Dagger +2, +3 vs orcs, goblins and kobolds
69-75 War Hammer +1
76-80 War Hammer +2

81 War Hammer +3, returns if thrown by dwarf 60’
82-87 Sling +1
88-95 Spear +1
96-99 Spear +2

00 Spear +3

Potions

d% Potion Type
01-03 Clairaudience
04-07 Clairvoyance
08-10 Control Animal
11-13 Control Dragon
14-16 Control Giant
17-19 Control Human
20-22 Control Plant
23-25 Control Undead
26-28 Diminution
29-35 Delusion
36-39 ESP
40-43 Fire Resistance
4-47 Flying
48-51 Gaseous Form
52-55 Giant Strength
56-59 Growth
60-63 Healing
64-68 Heroism
69-72 Invisibility
73-76 Invulnerability
77-80 Levitation
81-84 Longevity
85-86 Poison
87-89 Polymorph Self
90-97 Speed
98-00 Treasure Finding

Potions are usually found in small glass vials, similar to Holy Water. 
Each potion has a different smell and taste, even two potions with the 
same effect. Unless stated otherwise, the effect of any potion lasts 1d6 
+ 6 turns. Only the referee should know the exact duration. The entire 
potion must be drunk to have this effect. A potion may be sipped to 
discover its type and then used later. Drinking a potion takes one round. 

If a character drinks a potion while another potion is still in effect, that 
character will become sick and will be unable to do anything (no saving 
throw) for 3 turns (½ hour) and neither potion will have any further 
affect. No saving throw is allowed. Potions whose effects are permanent 
(healing, longevity) are exempt from this rule.

CONTROL POTIONS – When using these potions, the caster must see 
the controlled creatures in order to direct their actions. The controlled 
creatures cannot be forced to kill themselves. While controlling crea-
tures by using a potion, the user will be too busy to do anything else.

Clairaudience: The user may hear noises (including speech) in an area 
up to a range of 60’ through the ears of a creature in that area. The effect 
will be blocked by lead. Clairvoyance: The user may see an area up to 60’ 
away through the eyes of a creature in that area, unless blocked by lead.

Clairvoyance: The user may see an area up to 60’ away through the 
eyes of a creature in that area, unless blocked by lead.
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Control Animal: The user may control up to 3d6 hit dice of animals 
(normal or giant but not fantastic or magical). When the control ends, 
the animals will leave the area if they can.

Control Dragon: The user may control up to 1d3 dragons of one par-
ticular type (chosen or randomly determined by the referee). Note that 
there are therefore 6 different types of this potion. A dragon thus con-
trolled will do what is commanded of it, excluding spell casting (if it 
is capable of spells). The dragon will be hostile when the control ends.

Control Giant: The user may control 1d4 giants of one type. The refer-
ee determines the particular type affected.

Control Human: The user may cast a charm person spell at will (to a 
maximum of once per round) at any human within 60’. This potion al-
lows a maximum of 6 hit dice of humans (normal men count as ½ hit die 
each) to be charmed. Each victim may save vs. Spells to avoid the charm. 
The charm lasts only until the potion wears off.

Control Plant: The user may control all plants and plant-like crea-
tures (including monsters) in a 30’ × 30’ area up to 60’ from the user. The 
controlled plants will respond to the user’s will, and can twist, writhe, 
and entangle victims in the area. Control Undead: The user may control 
3d6 hit dice of undead monsters. The undead will be hostile when the 
control ends.

Delusion: This potion has the same effect as a ring of delusion for d6 
+6 turns.

Diminution: Anyone taking this potion will immediately shrink to 6” 
in height, and can do no damage when physically attacking a creature 
larger than 1’. The user can slip through small cracks and has a 90% 
chance of not being seen when standing still.

ESP: This potion will have the same effect as the magic-user and elf spell 
ESP. The user may “hear” the thoughts (if any) of one creature within 60’ 
by concentrating for one full turn in one direction. The user may “hear” 
through 2 feet of rock, but a thin coating of lead will block the ESP. See 
the magic-user and elf spell for more information.

Fire resistance: The user receives immunity to normal fires, a bonus 
of +2 on saving throws vs. fire attacks, and will take less damage from 
magical or dragon fire (-1 per die of damage, but with a minimum of 1 
point per die).

Flying: The user may fly at up to 120’ per round without tiring (as the 
magic-user’s spell of the same name).

Giant Strength: The user will gain the strength of a frost giant. The 
effect may not be combined with other strength-adjusting magic items 
(such as gauntlets of ogre power). The user may throw small boulders up 
to 200’ to strike for 3d6 points of damage, and will inflict twice normal 
damage on a successful hit when using any weapon.

Gaseous Form: Upon drinking this potion, the user’s body will take the 
form of a cloud of gas. Anything the user is carrying or wearing will fall 
through the gaseous body to land on the floor. The user will keep control 
over his or her body, and can move through small holes in walls, chests, 
and so forth. Any creature or character in gaseous form cannot attack, 
but has an AC of -2 and cannot be harmed by non-magical weapons.

Growth: This potion causes the user to grow to twice normal size, 
temporarily increasing Strength and giving the ability to inflict double 
damage on any successful hit. The user’s hit points, however, will not 
increase.

Healing: Like the clerical cure light wounds spell, drinking this potion 
will restore 2-7 (1d6 + 1) lost hit points or will cure paralysis for one 
creature.

Heroism: A fighter, dwarf or halfling will gain the hit dice, hit points, 
and all abilities of a high level fighter, as follows:

 ◆ Normal human: Gain the abilities of a 4th level fighter.
 ◆ 1st–3rd level: Gain 3 levels.
 ◆ 4th–7th level: Gain 2 levels.
 ◆ 8th–10th level: Gain 1 level.
 ◆ 11th level+: No effect.

All wounds incurred during the duration of the potion are subtracted 
from the magically gained hit points first.

Invisibility: This potion will have the same effects as the magic-user 
and elf spell invisibility. The potion will make the user invisible. When 
a character becomes invisible, all the items (but not other creatures) 
carried and worn by that character also become invisible. Any invisible 
item will become visible once again when it leaves the character’s pos-
session (is set down, dropped, and so forth). See the magic-user spell 
for more information. The referee may allow players to sip this potion 6 
times causing a shorter duration.

Invulnerability: The potion improves the user’s Armor Class by 2, 
and gives a bonus of +2 on all saving throws. However, if used more than 
once per week, the effect will become a penalty of -2 on Armor Class and 
saving throws!

Levitation: Drinking this potion will have the same effects as the mag-
ic-user and elf spell levitation. The user may move up or down in the air 
without any support. This potion does not enable the user to move side-
to-side. The user could, however, levitate to a ceiling and move sideways 
by using his or her hands. Motion up or down is at a rate of 60’ per 
round. See the magic-user and elf spell for more information.

Longevity: The user will become 10 years younger immediately. The ef-
fect is permanent and will not wear off. Poison: Poisons look like normal 
magic potions. If any amount of this potion is swallowed, even a sip, the 
user must save vs. Poison or die.

Polymorph Self: The user may change shape (as the magic-user's spell 
of the same name). Speed: This potion allows the character who drinks 
it to move twice as fast, make double the normal number of attacks per 
round, and perform other actions at twice the normal speed. Treasure 
Finding: The user may, when concentrating, detect the direction and 
distance of the largest treasure within 360’ (unless blocked by lead).

Speed: This potion allows the character who drinks it to move twice as 
fast, make double the normal number of attacks per round, and perform 
other actions at twice the normal speed.

Treasure Finding: The user may, when concentrating, detect the di-
rection and distance of the largest treasure within 360’ (unless blocked 
by lead).
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Scrolls
A scroll is a piece of old paper or parchment upon which a high level 
magic-user, elf or cleric has written a magical formula. To use a scroll 
there must be enough light to read by, and the scroll must be read aloud. 
A scroll can only be used once, for the words will fade from the scroll 
when they are read aloud. A spell scroll can only be read by a magic-us-
er, elf, or cleric, but a Protection scroll or a Treasure Map can be read 
by anyone.

d% Scroll Type
01-15 Spell scroll: 1 spell*
16-25 Spell scroll: 2 spells*
26-31 Spell scroll: 3 spells*
32-34 Spell scroll: 5 spells*

35 Spell scroll: 7 spells*
36-40 Cursed scroll (affects reader immediately)
41-50 Protection from Lycanthropes
51-60 Protection from Undead
61-70 Protection from Elementals
71-75 Protection from Magic
76-79 Treasure Map: location of 1,000 to 4,000 gp value
80-84 Treasure Map: location of 5,000 to 30,000 gp value
85-86 Treasure Map: location of 6,000 to 36,000 gp value
87-88 Treasure Map: location of 5,000 to 30,000 gp value and 5d6 

gems
89-90 Treasure Map: location of 1-60 gems and 2d20 pieces of jewelry
91-93 Treasure Map: location of one magic item
94-95 Treasure Map: location of 2 magic items

96 Treasure Map: location of 3 magic items - No swords.
97 Treasure Map: location of 3 magic items and 1 potion
98 Treasure Map: location of 3 magic items, 1 scroll and 1 potion
99 Treasure Map: location of 5,000-30,000 gp value and one magic 

item
00 Treasure Map: location of 5d6 gems and 2 magic items

CURSED SCROLL – Unfortunately, when any writing on a cursed scroll 
is looked at, the reader will immediately be cursed. It is up to the referee 
to make up each curse. Examples of a few common ones are:

1. The reader turns into a frog (or some other harmless animal).

2. A wandering monster of the same level as the reader appears next to 
the reader and attacks with surprise.

3. One magic item owned by the reader disappears (the item is chosen 
or randomly determined by the referee).

4. The reader loses one level of experience (as if struck by a wight); 1st 
level characters will simply die.

5. The reader’s prime requisite must be rerolled.

6. Wounds will take twice as long to heal, and healing spells only re-
store half normal amounts.

Only a remove curse spell can remove the curse of this nature. However, 
the referee may allow the cursed characters to remove it by completing a 
special adventure or performing a worthy but difficult task.

PROTECTION SCROLL – A protection scroll may be read by any char-
acter who can read the Common language. When read, it creates a cir-
cle of protection 10’ across (unless the description or the referee states 
otherwise), which can move with the reader at its center. It will prevent 
any of the given creatures from entering this circle, but does not prevent 
spell or missile attacks from those creatures. The circle will be broken 
if anyone protected attacks one of the given creatures in hand-to-hand 
combat.

Protection from Elementals: This scroll will create a circle of protec-
tion (10’ radius) around the reader. No elemental can attack those within 
the protection, unless attacked first in hand-to-hand combat. Once at-
tacked, an elemental creature may attack in return. The effect will last for 
2 turns, and will move with the reader.

Protection from Lycanthropes: When read, this scroll will protect 
all those within the circle from a variable number of lycanthropes for 6 
turns. The number of lycanthropes affected varies according to their hit 
dice, as follows: 1–3 HD: 1d10 lycanthropes affected, 4–5 HD: 1d8 affect-
ed, 6+ HD: 1d4 affected.

Protection from Magic: This scroll will create a circle of protection 
(10’ radius) around the reader. No spells, or spell effects (from items, for 
example), may enter or leave the protected area. The effect will last for 
1d4 turns, and may not be broken by any means short of a wish. The area 
will move with the reader.

Protection from Undead: When read, this scroll will protect all those 
within the circle from a variable number of undead for 6 turns. The 
number of undead affected varies according to their hit dice, as follows: 
1–3 HD: 2d12 undead affected, 4–5 HD: 2d6 undead affected, 6+ HD: 
1d6 undead affected.

TREASURE MAP – A treasure map should be made by the referee in ad-
vance, and should show a route to the location of a treasure either in the 
dungeon or wilderness. The referee may choose any types of treasures to 
equal the total value given. The treasure is usually hidden or protected 
by monsters, traps, or magic. The usual guardian for a treasure of this 
size is a monster from the Wandering Monster table for levels 5-6 (or 
greater). Sometimes maps are only partially complete, or are written in 
the form of riddles, and can only be read by using a read languages spell. 
The referee may want to prepare several treasure maps.

*25% of all spell scrolls will be clerical

SPELL SCROLL – These scrolls may have 1, 2, or 3 spells written on them. 
If more than one spell is written on a scroll only the spell cast will dis-
appear when read. Spell scrolls may have either Magic-User or Elf spells 
(75%) or clerical spells (25%). Magic-user and elf spells are written in a 
magical language and require that the spellcaster use a read magic spell 
in order to understand the scroll so that it may be used later. Clerical 
scrolls are written in a common tongue, but only clerics have the spir-
itual contacts necessary to make the spell work. Magic-users and elves 
cannot use clerical scrolls, nor can clerics read magic-user or elf scrolls.

The referee may choose the spells on a scroll or the spells may be deter-
mined randomly by using the chart below to determine the spell levels. 
Then roll for each of the spells on the appropriate spell level list.

d% Level of Spell
01-25 1st
26-50 2nd
51-70 3rd
71-85 4th
86-95 5th
96-00 6th
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Rings
A magical ring must be worn on a finger or thumb to be used. A ring 
may also be carried and put on when desired. Only one magic ring can 
be worn on each hand. If more than that are worn, none of the rings 
will function, with the exception of a ring of weakness. Rings are usable 
once per round, unless otherwise noted. Any ring may be used by any 
character class. 

Fire Resistance: The wearer of this ring will not be harmed by normal 
fires, and gains a bonus of +2 on any saving throws vs. fire Spells and 
vs. Red Dragon Breath. In addition, the referee must subtract 1 point 
from each die of fire damage to the wearer (with a minimum damage of 
1 point per hit die).

Invisibility: The wearer is invisible as long as the ring is worn. If the 
wearer attacks or casts spells, he or she will become visible. The wearer 
can only become invisible once per turn.

Protection + 1: This ring will make the wearer’s Armor Class better 
by 1. For example, a magic-user with no armor (AC 9) would have AC 
8 when wearing it. The ring will also give a bonus of + 1 to all of the 
wearer’s saving throw rolls.

Protection + 1, 5’ radius: This ring improves the wearer’s Armor Class 
and saving throws by 1 (as a normal ring + 1), but also gives the same 
bonus to all friendly creatures within 5’ of the wearer. For example, 3 
fighters in one rank would gain this bonus if the middle one were wear-
ing the ring.

Regeneration: The wearer will regenerate lost hit points at the rate of 1 
per round. It will also replace lost limbs; a finger will regrow in 24 hours 
and 1 limb can be replaced in one week. The ring will not function if 
the wearer’s hit points drop to 0 or less. Fire and acid damage cannot be 
cured by this ring.

Spell Storing: This ring will have 1d6 spells stored in it when found. 
Once the ring is put on the wearer will know what spells are in the ring 
and how to cast them from it. The ring will hold only the spells in it 
when found; the exact spells may never be changed. After a spell is used, 
the ring may be recharged by a spell caster, who must cast the replace-
ment spell directly at the ring. The ring will not absorb spells thrown 
at the wearer. The spells in the ring will have the duration, range and 
effect equal to the lowest level needed to cast them. The referee should 
select the type of spells in the ring; about 20% of these rings contain only 
clerical spells.

Spell Turning: This ring will prevent 2d6 spells from affecting the 
wearer by reflecting the spell back on the caster.

Telekinesis: The wearer may move up to 2,000 coins of weight by con-
centration alone (as the magic-user’s spell).

Wishes (2, 3, or 4): A ring of wishes is an extremely powerful magic 
item. Wishes must be handled very carefully by the referee and the play-
ers alike. See Wishes.

Water Walking: The wearer of this ring may walk on the surface of any 
body of water, and will not sink.

Weakness: When this ring is put on, the wearer becomes weaker, and 
his or her Strength score becomes 3 within 6 rounds (1 minute). The 
wearer has a penalty of -3 on “to hit” and damage rolls. In combat, any 
successful hit will still do at least 1 point of damage. The wearer cannot 
take off this ring (unless a remove curse spell is used). The referee may 
choose to allow characters to remove the ring by performing some spe-
cial task or adventure.

X-Ray Vision: The wearer may see a distance of 30’ through a wall and 
into the space beyond. The effect is blocked by gold or lead. The wearer 
can inspect one 10’ × 10’ area per turn, and will be able to see any traps 
or secret doors in the area examined. Any items less dense than stone 
(such as cloth, wood, and water) can be seen through easily, to a range 
of 60’. To use the ring, a character must stand still and concentrate. The 
ring may be used once per turn.

d% Ring Type
01-05 Control Animal
06-10 Control Human
11-16 Control Plant
17-26 Delusion
27-29 Djinni Summoning
30-39 Fire Resistance
40-50 Invisibility
51-65 Protection +1
66-70 Protection +1, 5’ radius
71-72 Regeneration
73-74 Spell Storing
75-80 Spell Tuning
81-82 Telekinesis
83-88 Water Walking
89-94 Weakness
95-96 Wishes, 1-2

97 Wishes, 1-3
98 Wishes, 2-4

99-00 X-Ray Vision

Animal Control: The wearer of this ring may command 1-6 normal or 
1 giant-sized animal(s) and the animals are not allowed a saving throw. 
The ring will not control intelligent animal races or fantastic or magical 
monsters. The wearer must be able to see the animals to control them. 
The control will last as long as the wearer concentrates on the animals 
and does not move or fight. When the wearer stops concentrating, the 
animals will be free to attack their controller or run away (roll reactions 
with a penalty of -1 on the roll). This ring can only be used once per turn.

Control Human: The wearer may cast a powerful charm person spell 
a range of 60’ (as the magic-user’s spell of the same name). The victim 
may save vs. Spells to resist the effect, but with a penalty of -2 on the 
die roll. The wearer may control up to 6 hit dice of humans at one time 
(normal humans count as ½ hit die each). Controlled persons may not 
cast spells. The control will last until dispelled by a magic-user, cancelled 
by the wearer of the ring, or until the ring is removed.

Control Plant: The wearer may animate and control all plants and 
plant-like creatures (including monsters) within a 10’ × 10’ area, up to a 
range of 60’. The controlled plants may be forced to leave the area. The 
control will last as long as the wearer concentrates on the desired effects.

Delusion: The wearer will think that this ring is any one of the other 
types of rings. The referee should make every effort to fool the wearer, 
and to keep the discovery of the ring’s actual power a secret until some 
crucial time in the game. Some suggested misleading types include the 
delusions of a ring of protection or ring of spell turning.

Djinni Summoning: The wearer may summon one djinni to serve for 
up to one day. The djinni will only serve and obey the person wearing 
the ring when it is summoned, even if the ring is then given to another 
character. The ring may only be used once per day.
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Wands, Staves and Rods
A wand is a thin smooth stick about 1 ½’ long. A rod is similar, but 3’ 
long; and a staff is 2” thick and 6’ long. A rod may be used by any char-
acter class, but a staff or wand may only be used by a spell caster. Wands 
may only be used by magic-users or elves. The users of the staves ex-
plained below are noted after the name of the item (and in the previous 
chart) using the abbreviations “*” for magic-users and elves and “†” for 
clerics. Unless specified otherwise, a wand has 2d10 charges and a staff 
3d10 charges when found, and each use of a power will use 1 charge. The 
referee may choose to have wands and staves found in low-level treasure 
to only have 1d10 charges. Each item may be used a maximum of once 
per round until all the charges are exhausted.

cause any magic item within 20’ to glow. If the item cannot normally 
be seen (within a closed chest, for example), the glow will not be seen.

Wand of Metal Detection*: This item will point towards any mass of 
metal weighing 1,000 coins or more if within 20’. The user can detect the 
type of metal.

Wand of Negation*: A charge from this wand will cancel the effect of 
one other wand or staff for one round. The user chooses the wand or 
staff to be negated and the decision to use it must be announced before 
rolling for initiative.

Wand of Paralyzation*: This wand projects a cone-shaped ray when 
a charge is used. The ray is 60’ long and 30’ wide at its end. Any creature 
struck by the ray must save vs. Wands or be paralyzed for 6 turns.

Wand of Polymorphing*: This wand can cast either a polymorph self 
or polymorph others magic-user’s spell. The user must state which effect 
is desired. An unwilling victim may save vs. Wands to avoid the effect.

Wand of Secret Door Detection*: The user may find any secret door 
within 20’.

Wand of Trap Detection*: This wand will point out the location of all 
traps within 20’

Staff of Commanding*†: This item has all the powers of the rings of 
animal, human, and plant control.

Staff of Healing†: This item will heal 1d6+ 1 points of damage per 
use. It may only be used once per day on each person, but will heal any 
number of persons once a day. It does not have nor use any charges.

Staff of Power*: This item can be used as a staff of striking, and can 
also be used to cast any of the following attack spells (each doing 8d6 
points of damage): fire ball, lightning bolt, and cone of cold. It can also 
cast a continual light or a telekinesis spell that moves 2,400 coins weight.

Snake Staff†: This magical staff is a Staff +1, and will inflict 1d6 +1 
points of damage on a successful hit. Upon command, it will turn into a 
snake (Armor Class 5, Hit Dice 3, hit points 20, Movement rate 60’ per 
turn, 20’ per round) and coil around the creature hit. The command may 
be spoken when the victim is hit. Any victim man-sized or smaller will 
be held helpless for 1d4 turns (unless the snake is ordered by the owner 
to release the victim before that time), larger creatures are unaffected. 
Victims are allowed to make a save vs. Staves to avoid the serpents coil. 
When freed, the snake will crawl back to its owner and become a staff 
again. The snake is completely healed when it turns into a staff. If killed 
in snake form, it will not return to staff form and loses all magical prop-
erties. This item does not have nor use any charges.

Staff of Striking*†: This weapon will inflict 2d6 points of damage per 
charge when a hit is successful. Only one charge may be used per strike.

Staff of Withering†: A hit from this item will age the victim 10 years. 
The effect of old age will be fatal to animals and to most character class-
es, but elves may ignore the effect up to 200 years of aging. Dwarves 
may also ignore the first 50 years of aging. This item does not affect the 
undead.

Staff of Wizardry*: This staff + 1 has all the powers of a staff of pow-
er, plus the following additional powers: the spells of invisibility, pass-
wall, web, and conjure (staff ) elementals. It may also be used to create a 
whirlwind (as if from a djinni) or shoot a cone of paralysis (as if a wand 
of paralyzation). In addition, the wielder may break the staff, releasing 
all of its power at once (a final strike). The final strike will create a fire 
ball effect for 8 points of damage per charge remaining in the staff to 
all within 20’. All creatures within 30’ of the final strike (including the 
wielder) will take the indicated amount of damage.

Rod of Cancellation: This rod is usable by any character. It will only 
work once, but will drain magical items it hits of all magic, making that 
item forever nonmagical. The target is treated as having an Armor Class 
of 9. The referee may adjust the Armor Class of an item if it is being used 
in combat (such as when trying to hit a sword).

*Usable by Magic-Users
†Usable by Clerics

Wand of Cold*: This item will produce a cone of cold 60’ long and 30’ 
wide at the far end. All within the cone must save vs. Wands or take 6d6 
points of cold damage; a successful save will reduce damage to half.

Wand of Enemy Detection*: When a charge is used, this item will 
cause all enemies within 60’ (even those hidden or invisible) to glow, 
as if on fire.

Wand of Fear*: This wand will produce a cone of fear 60’ long and 30’ 
wide at the far end. All within the cone must save vs. Wands or run away 
from the user (at 3 times their movement rate per round) for 30 rounds.

Wand of Fire Balls*: This wand can cast one fire ball per round (as the 
magic-user’s spell) for 6d6 points of damage. The victim may save vs. 
Wands for half damage.

Wand of Illusion*: This item can cast a phantasmal force spell. The 
user must concentrate on the illusion to maintain it, but may walk (at 
½ normal movement rate) while doing so. The user may not cast spells 
nor enter melee while concentrating, and any successful attack on the 
user (for damage, charm, etc.) will break the concentration, causing the 
illusion to disappear.

Wand of Lightning Bolts*: This wand can cast a lightning bolt (as the 
magic-user’s spell) for 6d6 points of damage. The victims may save vs. 
Wands to reduce damage to half.

Wand of Magic Detection*: When a charge is used, this item will 

d% Type of Wand/Staff/Rod
01-08 Rod of Cancellation
09-11 Staff of Commanding*†
12-21 Staff of Healing†
22-23 Staff of Power*
24-28 Snake Staff†
29-31 Staff of Striking*†
32-34 Staff of Withering†

35 Staff of Wizardry*
36-40 Wand of Enemy Detection*
41-45 Wand of Magic Detection*
46-50 Wand of Metal Detection*
51-55 Wand of Secret Door Detection*
56-60 Wand of Trap Detection*
61-65 Wand of Fear*
66-70 Wand of Cold*
71-75 Wand of Fire Balls*
76-80 Wand of Illusion*
81-85 Wand of Lightning Bolts*
86-90 Wand of Negation*
91-95 Wand of Paralization*
96-00 Wand of Polymorph*
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Miscellaneous Items
d% Item

01–05 Amulet of Protection Against Possession
06–07 Amulet of Protection Against Scrying

08 Bag of Devouring
09 Bag of Holding

10–11 Book of Foul Corruption
12–13 Book of Infinite Spells
14–16 Book of Sublime Holiness
17–20 Boots of Levitation
21–24 Boots of Speed
25–26 Boots of Travelling and Leaping

27 Bracers of Armour
28–33 Cloak of Defense
34–39 Cloak of Fligh

40 Broom of Flying
41 Crystal Ball

42–43 Crystal Ball with Clairaudience
44–45 Crystal Ball with ESP
46–47 Crystal Hypnosis Ball
48–49 Deck of Many Things
50–59 Drums of Panic

60 Drums of Thunder
61–62 Displacer Cloak

63 Efreeti Bottle
64–65 Bowl Commanding Water Elementals
66–80 Brazier Commanding Fire Elementals
81–95 Censer Controlling Air Elementals
96–97 Stone Controlling Earth Elementals
98-00 Elven Cloak and Boots

d% Item
01–05 Figurine of Wondrous Power
06–07 Flying Carpet

08 Gauntlets of Ogre Power
09 Girdle of Giant Strength

10–11 Helm of Alignment Changing
12–13 Helm of Telepathy
14–16 Helm of Reading Languages and Magic
17–20 Helm of Teleportation
21–24 Horn of Blasting
25–26 Horn of Valhalla

27 Ioun Stones
28–33 Iron Flask
34–39 Libram of Arcane Power

40 Luckstone
41 Medallion of ESP 30’

42–43 Medallion of ESP 90’
44–45 Mirror of Life Trapping
46–47 Pearl of Power
48–49 Robe of Blending
50–59 Robe of Eyes

60 Rope of Climbing
61–62 Scarab of Chaos

63 Scarab of Death
64–65 Scarab of Protection
66–80 Scarab of Rage
81–95 Sphere of Annihilation
96–98 Talisman of the Sphere
99-00 Well of Many Worlds

miscellaneous magic items i miscellaneous magic items ii



107

Amulet of Protection Against Possession: The wearer of this cop-
per amulet is rendered immune to magic jar, possession, and other ef-
fects of a similar nature, including demon possession.

Amulet of Protection Against Scrying: The wearer of this item is 
automatically protected from being spied on by someone using a crystal 
ball or any type of ESP.

Bag of Devouring: This item looks like a normal small sack, but any-
thing placed within it disappears and is lost forever 1d6+6 turns later. It 
will not affect living creatures unless the entire creature is stuffed inside 
the bag. This is impossible to do except with very small creatures.

Bag of Holding: This item looks like a normal small sack, but will actu-
ally hold treasures up to 10,000 coins in weight, but will only weigh 600 
coins when full. An item to be placed inside the bag may be no larger 
than 10’ × 5’ × 3’. An object any larger than that will not fit inside.

Book of Foul Corruption: An unremarkable book with a powerful, 
unholy enchantment. Opening the book produces an effect dependent 
on the class and alignment of the character. Lawful Clerics must save 
versus death or die. Neutral Clerics change alignment to chaotic. Cha-
otic Clerics sense the book’s foulness and may study it (requires 1 week) 
to gain one experience level and one point of WIS. A character can only 
gain this benefit once, even if another book of foul corruption is discov-
ered. Magic-Users must save versus spells or lose 1 point of INT. Other 
Lawful classes suffer 4d10 damage. Other neutral classes change align-
ment to chaotic. Other Chaotic classes are unaffected. Once the book’s 
magical effect has occurred, it vanishes.

Book of Infinite Spells: A tome of great magical power with 1d8 + 12 
pages. Each page grants the owner the ability to cast a spell. Non-spell 
casters suffer 5d4 damage and are paralyzed for 5d4 turns upon first 
opening the book. Thereafter, they may benefit as normal from its pow-
ers. The owner gains the ability to cast the associated spell upon reading 
the page. Spells are of level 1–5 and may be of any type (e.g. cleric, mag-
ic-user). Level and type are determined randomly per page. When turn-
ing to another page, the spell on the previous page disappears forever 
and the owner loses the ability to cast it. Once all pages have been read, 
the book is empty. The owner may cast the spell on the last page read 
once per day. If the spell is one that the character could normally cast 
(according to class and level), they can cast it 4 times a day. Each time 
a spell is cast there is a 1-in-6 chance of the spell disappearing from its 
page in the book. The owner loses the ability to cast the spell and must 
turn to another page. The owner benefits from the book’s power even if 
it is not on their person. It may thus be stored.

Book of Sublime Holiness: An unremarkable book with a powerful, 
holy enchantment. The effects of opening the book depend on the class 
and alignment of the character. Lawful Clerics sense that the book is 
holy and may study it (requires 1 week) to gain one experience level and 
one point of WIS. A character can only gain this benefit once, even if an-
other book of sublime holiness is discovered. Neutral or Chaotic Clerics 
lose one experience level. This incurs a loss of one Hit Die of hit points, 
as well as all other benefits due to the lost level (e.g. spells, saving throws, 
etc.). The character’s XP is reduced to halfway between the former and 
new levels. If this would reduce the character below 1st level, they are 
either unaffected (neutral alignment) or die (chaotic). Magic-Users 
must save versus spells or lose 1 point of INT. Other Lawful classes are 
unaffected. Other Chaotic classes suffer 4d10 damage. Once the book’s 
magical effect has occurred, it vanishes.

Boots of Levitation: The wearer may levitate (as the magic-user’s 
spell). There is no limit to the duration of the effect.

Boots of Speed: The wearer may move as fast as a riding horse (240’ 
per turn) for 12 hours, after which the wearer must rest for one full day.

Boots of Traveling and Leaping: The wearer needs no rest during 
normal movement. The wearer may also jump, up to a maximum height 
of 10’ and a maximum length of 30’.

Bracers of Armour: Enchanted wrist-guards which grant the wearer 
protection as if wearing armour. The bracers grant an AC of 8 -1d4. (The 
AC granted by each pair of bracers is fixed.) The bracers grant no benefit 
when wearing them along with armour.

Broom of Flying: Upon command, the Broom will carry its owner and 
fly through the air at a rate of 240’ per turn. It can carry 1 extra person, 
reducing speed to 180’ per turn.

Cloak of Defense: A cloak of any possible appearance or material 
which magically protects the wearer from harm. The wearer gains a bo-
nus to AC and all saving throws. When the cloak is found, roll 1d8: 1–4: 
+1, 5–6: +2, 7–8: +3. If the character uses a shield, wears armour heavier 
than leather, or wears magical armour, the cloak has no effect.

Cloak of Flight: A plain-looking black cloak which can grant the pow-
er of flight to the wearer. Upon speaking the correct command word, the 
cloak transforms into a pair of great bat wings (20’ wingspan), allowing 
the wearer to fly for a limited period. The Movement Rate is 360’ (120’) 
for up to 2 turns, 180’ (60’) for up to 4 turns, or 120’ (40’) for up to 8 
turns. The character can fly with up to their normal maximum load. 
Following a flight of the maximum number of turns listed above, the 
character must lay down and rest for 6 turns. Shorter flights require the 
character to rest proportionally less (e.g. a flight at the fastest rate for 1 
turn requires 3 turns of rest). The usage frequency is up to once per day.

Crystal Ball: This item can only be used by an elf or magic-user. Its 
owner may look into it and see any place or object thought of. It will 
work 3 times per day, and the image will only last for 1 turn. Spells can-
not be cast “through” the crystal ball. The more familiar the object or 
area to be seen, the clearer the picture will be.

Crystal Ball with Clairaudience: This works like a standard crystal 
ball and may only be used by a magic-user or elf. This item also allows 
the user to listen to any noise (including speech) at the place viewed.

Crystal Ball with ESP: This works like a standard crystal ball, but also 
allows the user to listen to the thoughts of creatures viewed (as the ESP 
magic-user’s spell). The user may listen to one creature’s thoughts.

Crystal Hypnosis Ball: Grants an arcane spell caster false visions of 
any place or object that is brought to mind, while in reality bringing the 
user under the sway of a baleful intelligence. The user sees the desired 
place or object in the crystal ball for up to 1 turn, but all impressions are 
false. Grants visions at most 3 times a day. In reality, the user comes into 
mental contact with the creator of the crystal ball—a malignant mag-
ic-user, lich, extra-planar entity, etc. The visions are fabricated by that 
being. Following each use of the crystal ball, a suggestion is telepath-
ically implanted in the mind of the user. These suggestions cause the 
user to gradually come under the influence of the remote intelligence, 
eventually coming to do its bidding.

Deck of Many Things: A deck of 22 ivory or vellum cards stored in a 
box or leather pouch. Each card is inscribed with an image and a set of 
magical glyphs. The deck of many things may be simulated with 22 nor-
mal playing cards (indicated alongside the name of each card, below). A 
character may elect to draw up to 4 cards from the deck, being affected 
by the magical effects of each card (see below). Drawn cards magically 
return to the deck. Each character may only draw once (1–4 cards) from 
a deck of many things.

SUN (KING OF DIAMONDS) – Gain 50,000 XP and one beneficial mis-
cellaneous magic item. (Roll for the magic item until something benefi-
cial to the character comes up.)

MOON (QUEEN OF DIAMONDS) – 1d4 wishes, which must be used 
within 1 turn per wish received.

STAR (JACK OF DIAMONDS) – Prime requisite increases by 2 points. If 
this would raise the score above 18, the points are instead allocated to 
random ability scores.
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VIZIER (ACE OF DIAMONDS) – Grants the true and thorough answer 
to one question or problem. The question may be posed immediately or 
at any time in the future.

COMET (2 OF DIAMONDS) – Single-handedly defeat the next hostile 
monster(s) encountered to gain a level.

THRONE (KING OF HEARTS) – CHA increases to 18 and the character 
gains possession of a small keep.

KEY (QUEEN OF HEARTS) – Gain a random treasure map plus a ran-
dom magic weapon, staff, or wand (as appropriate to the character).

KNIGHT (JACK OF HEARTS) – Gain the loyal service of a 4th level fight-
er.

FATES (ACE OF HEARTS) – Allows the character to avoid one situation 
or the effects of one event, usable at any point in the future. The charac-
ter’s companions do not gain the same benefit.

GEM (2 OF HEARTS) – Gain 20 random gems or 20 random pieces of 
jewellery.

THE VOID (KING OF CLUBS) – The character becomes a mindless au-
tomaton, their soul trapped in a prison on another world or plane of ex-
istence. The soul can only be retrieved by questing (even a wish cannot 
retrieve it). When this card is drawn, the deck of many things disappears 
—no further cards can be drawn.

FLAMES (QUEEN OF CLUBS) – A powerful chaotic monster from an-
other plane of existence becomes aware of the character and schemes 
to destroy them.

SKULL (JACK OF CLUBS) – A lesser grim reaper appears and attacks 
the character, who must defeat it alone. If the character is slain, they 
can never be returned to life. If other characters help in the battle, lesser 
grim reapers appear to fight them as well.

Lesser Grim Reaper: AC -3, HD 10**, Att [×1 scythe (2d8)], MV 120' 
(40'), SV D6 W7 P8 B8 S10, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

Immune to effects that affect living creatures (e.g. poison). Immune to 
mind-affecting or mind-reading spells (e.g. charm, hold, sleep). Always 
wins initiative. Always hits its attacks. Unharmed by cold, fire, and elec-
tricity.

IDIOT (ACE OF CLUBS) – Lose 1d4 points of INT. The character may 
choose to draw another card.

TALONS (2 OF CLUBS) – All magic items owned by the character vanish 
instantly and permanently.

RUIN (KING OF SPADES) – All money, valuables, and property owned 
by the character vanish instantly and permanently.

MEDUSA (QUEEN OF SPADES) – Suffer a permanent –3 penalty to saves 
vs petrification.

ROGUE (JACK OF SPADES) – A friendly NPC (a retainer, if the charac-
ter has any) becomes utterly and permanently hostile toward the charac-
ter. The hatred is initially secret and will only be revealed at a devastating 
moment.

DONJON (ACE OF SPADES) – The character is stripped of all equipment 
and spells and is imprisoned, either magically or physically. When this 
card is drawn, the deck of many things disappears—no further cards 
can be drawn.

BALANCE (2 OF SPADES) – Change alignment (lawful becomes cha-
otic, chaotic becomes lawful, neutral becomes lawful or chaotic). If the 

character fails to behave according to their new alignment, they will be 
judged by higher powers and risk annihilation.

JESTER (JESTER WITHOUT TRADEMARK) – Gain 10,000 XP or draw 
two more cards. After being drawn, the Jester card disappears forever.

FOOL (JESTER WITH TRADEMARK) – Lose 10,000 XP (to a minimum 
of 0 XP) and draw another card. After being drawn, the Fool card dis-
appears forever.

Displacer Cloak: A cloak that bends light, making one who wears it 
appear to be 5’ away from their true location. The wearer gains a +2 
bonus to saving throws against petrification, rods, spells, staves, and 
wands. Melee attacks against the wearer are penalized by -2.

Drums of Panic: These large kettle drums have no effect on any crea-
tures within 10’ of them. When used, all creatures between 10’-240’ 
from the drums must make a morale check with a penalty of -2 to their 
morale.

Drums of Thunder: A pair of kettle drums which, when both struck 
together, unleash a deafening thunder. Everything within 60’ is perma-
nently deafened by the noise. The deafness can only be cured by power-
ful magic (e.g. cure serious wounds cast expressly for the purpose). All 
within 10’ are also stunned and unable to move or act for 2d4 rounds.

Efreeti Bottle: This item is a large heavy, sealed jug about 3’ high. If 
the seal is broken and the stopper pulled, an efreeti will come forth to 
serve the opener once per day for 101 days (or until slain). The creature 
will return to its home (the fabled City of Brass) after its term of service 
is ended. It will serve no one but the person opening the bottle.

Elemental Summoning Device: Bowl of Commanding Water Elemen-
tals, Brazier of Commanding Fire Elementals, Censer of Controlling Air 
Elementals, Stone of Controlling Earth Elementals: Each of these items 
for elemental control may be used once per day. They range in size from 
the largest (the bowl) being 3’ in diameter to the smallest (the stone), 
a mere 6 inches across. Each item requires 1 full turn of preparation 
before use. When prepared, each will summon (and allow the user to 
control) one device elemental of the appropriate type in 1 round. The 
user must maintain concentration, neither moving nor casting spells, 
to control the elemental creature summoned (as the magic-user’s spell 
conjure elemental).

Elven Cloak and Boots: Wearing the cloak will make a person nearly 
invisible, while the boots allow a person to move silently. A character 
wearing an elven cloak will only be seen on a roll 1 (on 1d6). After at-
tacking, the wearer will be visible for the rest of the turn.

Figurine of Wondrous Power: A miniature (around 1” tall) statuette 
carved in the form of an animal. Speaking the correct command word 
and casting the figurine onto the ground causes it to transform into a 
living animal which obeys the character’s commands. Repeating the 
command word returns the animal to its figurine form. If an animal is 
slain, it returns to its figurine form. If a figurine is destroyed, its magical 
power is lost irrevocably. When a figurine is found, determine its type at 
random using the following table.

d20 Type of Figurine
1–3 Ebony fly
4–6 Pair of golden lions
7–8 Trio of ivory goats (travelling, 

travail, and terror)
9–11 Marble elephant
12–13 Obsidian steed
14–17 Onyx dog
18–20 Serpentine owl
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Onyx Dog
A hunting dog with exceptional senses. Tracking: By scent. Once start-
ed, very difficult to put off the trail. Has infravision up to 90’. Has a 65% 
chance of detecting invisible creatures. Speaks Common. The usage fre-
quency is once per week, for up to 6 hours.

AC 6, HD 2+2, Att [×1 bite (2d4), MV 120' (40'), SV D12 W13 P14 B15 
S16, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

Serpentine Owl
A horned owl with telepathic powers. Surprise: On a 1–5, due to silent 
flight. Can inform owner of what it sees and hears through telepathy. 
The usage frequency is once per day, for up to 8 hours.

AC 7, HD 1/2, Att [×2 claw (1d2/1d2), MV 240' (80'), SV D12 W13 P14 
B15 S16, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

Flying Carpet: This item can carry one passenger at up to 100’ per 
round (300’ per turn), two at 80’ per round, or three at 60’ per round. It 
will not carry more than 3 passengers and their equipment.

Gauntlets of Ogre Power: These gauntlets will give the wearer a 
Strength score of 18. If a weapon is used in combat while wearing these 
gauntlets, the wearer will gain the bonus of + 3 on “to hit” and dam-
age rolls. If a weapon is not used, the wearer may strike with one fist 
each round. A punch will do 1d4 points of damage, gaining a + 3 on “to 
hit” rolls only. The wearer may carry an additional 1,000 coins of weight 
without being encumbered.

Girdle of Giant Strength: This item will give the wearer the same 
chances to hit as a hill giant (if better than his or her own). The wearer 
will inflict 2d8 points of damage upon any successful hit. (If the optional 
Variable Weapon Damage system is used, damages will be twice normal 
instead of 2d8.)

Helm of Alignment Changing: This item looks like a fancy helmet. 
When the helm is put on, it will immediately change the wearer’s align-
ment (the referee should determine the new alignment randomly). This 
device may only be taken off by using a remove curse spell; the wearer 
will resist the removal. The referee may allow the character to remove it 
by performing a special task or adventure.

Helm of Reading Languages and Magic: The wearer is able to read 
any writing, regardless of the language or magical properties of the 
script. This does not allow non-spell-casters to use spell scrolls. This 
helm is fragile, however; and will be destroyed if the wearer is killed, 
and any hit on the wearer might (a 10% chance) destroy the helm.

Helm of Telepathy: This item looks like a fancy helmet. The wearer of 
this helm may read the thoughts of any creature within 90’ by concen-
trating on that creature. To make the helm work, the wearer must con-
centrate on the creature and not move. The wearer will understand the 
creature’s thoughts, and may “send” thoughts to the creature; however, 
the creature may refuse to respond.

Helm of Teleportation*: This item may only be used once by a mag-
ic-user or elf. It will have no further effect until a teleport spell is cast on 
it, after which it may be used to teleport as often as desired (up to a max-
imum of once per round). The user may try to teleport another creature 
or item; an unwilling victim may avoid the effect by making a saving 
throw vs. Spells. If used to teleport an unwilling creature the helmet will 
only work once, and the helm must thereafter be recharged with another 
teleport spell before again becoming useful.

Ebony Fly
A fly the size of a pony which may be ridden as a mount. Moves at 360’ 
(120’) with a rider. The usage is 3 times a week, for at most 12 hours a day.

AC 4, HD 4+4, Att [Nil], MV Fly 480' (160'), SV D12 W13 P14 B15 S16, 
ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

Golden Lion
A male lion with formidable combat prowess. The usage is once a day, 
for up to 1 hour. If slain, cannot be brought back from statuette form for 
one full week.

AC 6, HD 5, Att [×2 claws (1d4+1/1d4+1) , 1 bite (1d10)], MV 150' (50'), 
SV D12 W13 P14 B15 S16, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

Ivory Goat of Travelling
A large goat which can be ridden. Moves at 360’ (120’) with a rider. The 
usage frequency is at most 24 hours in the space of a week. After 24 
hours of use, the goat cannot be used again for at least 1 day. After 3 uses 
in total, the goat loses its magic forever.

AC 6, HD 4, Att [×2 horns (1d8/1d8)], MV 480' (160'), SV D12 W13 P14 
B15 S16, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

Ivory Goat of Travail
A monstrous goat, larger than a bull. Can charge when not in melee. 
Requires a clear run of at least 20 yards. Horns inflict double damage. 
May not make bite or hoof attacks when charging. The usage frequency 
is once per month for up to 12 hours. After 3 uses in total, the goat loses 
its magic forever.

AC 0, HD 16, Att [×1 bite (2d4), 2 hoof (2d4+2/2d4+2)], MV 240' (80'), 
SV D8 W9 P10 B10 S12, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

Ivory Goat of Terror
A giant goat, as large as a warhorse, which may be ridden. The goat’s 
horns become weapons which the rider may wield. One horn may be 
wielded as a lance +3, the other as a sword +3. Can charge when not 
in melee. Requires a clear run of at least 20 yards. Rider’s lance inflicts 
double damage. In battle, opponents within 30’ must save versus spells 
or suffer a –3 penalty to attack rolls while the battle lasts. The usage fre-
quency is once every 2 weeks for up to 3 hours. After 3 uses in total, the 
goat loses its magic forever.

AC 2, HD 8*, Att Nil, MV 360' (120'), SV D12 W13 P14 B15 S16, ML 12, 
AL Neutral, NA 1 (1), % Nil, TT Nil

Marble Elephant
A large, tusked elephant that can be used as a beast of burden or com-
manded to attack. Can charge in the first round of combat, when not in 
melee. Requires clear run of at least 20 yards. Tusks inflict double dam-
age. Has a 3-in-4 chance of trampling each round. +4 to hit human-sized 
or smaller creatures. The usage frequency is at most 4 times a month, for 
up to 24 hours at a time.

AC 5, HD 9, Att [×2 tusks (2d4/2d4), or 1 trample (4d8), MV 120' (40'), 
SV D10 W11 P12 B13 S14, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil

Obsidian Steed
In figurine form, a vaguely quadruped lump of obsidian. Transforms 
into a nightmare—an intelligent, demonic horse with glowing red eyes, 
flaming nostrils, and hooves like smouldering embers. It breathes out 
a choking cloud of burning smoke. Anyone in melee with a nightmare 
must save versus poison or suffer –2 to attack and damage rolls against 
the monster. The usage frequency is once per week, for up to 24 hours.

AC -3, HD 6*, Att [×2 flaming hoofs (2d4+2), 1 bite (2d4), MV 150' (50'), 
SV D10 W11 P12 B13 S14, ML 12, AL Neutral, NA 1 (1), % Nil, TT Nil
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Horn of Blasting: Blowing this horn creates a cone of sound 100’ long 
and 20’ wide at the far end. Victims within this area take 2d6 points of 
damage and must save vs. Spells or be deafened for one turn. The referee 
must decide how much damage the horn will do to objects; for example, 
the horn may have to be blown three times to destroy a 10’ section of 
castle wall, but a wooden cottage may be flattened with a single blast! 
The horn may be blown once per turn.

Horn of Valhalla: There are 4 varieties of this magical device. Each 
summons a number of berserkers from Valhalla to fight for the charac-
ter who summoned them by blowing the horn. Each variety of horn can 
be blown but once every 7 days. These horns all appear to be normal 
instruments until their command word is discovered. The type of horn, 
its powers, and who is able to employ it are shown below.

Iron Flask: A flask of iron, decorated with silver runes and sealed with 
a sigil-engraved brass plug. The flask—if the appropriate command 
word is used—has the power to trap an extra-planar being and force it 
into servitude. When found there is a 50% chance that a creature (e.g. an 
elemental, djinni, efreeti, invisible stalker, or other creature of extra-pla-
nar origin) is already trapped in the flask. Removing the plug frees the 
trapped creature (if any). If the character speaks the command word, the 
creature is forced to serve for 1 turn. If the command word is not spoken, 
the creature’s reaction should be determined randomly. If the flask is 
empty, an extra-planar creature within 60’ can be trapped by removing 
the plug and speaking the command word. The creature may save versus 
spells to resist. If the creature was previously trapped in the flask, it gains 
a +2 bonus to the save and becomes utterly hostile.

Libram of Arcane Power: A tome of arcane knowledge affiliated with 
a specific alignment. The effects of opening the tome depend on the class 
and alignment of the character. The libram’s alignment is determined 
by rolling 1d6: 1–2: Lawful, 3–4: Neutral, 5–6: Chaotic. Once the book’s 
magical effect has occurred, it vanishes. Arcane casters of the same 
alignment may study the tome for 1 week to gain one experience level. A 
character can only gain this benefit once, even if another golden libram 
is discovered. Arcane casters of another alignment suffer 5d4 damage, 
fall unconscious for 5d4 turns, and become unable to gain experience 
points unless a quest of atonement is performed. Other classes must 
save versus spells or become permanently insane. This insanity can only 
be removed by magic.

Luckstone: A polished, roughly hewn piece of decorative stone (e.g. ag-
ate) which grants its owner good luck. The character gains a +1 (or +5%, 
as applicable) bonus to saving throws, ability checks, and similar rolls.

Medallion of ESP (30’): This magical medallion is strung on a chain 
to be worn around the neck. If the wearer concentrates for 1 round, he 
or she may read the thoughts of any one creature within 30’. The wearer 
may move normally but cannot fight nor cast spells while concentrat-
ing. The referee must check this item each time it is used: it will not 
work properly on a roll of 1 (on 1d6). If this occurs, it will broadcast the 
thoughts of the user to everyone within 30’! The referee may allow a sav-
ing throw vs. Spells to prevent the medallion from reading a creature’s 
thoughts.

Medallion of ESP (90’): This item will allow the user to cast an ESP 
spell (as if a magic-user) to a range of 90’.

Berserkers
d% Type Number HD Classes

01–40 Silver 2d4+2 2 Any
41–75 Brass 2d4+1 3 C, F, T
76–90 Bronze 2d4 4 C, F
91–00 Iron 1d4+1 5 F

Berserker
AC 4, HD 2 to 5 (6hp per HD), Att [×1 weapon (1d6), MV 120' (40'), SV 
D12 W13 P14 B15 S16 (HD 1-3) or D10 W11 P12 B13 S14 (HD 4-5), 
ML 12, AL Neutral, NA variable, % Nil, TT Nil

The berserkers remain until they are slain, have slain their opponents, or 
1 hour has passed. Any character can use the silver horn, but only clerics, 
fighters, and thieves can use the other types, as indicated in the table 
below. If a character of a restricted class blows the horn, the summoned 
berserkers attack them. 50% have sword and spear, 50% have battle axe 
and spear.

Ioun Stones: There are 14 sorts of useful ioun stones. These magical 
stones always float in the air and must be within 3’ of their owner to be 
efficacious. The new possessor of the stones must hold each and then 
release it, so it takes up a circling orbit, whirling and trailing, circling 
at 1’ to 3’ radius of his or her head. Thereafter, they must be grasped or 
netted to separate them from their owner. The owner may voluntarily 
seize and stow the stones (at night, for example) to keep them safe. He or 
she would of course lose the benefits during that time. 1d10 ioun stones 
will be found. Dice for the property of each stone, a duplication indicat-
ing a stone which is burned out and useless. Whenever ioun stones are 
exposed to attack, they are treated as armor class 0 and take 10 hit points 
of damage to destroy.

d20 Colour Shape Power
1 Pale blue Rhomboid +1 STR (maximum 18)
2 Scarlet and blue Sphere +1 INT (maximum 18)
3 Incandescent blue Sphere +1 WIS (maximum 18)
4 Deep red Sphere +1 DEX (maximum 18)
5 Pink Rhomboid +1 CON (maximum 18)
6 Pink and green Sphere +1 CHA (maximum 18)
7 Pale green Prism +1 experience level
8 Clear Spindle Sustains character without food or water
9 Iridescent Spindle Sustains character without air
10 Pearly white Spindle Heals 1 hit point of damage per turn
11 Pale lavender Ellipsoid Absorbs spells of 3rd level or lower. After absorbing 1d3 × 10 spell levels, burns out and turns to dull grey, 

forever useless.
12 Lavender and green Ellipsoid Absorbs spells of 5th level or lower. After absorbing 2d3 × 10 spell levels, burns out and turns to dull grey, 

forever useless.
13 Vibrant purple Prism Can store 2d4 levels of spells, which must be cast directly onto the stone. The character can trigger stored spells 

at will (up to one spell per round).
14 Dusty rose Prism +1 bonus to AC and saving throws

15+ Dull grey Ellipsoid None; burned out
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Mirror of Life Trapping: This mirror will store man-size or smaller 
creatures indefinitely. Any creature of appropriate size who looks into 
the mirror must save vs. Spells or be sucked into it (with all things car-
ried at the time). A mirror of life trapping can store up to 20 creatures; 
when full, no more will be trapped. Creatures trapped in the mirror do 
not age or need food or air, but are completely powerless. Anyone can 
talk with the creatures trapped in the mirror (if they speak the same 
language). If the mirror is broken, all the creatures trapped within will 
be immediately released.

Pearl of Power: A magical pearl which grants an arcane spell caster 
the ability to recall cast spells. The character may instantly re-memorize 
one spell which has already been cast. The spell must be among those 
which the character most recently memorized. When found, roll 1d20 
on the table below to determine the maximum level of spell which may 
be recalled. The pearl’s power may be used once per day.

d20 Maximum Spell Level
1–5 1st

6–10 2nd
11–14 3rd
15–17 4th
18–19 5th

20 6th

Pearl of Wisdom: A normal-looking pearl which increases the Wis-
dom of a divine spell caster who keeps it on their person. The character’s 
WIS increases by 1 (maximum of 18) as long as the pearl is on their 
person. The character must keep the pearl on their person for 30 days in 
order for it to take effect.

Robe of Blending: A normal-looking robe with powers of disguise and 
camouflage. The character can blend into natural environments (e.g. 
rock walls, undergrowth). When among creatures of another type, the 
character can choose to appear as one of them. The other type of crea-
ture may not be larger than twice the character’s normal size or smaller 
than half their normal size. Observers of high intelligence (e.g. INT 15 
or more) or with 10 or more Hit Dice have a 1-in-6 chance per turn of 
spotting the character. Allies can see the character normally.

Robe of Eyes: A luxurious robe adorned with dozens of eye motifs. 
Donning the robe grants the following magical visual powers: The robe’s 
visual powers prevent the character from being surprised. Infravision to 
120’. The character can see in all directions at once. See invisible within 
120’. The character sees creatures using displacement effects (e.g. a dis-
placer cloak) in their true location. The character can plainly see anyone 
hiding or using camouflage. A light spell cast directly on the robe causes 
the character to be blinded for 1d3 rounds. Continual light causes blind-
ness for 2d4 rounds.

Rope of Climbing: This 50’ thin, strong rope will climb in any direction 
upon the command of the owner. It may fasten itself to any protruding 
surface, and will support up to 10,000 coins of weight.

Scarab of Chaos: A small, scarab-shaped amulet with the power to 
drive those who see it temporarily insane. It has d8+8 charges. The 
owner must present the scarab and utter a command word to activate 
its magic. When activated, creatures within 20’ must save versus spells 
(with a –2 penalty) or become temporarily insane. Affected creatures 
cannot cast spells and act completely irrationally. Each round, roll for 
the behavior of each subject on the table below. The duration is 1d4+8 
rounds.

2d6 Behavior
2–5 Attack scarab owner’s group
6–8 No action
9–12 Attack subject’s group

Scarab of Death: A small, scarab-shaped brooch which carries a curse 
to kill anyone who possesses it. The scarab’s curse is activated when a 
character holds it for more than 1 round or when a character carries it 
on their person for more than 1 turn. When activated, the scarab comes 
to life and tears through leather, cloth, and flesh, seeking the character’s 
heart. This takes one round and causes death. The scarab cannot tear 
through wood, ceramic, bone, ivory, or metal. If placed in a container of 
one of those materials, it remains inert even when carried.

Scarab of Protection: This item will automatically absorb any curse 
(whether by spell, scroll, or other effect). It will also absorb the clerical 
spell finger of death (the reverse of the raise dead spell). The scarab will 
work 2d6 times before becoming worthless.

Scarab of Rage: A small, scarab-shaped amulet with the power to in-
stil a blood rage in those who see it. It has 1d6+18 charges. The owner 
must present the scarab and utter a command word to activate its magic. 
When activated, intelligent enemies within 40’ are stricken with blood 
rage (save versus spells to avoid). Affected creatures immediately attack 
the closest creature, whether it is friend or foe. If the creature is killed, 
the stricken creature attacks the next nearest. The rage causes a +1 bonus 
to attack rolls, a +2 bonus to damage rolls, and a -3 AC penalty. The 
duration is 1d6+6 rounds.

Sphere of Annihilation: A rift in the fabric of the multiverse which 
manifests as a static 2’ globe of absolute blackness. Anything it touches 
is utterly destroyed. Any matter which touches the sphere is instant-
ly and permanently annihilated. Restoration is impossible, even with a 
wish. An arcane spell caster may try to move the sphere with their mind. 
The character must be at most 10’ per level away from the sphere. Any 
attempt to move the sphere sets it in motion. A control check is required 
each round. The chance of success depends on the character’s level, as 
shown in the table below. If a check succeeds, the character can move 
the sphere in any direction for 1 round, at the rate shown in the table. If 
a check fails, the sphere slides towards the character at a rate of 10’ for 
1d4 rounds. Control cannot be reattempted during this time. If multiple 
arcane spell casters vie for control of the sphere, each must make a con-
trol check per round, with the highest level character rolling first. If all 
characters fail to control the sphere, it slides towards the highest level 
character as per if a check fails, above.

Talisman of the Sphere: An adamantine loop and handle which can 
increase an arcane spell caster’s control over a sphere of annihilation. 
Arcane spell casters using the talisman when attempting to control a 
sphere of annihilation allows the character to add their INT score to the 
control chance. If a control check succeeds, the character can then move 
the sphere for 2 rounds before having to make another control check. 
Other characters suffer 5d6 damage when touching the talisman.

Well of Many Worlds: A 6’ diameter circle of fine black cloth, of-
ten found folded down to the size of a handkerchief. The cloth can be 
placed upon a surface to conjure a gateway to another world. Placing on 
a surface creates a 6’ diameter hole in the surface. Anything placed in 
the hole is transported to another world, plane, or dimension (as deter-
mined by the referee). An identical hole exists at the destination location 
in the other world, allowing transit back and forth. When placed upon 
a surface, picking up the cloth causes the hole to disappear. The cloth 
can be picked up from either world. Picking up the hole and placing 
it in a different location opens a gateway to a different world, plane, or 
dimension.
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Intelligent Swords
Some magic swords have an innate intelligence and personality, along 
with other special powers. If the referee wishes to randomly determine 
whether a magic sword is intelligent, the probability is 30%. The referee 
can create special intelligent magic swords or roll them randomly, using 
the following procedure.

rolling up an intelligent sword
1. Find out if the sword has a special purpose.

2. Determine the sword’s Intelligence and personality,

3. Determine the sword's communication.

4. Determine the alignment of the sword.

5. Find the Powers of the sword.

6. Roll for the sword’s Ego score.

1. Special Purpose - d20
Some sentient swords are also imbued with a special purpose. A sword 
will have a special purpose if a roll of 20 on 1d20 is made. The purpose 
of such swords is typically to slay a certain type of character or creature. 
The purpose may be rolled on the table below, or the referee may invent 
others.

INT Reading Communication
7 No Empathy
8 No Empathy
9 No Empathy
10 No Speech
11 Yes Speech
12 Yes Speech

d6 Type of target to be slain
1 Arcane spell casters
2 Divine spell casters
3 Warriors (e.g. fighters or other primarily combat-oriented, non-

spell casting classes, including non-spell casting demihumans)
4 Specific type of monster (determine randomly)
5 Lawful creatures (or chaotic creatures if the sword is lawful)
6 Chaotic creatures (or lawful creatures if the sword is chaotic)

In addition to their sensory and extraordinary powers, swords of spe-
cial purpose have an extra power when used to achieve their designated 
purpose (e.g. when attacking the enemy the sword was designed to slay). 
This power depends on the sword’s alignment:

LAWFUL – Chaotic foes hit by the sword must save versus spells or be 
paralyzed.

NEUTRAL – The wielder gains a +1 bonus to all saving throws.

CHAOTIC – Lawful foes hit by the sword must save versus spells or be 
turned to stone.

2. Intelligence and personality - d20
The sword’s INT is 1d6+6. (Swords imbued with a special purpose al-
ways have INT 12.) The sword has its own personality and should be 
played as an NPC.

3. Communication
The sword’s INT determines the means by which it can communicate.

a. Empathy: The sword cannot communicate directly, but empathically 
informs the wielder of its powers and how to use them.

b. Speech: The sword speaks out loud. The number of languages it 
knows is indicated by rolling on the languages table, to the right. 
Languages should be selected by the referee.

c. Reading: The sword can read all languages it can speak, as well as 
magical inscriptions.

d100 Languages
01–50 Alignment tongue + 1
51–70 Alignment tongue + 2
71–85 Alignment tongue + 3
86–95 Alignment tongue + 4
96–99 Alignment tongue + 5

00 Roll twice again, adding results

determine sword's languages

4. Alignment - d20
Determine the alignment of the intelligent sword

d20 Alignment
1-13 Lawful

14-18 Neutral
19-20 Chaotic

A sword’s alignment cannot be detected until it is handled. If the crea-
ture handling the sword is of the same alignment, there will be no ad-
verse effects. However, if the alignment is different, the user will take 
some damage each round in which the sword is touched or held:

LAWFUL SWORDS – Inflict 1d6 damage per round to neutral characters 
and 2d6 per round to chaotic characters.

NEUTRAL SWORDS – Inflict 1d6 damage per round to non-neutral 
characters.

CHAOTIC SWORDS – Inflict 1d6 damage per round to neutral characters 
and 2d6 per round to lawful characters.

5. Powers of the Sword 
The sword’s INT determines the number of powers it has. See the table 
to the right. Powers are described in the following page.

INT Powers
7 1 sensory power
8 2 sensory powers
9 3 sensory powers
10 3 sensory powers
11 3 sensory powers
12 3 sensory + 1 extraordinary

6. Sword's Ego - d12
Sentient swords have an Ego rating—a measure of their force of per-
sonality. This is rolled on 1d12. Swords imbued with a special purpose 
always have an Ego of 12. A sword with high intelligence and ego may 
try to control its user. The referee should make a control check at certain 
times.

CONTROL CHECKS – An intelligent sword must be checked to see if it 
controls its user in five different situations:



113

1. When the character first handles the sword.

2. When the character is wounded to a point where half of his or her 
original hit points are gone.

3. When the character acquires any other magic weapon.

4. When a character of a different alignment tries to use it.

5. When a situation arises where the special purpose of the sword (if 
applicable) can be used.

To make the control check, the referee must find the will score of the 
user and of the sword. When the will scores are found, the being with 
the higher total will score, either character or sword will control the ac-
tions of the character.

WILL SCORE – An intelligent sword’s will score is found by adding the 
sword’s Intelligence, Ego, and bonuses. The sword gets a bonus of +1 to 
the will score for each Extraordinary power it has, plus 1d10 points if the 
sword is of a different alignment than the user. A character’s will score is 
found by adding the character’s Strength and Wisdom scores and sub-
tracting any adjustments due to wounds, as follows: if the character is 
damaged but no more than ½ the original hit points, 1d4 points are sub-
tracted. If the character has lost more than ½ the original hit points, 2d4 
points are subtracted from the Will score.

SWORDS IN CONTROL – If a sword controls a character, the referee 
must decide on the actions of the sword in certain situations. These may 
include:

 ◆ Leading the user past other magic weapons found, or discard other 
weapons.

 ◆ Forcing the user to charge into combat to win glory for itself.

 ◆ Forcing the user to surrender to an opponent — either one more 
worthy of the sword or one easier to control.

 ◆ Forcing the user to spend most of his or her money on items for the 
sword (jeweled fittings, fancy scabbards, special magical protection, 
etc.).

 ◆ The control will last until the sword is satisfied or until the situation 
which caused the control check has passed.

DETECT EVIL OR GOOD – The sword will be able to detect one of these 
intentions up to a range of 20’. (Animals and traps are neither evil nor 
good.)

DETECT GEMS – The sword can detect any type of gems (and will tell 
the number of them) within a range of 60’ (unless blocked by lead). The 
sword will point in the direction of the gems.

DETECT MAGIC – The sword can detect any magic spell or item with-
in 20’, and will cause the magic item (when commanded) to glow. This 
power can only be used three times per day.

DETECT METALS – The sword can detect metal of any type requested 
up to a range of 60’ (unless blocked by lead). It will point in the direction 
of the material.

DETECT SHIFTING ARCHITECTURE – The sword can find shifting 
walls and rooms within a range of 10’.

DETECT SLOPES – The sword can locate sloping passages within a 10’ 
range.

DETECT TRAPS – The sword can detect traps of any type within 10’, but 
only three times per day.

LOCATE SECRET DOORS – The sword can locate all secret doors within 
a 10’ range. This power can only be used three times per day.

SEE INVISIBLE OBJECTS – The sword can see invisible and hidden ob-
jects (but not secret doors) within 20’.

Extraordinary Powers
If the intelligent sword has an extraordinary power, roll d% on the table 
below. Duplicate results should be rolled again unless noted otherwise.

As with sensory powers, the user must have the sword in hand and be 
concentrating on the power. Any Extraordinary power is only usable 
three times per day unless specially noted otherwise.

Powers
Sensory Powers
Each sensory power should be rolled on the table below, with dupli-
cates re-rolled. Unless otherwise noted, one sensory power may be 
used each round, once per round. The user must have the sword in 
hand and be concentrating on the power in order to use it. 

d100 Power
01–10 Detect evil or good
11–15 Detect gems
16–25 Detect magic
26–35  Detect metals
36–50 Detect shifting architecture
51–65 Detect slopes
66–75 Detect traps
76–85 Locate secret doors
86–95 See invisible objects
96–99 Roll an extraordinary power

00 Roll twice again on this table

d100 Extraordinary Power
01-15 Clairaudience
11-20 Clairvoyance
21-30 ESP
31-40 Telepathy
41-50 Telekinesis
51-59 Teleportation
60-68 X-Ray vision
69-77 Illusion
78-82 Levitation
83-87 Flying
88-92 Healing (duplicate allowed)
93-97 Extra damage (duplicate allowed)
98-99 Make two more rolls on this table

00 Make three more rolls on this table



114

CLAIRAUDIENCE – This power will allow the user to hear noises (in-
cluding speech) in an area up to a range of 60’ through the ears of a 
creature in that area (unless blocked by lead). The user must concentrate 
for one turn in order to hear what the creature hears.

CLAIRVOYANCE – This power will allow the user to see an area up to 60’ 
away through the eyes of a creature in that area, unless blocked by lead. 
The user must concentrate for one turn in order to “see”.

ESP – The user of the sword may listen to any one living creature’s 
thoughts. The user must concentrate in one direction, and can only 
“hear” thoughts within 60’ (unless blocked by lead). The user will un-
derstand any thoughts “heard”.

TELEPATHY – This power will allow the user to perform the same pow-
ers as ESP (above), but also gives the ability to “send” thoughts to the 
creature contacted (as a helm of telepathy). The creature may refuse to 
answer.

TELEKINESIS – The user of the sword may move up to 2,000 coins of 
weight by concentration alone. See the magic-user’s spell of the same 
name for more information.

TELEPORTATION – This power allows the user of the sword to teleport 
(as the magic-user’s spell).

X-RAY VISION – This power produces the same effect as a ring of X-ray 
vision (the ability to see through anything, except gold or lead).

ILLUSION – This power allows the user to create one phantasmal force 
spell (as the magic-user’s spell).

LEVITATION – The user of the sword may levitate as if using the mag-
ic-user’s spell of the same name, for a maximum of 3 turns.

FLYING – The user of the sword may fly as if using the magic-user’s spell 
of the same name, for a maximum of 3 turns.

HEALING – The sword will heal up to 6 points of damage at the rate 
of 1 hit point per round. This power may only be used once per day. 
Duplicate ability rolls will increase the amount of healing and the time 
required by 6.

EXTRA DAMAGE – This power will increase the user’s strength when 
striking for 1d10 rounds. During this time, the user will inflict 4 times 
the normal damage on each successful hit (but has no better chances to 
hit). Each duplicate roll of this power increases the multiplier by 1 (to 5 
times, 6 times, etc.).

Swimming, Climbing And 
Foraging

A Dungeon Master must be flexible enough to be able to decide how 
to deal with situations that the rules don’t cover. A good referee will 
think about how similar problems are handled in the rules, and then use 
a similar system. Some ideas on how to handle different situations are 
presented below. 

SAVING VS. ABILITIES (optional) – The referee may want to base a 
character’s chance of doing something on his or her ability ratings 
(Strength, etc.). The player must roll the ability rating or less on a d20. 
The referee may give a bonus or penalty to the roll, depending on the 
difficulty of the action (-4 for a simple task, +4 for a difficult one, etc.). 
It is suggested that a roll of 1 always succeed and a roll of 20 always fail.

SWIMMING – All characters may swim unless the referee decides oth-
erwise. Movement rate while swimming is ½ normal. The referee will 
want to decide on the chance of a character drowning when swimming 
in rough water, swimming while carrying heavy or encumbering equip-
ment or treasure, swimming while wearing heavy armor, or while fight-
ing in the water. The chance of drowning will be largely dependent on 
the circumstances. For example, a fighter trying to swim in rough chop-
py seas while wearing plate armor and carrying 300 cn of treasure might 
have a 99% chance of drowning. The same fighter in leather armor and 
not carrying treasure might have only a 10% chance of drowning. When 
fighting in the water or under the water, it should be harder to hit op-
ponents, and damage done from successful attacks should be reduced. 
Missile weapons will not normally work while fighting in the water.

CLIMBING – Thieves (and only thieves) can climb steep surfaces, sheer 
walls, and slight overhangs by locating handholds not readily appar-
ent to most characters and by using special climbing gear which only 
thieves know how to use. All characters, however, may climb obstacles 
such as trees, steep hills, or walls with handholds and footholds carved 
in them. All characters should have a chance of falling when climbing 
in a difficult situation, such as climbing a tree in a high wind, or climb-
ing up a crumbling wall. A save against the character’s Dexterity score 
is recommended (a successful save would be equal to or less than the 
character’s Dexterity score). The referee should use good sense when 
deciding what may or may not be climbed.

FORAGING – Characters travelling in the wilderness may attempt to 
search or hunt for food, either to extend their normal supplies or pre-
vent starvation. Searching for food may be done while travelling. If 1 is 
rolled on a d6, the party will have found enough to feed 1d6 men for 
one day. This food will consist of nuts, berries and possibly small game. 
To hunt, characters must spend a day without moving. There is a 1-in-6 
chance of having a random encounter with an animal rolled on a table 
made by the referee. This encounter is in addition to any normal en-
counter rolls for the day. Days spent resting cannot be used for hunting. 
Characters who run out of food may face a variety of circumstances that 
must be handled by the referee. Possible effects of hunger might include 
the need for more rest, slower movement rates, minuses “to hit”, and 
gradual loss of hit points.
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Before players can take their characters on adventures into dungeons, 
the referee must create a dungeon. This section gives a step-by-step 
guide to creating one.

A. Choose A Scenario
B. Decide On A Setting
C. Decide On Special Monsters To Be Used
D. Draw The Map Of The Dungeon
E. Stock The Dungeon
F. Filling In Final Details

A. Choose A Scenario
A scenario is a background theme or idea which ties the dungeon to-
gether. A scenario will help keep a dungeon from becoming a boring 
repetition of “open the door, kill the monster, take the treasure”. A good 
scenario always gives the players a reason for adventuring. The refer-
ee should also design a dungeon for the levels of characters who will 
be playing in it. A good scenario will also give the referee a reason for 
choosing specific monsters and treasures to put in the dungeon.

A scenario may be anything the referee can imagine. To help new refer-
ees, some common scenarios are listed below and explained. The referee 
can fill in the details.

scenarios:

1. Exploring the Unknown: The party is hired to map unknown ter-
ritory. The area might once have been familiar but is now overrun or 
destroyed; a strange tower might mysteriously appear overnight in a 
familiar area.

2. Investigating a Chaotic Outpost: This scenario has to do with a 
Chaotic invasion (either in progress or about to begin). The characters 
must enter the enemy outpost, find out the strength and plans of the 
invaders, and destroy the outpost if possible. 

3. Recovering Ruins: The party is usually scouting an old village be-
fore permanent settlers move in. The ruins have often been overrun by a 
specific kind of monster which must be killed or driven away. The ruins 
could be part of (or underneath) a thriving town!

4. Destroying an Ancient Evil: The evil is usually a monster or NPC 
(the exact type not known by the players). Sometimes the evil has been 
deeply buried and re-awakened by recent digging. This theme is often 
used along with others; for example, an ancient evil may have to be de-
stroyed before some ruins are resettled.

5. Visiting a Lost Shrine: To remove a curse or recover a sacred item, 
the players must travel to a shrine which has been lost for ages. The 
characters usually have only a rough idea of its location. The players may 
have to consult an oracle or seer during their visit.

6. Fulfilling a Quest: This is a scenario in which a king (or other 
NPC) provides a reason for adventuring. A variation of this is a special 
mission for “the gods”. Quite often this scenario also involves the recov-
ery of a sacred object or powerful magic item.

7. Escaping from Enemies: The player characters begin this adventure 
as prisoners, and must escape. The reason is clear and simple, especially 
if imprisonment is to be followed by the deaths of the characters. The 
referee must be careful to make escape possible (though not necessarily 
easy).

8. Rescuing Prisoners: Valuable and important persons are being held 
prisoners by bandits, a tribe of orcs, or an evil magic-user. The party 
sets out to rescue the prisoners because they have been hired to (for an 
expected reward), for a debt of honor, or for some other reason.

9. Using a Magic Portal: The “magic portal” is a device which magi-
cally sends creatures from one place to another. A magic portal is usual-
ly a door into another dimension or world, and thus may easily become 
the point of an invasion from one of these worlds. Portals may be known 
or secret. If known, the characters may be on a mission to destroy or 
guard a portal used by enemies, or perhaps to reopen or repair a “closed” 
portal. Secret portals can be used to make sure that the characters will 
visit an important area of a dungeon. Portals might operate both ways, 
or one way only (teleporting into but not out of an area).

10. Finding a Lost Race: The players find a once-human race which has 
lived underground for so long that it has begun to change. Its members 
might have developed infravision, changed color, or begun to fall back 
into animal ways. This scenario works well when used with Destroying 
an Ancient Evil, Lost Races are often servants of the ancient powers. 
This scenario requires extra work and imagination by the referee, since 
details for the Lost Race must be invented.

B. Decide On A Setting
It is not necessary to draw a detailed map of the dungeon first, but it is 
useful to have a general idea of what it will look like. When deciding on 
the shape of the dungeon, the referee should also outline ideas for rooms 
or areas in the dungeon. A few common settings include:

1. Castle or tower 
2. Caves or cavern 
3. Abandoned mine 
4. Crypt or tomb
5. Ancient temple
6. Stronghold or town

C. Decide On Special Monsters
The referee should decide on what special monsters (not placed by using 
the Wandering Monster tables) will be used. Some monsters should be 
placed by the referee because of the scenario chosen, and the referee 
may create or change some monsters to fit the dungeon. 

D. Draw The Map Of The Dungeon
A dungeon map is usually drawn on graph paper. The map should be 
made in pencil so that changes can be made. Before actually drawing 
the map, the referee should determine the scale. The scale of a map is the 
number of feet each square on the graph paper is equal to. Most maps 
are drawn to a scale of 10’ per square. The scale depends on the size of 
the dungeon and rooms. If, for example, the rooms are all larger than 
100’ on a side, or if the dungeon is thousands of feet long, the referee 
may wish to use a scale of 20’ per square. On the other hand, a small 
tower is better at 5’ or 10’ to a square.

The general shape of a dungeon is often determined by the setting. For 
example, a tower is usually round or square with smooth walls, while a 
cavern has an irregular shape and rough walls. If the referee has a good 
idea of where certain rooms and corridors will go, other sections of the 
map may be left blank, to be filled in later.

DESIGNING A DUNGEON
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E. Stock The Dungeon
To “stock” a dungeon means to fill in the general details, such as mon-
sters, treasure, and traps. Special monsters should be first placed in the 
appropriate rooms along with special treasures. The remaining rooms 
can be stocked as the referee wishes. If there is no preference as to how 
certain rooms are stocked, the following system may be used. Roll 1d6 
for CONTENTS, and then roll on the second table for TREASURE ac-
cording to the result of the first roll. A “Yes” result means that Treasure 
is there along with whatever is indicated by the first roll.

TREASURE: 

If treasure is in a room with a monster, use the Treasure Type for that 
monster (given in the monster description) to find the treasure in the 
room. If treasure is in a room without a monster, use the Unguarded 
Treasure table. The table is used in the same way as the Treasure Types 
table. Since treasure is an important factor for gaining experience at 
higher levels the referee may wish to not allow unguarded treasures be-
low the 8th level.

unguarded treasure

d6 Result
1-2 Monster
3 Trap
4 Special

5-6 Empty

d6 Monster Trap Empty
1 Yes Yes Yes
2 Yes Yes No
3 No No No

4-6 No No No

contents

treasure

A Monster result means that the referee should roll on a Wandering 
Monsters table to determine the type present. A Trap may be located in 
an empty room or on treasure. A Special is anything not exactly a trap, 
but placed for special reasons. The referee should make up traps and 
specials, but some suggestions are given.

ROOM TRAPS:

 ◆ Poison gas: Save vs. Poison or die
 ◆ Fog: Looks like Poison gas, but harmless
 ◆ Pit: 1d6 points of damage per 10’ fallen
 ◆ Ceiling Block falls: Save vs. Turn to Stone or take 1d10 points of 

damage
 ◆ Pendulum blade from ceiling: 1d8 points of damage
 ◆ Chute: No damage, but slide to the next level down

TREASURE TRAPS:

 ◆ Poison needle: Save vs. Poison or die
 ◆ Spring-fired darts: 1d6 darts hit for 1d4 points of damage each
 ◆ Flash of light: Save vs. Spells or be blinded for 1d8 turns
 ◆ Poison snake
 ◆ Spray: Be sprayed with an unknown liquid that attracts
 ◆ Wandering Monsters; double chances for 1d6 hours
 ◆ Illusion: Anything; often a monster (as phantasmal force)

SPECIALS:

 ◆ Moaning room or corridor
 ◆ Room turns or sinks while the door locks
 ◆ Illusionary stairs or corridor
 ◆ Shifting block to close off corridor
 ◆ Trap door to tunnels
 ◆ Alarm that summons special monster
 ◆ Talking statue
 ◆ Magic pool whose waters have a strange effect
 ◆ Magic gate to another part of the dungeon
 ◆ Flying weapons which attack only if disturbed

Level 1
1d6 × 100sp
50%: 1d6 × 10gp
5%: 1d6 gems
2%: 1d6 pieces of jewellery
2%: 1 magic item.

Level 2–3
1d12 × 100sp
50%: 1d6 × 100gp
10%: 1d6 gems
5%: 1d6 pieces of jewellery
8%: 1 magic item.

Level 4–5
1d6 × 1,000sp
1d6 × 200gp
20%: 1d6 gems
10%: 1d6 pieces of jewellery
10%: 1 magic item.

Level 6–7
1d6 × 2,000sp
1d6 × 500gp
30%: 1d6 gems
15%: 1d6 pieces of jewellery
15%: 1 magic item.

Level 8–9
1d6 × 5,000sp
1d6 × 1,000gp
40%: 1d12 gems
20%: 1d12 pieces of jewellery
20%: 1 magic item.

*Note that there are always silver pieces in unguarded treasure, and that 
other items are given in terms of the die rolled to determine the number 
present.

F. Filling In Final Details
Once the rooms have been stocked, the referee can fill in details about 
the corridors (such as traps or regular patrols of monsters). The refer-
ee should also “stock” the dungeon with some normal items, smells, 
sounds, and so forth. Inhabited and empty rooms could be given what-
ever normal furnishings would be common in the dungeon. The referee 
should be careful not to use too much nor too little detail; some detail 
will help the players imagine the areas that they are exploring, but too 
much detail is often just boring.
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In designing a wilderness, the referee will go through a number of steps 
quite similar to those of creating a dungeon. The following section ex-
plains the process in detail.

A. Decide On A Setting.
B. Draw A Map Of The Area.
C. Place The Dungeon And The Base Town.
D. Locate Areas Under Human Control.
E. Place Areas Under Non-Human Control.
F. Outline The Base Town.
G. Fill In Important Details And Points Of Interest.
H. Create Special Encounter Tables And General Lairs

A. Decide On A Setting
The referee should decide what the area will be like overall. It may be 
mountains or steppes, woods or desert. It may be based on a fantasy 
novel or created entirely by the referee. In any case, the referee should 
first decide the size of the wilderness area he or she wants to work with. 
It is suggested that the first area be fairly small, such as a barony, an is-
land, or a valley. Small, confined areas are easier for a beginning referee 
to control, and they take less time to design.

B. Draw A Map Of The Area
The next step is to draw a map of the area. Common sense should be 
used — rivers flow downhill, mountains and islands form in chains, 
forests seldom border deserts, and jungles will have many rivers and 
swampy areas. Use Hexed paper.

C. Place The Dungeon And The Base 
Town
Up to now, most characters have been adventuring in a dungeon that 
was assumed to be near a town. Both of these should now be placed 
on the map. The town is likely to be near a waterway or trade route, 
while the dungeon is usually in a deserted or desolate area. The dun-
geon should not be too close to the town (or the town would probably 
be overrun by the dungeon’s monsters) but should not be more than a 
day’s journey away. If the town and dungeon are placed near the center 
of a small scale map, the players will be able to explore in all directions. 

D. Locate Areas Under Human Control
Areas controlled by humans should now be placed, as these will usu-
ally be the areas where the characters will start the campaign. The ar-
eas should be logically placed; for example, many humans would be 
found on good farming land near rivers, but few would live in a desert. 
Thought should also be given to who controls these areas. This may be 
a high level NPC, a king or baron, a council of rich merchants, and so 
on. The referee may want to do some reading on historical countries in 
order to design “real” human cultures.

E. Place Areas Under Non-Human 
Control
Areas that are controlled by non-humans should now be placed. Elves 
will prefer wooded places far from men, dwarves and goblins will prefer 
the mountains, and halflings will live on good farming land or gentle 
hills if they can. Many monsters will choose a “territory” to hunt in and 
defend, while orcs and similar creatures will raid and move around a 
great deal. Although non-human areas usually have no set boundaries, 
the referee may want to write the name of the most common or notable 
creature on the map in the areas they inhabit.

F. Outline The Base Town
The referee should first decide how large to make the town. Some gen-
eral guidelines are:

DESIGNING A WILDERNESS

Size Population
Major City 15,000 +
Large Town 5,000-14,999
Small Town 1,000-4,999
Village 50-999

The base town should be large enough to support the services the play-
ers will need. These include:

Inns and townhouses where the players stay between adventures, where 
notices are posted, and where rumors are found.

Churches, shrines or temples for the clerical orders, including at least 
one NPC cleric powerful enough to cast a raise dead spell.

A Thieves’ Guild for thief class characters that can provide information, 
markets for treasure, smuggling, spies, and hireling thieves — for a price.

Town militia to keep an eye on the town — and the players!

The referee should also decide who is running the town. Possibilities 
include a sheriff appointed by a baron, a town council with a charter, a 
powerful merchant prince, or even a high level NPC adventurer. NPC 
rulers should be at least name level, with appropriate bodyguards and 
magic.

G. Fill In Important Details And Points 
Of Interest
The referee now finishes the small area map by creating local NPCs, lo-
cal rumors, and points of interest. This could include anyone who might 
wish to hire adventurers and why they want to hire someone, whether 
the local officials take bribes, and how often the guard patrols a particu-
lar section of town, among other things. Minor townsfolk, officials, and 
other NPCs can be added, now also.

H. Create Special Encounter Tables 
And General Lairs
There will probably be special areas of the wilderness map for which the 
standard encounter tables will not seem correct. The referee is encour-
aged to create his or her own tables for these places. Such a place might 
be a vast battlefield where undead are common, or a forest infested with 
orcs. Special encounter tables could reflect these unusual conditions. 
The referee is only limited by what he or she wants to include.

Finally, the referee may also want to prepare several typical caves or lairs 
but not locate them on the map. This way, should the players encounter 
a lair the referee has not had time to describe individually, he or she may 
use the predrawn cave or lair as needed. This is also useful for castle 
floor plans and ship decks. Likewise, if a random encounter occurs in 
the wilderness, the referee may want to draw a crude sketch map of the 
area for the players. This will help them understand what is in the area, 
what they see, and what they can do.
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Wandering Monsters
These monsters are known as “Wandering Monsters”. At the end of ev-
ery 2 turns, the referee should check for Wandering Monsters. To do so, 
roll 1d6: a result of 1 indicates that the party will encounter a Wandering 
Monster in the next turn. The Wandering Monster will be 20-120 feet 
away from the party when encountered (roll 2d6, multiply the result by 
10) in a direction of the referee’s choosing, and will be headed toward 
the player characters.

The referee may and will create his own tables. The dungeon may have 
certain areas where Wandering Monsters are encountered more often 
(such as on a roll of 1 or 2). The dungeon may have areas where the ref-
eree checks for Wandering Monsters every turn, or where a monster will 
appear when a corridor is entered.

Wandering Monsters should appear more often if the party is making a 
lot of noise or light, but should not be frequent if the party spends a long 
time in one out-of-the-way place (if they stop in a room for the night, 
for example).

The referee may want to create special wandering monster tables for 
specific areas or dungeons. These might include the monsters which live 
in the area, patrols, and animals (vermin) which can be found there. 
Most Wandering Monsters are the same level as the level of the dungeon 
(in other words, they have a number of hit dice equal to the number 
of the dungeon level). The “Number Appearing” of monsters has been 
adjusted to make them more appropriate encounters on a dungeon level.

Wilderness Encounters
While travelling in the wilderness, there is a chance that the characters 
will encounter creatures just as they would in a dungeon. The referee 
should decide how often encounter checks are made. Encounters are 
usually checked for once per day, but the referee may include planned 
encounters, or may make additional checks if appropriate. No more 
than 3 or 4 encounter checks should be made per day.

The referee should keep track of time during the day, as it may be im-
portant whether an encounter takes place at noon, dusk, night, etc. If the 
referee wishes to use random rolls for encounters, the chance of having 
an encounter depends on the terrain the characters are in. The following 
table lists the major types of terrain and the numbers needed on a d6 to 
result in an encounter.

Travelling In The 
Wilderness

Strangely enough, travelling in the wilderness can actually be more dan-
gerous for a low-level party than venturing into the first levels of a dun-
geon. Horrible monsters abound, and most humans (and humanoids) 
travel through uncivilized lands in large parties or armed caravans. The 
following section details the two major perils of wilderness travel: be-
coming lost, and encountering monsters.

Becoming Lost
When travelling, a party can become lost. A party following a road, trail, 
or river, or led by a reliable guide, will not become lost. Otherwise, the 
referee checks each day, rolling a six-sided die (1d6) before the party be-
gins movement. The referee then checks the chance of becoming lost of 
the appropriate terrain. If the number rolled is the same as those listed, 
the party is lost.

Clear, Grasslands 1 Mountains, Hills, Barren Lands 1-2
Woods 1-2 Desert 1-3

Swamp, Jungle 1-3 Ocean 1-2

Treat other terrain types as if similar to those above.

To find the direction of movement if a party is lost, roll 1d6, 1-3 indicat-
ing left, 4-6 indicating right. Each hex face is 60°. If a loss of direction of 
120° is possible, roll a second d6, 1-3 indicating a 60° direction loss, 4-6 
indicating 120°. In any direction, loss is possible, roll a single d6, with 
results being read off clockwise considering the intended direction of 
travel as 12 o’clock, and giving 2 chances for complete loss and move-
ment in the exact opposite direction, thus: 1 = right ahead, 2 = right 
behind, 3-4 = directly behind, 5 = left behind, and 6 = left ahead, i.e. 
there is NO chance of the party ever accidentally moving in the desired 
direction when the die indicates the condition of being lost exists.

Clear, 
Grasslands Woods River Swamp Mountains Desert Inhabited City Ocean Jungle Aerial Hills Barren

6 5-6 5-6 4-6 4-6 5-6 6 6 5-6* 4-6 5-6** 5-6 5-6
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a temporary decision and talk it over with the players when the adven-
ture is over. If a player disagrees strongly enough, he or she may quit the 
game. It is up to the referee to create an adventure the players can enjoy.

“Everyone is here to have fun.” The referee should make the adven-
ture seem as “real” to the players as possible. All should avoid getting 
stuck in long discussions about rules or procedures. The game should 
move along with humor, as well as excitement.

“Everything is balanced.” The referee should try to maintain the 
“balance of play”. The treasures should be balanced by the dangers. 
Some groups prefer adventures where advancement between levels is 
swift. In such a case, since the treasures are generally greater, the mon-
sters should be “tougher”. Other groups prefer adventures where char-
acter development is more important, and advancement is slower. If the 
monsters are too tough, and if the parties are reduced by many deaths, 
then few characters will ever reach higher levels.

“Your character doesn’t know that.” A player should not allow 
his or her character to act on information that character has no way 
of knowing (for example, attacking an NPC because the NPC killed a 
previous character run by the player, even though the NPC and current 
character have never met). If the players get careless about this the ref-
eree should remind them. The referee may, in addition, forbid certain 
actions to the characters involved. The referee should make it clear to 
the players before the adventure begins that characters may not act on 
information they don’t have. It will save lots of time later.

“But I rolled it!” A common mistake most referees make is to rely 
too much on random die rolls. An entire evening can be spoiled if an 
unplanned wilderness encounter on the way to the dungeon goes badly 
for the party. The referee must use good judgment in addition to ran-
dom tables. Encounters should be scaled to the strength of the party and 
should be in harmony with the theme of the adventure.

“Monsters use teamwork, too.” A player character party with a wide 
range of abilities can usually defeat any single monster opponent. Thus, 
monsters will often team up for mutual survival. Special groups of mon-
sters combining missile, spell, and melee attacks can be set up. Also, 
monsters can be given special leaders with more hit dice (or maximum 
hit points) and other special abilities. For example: a magic-user with 
two apprentices, a bodyguard of bugbears, and a charmed manticore; or 
an orc leader with clerical spells leading a party of bow-armed orcs with 
trained hunting lizards; and so on.

“The most dangerous game.” Only non-intelligent monsters should 
act unintelligently. Weak monsters will use missile weapons, traps, am-
bushes, and even make deals — slugging it out with a more powerful 
party will only get them massacred! A strong monster will have guards 
to weaken a party or guard its escape. Smart monsters will use any magic 
items in their lairs that they can to best advantage. If the party fails to 
defeat a monster, it will prepare defenses, get reinforcements, or even 
move to another area in case the party returns. Surviving monsters will 
learn from a party’s tactics and be prepared to imitate or counter them 
next time.

“NPCs are people, too!” NPCs should be played by the referee as in-
telligent people with interests of their own. If a player tries to convince 
an NPC to do something, the referee should think about how a play-
er would react to the same offer, considering character and alignment 
of the NPC. Also remember that NPCs have friends that will help (or 
avenge) them, and that NPCs may have friends or retainers with them 
when encountered. Permanent NPC retainers will expect to be outfitted 
and supported by their employer. They will want a share of the treasure 
(not less than half the share of a player character) and will expect to be 
well-led and brought back alive.

The success of an adventure depends on the referee and his or her 
creation, the dungeon. The referee should have the dungeon carefully 
mapped out before play begins. Even so, a referee will quickly find that it 
is impossible to predict every possibility. After all, there are several play-
ers, and only one referee! It is not unusual for players to find a solution, 
or pose a new problem, that the referee has not even thought of. It is very 
important for the referee to be flexible.

It is important that the referee be fair, judging everything without favor-
ing one side or another. The referee is there to see that the adventure is 
interesting and that everyone enjoys the game. This is not a contest be-
tween the referee and the players! The referee should do his or her best 
to act impartially when taking the part of monsters or handling disputes 
between characters.

Part of the art of expert refereeing is to keep the campaign challeng-
ing for the players. Much of the rest is dealing with balance problems: 
too much money, not enough money, a too-powerful magic item, a 
too-powerful character, player grudges, and so forth. Many of the an-
swers to these problems, as well as a personal refereeing style, will come 
through continued play.

“That’s not in the rules!” The players will often surprise the referee 
by doing the unexpected. Don’t panic. When this happens, the referee 
should just make sure that everything is done in the order given by the 
outline or sequence of events being used. Minor details may be made 
up as needed to keep the game moving. All referees learn how to handle 
both new ideas and unusual actions quickly and with imagination.

Quite often a referee can decide on a solution to a player’s actions not 
covered by these rules. Other times, a problem may have no simple solu-
tion. One quick way for a referee to decide whether a solution will work 
is by imagining the situation, and then choosing percentage chances 
for different possibilities. For example, suppose the referee is running 
a combat that is taking place on a ledge next to an unexplored chasm. 
One player suddenly decides that his character has no chance to survive 
combat. The player announces “My character wants to jump into the 
chasm to escape!” There may be a chance that he will fall to a nearby 
ledge or land in a pool of water at the bottom of the chasm. The referee 
thinks about the dungeon for a minute, and remembers that an under-
ground river flows through some of the lower dungeon levels, so there 
might be a pool below. Even so, the character will fall 60’, and a normal 
fall will do 1d6 points of damage per 10’ fallen. This character has only 
7 hp, and seems likely to die even if the water cushions his landing and 
reduces the damage. However, there should always be a chance to do 
something nearly impossible. A player should have, at the very least, 
a saving throw or a stated percentage chance of a miraculous occur-
rence saving the character. The referee answers: “Looking down into the 
chasm, your character can estimate that he has a 98% chance of dying, 
no saving throw, if he jumps. If you decide your character jumps, roll 
percentage dice. A result of 99 or 00 will mean that your character lives, 
but any other result will mean that he will die in the attempt. Do you 
still want to jump?”

“There’s always a chance.” The referee may want to base a character’s 
chance of doing something on his or her ability scores (Strength, Dex-
terity, and so forth). To perform a difficult task (such as climbing up a 
rope or thinking of a forgotten clue), the player should roll the ability 
score or less on 1d20. The referee may give a bonus or penalty to the roll, 
depending on the difficulty of the action (-4 for a simple task to + 4 for 
a difficult one). A roll of 1 should always succeed, and a roll of 20 should 
always fail.

“The referee is the Boss.” The referee decides how these rules will 
be used in the game. A good referee talks about problem areas with the 
players and considers reasonable requests by them. The players should 
realize, however, that the final decision is the referee’s: not theirs, and 
not this booklet’s! If a disagreement holds up play, the referee may make 
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“Can I do this?” The referee should be very careful when letting the 
players develop new spells, new magic, and expanded abilities. Perma-
nent abilities, unlimited uses, and effects that increase with level or have 
no saving throw can lead to massive imbalances. In some cases, the ref-
eree may want to test an idea for a given time with the understanding 
that changes will be made if necessary.

“I wish . . . .” Wishes can cause problems if not handled properly. The 
referee must see that wishes are reasonably limited or the balance and 
enjoyment of the game will be completely upset. The referee should not 
allow wishes that alter the basics of the game. (For example, a wish that 
all dragons can’t breath fire.) The more unreasonable and greedy the 
wish is, the less likely it is that the wish will become reality. For example 
if a character should wish for a magic weapon to fight the werewolves at-
tacking the party, the referee may see this as reasonable and a + 1 sword 
might appear, disappearing when the fight is over. If a player were to 
wish for a life draining sword, it too might appear, in the hands of a 
fearsome opponent.

The wording of a wish is very important and can greatly alter the results. 
Wishing for more wishes will certainly place the character in an endless 
time loop, forever repeating the acquisition and use of the wish. How-
ever, wishing that certain monsters had never attacked, or the blow that 
killed Laurencino the Thief had never landed, are acceptable and good 
uses of a wish.

“Pay the piper.” When taking excess money out of the campaign, nev-
er just take it away from a character. Instead, present the player with 
a number of choices (based logically on the character’s own actions, if 
possible) of which the least painful is giving up money. It is important 
not to directly force the players into a predecided course of action. For 
example, a treasure-laden fightingman just back from a dungeon is con-
fronted with the local salvage tax. He can refuse to pay (and face arrest 
and possible confinement), he can attempt to flee back into the wilder-
ness (a dangerous course, uncertain of success), or he can pay up and try 
to look happy about it.

The following tips are optional suggestions, which the referee may or 
may not wish to use:

MAPPING – Mapping during an adventure can sometimes be a difficult 
task. One way to save mapping time is to describe the map in terms of 
squares rather than feet. Such a description is easier for the mapper to 
follow, since the mapper need not translate feet to squares before draw-
ing the map. Scale is very important when giving directions in terms of 
squares.

Whenever the characters are expected to know the shape of a dungeon, 
the referee should draw this outline before play begins. Even if the out-
line cannot be given to the players, the referee should still draw in a 
starting door, room, or corridor. The referee can also save mapping time 
by drawing in complex rooms for the mapper. However, this should only 
be done in extreme situations. Players should learn to become good 
mappers, and the only way they will learn is by doing it themselves.

MONSTER DESCRIPTIONS – When the characters first encounter mon-
sters, the referee should describe what the monsters look like, instead 
of merely giving the name of the monsters. The players will eventually 
recognize monsters by their descriptions.

MONSTER HIT POINTS – The referee should never reveal the hit points 
of the monsters. It is enough to tell the players how a monster reacts 
after a successful attack. For example: “It’s bleeding from a number of 
wounds and staggering a bit, but it’s still fighting”. The players should not 
know the level of an NPC until they have adventured with him or her.

SURPRISE – When monsters attack by surprise, the referee does not 
need to describe the monster. It is enough for the referee to describe the 
attack. For example: “From out of the dark shadows, Morgan Ironwolf 
suddenly feels a paw reach out and claw her leg. She takes 3 points of 

damage.” Of course, the monster should be described after the surprise 
round is over. Continuing the above example: “You then see by your 
flickering torchlight that a huge bear-like creature with a head like a 
great bird is charging you!” If the party had seen an owlbear before, 
it could just be named; however, the mysterious appearance of an un-
known monster is part of the thrill of the game.

MAGIC ITEMS – When describing magical treasure items, the referee 
should only do so in general terms. For example: “A ring” should be 
mentioned, not “a ring of invisibility”. Characters must experiment to 
find out what an item does. Magical weapons and armor usually reveal 
their true natures after being used in combat.

DIVIDING MAGICAL TREASURE – While it is not the referee’s job to 
divide treasure between the players, the referee may offer suggestions. 
Non-magical treasure is usually divided evenly among all surviving 
players. Magical treasures may be divided by the players’ choice, or by 
having each player roll d%: the highest roll would get first pick of magi-
cal items, the second highest would get second pick, and so forth.

PLAYER ADVANCEMENT – If no one has reached the 2nd level of ex-
perience in three or four adventures, the referee should consider giving 
more treasure. If most of the players have reached the 3rd level of expe-
rience in this time, the referee should consider cutting down the amount 
of treasure, or increasing the “toughness” of the monsters.

GRUDGES – Occasionally, a grudge develops between characters. A 
small grudge can often make the game more interesting, particularly 
if the grudge develops because the players are playing their character 
roles well. For example, a Lawful character might have a grudge with a 
Chaotic character who slew a prisoner after the Lawful character gave 
his word that the prisoner would not be harmed.

If any grudge gets out of hand, the referee should try to subtly warn the 
players. If a grudge develops to a point where it is ruining the adventure, 
the referee may have a powerful creature interfere. The referee may plan 
an encounter with a gold dragon who tells the players that, unless the 
grudge ends immediately, severe steps will be taken (at most, the deaths 
of the offending characters).
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I: RANDOM DUNGEON GENERATOR
This referee aid is designed for on-the-fly dungeon generation when 
a gaming session takes an unexpected turn. It can also serve to spur 
the imagination when one’s artistic abilities fail and can even be used 
for solo play. The following tables should be appropriate for everything 
from one level side-quests to generating add-on levels for the referee’s 
own mega-dungeon. The referee is advised to freely “fudge” the die roll 
if an impossible result is generated. If the tables dictate a room which 
will not fit in the available space, for instance, then either resize the 
room or reroll. Remember at all times the random dungeon generator is 
an aid rather than a hard and fast set of rules. For the purposes of this ta-
ble, this game defines a room as having exits which are closed by a door 
or other portal, whereas a chamber has open exits such as archways.

how to create a random dungeon:

1. Roll or pick a starting area on Table 1. If the pre-generated starting 
areas are used, skip to step #6. If an empty starting area is desired, 
then skip to step #7.

2. Roll room shape and size on Table 2(a) or Table 2(b).
3. Roll number of exits on Table 5.
4. Roll for location of room exits on Table 6
5. Roll direction for chamber exit passages on Table 7, or what lies be-

yond the door for rooms on Table 20.
6. Roll contents for room on Table 8, consult sub-tables for content as 

indicated.
7. If no particular table is indicated, the corridor continues for 30 ft. 

Then check Table 18: General.

After the room is completely resolved, begin rolling up the various corri-
dors and rooms generated in step #4 using the steps above as a guideline.

Table 1: Starting locations (1d6) Use this table if you are starting from 
scratch. If you already have a starting location go to Table 7: Exit Direc-
tion, Passage or Table 19: Behind the Door; as appropriate. If you wish to 
begin your dungeon with a more standard starting room result proceed 
to Table 2: Rooms & Chambers.

die Starting area die Starting area
1 Use area 1 4 Use area 4
2 Use area 2 5 Use area 5
3 Use area 3 6 Use area 6

TABLE 1: STARTING AREA SHAPE (1D6)
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die Room Area (sq ft) # Exits Room Area (sq ft) # Exits
1-4 < 500 1 > 500 2
5-7 < 500 2 > 500 3
8-9 < 500 3 > 500 4

10-12 < 1000 0* > 1000 1
13-15 < 1500 0* > 1500 1
16-19 Any 1d4 Any 1d4

20 Any 1** Any 1**

TABLE 2: ROOMS & CHAMBERS (1D20)

TABLE 2(A): ROOM

die Room Size die Room Size
1 10 × 10 ft 12-13 20 × 30 ft

2-4 20 × 20 ft 14-15 20 × 40 ft
5-7 30 × 30 ft 16-18 30 × 40 ft
8-10 40 × 40 ft 19-20 Special*

11 10 × 20 ft

TABLE 2(B): CHAMBERS

die Room Size die Room Size
1 10 × 20 ft 11-13 20 × 40 ft

2-4 20 × 20 ft 14-15 40 × 50 ft
5-6 30 × 30 ft 16-17 40 × 60 ft
7-8 40 × 40 ft 18-20 Special*
9-10 20 × 30 ft

*refer to Table 3: Special Rooms or Chambers

Proceed to Table 5: Number of Exits

*refer to Table 3: Special Rooms or Chambers

Proceed to Table 5: Number of Exits

TABLE 3: SPECIAL ROOMS OR CHAMBERS (1D20)

die Shape die Shape
1 Cave 11-12 Oval

2-6 Circular* 13-14 Special**
7-8 Hexagonal 15-17 Trapezoidal
9-10 Octagonal 18-20 Triangular

*Roll 1d20: 1-6 room has a pool (see Table 15: Pools), 7 room has a well, 
8-11 room has a shaft, 12-20 proceed to Table 4.

**GM’s discretion. Freehand draw an unusual shape, or pick a standard 
room as needed for mapping needs, or reroll.

Proceed to Table 4: Approximate Size Table for Unusual Rooms

TABLE 4: APPROXIMATE SIZE TABLE FOR UNUSUAL ROOMS (1D20)

die Size (sq ft) die Size (sq ft)
1-3 500 11-12 3,250
4-6 1,000 13-15 4,000
7-8 1,500 16-20 Reroll*
9-10 2,500 18-20 Triangular

*Roll again and add result to 1,000 sq ft. If 15-20 is rolled a second time, 
increase base square footage to 2,000 and reroll. Each subsequent roll 
of 16-20 adds an additional 1,000 sq ft until a result of 1-15 is obtained.

Proceed to Table 5: Number of Exits

TABLE 5: NUMBER OF EXITS (1D20)

*Check for secret doors: any section of wall close to another mapped 
room or passage has a 25% chance of a secret door, otherwise this room/
chamber is a dead end.

**This result switches things up a bit. If rolling for a room exit, this re-
sult calls for a passage. If rolling for a chamber exit this result indicates 
a door.

Proceed to Table 6: Exit Location

TABLE 6: EXIT LOCATION* (1D20)

die location die location
1-4 Left Wall 13-16 Right Wall
5-12 Opposite Wall 17-20 Same Wall

*If a passage or door placement per the above table would open into 
a previously mapped space, roll 1d20. The door will be moved to the 
opposite wall on a 1-10, the door remains where it is but is a secret door 
on an 11-15, the door remains where it is but is a one-way door on a roll 
of 16-20.

If Passage, Proceed to Table 7: Exit Direction, Chamber Passage.

If Door, Proceed to Table 20: Behind the Door

TABLE 7: EXIT DIRECTION, CHAMBER PASSAGE (1D20)

die direction
1-16 Straight

17-18 Left 45 degrees*
19-20 Right 45 degrees*

This table is for use with passages (which exit a chamber). For doors, 
consult Table 20: Behind the Door

*If passage cannot bend in the direction indicated, bend the passage the 
other way. For example, a left 45 degree bend would become a right 45 
degree bend.

Proceed to Table 22: Passage Width

TABLE 8: CHAMBER OR ROOM CONTENTS (1D20)

die Result die Result
1-7 Empty 18 Stairs (see Table 13: 

Stairs)
8-11 Monster (determine 

randomly)
19 Trick or Trap (see above)

12-17 Monster and Treasure 
(refer to GM monster 
tables and see Table 9: 
Treasure)

20 Treasure (see Chapter V: 
Treasure and Table 9)

Proceed to Table 9: Treasure Container

TABLE 9: TREASURE CONTAINER (D20)

die container die container
1-2 Bags 11-12 Pottery Jars
3-4 Sacks 13-14 Metal Urns
5-6 Coffers 15-16 Stone Containers
7-8 Chests 17-18 Iron Trunks
9-10 Large Chests 19-20 None, loose

Optional, or 50% chance: Consult Tables 10 and 11. Treasure amounts are 
determined on Table 12.
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TABLE 10: TREASURE GUARDS & WARDS (1D20)

die treasure die treasure
1-2 Blade scything across 

inside
13 Spears released from 

walls when container 
opened

3-4 Contact poison on 
container

14 Spring darts firing from 
front of container

5-6 Contact poison on 
treasure

15 Spring darts firing from 
top of container

7 Gas released by opening 
container

16 Spring darts firing up 
from inside bottom of 
container

8 Explosive runes 17 Stone block dropping in 
front of container

9-10 Poisoned needles in lock 18 Symbol
11 Poisoned needles in 

handles
19 Trapdoor opening in 

front of container
12 Poisonous insect or 

reptile living inside 
container

20 Trapdoor opening 6 ft in 
front of container

TABLE 10: TREASURE GUARDS & WARDS (1D20)

die hidden by or in die hidden by or in
1-2 Behind a loose wall stone 13 Inside or under trash or 

dung heap
3-4 Illusion to change ap-

pearance or hide item
14 Non-magically disguised

5-7 Invisibility 15 Secret space under 
container

8-11 In a nearby secret room 16-17 Secret compartment in 
container

12 In an ordinary container 
in plain view

18-20 Under a loose flooring 
stone

TABLE 10: TREASURE GUARDS & WARDS (1D20)
If the treasure is guarded by a monster, roll twice and add 1 to each roll. 
Otherwise roll once at no bonus.

die Result die Result
1-5 2d10×100cp 17-18 2d10 × 10pp

6-10 2d10×100 sp 19 Gems/Jewellery—roll 1d8, 1-5 = 1d3 
gems, 6-8 = 1 jewellery

11-13 2d8×100 ep 20 Roll 1d8, 1-5 = no treasure, 6-8 = 1 
magic item

14-16 1d4×100 gp 21 1 magic item

Results from this table should be multiplied by the level of the dungeon 
concerned. So if the party is on the third dungeon level and the d20 
shows “13”, they will receive 3d4x100 gp rather than 1d4. If the party is 
on the fifth dungeon level and a magic item is rolled, the party actually 
receives 5 magic items. The referee should adjust any extreme results to 
keep them proportional.

TABLE 13: STAIRS (1D20)

die Result die Result
1-5 Down 1 level 12 Chimney up 1 level, passage continues
6 Down 2 levels 13 Chimney up 2 levels, passage con-

tinues
7 Down 3 levels 14 Chimney down 2 levels, passage 

continues
8-9 Up 1 level 15-16 Trap door down 1 level, passage 

continues
10 Up to a dead end 17 Trap door down 2 levels, passage 

continues
11 Down to a dead end 18-20 Down 1 level into chamber

TABLE 13: STAIRS (1D20)
Note: the lowest levels of dungeons are often composed of caves and cav-
erns. Use this table for caves and roll for exits on Table 5.

die cave die cave
1-5 Cave 40 × 60 ft 12-14 Cavern 100 × 125 ft’*
6-7 Cave 50 × 75 ft 15-16 Cavern 125 × 150 ft
8-9 Double Cave: 30 × 30 ft, 

60 × 60 ft
17-18 Cavern 150 × 200 ft*

10-11 Double Cave: 30 × 50 ft, 
80 × 100 ft*

19-20 Cavern 300 × 400 ft**

*Roll on Table 15: Pools
**Roll on Table 16: Lakes

TABLE 15: POOLS (1D20)

die Result die Result
1-12 No pool 17-19 Pool, monster, and 

treasure
13-14 Pool 20 Magic pool, go to Table 

17: Magic Pools
15-16 Pool, monster

TABLE 16: LAKES (1D20)
Referees should note the opportunity to use aquatic or amphibious 
monster encounters.

die Result die Result
1-12 No lake 18-19 Lake, monster and 

treasure
13-15 Lake 20 Enchanted Lake*
16-17 Lake, monster

*Lake serves as a portal to special area such as a temple on the Elemental 
Plane of Water or other remote and exotic location. If no map is pre-
pared the referee should treat this as a result of: lake, monster, treasure.

TABLE 17: MAGIC POOLS (1D20)
In order to learn the secret of a magic pool, adventurers must actually 
enter the water.

die Result
1-8 Roll 1d20. Pool turns gold pieces into platinum pieces (1-12) or 

lead (13-20); after doing this once, pool is nonmagical.
9-15 Characters in pool will either lose (1-50 on d%) or gain (51-

100) 1 point from a randomly-determined attribute. Roll 1d6: 
1=strength, 2=dexterity, 3=constitution, 4=intelligence, 5=wis-
dom, 6=charisma. One time only effect, each character checked 
separately for loss or gain and affected characteristic.

16-17 Talking pool, will grant 1 wish to any characters of like align-
ment and damage all others (1d20 points). Wish must be used 
within 24 hours. Roll 1d6 for pool’s alignment: 1-2 Lawful; 3-4 
Neutral; 5-6 Chaotic.

18-20 Transporter pool. Roll 1d20: 1-7 back to surface; 8-12 elsewhere 
on level; 13-16 1 level down; 17-20 many miles away for wilder-
ness or outdoor adventure. This one can be especially fiendish if 
not all characters in the party are standing in the pool.
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TABLE 18: GENERAL (1D20)

die Result
1-3 Chamber. Roll on Table 2(b): Chambers. Check again on this 

table 30 ft after leaving chamber
4 Continue straight, check this table again in 50 ft
5 Dead End, check for secret doors as per Table 6: Exit Location

6-10 Door. Consult Table 19: Door Location, if result is not a straight 
ahead door result check this table again in 30 ft

11-14 Side passage. See Table 21: Side Passages, check this table again 
in 30 ft

15 Stairs. Go to Table 13: Stairs
16-19 Turn. Consult Table 24: Turns and check this table again in 30 ft

20 Wandering Monster, re-roll on this table to determine monster 
location and approach

TABLE 19: DOOR LOCATION (1D20)
If door indicated is a left or right door, roll 1d20 again. On a result of 1-3 
there is also a door on the opposite side.

die Result
1-6 Left
7-12 Right

13-20 Ahead

TABLE 20: BEHIND THE DOOR (1D20)
This table is for use with doors that exit a room. For passages, consult 
Table 7: Exit Direction, Chamber Passage. Always check width of corri-
dors on Table 22: Passage Width

die Result
1-3 Side door: parallel passage. Door straight ahead: 10 × 10 ft room
4-8 Straight passage
9 Passage 45 degrees left
10 Passage 45 degrees right

11-18 See Table 2(a): Rooms
19-20 See Table 2(b): Chambers

TABLE 21: SIDE PASSAGES (1D20)

die Result
1-4 left 90 degrees
5-8 right 90 degrees
9 left 45 degrees (d6, 1-3 ahead, 4-6 behind)
10 right 45 degrees (d6, 1-3 ahead, 4-6 behind)

11-13 passage T’s
14-15 passage Y’s
16-19 four-way intersection

20 five-way intersection*
*usually two passages along the x-axis, two along the y-axis, and one 
diagonal.

TABLE 22: PASSAGE WIDTH (1D20)

die width die width
1 5 ft 18 30 ft

2-13 10 ft 19-20 See Table 23: Special Passages
14-17 20 ft 16-20 Reroll*

Proceed to Table 18: General

TABLE 23: SPECIAL PASSAGES (1D20)

die Result die Result
1-7 40 ft wide* 16-19 river***

8-12 50 ft wide* 20 chasm****
13-15 stream** 16-20 Reroll*

* There is a 50% chance that the passage contains a single or double row 
of columns. If a double row, there is a 10% chance the columns support 
a balcony or gallery above.

** Determine passage width via an additional roll. The stream bisects 
the passage. It will bridged 75% of the time.

*** Determine passage width via an additional roll. The river bisects the 
passage. It will be bridged 50% of the time or have a boat 25% of the time 
(50% chance the boat is on the player’s side).

**** Determine passage width via an additional roll. The chasm bisects 
the passage and is a long sheer drop (nominally 100 ft). It will be bridged 
50% of the time or have a narrower spot suitable for jumping across 25% 
of the time.

TABLE 24: TURNS (1D20)

die Result
1-9 left 90 degrees
10 left 45 degrees (d6, 1-3 ahead, 4-6 behind)

11-19 right 90 degrees
20 right 45 degrees (d6, 1-3 ahead, 4-6 behind)
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II: MASS COMBAT
Core Rules
This section lays out the most fundamental rules regarding scale, move-
ment, and combat. Depending on your needs, this section alone may 
suffice to play out battles between fairly large numbers of men and mon-
sters in the game.

1. SCALE – The scales used for personnel, distance, and time are shown 
to the right. Standard infantry bases are assumed to be 3/4" (20mm) 
square, cavalry are 1×2" (25×50mm). For justification on this scale, see 
the "Design Notes" at the end of this book.

system scale

1 figure = 10 men
1 inch = 20 feet
1 turn = 30 seconds

2. UNIT SELECTION – Before the game can be played, each side must 
assemble its available forces. This can be done by selecting figures on a 
cost-value basis, or it can be the result of larger campaign developments. 
Historical unit types are shown below.

2. MOVEMENT – Every turn, figures can advance forward the number 
of inches indicated by their "Move" rating (MV; same as in the game). 
For men on foot, this can be found on the adjacent table. Animals and 
monsters also use their standard game movement.

Gear Move
Light 12

Medium 9
Heavy 6

3. COMBAT – Each figure in contact with the enemy rolls one 6-sided 
die on their turn to attack. Any die at least equal to the target's "Armor 
Hit" value (AH; see table to the right) indicates a hit. For normal men, 
each hit removes one figure.

Monsters with multiple "Hit Dice" (HD; same as the game) take that 
number of hits before having a figure eliminated (track partial damage 
with a spare die). Also, for every 3 HD, they receive a +1 bonus to their 
attack rolls.

In general, any attack modifiers from the base game can be converted to 
these rules by dividing by 3 and rounding down. It's most convenient if 
you subtract modifiers from the target number to hit, and roll the attack 
dice all at once; then each die greater than or equal to the adjusted target 
value indicates one hit.

Armor Hit
None 3

Leather 4
Chain 5

Plate 6

Basic Rules
These rules present a system for playing out basic historical battles in 
harmony with the base game. Normal men only are used here; fantasy 
types will come later.

1. SEQUENCE OF PLAY – Initially, units are selected for each player. Ini-
tiative is rolled by 2d6 for each player (high roller acts first in each stage 
of setup; re-roll any ties). Terrain is set up on the playing surface, units 
are placed in formation, and then the first turn begins.

Each player's turn generally consists of 3 phases. The phases are: (1) 
movement of forces, (2) attacks against enemy units with missile fire or 
melee, and (3) morale checks for any units that lose figures during the 
turn. All actions in a given phase must be declared in advance, prior 
to any measurement or resolution. (Note: Some exceptions to this turn 
sequence exist: see pikemen & horse archers.)

Unit Cost MV AH HD Notes
Light Infantry 4 12 4 1 Leather, spear/sword/axe
Med. Infantry 5 9 5 1 Chain, spear/sword/axe
Heavy Infantry 9 6 6 1 Plate, sword/axe
Pikemen 5 12 4 1 Leather, pike
Archers 7 12 4 1 Leather, shortbow
Longbowmen 10 12 4 1 Leather, longbow
Crossbowmen 5 12 4 1 Leather, light crossbow
Hvy Crossbows 8 9 5 1 Chain, heavy crossbow
Light Cavalry 9 24 4 2 Leather, sword
Med. Cavalry 12 18 5 2 Chain, lance/sword
Heavy Cavalry 18 12 6 2 Plate, lance/sword/axe
Horse Archers 13 24 4 2 Leather, composite bow

Key:
Cost: Expense in units of 10 gp per figure per month.
MV: Movement in inches.
AH: Armor Hit value (number on d6 required to hit).
HD: Hit Dice (hits-to-kill).

Cavalry: Mounted troops gain extra movement, hit dice, and attacks. 
Cavalry make double attacks per turn in open terrain (2 dice per figure; 
one each for men & horses). However, in any non-open terrain, move 
costs are doubled and attacks are at the standard 1 die per figure. (See 
more below on terrain.)

Pikemen: Footmen with long pikes have a special defensive advantage: 
when an enemy first makes contact from the front, the pikes get an im-
mediate free attack. This attack is at double dice in a single rank, or qua-
druple dice in multiple ranks; with an attack bonus of +1 vs. infantry, 
+2 vs. cavalry. The enemy checks morale immediately, and if failed, gets 
no attack. Pikes lose this benefit in any non-open terrain, or when rout-
ed. Pikes can also attack enemies up to 1" away, without making direct 
contact.

Archers: Troops with missile weapons, of course, can launch attacks at 
a great distance. Missiles can be launched at one unit, up to 45 degrees to 
the left or right. The rate-of-fire (ROF) in the table to the right indicates 
how many attack dice are rolled for each figure if they are motionless. 
With up to a half-move they can fire at half-dice; with more than a half 
move, fire is prohibited. Also shown is the missile range in inches; at-
tacks are normal up to half range, but are –1 to hit at greater distances.

Generally, archers can fire up to 3 figure ranks deep. If any unit is be-
tween the archers and their target, then "indirect fire" is required, at –1 
to hit. Archers positioned on higher elevation avoid these limitations. 
Intervening terrain of 10' or more height (like woods, hills, and gulleys) 
prevents fire. Check line-of-sight if a dispute arises, but remember that 
miniature heights are not to ground scale.

Distance is measured from furthest attacker to nearest defender. If any 
other units are within 3" of the target figure, then split attack dice evenly 
between all such units (whether allies or enemies; attacker decides odd 
dice). Archers cannot fire when in melee range with the enemy, but they 
fight normally with secondary hand weapons (1 die per figure in melee).
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Missile ROF Range
Sling 1 12
Shortbow 2 15
Composite bow 2 18
Longbow 2 21
Light crossbow 1 18
Heavy crossbow 1 24

Horse Archers: Bow-armed horsemen gain two key advantages. First, 
their arc of fire may be 180 degrees to the left-hand side. Second, if they 
make up to a half-move and a half-dice shot, then at the very end of the 
turn they may take another, additional halfmove (that is, full move with 
fire at the midpoint; absolutely no melee allowed in this situation). Oth-
erwise they act as other archers, or light cavalry when in melee.

3. TERRAIN – If the location of battle is not otherwise known, then play-
ers take turns rolling on the table to the right. Each player gets a number 
of rolls equal to one-quarter of the playing area in square feet. Terrain 
is indicated with one-sheet paper tiles (8½×11 inches) or similar repre-
sentations. Pieces are placed as desired by each player, but an open area 
must be kept on each side for army setup.

The column below indicates movement rates; for example, in rough, 
each 1" traveled costs 2" (or 4" for cavalry). Hills and gulleys will have 10' 
elevation contours marked, and cost an extra 2" per step upwards. Open 
terrain requires no tile; streams can be represented by a 1 or 2" wide strip 
across the playing surface. Ponds are impassable to normal units.

2d6 Terrain Move
2 Gulley Up/2
3 Rough 1/2

4-5 Hill Up/2
6-7 Open 1/1
8-9 Woods 1/2
10 Marsh 1/3
11 Stream 1/4
12 Pond None

4. FORMATION – At the beginning of the game, each player assembles 
their forces into units. Troops must be grouped into units of at least 3 
figures, all of the same type (exception: when a player has fewer than 
that number of a given type). Armies are placed in order of initiative, on 
opposing sides of the table, as determined previously.

Generally, units should be kept in rectangular formations, with all fig-
ures facing the same direction. The width in figures across the front is 
called the number of "files"; the length from front-to-back is the number 
of "ranks". The back rank only may have a reduced number of figures. 
Any figures lost in combat are removed from the back rank; tip them 
over on the table until completion of the morale phase (see below).

The figures of one unit should be kept in base-to-base contact with each 
other, and separate from other allied units. A long unit can be bent along 
its major axis (for example: while marching in a long column), but must 
otherwise remain connected. Units cannot be split up or joined togeth-
er. They cannot pass through other units.

Changing Formation: If a unit wishes to re-structure its formation 
during play, then it can do so by spending an entire turn without moving 
(assuming it is not in contact with the enemy). The center-front of the 
unit remains fixed, but otherwise the controlling player can re-position 
the figures with whatever ranks and files are desired.

Changing Face: A unit can face to the left, right, or rear by paying 1/2 of 
its move allowance (ignoring terrain effects). This turns all of the figures 
of the unit in place, facing the new direction. Cavalry and other long 
figures may be turned in 2-wide pairs, so as to maintain the same overall 
space on the board.

Hedgehog: A unit can pay a 1/2 move to face all of its outermost figures 
away from the center. In this state, every side counts as the "front", and 
half of the figures can shoot missiles at any given target. However, the 
unit cannot move again until all figures are faced in one direction. A 
unit needs at least 2×2 files and ranks to show this facing.

Turning (Wheeling): A unit may turn (or "wheel") by rotating 90 de-
grees around an outside front corner, with movement expense equal to 
its files; e.g., 3 figures wide pays 3" movement (a 45 degree wheel costs 
half as much). For an extremely long unit, this movement is technically 
only for the first rank; as the front row moves forward, any following 
ranks can advance and wheel in the same place for free.

On Contact: Figures that move in contact with the enemy must stop 
immediately. The respective units should be lined up in base-to-base 
contact squarely as much as possible. Movement sideways-scraping 
an enemy is never allowed. Units wishing to disengage from an enemy 
must almost always make an "about face" move first, and can then move 
normally thereafter. This includes being within 1" of a pike front.

Wrapping Movement: If a very wide unit contacts a smaller unit, then 
it may choose to "wrap" around the sides – that is, wheel each of its sides 
inward (cost as given above). After initial contact, a unit with multiple 
ranks may pay 1/2 move to expand 1 file and wrap on each side; or a 
full move to expand 3 files and wrap on each side. After combat ends, 
a unit can move forward and square itself for free as long as no figures 
are facing exactly opposite the movement; otherwise reforming costs a 
1/2 move.

Rear Attacks: Melee attacks against the rear of a unit are at +1 to hit.

5. MORALE – At the end of any turn in which a unit loses figures, that 
unit must make a morale check. Morale is checked by rolling 2d6 and 
adding the unit type's HD, plus its "rate of loss" for the turn. For "rate 
of loss" (or R/L) take the figures remaining in the unit, divide by the 
number lost in the current turn, and round down. If the sum total is 10 
or more then morale is good; otherwise the unit routs.

Routed Units: A routed unit should have a marker placed next to it in-
dicating its status. It will perform an about-face, if needed, and flee away 
from all enemies at its full movement rate per turn (maximize distance 
from all enemies). At the end of a turn in which it avoids any loss, a unit 
may attempt another Morale check to recover from the routed status 
(R/L = 0). If a unit flees off the playing surface, then it is lost.

A routed unit that cannot flee is allowed to act normally, with a –1 to 
its attack rolls; however, if it fails another Morale check, then it is de-
stroyed. If a routed unit runs into another friendly unit, then the second 
unit must also make an immediate Morale check or likewise about-face 
and flee (use the size of the routed unit as the number "lost").

Advanced Rules
This section builds upon the Basic Rules by including the various fanta-
sy creatures, heroes, and wizards that are fundamental features of fanta-
sy game campaigns.

1. CONVERSIONS – One of the guiding principles of this ruleset is to 
make converting any creature type from D&D as simple as possible. 
Many of the most notable types are presented further below, with ap-
propriate costs. Here are the primary guidelines for such conversions:

Movement Values and Hit Dice are the same as presented in the D&D 
rules (and recall that all large creatures gain +1 to hit per 3 HD, as per 
the Core Rules). Armor Hit values can be converted by looking at the 
table in the Core Rules section and correlating AC to equivalent leather, 
chain, or plate types (or alternately, see Optional Rules: Exact Armor). 
Ranges for missile attacks are also as per D&D.

Cavalry units are given the movement rate of the mount and an effective 
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bonus to hit dice. For naturally aggressive mounts (those that press the 
attack even without a rider), add the rider and the mount's HD. For 
non-aggressive mounts (like horses), take the lesser of either double the 
rider's HD, or the sum of rider & mount's HD. Attack levels must be 
tracked separately for rider & mount. We assume that rider & mount 
have approximately the same AC (within 3 points or so).

Monsters with extra attacks gain an equivalent number of dice when 
attacking. Likewise, creatures that do 2 or more dice of damage (say, 
giants) score that number of hits with each successful attack, but this is 
limited by the target's HD. For example, a 2-dice attack against a 1-HD 
target scores just 1 hit; that is, a normal man can't be squashed more 
than once by a giant's melee attack.

Magic area attacks are given a damage rating for the number of hits they 
inflict per figure (same as D&D damage dice; for example, a wand of 
fireballs has damage 6). The defender can reduce this amount by 1d3 hits 
per figure affected (representing various saving throw results; note that 
most such attacks eliminate normal men regardless). Again, this damage 
is capped by the target figure's HD.

Generally, only abilities that give at least a +3 bonus in D&D are con-
sidered for conversions. Do not allow re-conversions in light of lesser 
powers after a game begins. Other special abilities will be noted after the 
specific fantasy unit types that follow.

Unit Cost MV AH HD Notes
Halfling, Lt. Infantry 5 12 4 1 Hide in woods
Halfling, Slingers 7 12 4 1 Hide in woods, slings (+1 to hit)
Elf, Lt. Infantry 5 12 4 1 Hide in woods
Elf, Med. Infantry 6 9 5 1 Hide in woods
Elf, Archers 9 12 4 1 Hide in woods, shortbows
Dwarf, Med. Infantry 6 9 5 1 Dodge giants
Dwarf, Hvy Crossbows 10 9 5 1 Dodge giants, heavy crossbows
Dwarf, Cranequiniers 15 12 5 2 Mule mounts, light crossbows

Hide in Woods: Halflings and elves can be secretly setup in any woods 
tile. The controlling player makes a note as to location, and then waits to 
place them at the start of a later turn. If enemies move into that location, 
then they are placed immediately.

Dodge Giants: Dwarves have this ability. They receive a +1 AH adjust-
ment against attacks from big monsters such as ogres, trolls, and giants.

Unit Cost MV AH HD Notes
Halfling, Elite Slingers 16 12 4 3 Leather, slings (+1), hide in woods
Elf, Elite Archers 30 12 5 3 Elfin chain, longbows, invisibility
Dwarf, Elite Infantry 40 9 6 3 Dwarven plate, axes, dodge giants
Men, Elite Cavalry 90 12 6 6 Heavy horse, plate, lance/sword, 2 attacks (1d6+1 each)

Invisibility: Elves with the invisibility spell function as hiding in woods 
(see above), but the hidden location can be anywhere (excluding the 
enemy setup zone).

LAWFUL UNITS: BASIC

LAWFUL UNITS: ELITE
Troops shown below are all 3rd-level serjeant-types (Swordsmen):

CHAOTIC UNITS: BASIC

Unit Cost MV AH HD Notes
Goblin, Lt. Infantry 3 9 4 1 Light-weakness
Goblin, Archers 6 9 4 1 Light-weakness, shortbows
Goblin, Wolf Riders 10 12 4 3 Light-weakness, 2 attacks (1d6)
Orc, Lt. Infantry 3 12 4 1 Light-weakness
Orc, Med. Infantry 4 9 5 1 Light-weakness
Orc, Archers 6 12 4 1 Light-weakness, shortbows
Gnoll, Med. Infantry 8 9 5 2 (No modifiers)
Gnoll, Longbowmen 14 9 5 2 Longbows

Light Weakness: Orcs and goblins suffer a –1 penalty to morale checks 
when fighting in full daylight. (In effect at all times unless the Optional 
Rule: Weather is used.)
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CHAOTIC UNITS: ELITE
Figures below are still at 1:10 scale, and thus represent a whole band of 
bugbears, ogres, trolls, etc. Powerful individual monsters are dealt with 
under "Heroes".

Unit Cost MV AH HD Notes
Bugbears 12 9 5 3 (No modifiers)
Ogres 18 9 5 4 Great strength
Trolls 75 12 5 6 Regenerate, fearless, 2 attacks
Giants (Hill) 55 12 5 8 Throw stones, damage 2

Great Strength: Ogres score 1½ points of damage per hit; add 50% to 
any hits and round down (only against targets with more than 1 HD, of 
course).

Regenerate: Trolls remove hits at a rate of 1 per figure engaged in com-
bat, accounted during their own morale phase. Fire or acid hits prevent 
regeneration.

Throw Stones: Giants can hurl large rocks as a standard missile attack: 
range 20", rate-of-fire 1, damage 2 per attack.

3. HEROES – The term "Hero" refers to any special, high-level creature 
represented by an individual figure on the tabletop. This can include a 
fighting-man warlord, a fully-grown dragon, an advanced giant-type, 
and so forth. Creatures should have at least 10 HD to appear as a hero 
figure at this scale, and characters are assumed to have several bonuses 
from magic, weapons, and abilities.

Figures: A special identifying figure should be used for each hero. This 
figure may act either solo or embedded in a larger, normal unit (man-
types only; large monsters cannot be embedded within a normal unit).

Movement: Heroes use their standard D&D move scores (in inches). 
When acting solo, they have free facing and are not charged with wheel-
ing, about-face, etc. Otherwise, they should match the speed of the unit 
in which they are embedded.

Armor: Use the table in the Core Rules to find the hero's AH value; 
characters with negative ACs are given AH 7. In addition, heroes em-
bedded in a larger unit are effectively immune to non-hero attacks (both 
melee and missile); acting solo, heroes can be meleed by only 1 normal 
figure at +1 to hit (due to rear attacks from being surrounded), or missile 
attacks as usual. Finally, some creatures will be unhittable due to the 
need for magic weapons (such as elementals, lycanthropes, undead, etc.)

Hits: Compute a hero's HD rating by taking their D&D Hit Dice and 
dividing by 10 (rounding down); usually this results in just 1 HD. (More 
precisely, you can divide hit points by the average of 10 hit dice, e.g., 35 
for six-sided dice.) Also note that heroes will never check morale.

Atks/Rnd To-Hit
1 5
2 3

3+ 1

Attacks: For high-level heroes, the most salient single factor in mass 
combat is simply their attack rate per round. (At this level, one almost 
always hits any normal creature automatically, and does at least one full 
HD damage; therefore, factors such as armor and attack level become ir-
relevant.) Consider the character's D&D attack rate and see the adjacent 
table; the result is the number the hero needs to roll on a 6-sided die to 
score one figure hit. This ignores target AH.

Magic: Heroes caught in a magic area attack may take 1 hit. They get a 
saving throw of one die; if the result equals or exceeds half the damage 
rating (round down), then the hero does not take the hit.

Entourage: The individual hero takes up only a small fraction of the 
space indicated by their miniature figure. Therefore, they may include 
an attached "entourage" of the same basic type, i.e., the equivalent of a 
normal 10-man figure in the same space (note this with a flag or marker 
on the hero figure). Both the hero and entourage attack and defend in 
their own, standard fashion; and the hero counts as embedded as long 
as the entourage remains.

Hero Cost MV AH HD Atk Dam Notes
Knight Renown 40 12 7 1 1 2 Magic sword, lance, horse
Knight Commander 60 12 7 2 1 3 Magic sword, lance, horse
Barbarian Lord 30 12 6 1 3 3 Magic sword, longbow
Barbarian King 55 12 7 2 3 3 Magic sword, longbow
Dragon, Adult Blue 40 24 6 1 3 2 Flying, breathe lightning
Dragon, Adult Red 45 24 6 1 3 2 Flying, breathe fire
Dragon, Adult Gold 50 24 6 1 3 2 Flying, breathe fire & gas
Giant, Frost 10 12 5 1 5 2 Throw stones, cold-immune
Giant, Fire 12 12 5 1 5 3 Throw stones, fire-immune
Giant, Storm 20 15 5 1 5 4 Weather, lightning-immune

SAMPLE HERO FIGURES
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Key:
Atk: Number needed on d6 for the hero to attack (based on D&D at-
tacks/round).
Dam: Damage in hits per successful attack (based on D&D damage 
dice).

Knights: High-level fighter-types include Knights Renown (Ftr10) and 
Knight Commanders (Ftr15). They have magic weapons, magic plate ar-
mor and shield, and high physical ability scores. Each rides a barded, 
heavy warhorse (9" move if unhorsed).

Barbarians: Chieftains of barbarian tribes are represented here by mul-
ticlassed Fighter/Thieves, such as Lords (Ftr12/Thf8) and Kings (Ftr16/
T12). They carry magic weapons, wear magic chain mail and shield, and 
have very high ability scores. Bow attacks hit on 5 or better for 1 damage 
(no move allowed). Barbarians are unmounted by default.

Dragons: Dragons fly at the indicated rate, and ignore all terrain modi-
fiers (9" move if grounded). Breath counts as a magic area attack against 
one figure in contact, usable 3 times per day, for either 9, 10, or 11 dam-
age (respectively for blue, red, and gold dragons). They can breathe once 
and attack normally on the same turn.

Giants: Advanced giant-types have various energy immunities, and 
also throw stones (range 20", hit on 6, damage 2; no move; ignore range 
penalty). Storm giants have the additional power to control weather 
over the entire battlefield, changing natural conditions by one step (see 
Optional Rules: Weather for effects).

Special Combat: For a variety of reasons, it's recommended that op-
posing heroes be brought into contact and have the battle played out 
in regular D&D man-to-man rules, with 1 turn cycle = 3 D&D rounds 
(alternate attacks). If this is not done, then heroes should get an extra 
"dying blow" when eliminated in melee by an enemy hero. Heroes with 
an entourage can decline special combat, if they so choose.

4. WIZARDS – When we speak of "Wizards" we mean (obviously) a He-
ro-type that uses a variety of magic spells. For simplicity here, we refer 
to Wizards as being ranked from 1 to 6 (i.e., level 11-16), and we deal only 
with the top-level spells (i.e., 6th) which affect the battlefield itself in a 
direct and significant fashion. Wizards act as Heroes in all ways men-
tioned in the previous section.

Basic Abilities: We assume that any Wizard has a number of low-level 
spells active or available on the battlefield. Each has a magic shield (AH 
6+), a protection from evil ward (cannot be hit by enchanted monsters, 
etc.), and can detect invisible (see any hidden or invisible creatures with-
in 12"). All have at least one of invisibility, flying, or polymorph, so they 
can escape from the battlefield whenever they wish.

Magic Wands: Wizards are further assumed to have either a wand of 
fireballs or lightning bolts. This gives the Wizard a magic area attack 
that affects one figure, with range 24", damage 6, and firing 2/turn (or 
1 with up to a half-move; blocked by woods and hills). Roll one die for 
accuracy: 1-2, 1" short; 3-4, on target; 5-6, 1" long. Assume that wands 
have sufficient charges to last the length of a normal game.

Greater Spells: Wizards above the 1st rank can prepare a number of 
"greater spells" (6th-level) equal to one less than their rank number; e.g., 
a 4th-rank Wizard has 3 greater spells. The Wizard can cast one of these 
spells per turn, standing motionless to do so. All effects commence on 
the Wizard's attack phase. Choose from this list:

 ◆ Antimagic Shell (Range: Personal, Duration: 12 turns). This makes 
the Wizard and entourage immune to all spells, magic, and enchant-
ed creatures. It blocks the Wizard's own magic, but may be dismissed 
at any time.

 ◆ Control Weather (Range: Two miles, Duration: 1 day). This spell al-
lows the Wizard to change local weather conditions by one category 
step on his or her turn. See Optional Rules: Weather for more details.

 ◆ Death Spell (Range: 12 inches, Duration: Instantaneous). This spell 
inflicts 4 hits damage, plus 1/3 caster ranks, to a single unit in range. 
It only affects mass targets up to 8HD (no Heroes). There is no save.

 ◆ Disintegrate (Range: 12 inches, Duration: Instantaneous). This spell 
has a 2-in-6 chance to eliminate any single Hero figure (save on 3+). 
It can also create a 1/2" gap in a castle wall or the like.

 ◆ Lower Water (Range: 24 inches, Duration: 12 turns). This spell drains 
away water in one terrain feature. It makes one marsh, stream, or 
pond tile passable at normal movement (as open terrain) for the du-
ration.

 ◆ Move Earth (Range: 24 inches, Duration: 6 turns). This spell can 
move any single terrain feature 6" per turn (caster must remain mo-
tionless to concentrate). Units are caught up and moved with the 
feature in question.

Targeting Spells: As usual, targets for all spells should be declared 
prior to measurement. If the desired target is out of range, then the spell 
manifests at the limit of its range in that direction, affecting any figures 
or terrain there. When in "special combat", the wizard can only target an 
opponent in direct contact.

Converting Spells: Of course, you're free to use the full arsenal of 
D&D spells in your game, although some adjudication must be made 
for each. Ignore the "basic abilities" above if you're tracking every in-
dividual spell in a caster's list. Again for simplicity, use the following 
general principles:

 ◆ Range: Use inches as per D&D.
 ◆ Duration: Use turns as per D&D.
 ◆ Area: Divide D&D area by 3 in each dimension.
 ◆ Damage: Use number of dice as per D&D.

SAMPLE WIZARD FIGURE

Wizard Cost MV AH HD Atk Dam Notes
Wizard 
Rank 1

80 12 7 1 6 1 Spells, wand, 
ring, etc.

Wizards: As mentioned previously, this indicates a wizard of 11th level, 
with numerous active defenses and a wand of fireballs or lightning bolts 
(choose at unit selection). The wizard also has high ability scores, a ring 
of protection +2, a dagger +2, and possibly other minor magic items as 
well (ignored for the purposes of this game).

Extra Spells: Increase cost by 10 per rank above 1st, i.e., for each "great-
er spell" added. Also, if you permit abilities beyond those shown in these 
rules, then the cost should be further increased. Exception: Spells usable 
only in "special combat", against opposing heroes in contact, should not 
increase cost.
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Optional Rules
This section presents options and variants that may be added in modular 
fashion, or in their entirety, to give added depth to the standard game.

1. WEATHER – If you wish to use random weather, then immediately 
after terrain is placed, roll on the table below. The magic control weather 
effect can change weather by one step per turn, but in no event can it be 
more than a single step away from the natural conditions (and multiple 
spells will not improve on these limits).

2d6 Weather Effect
2-7 Sunny Orcs/goblins at -1 morale
8-9 Cloudy (No effect)
10-11 Rainy Missiles at -1 to hit
12 Stormy No missiles, move cost x2, cavalry attack 1 die/figure

2. DARKNESS – Creatures who are forced to fight in darkness (under-
ground, at night, etc.), without the special ability of infravision, suffer 
several penalties. They move at 1/2 speed, can't fire missiles, and suffer 
–1 to melee and morale checks.

Infravision: Note that all fantasy types (not men or halflings) have this 
ability. Creatures from the underworld can always fight normally, even 
in total darkness.

3. MORALE MODIFIERS – The following modifiers to morale checks are 
recommended.

Alignment: Lawful troops should receive +1 and Chaotic troops –1 to 
morale checks. Normal men are generally assumed to be Neutral (no 
modifier).

Cohesion: If one side is entirely composed of a single unit type, then it 
receives a +1 morale bonus to reflect increased unit cohesion and esprit 
de corps.

Extra Ranks: Units gain +1 morale for each rank after the first. This 
cannot exceed the number of files, or +3 in any case. The last rank 
counts only if it has at least half as many figures as the first. This bonus 
is lost if attacked in the flank or rear.

Leadership: A unit with an attached Hero figure in the front rank re-
ceives +1 morale.

4. EXACT ARMOR – In the Core Rules section, a simple table was given, 
translating from type of armor to specific "Armor Hit" (AH) values. A 
more exacting table is given to the right (in about 3-point increments). If 
you opt to use this chart, then the cost for any unit type where it makes a 
difference must be increased. For example, footmen in "leather & shield" 
(properly AH 5) should be identified and priced as per "medium infan-
try". Alternatively, if your system uses "ascending AC" (e.g., chain mail 
is AC 15), then AH can be approximated by dividing AC by 3 (round 
down).

Armor AC AH
No Armor -1 10 3
No Armor 9 4
Shield Only 8 4
Leather Armor 7 4
Leather & Shield 6 5
Chain Mail 5 5
Chain & Shield 4 5
Plate Armor 3 6
Plate & Shield 2 6
Plate & Shield +1 1 6
Plate & Shield +2 0 6
Plate & Shield +3 -1 7

5. ALTERNATE SCALES – Some decisions about time and distance scale 
have been necessary in regards to the underlying game, in light of the 
fact that different editions of D&D use different values for these param-
eters. If you disagree with the assumptions made herein, then you may 
wish to alter the gameplay to best fit your preferences.

Long Range: If the ranges for missiles & magic from D&D were con-
verted with complete fidelity, then technically they should be 50% lon-
ger than they appear here. (The decision to effectively use only short and 
medium ranges was made for the sake of quick conversions and ease-
of-play). If you wish to allow long-range missile fire, then implement a 
third category, which is half again the maximum range shown, and ap-
ply a –2 modifier to hit at that distance. For instance: Heavy crossbows 
would have short range of 12", medium range of 24", and long range of 
36". However, most of the time this won't make any difference, as any 
armor type above leather will be effectively unhittable at long range.

Large Areas: Another fundamental assumption we make is that man-
to-man combat is played out at a scale of 1" = 5 feet. This mainly affects 
how we interpret spell areas given in inches; if your preference is to in-
terpret man-to-man scale as 1" = 10 feet, then it would be more accurate 
to divide spell (and dragon breath) areas by just 2, thereby increasing the 
effect. For example, a fireball would be 2" in diameter, and thus affect up 
to 2 cavalry, or 4 infantry figures. Obviously, this radically increases the 
power of Wizard figures (and would imply a commensurate increase in 
their cost)!

Short Turns: Yet another way to increase the precision of the underly-
ing game simulation would be to reduce the length of the standard turn. 
For example, you could say that 1 turn = 15 seconds, and thus halve all 
movement and attacks during the turn (archers stand to fire). Or, you 
could use 1 turn = 10 seconds, taking one-third of the normal movement 
and attack dice numbers. At this point, every turn would represent the 
same action as in one round of D&D.

6. CASTLES & SHIPS – Castle and ship models can be constructed at the 
scale indicated herein (1"=20 feet), which has been specially chosen so 
that realistic structures are of useful size on the tabletop, and miniature 
figures will conveniently fit on top of them. (Note that buildings in scale 
with miniature figure height are not compatible!)

In any kind of enclosed space, the following basic rule modifications are 
made. (1) The minimum unit size of 3 figures is waived; (2) allied figures 
may pass through each other; and (3) facing and morale are ignored 
(i.e., morale is always good). Attackers outside of an enclosure are treat-
ed normally until one or more break in, at which point figures may split 
off and act independently (with the foregoing advantages).

Walls: Defenders protected by a battlement (including the forecastle or 
aftcastle of a ship) gain +1 AH versus missile attacks. A single figure can 
defend a 3" long span, and gets double melee attacks upon any attackers 
in contact with the base of the wall (via dropped rocks, spears, oil, etc.). 
Attackers using ladders must roll 5+ to escalade over a defended wall as 
a full move (add HD attack bonus), and then fight normally.

Towers: Defenders inside a tower are immune to external attacks (al-
low 1 mass figure per standard tower), and can shoot missiles out nor-
mally (assuming arrow slits). Attackers can batter down any accessible 
standard doors on a roll of 4+ as part of normal movement (add HD 
attack bonus), and then melee those inside normally. This roll must be 
re-checked each time a hostile figure tries to enter a defended tower.

Ships: For naval combat with fast-sailing ships, we recommend use of 
the "Short Turns" option above, so that listed ship movement, melee, 
and ranged attacks are all halved (for example, bows fire 1 die/figure 
each turn). Allow a 45 degree turn for every 6" rowed, or 10" sailed 
(round to taste).

If a simple escalade does not take a fortification, then longer-term strat-
egies such as siege engines, sapping, and/or mining may be necessary. 
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However, such methods are beyond the scope of these rules in terms of 
both time and scale. We hope at some point in the future to present a set 
of rules specialized for such long-term sieges.

7. COST CONSIDERATIONS – The "Costs" shown for figures through-
out these rules include wages, support, and upkeep (actual salary paid 
will be about half that shown). These costs are in units of 10 gold pieces 
per figure per month – and by "gold piece", we mean something like an 
English "Noble", 1/3 of a pound sterling in value. While the costs have 
been playbalanced for the Book of War game by means of computer 
simulations, they've also been kept in scale with both historical sourc-
es (for example, see the online "Medieval Sourcebook"), and the D&D 
rulebooks (for example: see OD&D Vol-3, p. 23).

For a one-off game, the simplest thing to do is purchase units on a 
per-figure basis (e.g., a "200-point game" allows the purchase of 40 
medium infantry figures, etc.). However, for a campaign game, players 
should multiply the costs shown by 10, again multiply by the number 
of months in service (we recommend a 3-month minimum "campaign 
season"), and then pay that amount in gold.

Note that while the D&D men-at-arms wages are historically fairly ac-
curate, most other costs in the game are massively inflated. If you use the 
standard D&D money system, then it's recommended that you multiply 
army costs by yet another factor of 10, in order to match the rest of the 
game's hyper-inflated economy. Or, you could leave men-at-arms costs 
as written and divide all other values in the D&D game by 10 (equivalent 
to switching gold to silver units, i.e., the "silver standard", as used by 
some players).

One other idea: You may wish to alter the minimum unit size to be a 
function of total point cost, so as to keep the number of separate units 
on the table at a reasonable level. For example, a minimum unit cost of 
15 per 100 points in the army guarantees that no player will ever have 
more than 6 units in play.

8. RECOVERY – When a figure is removed from the table, this rep-
resents all 10 individual creatures being reduced to zero hit points or 
less. Depending on which edition of D&D you're using, this may or may 
not indicate actual death for all creatures involved. Under more gener-
ous systems, then perhaps 50% of the vanquished will be able to stabilize 
and recover. This number will be pushed lower if the victor spends time 
finishing off downed men, or if the losses were due to high-damage at-
tack forms (e.g., giants, fireball), which tend to immediately kill more 
creatures. Horses from cavalry units may be recovered at a much higher 
rate, since we assume that attacks are targeted against riders whenever 
possible. If appropriate, it is suggested that Heroes be given a saving 
throw versus death to avoid total destruction.

9. DISPUTES – Finally, in any game of this nature, judgment calls will 
be required at many times on the parts of the players. First, it is rec-
ommended that you play with mature competitors, who are willing to 
negotiate such points in a friendly and cooperative fashion. Second, if 
agreement on a point simply cannot be reached, then pick some simple 
resolution method: flip a coin, roll a die, use rock-paper-scissors, etc.

Design Notes
The primary goal here was to find a convenient tabletop mechanic that 
matched the probabilities of basic D&D combat played en masse. The 
first requirement was to decide on the figure size. As noted in the first 
section, we assume that miniatures in play have standard infantry bases 
3/4" (20mm) square, and cavalry bases 1×2" (25×50mm), in accordance 
with several other games. We further stipulate that 1 figure = 10 men, ar-
rayed in 2 ranks, 5 men across (and hence 5 attacks per round are made 
when opposing lines meet in melee combat).

It then turns out that over 3 rounds of standard D&D combat, the chanc-
es to eliminate a whole enemy figure closely match the numbers in the 
"Armor Hit" chart in the Core Rules (leather = 4, chain = 5, plate = 6). 
We therefore base our whole combat system on this simple observation: 
1 turn = 3 rounds of normal D&D. Assuming that 1 D&D round = 10 
seconds (as per Holmes, et. al.), then we have 1 turn = 30 seconds here. 
Some reasonable assumptions about man-size give us our distance scale. 
Say that each man takes up 3 feet of space across in formation. Then 
looking at a standard infantry base, we get a distance scale of 1 inch = 
20 feet (3 feet/man width × 5 men wide/figure × 1 figure/(3/4 inch) = 20 
feet/inch). Fortunately, this is nearly the same as the multiplier applied 
for our time scale (time ×3 above, distance ×4 here if base 1 inch = 5 
feet as seen in later D&D, etc.), so it's basically correct to use the same 
movement rates in inches as in D&D, without any need for conversion.

Finally, there is yet another compelling reason in favor of the 1 inch = 20 
feet distance scale, in that it supports the use of ships and castles at the 
same scale. A larger increment (say, 1" = 30 feet) would cause realistic 
ships, towers, gatehouses, and so forth, to be so small that our standard 
miniature figures wouldn't actually fit on top of them. The system pre-
sented here, in contrast, has been used in conjunction with naval and 
castle models with great success.

Level demographics follow by-the-book D&D; units are composed of 
normal men or 1st-level fighters by default. Generally, each squad (fig-
ure) of 10 men has a sergeant (2nd-3rd level), every troop of 50 has a 
lieutenant (4th-5th level), and every company of 100 men or more has 
a captain (6th-7th level or so). These individuals are not significant 
enough to change a unit's fighting chances by themselves. However, 
army commanders can be assumed to be at least name level (10th+), 
and therefore will appear on the tabletop as individual "Hero" figures, as 
discussed previously.
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Hit Points represent a character’s ability to keep incoming damage from 
damaging their flesh. Any damage that cannot be soaked up by their Hit 
Points becomes Lethal Damage. Whenever a PC takes Lethal Damage, 
roll on this table, referencing the Severity along the left side of the table 
and the Hit Location along the top.

You gain the listed Injury as well as all Injuries above it. Interpret results 
logically (e.g. a crushing blow can’t actually sever a leg, but it can cripple 
it to the same effect).

Result 1 Arm 2 Leg 3-4 Torso 5-6 Head Acid/Fire Eldritch Lightning Non-lethal
1+ Disabled X d Disabled X d Blood Loss X d Concussed X d Burned X d Anathema X d Burned X d KO'd X rnd
11+ 1 Fatal Wound 

Mangled
1 Fatal Wound 

Mangled
1 Fatal Wound 

Crushed
1 Fatal Wound 
Skullcracked

1 Fatal Wound 
Save vs Blind**

1 Fatal Wound 
Save vs Curse*

1 Fatal Wound 
Save vs Deaf**

-

16+ X-15 Fatal
Wounds

X-15 Fatal
Wounds

X-15 Fatal
Wounds

X-15 Fatal
Wounds

X-15 Fatal
Wounds

X-15 Fatal
Wounds

X-15 Fatal
Wounds

-

ANATHEMA – You cannot benefit from beneficial magic (including 
healing).

BLOOD LOSS – Your maximum HP is reduced by 1 for every HD you 
possess.

BURNED – You cannot wear armor.

CONCUSSED – Treat your initiative roll as if your Wis was 4. Your spells 
have a 1-in-6 chance of fizzling.

CRUSHED – If you succeed on a save, you gain a cool scar. If you fail, 
roll a d6.

1. Permanently lose 1 Str.
2. Permanently lose 1 Dex.
3. Permanently lose 1 Con.
4. Crushed throat. You cannot speak louder than a whisper.
5. Crushed ribs. Treat Con as 4 when holding your breath.
6. Your spine is broken and you are paralyzed from the neck down. You 

can recover from this by making a Con check after 1d6 days, and 
again after 1d6 weeks if you fail the first check. If you fail both, it is 
permanent.

DISABLED – One of your limbs becomes unusable. A disabled arm can-
not hold things, and any held item is dropped. A disabled leg cannot 
support your weight, and you fall prone; afterwards, your Movement is 
cut in half.

FATAL WOUND – You have 3 rounds to get rid of all your Fatal Wounds, 
or you die. You can attempt to remove a Fatal Wound at the end of each 
round by rolling a 1 on a d6. An adjacent ally can attempt to remove a 
Fatal Wound by spending a standard action doctoring you, and then 
rolling under half their Intelligence score. Magical healing does not re-
store HP while you have fatal wounds; instead every 2 points of magical 
healing removes 1 fatal wound. You are unconscious.

MANGLED – If you fail a save vs Death, a limb is permanently disabled/
hacked off. If you succeed on this save, you merely lose a finger/toe.

SKULLCRACKED – If you succeed on a save, you gain a cool scar. If you 
fail, roll a d6.

1. Permanently lose 1 Int.
2. Permanently lose 1 Wis.
3. Permanently lose 1 Cha.
4. Lose your left eye. -1 to Ranged Attack.
5. Lose your right eye. -1 to Ranged Attack.
6. Go into a coma. You can recover from a coma by making a Con 

check after 1d6 days, and again after 1d6 weeks if you fail the first 
check. If you fail both, it is permanent.

EXAMPLE: Morbo the Magician has 3 HP remaining when the goblin 
crits him for 10 damage. His HP absorbs 3 points, but the other 7 points 
are lethal damage. He rolls a d12 (getting a 9) and adds the 7 lethal dam-
age to it for a final Severity of 16 severity. The Labyrinth Lord rolls a d6 
to for hit location, and gets a 2, indicating that the hit has landed on the 
leg. Severity 16 on the leg is Mangled, 2 Fatal Wounds, and 16 days of a 
Disabled leg. Morbo rolls a save to see if his leg was permanently Man-
gled and fails it. His fucking leg is fucking chopped off, so the 16 days of 
“Disabled leg” ends up being irrelevant. He is currently unconscious and 
bleeding out, and will almost certainly die unless his allies can staunch 
the bleeding with some doctoring checks in the next three rounds.

HIT LOCATION = D6

SEVERITY = 1D12 + LETHAL DAMAGE + NUMBER OF 
CURRENT INJURIES

*Use the random curse table. **Blindness and deafness are permanent.

III: DEATH AND DISMEMBERMENT
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Step 1: Get cursed
You can get cursed by a witch, a fairy, or your familiar. They’ll usually tell 
you what the curse is. “I curse thee, oaf, with the curse of Doom!” but 
not all the details. You suffer from the curse, exactly as described. Give 
them the most appropriate curse, or just roll a d20.

Step 2: Get the curse identified
Talk to a different witch, fairy, or familiar and they’ll be able to give you 
the details, as well as what it takes to lift the curse. You can also go to 
your local church.

Each curse can be lifted by doing a specific action, usually related to 
what provoked the curse in the first place. Like if you were too stingy to 
give to an old beggar lady, she’ll curse you to be bad with money forever.

Step 3: Get the curse lifted
You can either (a) do the specified action, or (b) get a high level cleric 
at the church to lift it. Clerics will expect a favor in return, either a large 
donation or the retrieval of some McGuffin from the local death hole.

Random Curse Table
d20 Curse

1 Dog hatred. They will attack you, if given half a chance. Cured by 
living as a dog for 1 year, or doing 1 dungeon “as a dog”.

2 Will never find love. No one wants to sleep with you. Cured by 
helping 2 other people fall in love.

3 Doomed. Will automatically save the next save vs death. Cured by 
the touch of a wight.

4 Blinded. Cured by cutting out your tongue.
5 Babies cry when you are nearby. -2 to all Reaction rolls when you 

are in a party (all, not just babies). Can be cured by having a baby 
within wedlock and treating it well.

6 Foggy eyes. Cannot see more than 30’. Cured by serving a crone for 
1 year.

7 Nightmares. Only get restful sleep 60% of the time when sleeping. 
Cured by sleeping alone in a dungeon or other dangerous place.

8 Hiccups. Always fail stealth checks. Never surprise anyone. Cured 
by suffering a genuine fear effect (doesn’t count if cast by friends).

9 Grim hearted. Can never benefit from positive morale or positive 
emotion effects. Cured by helping a bunch of children (big dona-
tion to an orphanage, saving children slaves, etc)

10 Mute. Cannot cast spells. Can be cured by plucking out an eye and 
sacrificing it to a god.

11 Delicious. Monster that enjoy eating people will prioritize attacking 
you. Can be cured by eating an entire manticore.

12 Dreamlessness. Reduce all XP gained by 5%. Immune to bad 
dreams. Cured by insanity.

13 Bad with money. 20% chance to lose all money when entering 
city (thievery, taxes, etc). Cured by sacrificing your most valuable 
possession.

14 Crippled. Movement is halved. Cured by spending 1 month in a 
desert without moving more than 5’.

15 Breakage. Treat all your equipment as shoddy quality. Cured by giv-
ing all of your possessions to the poor and doing a dungeon naked 
(except 1 item).

16 Curse of bad luck. -2 to Save. Can be cured by sacrificing a bull atop 
a mountain.

17 Cursed to die in a fire. Fire does double damage. Cured by killing a 
dragon, or serving one for 1 year.

18 Moon curse. Turn into an (NPC) werewolf 1 random night during 
the week of the full moon. Cured by drinking hemlock (save vs 
poison or die).

19 Crops and animals do not thrive when sharing a property with you. 
No fruit, no milk, etc. Cured by planting 1000 trees by hand.

20 Sour Milk. 50% chance that food turns rotten when you put it in 
your mouth (chance of wasting a ration). Cured by fasting for 2 
weeks.
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Upon witnessing something horrific: Player gains 1-3 Trauma Points 
(usually 1).

Upon gaining any amount of Trauma Points: Player rolls a d20. If the 
result is equal-to-or-less-than their current Trauma Points, they suffer a 
breakdown. Breakdowns last for 1d20 rounds. Each time another player 
spends a standard action calming them down, reduce the duration by 
1 round.

At the end of the Breakdown: If the player fails a save, they gain a per-
manent Madness and remove all Trauma Points.

For each week spend in peaceful surroundings, doing nothing adven-
ture-related: Remove 1 Trauma Point.

1. ADDICTION – Whenever it is available, you must seek out [d4]: sex, 
drugs, gambling, or church attendance. A successful Wis check resists.

2. ALIEN HAND SYNDROME – One arm becomes an NPC. It’s starting 
loyalty is 10, and it follows all the same rules as hirelings. (It must be 
convinced to do anything dangerous; it may turn against you if pushed 
too far.) Roll a random personality for it.

3. AMNESIA – Lose 1000 xp and recent memories. XP is restored when 
the memories are.

4. HALLUCINATIONS – Unreliable senses; the Labyrinth Lord will give 
you false descriptions of things if you are ever alone (without your allies 
to guide you). Since you are always doubting your senses, you are always 
surprised on the first round of combat unless a Wis check is made.

5. NIGHTMARES – No restful sleep unless a Wis check is made each 
night.

6. PHOBIA (PROXIMAL) – Permanently afraid of whatever thing or 
class of things caused the Insanity Point. When confronted with trigger, 
feels Fear for 1d6 rounds unless a Wis check is made.

7. PHOBIA (DUNGEON) – As #6, except against [d4]: being alone, claus-
trophobia, darkness, or heights.

8. PSYCHOSIS – Cannot leave combat until all enemies are dead. A Wis 
check can be attempted once per combat the first time you attempt to 
resist.

9. SPLIT PERSONALITY – Roll up a new level 1 character that uses your 
current physical stats, but new mental stats. The class must be different 
from your current one. Each session, alternate between these two char-
acters, each one tracking XP separately.

10. TWITCHY – The first time you take damage in each encounter, you 
must make a Wis save or spend the next round flipping out.

Note: Even dropping a few Trauma Points on your party can cause a 
breakdown. If 5 PCs each gain a Trauma Point, there’s a 23% chance that 
there will be at least 1 breakdown. If 5 PCs each gain a Trauma Point, 
and then another Trauma Point, there is a 54% chance that there will be 
at least 1 breakdown.

d6 Breakdown
1 Run away
2 Hide
3 Nausea. You cannot benefit from Lunch today.
4 Faint
5 Paralyzed, stuttering.
6 Constant screaming. Roll for encounter.

Madness (d10)

Trauma And Insanity
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IV: BLACK POWDER FIREARMS
This article presents rules for introducing black powder firearms of the 
types used in the Early Modern period of history into your games.

Very early guns were essentially handheld cannons, but this article skips 
ahead to the musket style guns from the 1400s onward. The term “mus-
ket” is used for simplicity although there were many names applied to 
these early guns.

The Basics
A gun is loaded through the muzzle, first with gun powder, then with 
wad and balls (or shot). A small tool is used to set the ball and wad into 
the tip of the barrel, and a longer ramrod is used to firmly seat these 
against the gunpowder. The priming pan is also loaded with gunpowder 
and the weapon fired by applying a spark to the pan, causing the powder 
to burn, thus igniting the load in the barrel and pushing the wad and 
ball out of the gun at explosive speeds. The only thing that changed over 
3 to 4 hundred years was the firing mechanism: the method of causing 
the spark.

Types of Firearms
Three types of firing mechanisms (matchlock, wheellock, and flintlock) 
and four types of firearms (blunderbusses, muskets, heavy muskets, and 
pistols) are described overleaf.

Availability: Historically, different types of firing mechanisms were 
developed and used at different points in history. The referee should de-
cide which types are available in the campaign.

Usage
The major advantage of firearms, which eventually made them dom-
inant over bows historically, is their relative ease of use. Using a bow 
effectively takes extensive training, whereas firearms can be mastered 
in a short time.

Non-martial classes: May use a pistol but no other firearms.
Semi-martial classes: May use a pistol, blunderbuss, or musket, but 
not a heavy musket.
Martial classes: May use any firearm.
Clerics: The referee should decide whether or not firearms are prohib-
ited by the religious doctrine of clerics.

Behavioral restrictions: Other classes may have special restric-
tions that limit their use of firearms, despite theoretically being able to 
use them. For example, some classes are prohibited from using missile 
weapons. This also precludes firearms. The referee should rule on such 
cases if they arise with other classes.

Keeping Firearms Loaded
Another advantage of firearms over bows is that they can be loaded in 
advance of combat and easily carried in a ready-to-fire state.

Fire and falling: The referee may rule that pre-loaded firearms may go 
off if a character falls or is subjected to fire. In such cases, it is likely that 
the character themselves may be damaged by the shot!

Specialists
The following new types of specialists may be hired by characters.

Gunsmith
Craftspeople who specialise in the manufacture and maintenance of 
firearms.
Wage per month: 100gp.
Producing firearms: A gunsmith can make five matchlock firearms 
per month, one wheellock firearm per month, or two flintlock firearms 
per month.
Maintaining mercenaries’ firearms: A dedicated gunsmith is re-
quired per 50 troops.
Assistants: A gunsmith’s output (either in terms of firearms produced 
or troops maintained) may be doubled by hiring two assistant gun-
smiths and one blacksmith. If four assistants and two blacksmiths are 
hired, the gunsmith’s output may be quadrupled. A gunsmith cannot 
coordinate more assistants than this.

Assistant Gunsmith
Apprentices who may work under a gunsmith to increase the rate of 
production.
Wage per month: 15gp.
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MATCHLOCK FIREARMS

Weapon Cost (gp) Weight (cn)
Blunderbuss 25 45
Heavy musket 35 150
Musket 30 75
Pistol 20 20

Weapon Cost (gp) Weight (cn)
Blunderbuss 200 45
Heavy musket 300 150
Musket 250 75
Pistol 170 20

Weapon Cost (gp) Weight (cn)
Blunderbuss 100 45
Heavy musket 140 150
Musket 120 75
Pistol 80 20

WHEELLOCK FIREARMS

FLINTLOCK FIREARMS

ACCESSORIES

Item Cost (gp)
Ammunition pouch 5

Firing Mechanisms
Matchlock guns: Lit with a slow burning rope that pushes against 
the flash pan when the trigger is pulled. Loose historical timeline: 
1400s–1500s.

Wheellock guns: Lit with a spinning wheel that is set by turning the 
mechanism with a wrench. Loose historical timeline: 1500s–1600s.

Flintlock guns: Sparked by a piece of flint striking against steel when 
the trigger is pulled. Loose historical timeline: 1600s–1800s.

Gun Types
Pistol: A single-handed gun with a barrel length less than 16”. Unlike 
most missile weapons, a pistol can be fired in melee.

Blunderbuss: (Also known as a musketoon.) A two-handed gun with 
a barrel from 13–30” long. It is shot from the hip. Unlike most missile 
weapons, a blunderbuss can be fired in melee. It uses shot composed of 
many smaller balls, instead of a single, large ball and, at longer ranges, 
causes damage to targets in an area.

Musket: A two-handed gun with a barrel length of 40–60”.

Heavy musket: A two-handed gun with a barrel length over 60”. It re-
quires a forked prop to aim and fire. If fired without the prop, the attack 
roll is penalized by –2. (Unlike the other firearms presented here, heavy 
muskets are too large and unwieldy to be used as a club in melee.)

Ammunition pouch: Enough balls (or shot), powder, wadding, and 
cord for 20 shots.

FIREARM COMBAT STATS

Weapon Damage Qualities
Blunderbuss 1d6 Club (1d4), Loud, Misfire, Missile (5’–10’ / 11’–25’ / 26’–40’), Point blank, Reload, Spread, Two-handed
Heavy Musket 1d10 Misfire, Loud, Missile (5’–70’ / 71’–140’ / 141’–210’), Reload, Slow, Two-handed
Musket 1d10 Club (1d6), Loud, Misfire, Missile (5’–50’ / 51’–100’ / 101’–140’), Reload, Slow, Two-handed
Pistol 1d8 Club (1d4), Loud, Misfire, Missile (5’–25’ / 26’–50’ / 51’–90’), Point blank, Reload

Weapon Qualities
Club: May be used as a club in melee (5’ or less), for the damage listed. 
On an unmodified attack roll of 1–3, the weapon is damaged and cannot 
be fired until repaired by a gunsmith.

Loud: The first time in an encounter a weapon with this quality is fired, 
the noise triggers a wandering monster check and causes animals (ex-
cept those trained for battle) to make a morale check or flee. At the 
referee’s discretion, human-like creatures of 2 HD or less from cultures 
without firearms may also be affected.

Misfire: Unmodified attack rolls in a certain range (see table below) 
indicate that a misfire occurs. The firearm must be fully cleaned before 
it can be used again. Cleaning requires 1 turn.

MISFIRES BY UNMODIFIED ATTACK ROLL

Firing Mechanism Normal Conditions Damp Conditions
Matchlock 1–3 1–6
Flintlock 1–2 1–4
Wheellock 1 1–2

Missile: Fired weapon (greater than 5’ distance). The distances for short 
(+1 to hit), medium, and long (–1 to hit) range are shown in parentheses.

Point blank: May be fired at an opponent in melee range (5’ or less). 
+1 to hit.

Reload: Requires a round to reload between shots; can only be fired 
every second round.

Slow: The character acts last in each combat round.

Spread: At medium or long range, targets all creatures in an area—a 5’ 
square at medium range and a 10’ square at long range. Make a single 
attack roll and compare against each target’s AC; roll damage for each 
target hit.

Two-handed: Requires both hands; the character cannot use a shield.

Bonus vs metal armour
Firearms gain a +2 bonus to attack rolls against targets wearing 
non-magical metal armour (e.g. chainmail, plate mail).
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V: CREATING MONSTERS
Monsters and PCs are built with different rules: It is very important to 
note that monsters are not built using the same rules as PCs. They do 
not have classes or levels. They do not have ability scores. This greatly 
simplifies monster creation.

1. Imagine
The first and most important step is to imagine the monster. A strong 
mental picture will make it easy to determine a monster’s stats and com-
bat abilities in the subsequent steps.

Factors To Consider

Appearance: What basic shape is the monster? How large is it? Is it 
made of flesh and blood or something else (fungus, ooze, plants, crystal, 
metal, fire, ice, darkness, etc.)? What covers its surface (slime, fur, scales, 
feathers, spines, etc.)? What colour is it? How many limbs / heads / tails 
does it have?

Origin: Is the monster a biological organism (naturally occurring or 
bred)? Is it undead? Is it constructed or summoned by magic? Is it a 
denizen of another plane or dimension?

Intelligence and behavior: Is the monster of animal, human-level, 
or greater intelligence? What does it consume? Does it value treasure (or 
other special items or substances)? What does it crave?

Environment: Does the monster live in dungeons or the wilderness (or 
both)? Does it favour one type of terrain or environment? Does it build 
lairs or wander?

Society: Is the monster solitary or does it live in groups? How does it 
interact with others of its kind? What kind of social structure does it 
have? Does a more powerful leader type exist?

2. Choose Hit Dice (HD)
Most monsters have HD in the range of 1 to 10.

factors to consider

Challenge rating: A monster’s Hit Dice rating is a fundamental gauge 
of how dangerous an adversary it is. Characters of the same experience 
level as a monster’s HD will be roughly evenly matched in combat. The 
number of combatants should of course also be taken into account. For 
example, a group of six 1st level PCs will be roughly evenly matched 
against three 2 HD monsters.

Size: Broadly speaking, physically smaller monsters have lower HD and 
larger monsters have higher HD.

Hit point modifiers: Some monsters have a hit point modifier—a 
fixed bonus or penalty applied after rolling an individual’s hp. Monsters 
with a hit point bonus (i.e. +1 or greater) are treated as being 1 HD high-
er when attacking, making them more powerful combatants.

Example Monsters HD
Bandit, orc, skeleton 1
Crocodile, ghoul, gnoll 2
Bugbear, giant crab, wight 3
Black bear, ogre, wraith 4
Lion, mummy, owl bear 5
Spectre, troll, white dragon 6
Black dragon, griffon, vampire 7
Green dragon, hill giant, treant 8
Blue dragon, chimera, stone giant 9
Efreeti, frost giant, red dragon 10

3. Choose Armour Class (AC)
Most monsters have an AC score in the range of 9 to 3. Very few mon-
sters have AC better than 0.

factors to consider

Toughness: Physical toughness is the first factor to consider in choos-
ing a monster’s AC. Unarmoured monsters will have a poor AC, while 
those with armour, thick hide, or scales (or those made from hard mate-
rials like stone or metal) will have a good AC.

Magic: Enchanted or innately magical monsters may have a better AC 
than their physical toughness would indicate.

Agility: Characters’ AC is modified based on their DEX score. While 
monsters do not have a DEX score, slow or clumsy monsters may have 
a worse AC, while those that are fast-moving or dexterous may have a 
better AC.

Hit Dice: More powerful monsters (i.e. those with higher HD) also tend 
to have better AC, as a factor of game balance.

Example Monsters AC
Giant centipede, normal human 9
Zombie 8
Harpy, horse, kobold, skeleton 7
Bandit, black bear, ghoul, lion 6
Bugbear, centaur, hydra, ogre 5
Basilisk, dwarf, panther 4
Stegosaurus, white dragon 3
Bone golem, giant crab, gorgon 2
Giant crocodile, green dragon 1
Blue dragon, bronze golem 0

4. Choose Movement Rate
Most monsters have a movement rate in the range of 60’ (20’) to 180’ 
(60’). A small number of monsters move more slowly (or even not at 
all) and some very rare monsters may move much more quickly, up to 
360’ (120’).

factors to consider

Load: An unarmoured person moves at 120’ (40’), a person wearing 
light armour moves at 90’ (30’), and a person wearing heavy armour 
moves at 60’ (20’).

Locomotion: Monsters with more than 2 legs tend to move more quick-
ly. For example, an unencumbered riding horse moves at 240’ (80’).

Agility: Slow or clumsy monsters may have a slower movement rate, 
while those with lightning reflexes may have a faster movement rate.

Modes of Movement: If a monster can use multiple different modes of 
movement (e.g. swimming, flying, climbing, etc.), this should be not-
ed. The monster may have a different movement rate for each mode of 
movement.
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Example Monsters MV
Dragon turtle, ochre jelly 30’ (10’)
Dwarf, mummy, skeleton 60’ (20’)
Crocodile, cyclops, dragons 90’ (30’)
Bandit, black bear, war horse 120’ (40’)
Boar, camel, lion, storm giant 150’ (50’)
Centaur, sea dragon 180’ (60’)
Riding horse, unicorn, wraith 240’ (80’)
Air elemental, griffon 360’ (120’)

5. Choose Attacks
Number of attacks: Most monsters attack once per round, either with 
a weapon or a natural attack (e.g. bite, claw, butt). Some monsters at-
tack multiple times per round with different attack forms (e.g. 2 claw 
attacks and 1 bite attack per round). Monsters with more than 3 attacks 
per round are rare and very dangerous.

Damage per attack: Attacks normally inflict 1d4, 1d6, or 1d8 damage. 
Very large monsters may inflict more damage.

6. Choose Special Abilities
Some of the most memorable monsters have extra abilities beyond sim-
ply rolling attacks and damage. Flaming breath, incorporeality, immu-
nity to mundane weapons, spell casting, and venomous bites are some 
classic examples, but anything the referee can imagine is possible.

HD asterisks: For each special ability that makes the monster a more 
dangerous adversary (as judged by the referee), an asterisk is marked 
beside its HD rating. Each asterisk increases the monster’s XP value.

7. Calculate Derived Stats
Saving throw values: Determined by the monster’s HD (or half its 
HD rating, for unintelligent monsters).

XP award: Determined by the monster’s HD and the number of special 
abilities it has.

8. Final Details
Morale: Most monsters have a morale rating in the range of 6 to 9. 
Mindless monsters (e.g. undead) usually have a morale of 12, meaning 
that they never retreat or surrender.

Alignment: Monsters that wish to kill or enslave PCs are chaotic, while 
those likely to aid PCs are lawful. Others (including animals, acting 
purely on instinct) are neutral.

Number appearing: Determined by the monster’s social structure. In 
dungeons, groups of 1d3 to 2d6 are typical. In the wilderness, larger 
groups of 1d8 to 2d10 are typical. Small, weak creatures tend to band 
together, while large, powerful monsters live in smaller groups.

Treasure type (lair): Monsters that hoard treasure in their lair may 
have a large hoard treasure type (A, G, H, M), a medium hoard treasure 
type (B, C, D, E, F, I), or a small hoard treasure type (J, K). Monsters es-
pecially likely to possess gems, potions, or scrolls may also have treasure 
type L, N, or O (respectively).

Treasure type (carried): Monsters that carry treasure with them, ei-
ther individually or as a group, may have treasure types P–T (individual) 
or U–V (group).

Example Special Abilities
Acid: The monster sticks to the target and inflicts automatic damage 
(e.g. 1d4) per round. Armour is destroyed after a certain number of 
rounds’ contact.

Blood drain / constriction: The monster attaches to the target and 
inflicts automatic damage (e.g. 1d4) per round.

Breath weapon: A stream or cone of fire, ice, acid, etc. usable 3 times 
per day. All targets caught in its area suffer damage (save versus breath 
for half ).

Damaging aura: Anyone in melee with the monster suffers damage 
(e.g. 1d4) each round due to the aura of flames / frost / necrotic energy 
surrounding it.

Energy drain: The victim permanently loses one experience level. See 
Wraith for full details.

Paralysis: The victim must save versus paralysis or be unable to move 
or act for some time (e.g. 2d4 turns).

Petrification: The victim must save versus petrification or be turned 
to stone. The monster may have a petrifying touch or gaze.

Poison: The victim must save versus poison or be poisoned. Some poi-
sons cause instant death while others cause death after some time (e.g. 
1d6 turns).

Regeneration: The monster regains a certain number of hit points (e.g. 
1–3) per round, as long as it is alive.

Spells: The monster can cast spells as a cleric / magic-user of a certain 
level. It may have a spell book (which PCs could steal) or be an innate 
spell caster.

Swallow: On a natural 20 attack roll, the monster swallows the victim 
whole. Inside its belly, the victim suffers damage per round (e.g. 1d6) 
and may attack with sharp weapons with a –4 penalty to attack rolls. If 
the victim dies, their body is fully digested after 6 turns.
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VI: Chimera Generator
FORELEGS & NUMBER OF HEADS

1d10 Forelegs Attack/Damage
1 bear* 2 paws (1d6 each)
2 bison trample (2d8)
3 bull trample (2d8)
4 dragon** 2 claws (1d4 each)
5 eagle 2 claws (1d4 each)
6 goat —
7 horse 2 hooves (1d6 each)
8 lion 2 paws (1d4+1 each)
9 ram —
0 stag 2 hooves (1d3 each)

* if both paws hit a single target, “bear hug” does +1d8
** color at referee’s discretion, or by head type

d6 # of heads
1-2 1 head
3-4 2 heads
5-6 3 heads

Base Movement on ground: 120'(40')*

* if hindlegs are same species as forelegs, referee may choose or re-roll

HIND LEGS & WINGS

1d10 Hindlegs Wings
1 bull no
2 dragon no
3 eagle no
4 horse no
5 lion no
6 bull yes
7 dragon yes
8 eagle yes
9 horse yes
0 lion yes

d6 Wing Type
1-2 bat-like (leathery)
3-4 draconic (scaly/reptilian)
5-6 eagle/bird-like (feathered)

d6 Flying Speed
1-2 120' (40')
3-4 150' (50')
5-6 180' (60')

d20 Head Attack/Damage
1 Dragon, Black bite (1d6) or acid breath (line:60'×5'; 3d10)
2 Dragon, Blue bite (1d6) or lightning breath (line:60'×5'; 3d10)
3 Dragon, Green bite (1d6) or gaseous breath (cloud:50'×30'; 

3d10)
4 Dragon, Red bite (1d6) or fire breath (cone:60'×30; 3d10)
5 Dragon, White bite (1d6) or cold breath (cone:60'×20'; 3d10)
6 Basilisk gore (1d8) or paralyzing gaze
7 Boar tusks (2d4)
8 Bull gore (1d6)
9 Crocodile bite (2d4)
10 Eagle beak (1d6)
11 Goat head butt (1d4)
12 Human female spell use (as MU equal to HD)
13 Human female song charms (as MU equal to HD)
14 Human male spell use (as MU equal to HD)
15 Lion bite (1d10)
16 Lizard bite (1d8)
17 Ram head butt (1d6)
18 Rooster bead (1d4 + special: touch turns to stone)
19 Snake bite (1d4 + poison)
20 Hound bite (1d6) or fire breath (line:60'×5'; 1d10)

HEADS
Roll once for each head. Reroll for duplicates.

HIT DICE & ARMOR CLASS

1d10 AC
1-2 7
3-4 6
5-6 5
7-8 4
9-0 3

d6 HD
1 3 +1/head
2 4 +1/head
3 5 +1/head
4 6 +1/head
5 7 +1/head
6 8 +1/head

d20 General Ability d20 Immune to...
1 +1 "to hit" 11 acid, poison
2 fear (as wand) 12 charm
3 infravision 60' (all heads) 13 charm, hold
4 infravision 90' (all heads) 14 cold
5 invisibility (3x/day) 15 cold, electricity
6 invisibility (at will) 16 disease
7 polymorph other (1x/day) 17 electricity
8 regenerates 1hp/round 18 fire
9 spiked tail (4x1d6) 19 sleep
10 telepathy, any language 20 sleep, charm

ADDITIONAL ABILITIES
1-in-6 chance per head of additional ability.

ALIGNMENT
Roll 1d6: 1-4=chaotic; 5=neutral; 6=lawful

LANGUAGES
1-in-3 chance to speak common (regardless of heads)
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VII: Methods of Torture & Execution
Generally, medieval laws and customs did not provide for the treatment of prisoners facing torture.

The type of torture did, however, generally depend on the victim’s crime and/or social status. Any of the following methods may be seen as a legiti-
mate means for extracting confessions, obtaining information about crimes, or attaining names of accomplices.

d30 Method/Device Description
1 brank metal cage-like mask; victim's head is caged and the brank is chained for public display
2 brazen bull hollow bronze bull w/ "door"; condemned locked inside and fire lit below; "roasting" inhabitants; screams inside sound 

like mad ox
3 breaking wheel large wooden-wheel with spokes; victim's limbs tied to spokes, wheel revolved slowly, victim hit through spokes with 

iron hammer
4 burning at the stake if fire is large enough, death occurs first by asphyxia rather than heat damage from flames; small fires prolong death
5 cat's paw victim tied up (usually to plank/board), metal claws used to scrape skin
6 chair chair with straps and spikes covering back, arm-rests, seat, leg-rests and foot-rests
7 coffin cage-like coffin; very painful to larger/overweight characters; usually accompanied by public display
8 copper boot victim's feet placed inside copper boot [1=boiling water poured in, 2=molten metal poured in, 3=boot beaten]
9 crocodile shears scissor-like clamp with crocodile-like head/teeth; usually used to mutilate fingers; exclusive punishment for regicide 

(killing monarch)
10 crocodile tube tube just big enough for victim's entrance, with crocodile-like spikes on interior; usually heated by fire; face and feet 

exposed for additional torture methods
11 exposure [1=buried up to neck, 2=stocks/ropes in town, 3=stocks/ropes in unprotected area]
12 flagellation [1=cane/rod, 2=cat o' tails, 3=single-tail whip]
13 flaying victim "skinned" alive
14 foot torture [1=denailing, 2=toe wedging, 3=roasting]
15 garrotte victim tied to instrument (seat-like device), neck forced inside iron collar, neck slowly crushed
16 head crusher chin placed over bottom bar, head placed under upper cap, screw turned pressing bar against cap
17 heretic's fork two forks set against each other, one up to chin, one down to chest; makes speech and neck movement nearly impossible
18 iron maiden coffin with spikes on every interior wall
19 judas cradle victim seated on a triangular-shaped seat and slowly impaled
20 knee splitter vice with opposing metal spikes; used to render knees permanently useless; often used on other body parts (elbows, arms, 

lower legs)
21 lead sprinkler appears as holy water sprinkler; molten metals poured into butt of handle, then "rain" over victim from other end
22 pendulum vertical wooden frame; victim's wrists tied behind back, handle turned, roped slowly elevated, shoulders dislocated
23 picquet stake placed on ground, victim's thumb (or hand) tied above head; to relieve pressure of near dislocation, victim places 

weight on spike; used extensively by military
24 pillory wooden/metal framework on post with holes for securing head and hands; often used as post for flagellation
25 rack victim placed tied to rack, ropes tied to limbs, then handles turned to pull limbs; limbs torn apart, dislocate with loud 

crack
26 rats victim constrained and tied to ground (or horizontal surface); rat placed on stomach, covered by heated metal container; 

rat seeks way out
27 saw victim tied up in inverted position (blood diverted to brain, loss of blood slowed); victim slowly cut in half
28 street sweeper's daughter metal clamp placed around victim's crouched body; tightened or loosened to fit severity of crime; may last for weeks or 

months
29 thumbscrews victim's fingers placed inside instrument, slowly crushed; often used in combination with other torture methods
30 water [1=dunking, 2=drops of water, 3=cauldron, 4=freezing with water, 5=force drinking]
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VIII: TREATISE ON TRAPS
Here is a simple 3d6 table to generate traps. Each trap has three basic 
characteristics: the mechanism, the consequence, and the tell.

d6 Mechanism
1 Tripwire
2 Weight Diff
3 False Mechanism
4 Removal or Placement
5 Push or Pull
6 Sound or Disturbance

d6 Consequence
1 Displacement
2 Cutting or Piercing
3 Crushing or Paralyzing
4 Poison or Water
5 Terrain Destruction
6 Fire or Alarm

d6 Tell
1 Too old or Too new
2 Juts or Recedes
3 Violates a pattern
4 Previous misfortune
5 Strange material or Damage
6 Conspicuous

The mechanism is how the trap is activated. Referees should interpret 
these results loosely; for example, “weight differential” could mean an 
Indiana Jones-style trap where removing an idol from a plinth releases a 
boulder, or it could be a rickety bridge that will collapse if a PC is over a 
certain level of encumbrance. False mechanisms could mean fake doors 
that fall and crush anyone attempting to open them, or chest mimics 
that chomp greedy treasure hunters.

Consequences are self explanatory. Be creative in how you approach 
them, a “crushing” trap might cause rocks to fall on PCs, or it might 
mean that their hand is maimed if they reach into a cubby. Displacement 
traps can be stairs that turn into chutes, portcullises that split parties 
from one another, or even magical teleport traps.

The “tell” is how a PC can be expected to figure out that something is 
trapped. When the referee chooses to reveal the tell depends on the 
experience of the players and the consequences of the trap (deadly traps 
should generally be more obvious, unless dealing with an experienced 
group). For a first session, or for the first trap in a dungeon, the referee 
might immediately warn players that, for example, there are holes in 
the walls of this hallway (indicating a dart or poison gas trap). For more 
experienced players, the referee might simply note that vines grow up 
the walls in this hallway, and leave it to players to carefully inspect the 
vines and notice the holes hidden behind them.

For a particularly devious trap, I might obfuscate it under multiple layers; 
for example, a player might wish to inspect a conspicuously expensive 
tapestry. If they peek behind it, it reveals an unworked stone wall, and 
inspecting that unworked stone reveals that it has been knocked down 
and built back up many times, indicating perhaps a boulder or log trap 
hidden behind the wall, confirmed by damage to the opposite wall and 
bits of stone scattered about the room. The point is to force players to use 
context clues and lateral thinking to reveal the nature of the trap. There 
might also be multiple clues leading to the same trap, for example the 
stone scattered about the room in the previous example.

As for how players can thwart traps, I find it’s best to simply leave it 
up to the players. Placement of traps is also crucial. Traps can be fun 
and exciting, and a dungeon might be dull without them and encourage 
recklessness. However, too many traps can result in players being 
afraid to interact with a single feature of your dungeon and slow the 
pace of the game to the point where it is boring and frustrating. Using 
wandering monster rolls to force players to move at a decent clip will 
further frustrate them when they are forced by the clock to blunder into 
a trap. To encourage player agency in deciding how and when to check 
for traps, referees must be logical in their placement of those traps. 
Defensive choke points may be trapped, as well as treasure rooms.
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IX: FACTION PLAY
the four blanks method of faction generation

[faction] want(s) [motivation], but 
[obstacle]. Therefore, [plan or method 
of surmounting obstacle].
1. A FACTION – Easy to generate, just roll on the random monster ta-

ble. If you roll the same faction twice, it could indicate that the same 
members within that faction might have multiple wants, or it could 
mean that there is strife within the faction!

2. A MOTIVATION – Treasure, security, food, revenge. Sharing the 
same motivation across multiple factions means vying for the same 
cause! Rivalry, or shaky alliances?

3. AN OBSTACLE – Factions can also share obstacles, a fertile field for 
PCs to sow their machinations.

4. A PLAN – The faction’s plan to get around their obstacle. PCs can 
help or exploit this as they see fit.

Here’s the balancing act: if you, the referee, don’t flesh out your dungeon 
factions at least somewhat (how many you have depends on the size 
of your dungeon floors, but in my opinion at least three is a good start 
for a “normal” sized dungeon), then your players don’t have the option 
to interact with them in meaningful ways outside of combat. Howev-
er, there’s no guarantee that your players will happen across a certain 
faction, or that they will engage in “faction play” (parlay) rather than 
simply attack whoever they come across. Therefore, over-preparation of 
factions will end up wasting your time.

With this method, you have what is absolutely essential to begin mean-
ingful faction play, composed in a method conducive to rolling on ran-
dom tables. Indeed, the first three blanks can be filled quite easily by 
generating a random filler, while the fourth can be filled in with a little 
creativity and minimal effort on the part of the referee. Once you have 
your tables set up to your liking, generating factions on the fly can take 
under a minute per faction!

Remember that factions can also have internecine conflicts. If I roll 
“goblins” twice, maybe half the goblins want a golden chalice hidden 
within the tombs, but the other half want a magic hammer that was lost 
in the flooded catacombs! Or perhaps there is a broad “treachery” con-
flict on your Obstacles table. This gives PCs ample opportunity to play 
factions against themselves.

Motivations are usually very simple, falling into a few broad catego-
ries I’ve already mentioned. As motivations get less “concrete,” I find it 
becomes harder to tie them into the fundamental game engine of old-
school style play. A group of orcs searching for a chest of platinum coins 
is easier for the rules (and myself ) to handle than a group of monks 
seeking enlightenment. However, you can easily see how flavorful and 
imaginative these can become, and if you feel confident running them, 
go for it!

Obstacles can be monsters, environments, other factions, or even the 
same faction. As noted earlier, two factions who share an obstacle are 
primed for alliances that the PCs can leverage to their own advantage. 
I like to use vague terms in my tables to keep their application broad. 
Things like “terrible beast,” “intelligent monster,” “treachery,” that serve 
as a jumping off point for my own creativity.

The faction’s plans, which I refer to as “methods,” are important because 
they can tie the faction to the dungeon in a naturalistic way. Let’s say 
we have a group of Kobolds who want to survive, but have run out of 
rations. With this alone, the PCs might tend toward offering rations of 
their own, but by fleshing out their method and saying that the kobolds 
are farming mushrooms to stave off their hunger, now the PCs have a 
few more toys to play with. What if the farm is threatened by another 
faction? What if the PCs decide to poison the mushrooms or raze the 
farm? Where is the mushroom farm in the dungeon map? PCs can aid 
or hinder these methods as they see fit. Methods could conceivably be 
written into a table, but as I see it, they’re dependent on the three pre-
vious factors, and it takes me very little time and brain-power to come 
up with a solution (indeed, it’s about what players are tasked to do every 
session: interact with the game world as if it was their own), so I come 
up with whatever piques my interest.

If a faction is sufficiently present in a dungeon, some other details you 
can consider may be (presented in what in my opinion is a descending 
order of importance):

 ◆ Relations to other factions *
 ◆ Important figures within the faction (leaders, enforcers, traitors, 

spies)
 ◆ Area controlled by the faction

*I actually find this extremely important, but have found that by inter-
connecting my motivations and obstacles, arises organically. Nonethe-
less, it’s important to note, especially if factions share physical space.

Important to note: this method can also be applied to creating fac-
tions within cities. Rather than using monsters from a random table 
for factions, do some light brainstorming on what can be found within 
the city. I like to use broad terms to spark my imagination: “religious” 
“guild” “criminal”, and then another table within those terms to further 
flesh them out. “Religious” might be “orthodox” and thus signal the lo-
cal sanctuary, or it might be “heretic” or “cult”-maybe an eremetic clan 
of druids on the fringes of the city? “Guild” could be as mundane as 
gong-farmers or as fantastical as breeders who farm water-striders on 
the river large enough to ferry up and down the coast. “Criminal” could 
be a band of thieves or grave-robbers... you get the idea.

How to Brainstorm Content
This is the two pass method for brainstorming content for OSR RPGs.

First, you need to put on a timer for 5 min. Then you jot down for each 
line of the page one image that comes to your mind, without censor-
ing yourself. It doesn’t matter if it does not make sense. After the timer 
stops, take a break for 5 mins. Then come back and put another tim-
er for 5 minutes. Now elaborate on each “image” you wrote on every 
line during the first phase of the exercise. For example, in the first half 
I wrote down “Gold”, then elaborated to “Golden knight”. Now, when 
you’re done, clean up every line and pick your favorites.
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X: CAROUSING
Under these rules once per session a PC may spend d6 x 100gp on ale 
and wenches, gaining experience points equal to the amount spent. In 
a large city the debauchery is much more efficient, doubling or perhaps 
even trebling the gold and XP. Thieves who are members of the local 
guild may add +2 to the roll, while their friends may add +1. Being 
mobbed up gets you access to the best lotus powder & etc. Rolling a 
gold/xp amount greater than the carouser’s cash on hand results in the 
poor wretch owing money to various unsavory characters. Unless the 
PC can borrow the difference from a party member. In some campaigns 
that might not be a better situation for the deadbeat PC.

In all cases carousers must save versus poison to avoid overindulgence 
in their vices. Failure indicates the need to roll on the table below.

1. Make a fool of yourself in public. Gain no XP. Roll Charisma check 
or gain reputation in this town as a drunken lout.

2. Involved in random brawl. Roll Strength check or start adventure d3 
hit points short.

3. Minor misunderstanding with local authorities. Roll Charisma 
check. Success indicates a fine of 2d6 x 25gp. Failure or (inability to 
pay fine) indicates d6 days in the pokey.

4. Romantic entanglement. Roll Wisdom check to avoid nuptials. Oth-
erwise: 1-3 scorned lover, 4-6 angered parents.

5. Gambling losses. Roll the dice as if you caroused again to see how 
much you lose. (No additional XP for the second carousing roll.)

6. Gain local reputation as the life of a party. Unless a Charisma check 
is failed, all future carousing in this burg costs double due to barflies 
and other parasites.

7. Insult local person of rank. A successful Charisma check indicates 
the personage is amenable to some sort of apology and reparations.

8. You couldn’t really see the rash in the candlelight. Roll Constitution 
check to avoid venereal disease.

9. New tattoo. 1-3) it’s actually pretty cool 4) it’s lame 5) it could have 
been badass, but something is goofed up or misspelled 6) it says 
something insulting, crude or stupid in an unknown language.

10. Beaten and robbed. Lose all your personal effects and reduced to half 
hit points.

11. Gambling binge. Lose all your gold, gems, jewelry. Roll Wisdom 
check for each magic item in your possession. Failure indicates it’s 
gone.

12. Hangover from hell. First day of adventuring is at -2 to-hit and saves. 
Casters must roll Int check with each spell to avoid mishap.

13. Target of lewd advances turns out to be a witch. Save versus poly-
morph or you’re literally a swine.

14. One of us! One of us! You’re not sure how it happened, but you’ve 
been initiated into some sort of secret society or weird cult. Did you 
really make out with an emu of was that just the drugs? Roll Int check 
to remember the signs and passes.

15. Invest all your spare cash (50% chance all gems and jewelry, too) in 
some smooth-tongued merchant’s scheme. 1-4 it’s bogus 5 it’s bogus 
and Johnny Law thinks you’re in on it 6 actual money making oppor-
tunity returns d% profits in 3d4 months.

16. Wake up stark naked in a random local temple. 1-3) the clerics are 
majorly pissed off 4-6) they smile and thank you for stopping by.

17. Major misunderstanding with local authorities. Imprisoned until 
fines and bribes totaling d6 x 1,000gp paid. All weapons, armor, and 
magic items confiscated.

18. Despite your best efforts, you fall head over heels for your latest dal-
liance. 75% chance your beloved is already married.

19. When in a drunken stupor you asked your god(s) to get you out of 
some stupid mess. Turns out they heard you! Now as repayment for 
saving your sorry ass, you’re under the effects of a quest spell.

20. The roof ! The roof ! The roof is on fire! Accidentally start a confla-
gration.

ROLL D6 TWICE:
1-2 Burn down your favorite inn
3-4 Some other den of ill repute is reduced to ash
5-6 A big chunk of town goes up in smoke

1-2 No one knows it was you
3-4 Your fellow carousers know you did it
5 Someone else knows, perhaps a blackmailer
6 Everybody knows
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XI: RELIGION GENERATOR
RELIGION is a [overarching belief] [philosophy] sect who fetes (name of Deity[s]). 
(Deity[s]) takes the aspect of [deity aspect], and is associated with [d3 associations] and 
[d2 natural associations]. They abhor [d2 associations, antagonistic alternative if 
duplicate is rolled] and delight in [d2 acts of worship].

 ◆ Ancestor worship will usually take the aspect of its race of believers, 
but not always.

 ◆ Polytheism generates d6+2 deities
 ◆ Roll d3 for Lawful/Neutral/Chaotic
 ◆ Referee discretion prevails

OVERARCHING BELIEF [d6]

1 Polytheism (-1 to deity aspect roll)
2 Polytheism
3 Polytheism (+1 to deity aspect roll)
4 Monotheism or Dualism (Lawful -1 to deity aspect roll, Chaotic +1 to 

deity aspect roll)
5 Ancestor Worship
6 Animism / Nature Cult (+1 to deity aspect roll)

PHILOSOPHY [d12]

1 Nihilism
2 Determinism
3 Solipsism
4 Egoism
5 Nirvana
6 Materialism
7 Mysticism
8 Stoicism
9 Pyrrhonism
10 Cynicism
11 [Anti]Positivism
12 Discordianism

DEITY ASPECT [d6]

1 Human or demihuman
2 Human or demihuman
3 Human or demihuman
4 Animal (1-2 winged, flightless if bird)
5 Animal (multiple aspects, roll 2-3× on animal table) (1-3 winged)
6 Bestial

ANIMAL ASPECTS [d20]

1 Lion
2 Tiger
3 Bear
4 Dog
5 Cat
6 Bird
7 Insect
8 Snake
9 Monkey
10 Lizard
11 Tortoise
12 Hare
13 Fish
14 Lizard
15 Rhinoceros
16 Elephant
17 Frog
18 Equine
19 Raccoon
20 Goat

ASSOCIATIONS [d20]

1 Food / Famine
2 Drink / Temperance
3 Sex / Chastity
4 Death / Life
5 Men / Women
6 Revelry / Asceticism
7 Trickery / Honesty
8 Wisdom / Foolishness
9 Strength / Meekness
10 Fire / Darkness
11 Health / Pestilence
12 Friendship / Hostility
13 Pain / Healing
14 War / Peace
15 Night / Day
16 Sun / Moon
17 Beauty / Deformity
18 Salvation / Damnation
19 Children / Elderly
20 Rebirth / Decay

BESTIAL ASPECTS [d12]

1 Undead
2 Octopoid
3 Giant
4 Ooze
5 Beholder
6 Owlbear
7 Griffon
8 Pegasus
9 Unicorn
10 Wyvern
11 Dragon (1-in-6 metallic)
12 Dragon (2-in-6 metallic)

NATURAL ASSOCIATIONS [d10]

1 Rivers
2 Fens
3 Grasslands
4 Mountains
5 Stars
6 Oceans
7 Trees
8 Flowers
9 Ravines
10 Caves

ACTS OF WORSHIP [d6]

1 Orgies/Sacrifice
2 Feasting/Fasting
3 Feats of Strength/Poetry
4 Singing/Chanting
5 Prayer/Meditation
6 Bloodshed/Charity
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XII: HEX FEATURE GENERATOR
Roll Class, Condition, Covering (if applicable), State, Keeper, & Sub-Tables

CLASS
1. Ruins
2. Relics
3. Remains
4. Vestiges
5. Refuse
6. Remnants
7. Wrecks
8. Skeletons
9. Antiques
10. Artifacts

CONDITION
1. Partially Covered
2. Fully Covered
3. Above Ground
4. Rocky Slope
5. Inside Cavern
6. In Crevice
7. Beneath Overhang
8. Large Crater
9. Partially Sunken
10. Charred & Burnt

COVERING
1. Sand
2. Ashes
3. Cinders
4. Earth
5. Thicket
6. Mold
7. Slime
8. Rocks
9. Webs & Dust
10. Vines

STATE
1. Crumbled & Decayed
2. Disfigured & Defaced
3. Wormeaten
4. Crystallized & Petrified
5. Corroded & Eroded
6. Collapsed & Tumbled
7. Mouldy & Contaminated
8. Dangerous Operational
9. Partially Operational
10. Fully Operational

KEEPER
1. Mechanical
2. Giant Types
3. Dragon-Class
4. Undead-Types
5. Lycanthropes
6. Giants
7. Animals
8. Insects
9. Trap
10. None

RUINS
1. Manor
2. Village
3. City
4. Citadel
5. Castle
6. Temple

MANOR
1. Hut
2. Hoval
3. Hall
4. Village
5. Cottage
6. Palace

VILLAGE
1. 2d6 Huts
2. 4d6 Hovals
3. 6d6 Cottages
4. #3 & Ditch
5. #3 & Pallisade
6. #3 & Moat

CITY
1. 7d6 H. & Cit.
2. 8d6 Houses
3. 9d6 H. & Wall
4. #3 & 1d4 Cit.
5. 20-120 Houses
6. #5 & 1d4 Temp

CITADEL
1. Tower
2. Tower& O Wall
3. Great Keep
4. Keep & 4 Tow.
5. #4 & O. Wall
6. #5 & Moat

CASTLE
1. Keep & Pallis.
2. #1 & Moat
3. #2 & Walls
4. #3 & Manor
5. #4 & 4 Towers
6. #5 & O. Wall

TEMPLE
1. Altar
2. Shrine
3. Sanctuary
4. Oracle
5. Pantheon
6. Monastery

RELICS
1. Tools
2. Machines
3. Tombs
4. Armor
5. Weapons
6. Containers

TOOLS
1. Ladder
2. Plow
3. Pick
4. Hoe
5. Anvil
6. Axe

MACHINES
1. Loom
2. Grinding Whl.
3. Clock
4. Balance
5. Potter Wheel
6. Press

TOMBS
1. Grave
2. Sepulcher
3. Mausoleum
4. Catacombs
5. Vault
6. Crypt

ARMOR
1. Breastplate
2. Greaves
3. Gauntlets
4. Helmet
5. Chainmail
6. Shield

WEAPONS
1. Dagger
2. Scimitar
3. Hand Axe
4. Spear
5. Trident
6. Battleaxe

CONTAINERS
1. Barrels
2. Urns
3. Trunks
4. Jars
5. Bottles
6. Boxes

REMAINS
1. Utensils
2. Apparel
3. Harness
4. Toys
5. Optics
6. Tome

UTENSILS
1. Eating
2. Digging
3. Writing
4. Navigating
5. Measuring
6. Musical

APPAREL
1. Hauberk
2. Boots
3. Cloak
4. Tunic
5. Mask
6. Breeches

HARNESS
1. Swimmer
2. Flyer
3. Giant-Animal
4. Small-Animal
5. Man-Size
6. Colossal

TOYS
1. Doll
2. Vehicle
3. Weapon
4. Tool
5. Game
6. House

OPTICS
1. Monocle
2. Spectacles
3. Spyglass
4. Mirror
5. Colored Plane
6. Periscope

TOME
1. Lexicon
2. Scroll
3. Manual
4. Tablet
5. Book
6. Codex

VESTIGES
1. Pyramid
2. Mound
3. Fountain
4. Totem
5. Sewers
6. Monolith

PYRAMID
1. Burial Tomb
2. Temple
3. Observatory
4. Palace
66% have stepped 
sides, rest are flat

MOUND
1. Sacrificial
2. Burial
3. Treasure
4. Lair
5. Sacred
6. Polymorphed

FOUNTAIN
1. Giant
2. Statued
3. Miniature
4. Geometric
5. Wish
6. Spray

TOTEM
1. Mammal
2. Human
3. God
4. Monster
5. Bird
6. Snake

SEWERS
1. 1’Sq. & Open
2. 2’Sq. & Open
3. Closed & 1’Sq.
4. Closed & 2’Sq.
5. Closed & 4’Sq.
6. Closed & 8’Sq.

MONOLITH
1. Column
2. Hewn Statue
3. Minaret
4. Obelisk
5. Effigy
6. Monument

REFUSE
1. Offal
2. Sewage
3. Parts
4. Discards
5. Food
6. Fuel

OFFAL
1. Viscera
2. Bones
3. Gore
4. Grizzle
5. Fat
6. Talons

SEWAGE
1. Soap
2. Body Wastes
3. Oils
4. Slop
5. Chemicals
6. Lint

PARTS
1. Buckle
2. Lacing
3. Crossbar
4. Pommels
5. Arrowhead
6. Spike

DISCARDS
1. Leather Scraps
2. Papyrus Scraps
3. Handle
4. Shield Boss
5. Pole
6. Linen Scrap

FOOD
1. Fat
2. Fruit
3. Seeds
4. Vegetables
5. Minerals
6. Meat

FUEL
1. Wood
2. Coal
3. Peat
4. Dung
5. Petroleum
6. Wax



147

REMNANTS
1. Road
2. Tombstone
3. Signpost
4. Channel
5. Masonary
6. Bridge
7. Wall
8. Edifice
9. Works
10. Structure

ROAD
1. Track
2. Trail
3. Gravel
4. Roman Paved
5. Asphault
6. Concrete

WALL
1. Stockage
2. Barricade
3. Fence
4. Rampart
5. Dike
6. Partition

TOMBSTONE
1. Plaque
2. Cairn
3. Staff
4. Beacon
5. Pyre
6. Stone Pile

SIGNPOST
1. Guide
2. Omen
3. Trade
4. Warning
5. Emblem
6. Boundary

CHANNEL
1. Tunnel
2. Pipe
3. Well
4. Passage
5. Canal
6. Aqueduct

MASONARY
1. Mud Bricks
2. Stone Bricks
3. Marble Blocks
4. Plaster
5. Wattle
6. Stone Block

BRIDGE
1. Rope
2. Wood
3. Stone
4. Earth
5. Natural
6. Brick

EDIFICE
1. Carved Cliff
2. Sculptured Mound
3. Colossal Statue
4. Palace
5. Mill
6. Calendar Stone

ARSENAL
1. Arsenal
2. Granary
3. Paved Plaza
4. Viaduct
5. Reservoir
6. Cistern

STRUCTURE
1. Stairway
2. Ramp
3. Shaft
4. Spire
5. Roof
6. Tunnel

WRECKS
1. Sea Vehicle
2. Land Vehicle
3. Air Vehicle
4. War Engine
5. Submarine
6. Subterranean

SEA VEHICLE
1. Raft
2. Canoe
3. Pig Bladder
4. Longboat
5. Merchant Ship
6. Man O’ War

LAND VEHICLE
1. Sledge
2. Wagon
3. Litter
4. Carriage
5. Wain
6. Chariot

AIR VEHICLE
1. Balloon
2. Wings
3. Hang-Glider
4. Unusual*
5. Parachute
6. Roc Carriage

WAR ENGINE
1. Onager
2. Screw
3. Ram
4. Tower
5. Springal
6. Trebuchet

SUBMARINE
1. Dolphin Sled
2. Sea-Horse Cart
3. G. Turtle Hou.
4. Diving Bell
5. Pocket
6. Nuclear

SUBTERRANEAN
1. Mole Sled
2. Rock Borer
3. Mine Cart
4. Earth Borer
5. Worm Saddle
6. Rat Chariot

SKELETONS
1. Small
2. Man-Sized
3. Giant
4. Unusual
5. Skulls
6. Colossal

SMALL
1. Miniscule
2. Halfling
3. Dwarven
4. Pixie
5. Gnome
6. Kobolds

MAN-SIZED
1. Man
2. Elven
3. Orc
4. Troll
5. Lizard Men
6. Snake

GIANT
1. Ogre
2. Hobgoblin
3. Giant
4. Dinosaur
5. Sea Monster
6. Whale

UNUSUAL
1. Cubic
2. Crystaline
3. Multi-Limbed
4. Multi-Headed
5. Winged
6. Armor-Plated

SKULLS
1. Miniscule
2. Man-Sized
3. Giant
4. Colossal
5. Multi-Horned
6. Multi-Sockets

COLOSSAL
1. Humanoid
2. Avian
3. Reptilian
4. Ursoid
5. Amphibian
6. Crustacean

ANTIQUES
1. Statues
2. Furniture
3. Engravings
4. Idols
5. Fittings
6. Handicraft

STATUES
1. Miniature
2. Half Size
3. Life Size
4. Giant Size
5. Abstract
6. Magic

FURNITURE
1. Throne
2. Chest
3. Giantsize
4. Miniature
5. Stone Seat
6. Stone Table

ENGRAVING
1. Battle Scene
2. Coronation
3. Punishment
4. Religious
5. Romantic
6. Curse

IDOLS
1. Stone
2. Plaster
3. Metal
4. Wooden
Height: 1d20”

FITTINGS
1. Faucet
2. Lamp
3. Bell
4. Fresco
5. Hinges
6. Knocker

HANDICRAFT
1. Basket
2. Vase
3. Miniature Painting
4. Abacas
5. Ship Figurehead
6. Bust

ARTIFACTS
1. Weapon
2. Entertainment
3. Protective Dev
4. Offensive Dev.
5. Informative Dev
6. Leadership Dev

WEAPON
1. Sword
2. Dagger
3. Hammer
4. Club
5. Battleaxe
6. Javelin

ENTERTAINMENT
1. Antimated
2. Musical
3. Dancing
4. Serving
5. Intensifying
6. Dreaming

PROTECTIVE D.
1. Machine
2. Staff
3. Vial
4. Garment
5. Talisman
6. Armor

OFFENSIVE D.
1. Hand
2. Vase
3. Eye
4. Box
5. Horn
6. Vat

INFORMATIVE D.
1. Stone
2. Flask
3. Orb
4. Diadem
5. Crystal Ball
6. Necklace

LEADERSHIP D.
1. Ring
2. Gem
3. Throne
4. Rod
5. Sword
6. Sceptres



148

XIII: RUMOURS
What Do You Get From a Simple Table 
of Rumours?

 ◆ Plot Hooks: Every rumour becomes a new signpost in your game 
that drives players to engage and take action.

 ◆ Next Moves: For your Loopy Plans. Telegraph upcoming situations 
so players can engage with your plot lines.

 ◆ Encounters: When players follow a rumour, you get to trigger en-
counters — a simple gameplay engine. Rumour, encounter. Rumour, 
encounter.

 ◆ Factions: Worried about faction Loopy Plans hiding in the back-
ground? Use rumours to alert players.

 ◆ Character Hooks: Customize any rumour easily so it speaks to a 
specific character and player.

 ◆ Setting Details: Reveal your world in a natural way via hook de-
tails.

 ◆ Fast & Easy: A rumours table takes five minutes and even less to 
restock.

how to build a rumour table

Step One: Make A List of 20 Features
Let’s assume you want a d20 table you can roll on or pick from. I will 
build a table with you now that’s d4 just to keep the example short and 
moving along. If you don’t care about rolling, or want a smaller table, 
make your Feature list as small (or as big) as you want. A Feature is a 
person, place, or thing your rumour will focus on.

example:

 ◆ Janus (NPC)

 ◆ The Ziggurat (Location)

 ◆ The Watersellers (Faction)

 ◆ Redeye (Magic Item)

We start with a list of Features because it gives us easy focus for each 
rumour. It also helps us touch the parts of our campaign we want players 
to dig into.

Step Two: Give Each Rumour a Type
It’s hard coming up with a rumour out of thin air. Starting with a subject 
Feature (person, place, or thing) helps writer’s block a lot. Another fast 
thing we can do to develop each rumour out is assign a type. Use this 
type to give the rumour an angle or direction.

Here are several great types to choose from:

 ◆ Dangers: The rumour is about a threat to the PCs or something or 
someone they care about.

 ◆ Rewards: A surefire formula. Dangle a carrot to entice players to act. 
Gold, magic items, information, influence — the rumour promises 
the PCs will gain something great.

 ◆ Mysteries: Curiosity motivates players to follow your plot lines.

 ◆ Opportunities: Similar to reward, this offers a possibility of players 
digging into something new for gain.

 ◆ Challenges: An obstacle that blocks the PCs’ path. A heads-up lets 
your players plot and plan.

example:

 ◆ Janus — Threat

 ◆ The Ziggurat — Mystery

 ◆ The Watersellers — Challenge

 ◆ Redeye — Reward

Note that rumours should be relevant to players, but they don’t have to 
be about players.

example: Janus — Threat. That rumour could be about the NPC posing 
a danger to the party, the NPC posing a danger to someone else, or the 
NPC being in danger.

Right now, we just want an angle to help give us quick direction on the 
rumour we want to build. So give each Feature in your list a type.

Step 3: Add an Object
We now know who or what the rumour involves. We also know the 
flavour, whether it’s something the players are drawn towards (reward, 
mystery, opportunity) or something that gives players warning (threat, 
challenge). To help us flesh our rumours out more, we want to add one 
more detail to our rumour skeleton — a person, place, or thing that 
affects our Feature. An object.

example:

 ◆ Janus — Threat — Watersellers

 ◆ The Ziggurat — Mystery — Redeye

 ◆ The Watersellers — Challenge — Red Cloaks

 ◆ Redeye — Reward — True Sight

Notice how a couple rumours refer to each other. This helps connect the 
dots of your campaign for plot advancement and closure.

Janus connects to the Watersellers somehow (1), and the Watersellers 
connect to Red Cloaks (3). So Watersellers and Red Cloaks can merge 
for an encounter or for the rest of the plot.

Step 4: Write a Sentence (Optional)
Step 4 is an optional step where you write out what you’ll say in the 
game.

example:

“I heard Janus is on the run because he owes the Watersellers a lot of 
money. You are his friend, right? Well, watch yourselves, because those 
bastards might pay you a visit to ask about him.”

“A strange feller has been asking around town about where the Ziggurat 
might be. I say that place is just a rumour to fleece tourists. He’s gon-
na come up empty-handed and be poorer for it. When he asked me, 
though, he said something interesting. He said… Redeye is supposed to 
be buried there!”

“My black eye? Yeah, I’ve got a score to settle now with the Watersellers. 
They hired muscle. Call themselves the Red Cloaks. And they think 
they’re real tough.”
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“Buy me a pitcher of Grog’s best ale and I’ll tell ya somethin’ I heard 
about that artefact yer lookin’ fer. Why thank ye. Well, what I heard was 
somethin’ it does. A big power. Real big. Somethin’ called True Sight. 
You know what that is?”

I prefer not to write my rumours out. Instead, I like to add a word or two 
of detail to help me improv. You might find this approach better.

example:

 ◆ Janus — Threat — Watersellers (Janus debt, hiding)

 ◆ The Ziggurat — Mystery — Redeye (buried)

 ◆ The Watersellers — Challenge — Red Cloaks (new thugs)

 ◆ Redeye — Reward — True Sight

The first three have enough keywords for me to roleplay with. With the 
fourth rumour I don’t need any extra direction, it’s clear to me what 
it’s about. From context added via your campaign, I suspect you’ll find 
adding keywords is better than writing out read-aloud text blocks. It’s 
definitely faster.

Deciding What Rumours to Create
We want to be strategic with what we put in our rumours table. Truly 
random hooks could send players in directions you don’t want, or offer 
avenues players don’t care about. That’s why we start with Feature se-
lection.

Besides advancing your Loopy Plans, you can use a rumours table to get 
players interested in:

 ◆ Plot Hooks: A great way to introduce new plot lines.

 ◆ Encounters: Trigger a cool encounter you’ve designed.

 ◆ Factions: Introduce new factions or give updates on what’s happen-
ing in the sandbox to make your milieu seem alive.

 ◆ Character Hooks: Work character backgrounds, goals, and pref-
erences into gameplay.

 ◆ Setting Details: Reveal near and far events, and other information, 
to make your game world seem deep and alive.

Refresh Your Rumours Table
Feel free to hand out the same rumours told anew by different sourc-
es. But when done with a rumour, remove it from your table and add 
another. In this way, you have a constant source of hooks and develop-
ments at your finger tips. Between sessions, review your rumours table. 
Trim rumours you’re done with or that have expired. Add news ones as 
desired.
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INDEX OF SPELLS
Allure 37
Amnesia 37
Animal Growth 29
Animal Growth* (MU) 37
Animate Dead (C) 29
Animate Dead (MU) 37
Animate Objects 29
Anti-Magic Shell 37
Antipathy/Sympathy 38
Arcane Eye 38
Arcane Lock 38
Arcane Window 38
Astral Projection (C) 29
Astral Projection (MU) 38
Atmosphere Bubble 38
Atonement 29
Auditory Illusion 38
Augury 29
Blade barrier 29
Bless* 30
Blink 38
Burning Hands 38
Charm Monster 39
Charm Person 39
Charm Plants 39
Clairaudience 39
Clairvoyance 39
Clenched Fist 39
Clone 39
Cloudkill 39
Command 30
Commune 30
Comprehend Languages* 40
Cone of Cold 40
Confusion 40
Conjure Animals 30
Conjure Elemental 40
Contact Other Plane 40
Continual Light* (C) 30
Continual Light* (MU) 40
Control Weather (C) 30
Control Weather (MU) 41
Create Food and Water 30
Create Water* 30
Crushing Hand 41
Cure Blindness* 30
Cure Critical Wounds* 30
Cure Disease* 31
Cure Light Wounds* 31
Cure Serious Wounds* 31
Dancing Lights 41
Darkness Globe 41
Death Spell 41
Delayed Blast Fireball 41
Delay Poison 31
Detect Evil (C) 31
Detect Evil (MU) 41
Detect Invisible 41
Detect Lie* 31
Detect Magic (C) 31
Detect Magic (MU) 41
Dimension Door 41
Disintegrate 41
Dispel Evil 31
Dispel Magic (C) 31
Dispel Magic (MU) 42
Distort Distance 42
Divination 31

Duo-Dimension 42
Dweomer of Rage 42
Earthquake 32
Enchant Arms 42
Enlarge* 42
Erase 42
ESP 42
Exorcise 32
Explosive Runes 42
Extend Duration I 43
Extend Duration II 43
Extend Duration III 43
Faithful Hound 43
False Gold 43
False Trap 43
Fear 43
Feather Fall 43
Feeblemind 43
Feign Death (C) 32
Feign Death (MU) 43
Find the Path* 32
Find Traps  32
Fire Ball 44
Fire Shield 44
Fire Trap 44
Flame Arrow 44
Flame Charm 44
Flame Strike 32
Floating Disc 44
Fly 44
Forceful Hand 44
Freezing Sphere 45
Fumble 45
Gate (C) 32
Gate (MU)  45
Geas* 45
Glass Like Steel 45
Globe of Invulnerability 45
Globe of Invulnerability, Lesser 45
Glyph of Warding 32
Grasping Hand 45
Guards and Wards 46
Gust of Wind 46
Hallucinatory Terrain 46
Haste* 46
Heal* 32
Hold Monster 46
Hold Person (C) 33
Hold Person (MU) 46
Hold Portal 46
Holy Chant 33
Holy Word* 33
Ice Storm 46
Identify 47
Imprisonment* 47
Incendiary Cloud 47
Infravision 47
Insect Plague 33
Instant Summons 47
Interposing Hand 47
Invisibility 47
Invisibility 10’ radius 47
Invisible Stalker 48
Irresistible Dance 48
Jarring Hand 48
Jump 48
Knock 48
Know Alignment 33
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Legend Lore 48
Levitate 48
Light* (C) 33
Light* (MU) 48
Lightning Bolt 48
Limited Wish 48
Locate Object (C) 33
Locate Object (MU) 49
Lower Water (C) 33
Lower Water (MU) 49
Magic Aura 49
Magic Jar 49
Magic Missile 49
Magic Mouth 49
Magic Sword 49
Manipulate Fire 49
Mass Charm 50
Mass Invisibility 50
Massmorph 50
Maze 50
Mending 50
Message 50
Meteor Swarm 50
Mind Blank 50
Mirror Image 50
Mnemonic Enhancer 50
Move Earth 51
Move Earth, lesser 51
Neutralize Poison 33
Part Water (C) 33
Part Water (MU) 51
Passwall 51
Permanency 51
Phantasmal Force 51
Phase Door 51
Plane Shift 33
Plant Growth 51
Polymorph Any Object 51
Polymorph Others 52
Polymorph Self 52
Power Word Blind 52
Power Word Kill 52
Power Word Stun 52
Prayer 33
Prismatic Sphere 52
Project Image 52
Protection from Evil (C) 34
Protection from Evil (MU) 53
Protection from Evil 10’ Radius (C) 34
Protection from Evil 10’ radius (MU) 53
Protection from Normal Missiles 53
Purify Food and Drink* 34
Pyrotechnics 53
Quest* 34
Raise Dead* 34
Ray of Enfeeblement 53
Read Languages 53
Read Magic 53
Regenerate* 34
Reincarnate 53
Remove Curse* (C) 34
Remove Curse* (MU) 53
Remove Fear* 34
Repulsion 54
Resist Cold 35
Resist Fire 35
Restoration* 35
Resurrection* 35

Reveal Charm* 35
Reverse Gravity 54
Rope Trick 54
Sanctuary 35
Scare 54
Scribe 54
Secret Chest 54
Shape Change 54
Shatter 54
Shield 54
Shocking Grasp 55
Silence 15’ Radius 35
Simulacrum 55
Sleep 55
Snake Charm 35
Speak with Animals 35
Speak with Creatures 35
Speak with Dead 36
Speak with Plants 36
Spell Resistance 55
Spider Climb 55
Spiritual Weapon 36
Spiritwrath 55
Statue 55
Sticks to Snakes 36
Stinking Cloud 55
Stone Shape 55
Stone Tell 36
Stone to Flesh* 55
Strength 56
Striking 36
Suggestion 56
Summon Aerial Servant 36
Summon Demon 56
Summon Familiar 56
Summon Monster I 57
Summon Monster II 57
Summon Monster III 57
Summon Monster IV 57
Summon Monster V 57
Summon Monster VI 57
Summon Monster VII 57
Symbol (C) 36
Symbol (MU) 58
Telekinesis 58
Teleport 58
Temporal Stasis 58
Time Stop 58
Tiny Hut 59
Tongues* (C) 36
Tongues* (MU) 59
Transmute Rock to Mud 59
Trap the Soul 59
True Seeing (MU) 59
True Seeing* (C) 37
Unseen Servant 59
Vanish 59
Ventriloquism 59
Wall of Fire 59
Wall of Force 59
Wall of Ice 60
Wall of Iron 60
Wall of Stone 60
Water Breathing 60
Web 60
Wind Walk 37
Wish 60
Word of Recall 37
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INDEX OF MONSTERS
Acolyte 88
Aerial Servant 75
Ape, Carnivorous 75
Ape, Chimpanzee 75
Ape, Gorilla 75
Ape, White 75
Baboon 75
Badger, Giant 75
Badger, Normal 75
Barracuda 75
Basilisk 75
Bat, Giant 76
Bat, Normal 76
Bear, Black 76
Bear, Cave 76
Bear, Grizzly 76
Bear, Polar 76
Beaver, Giant 76
Beetle, Fire 76
Beetle, Oil 76
Beetle, Rhinoceros 76
Beetle, Tiger 76
Beholder 77
Berserker 77
Black Pudding 77
Boar 77
Brigand 88
Buccaneer 89
Bugbear 77
Caecilia 77
Carrion Crawler 77
Cat, Lion 78
Cat, Mountain Lion 78
Cat, Panther 78
Cat, Sabre-Tooth Tiger 78
Cat, Tiger 78
Centaur 78
Centipede, Giant 78
Chimera 78
Cockatrice 78
Crab, Giant 78
Crayfish, Giant 78
Crocodile, Giant 79
Crocodile , Large 79
Crocodile, Normal 79
Cyclops 79
Death Knight 79
Dervish 89
Devil Swine 79
Djinni (greater) 80
Djinni (lesser) 79
Doppelgänger 80
Dragons 80
Dragon Turtle 81
Dwarf 81
Eagle, Giant 81
Efreeti (greater)* 82
Efreeti (lesser)* 81
Elemental 82
Elephant 82
Elf 82
Ettin 82
Fish, Catfish 83
Fish, Piranha 82
Fish, Rockfish 83
Frog, Giant 83
Frog, Killer 83
Frog, Poisonous 83

Gargoyle 83
Ghast 83
Ghoul 83
Giant, Cloud 84
Giant, Fire 84
Giant, Frost 83
Giant, Hill 83
Giant, Stone 83
Giant, Storm 84
Gnoll 84
Gnome 84
Goat, Giant 84
Goblin 84
Golem, Amber 85
Golem, Bone 85
Golem, Bronze 85
Golem, Clay 84
Golem, Flesh 84
Golem, Iron 85
Golem, Stone 85
Golem, Wood 85
Gorgon 85
Gray Ooze 85
Green Slime 85
Griffon 85
Halfling 85
Harpy 85
Hawk, Giant 86
Hawk, Normal 86
Hell Hound 86
Hipogriff 86
Hobgoblin 86
Hydra, Sea 86
Hydra 86
Hyena, Giant 86
Invisible Stalker 86
Kobold 86
Lammasu  86
Leech, Giant 87
Lich 87
Living Statue, Crystal 87
Living Statue, Iron 87
Living Statue, Stone 87
Lizard, Draco 87
Lizard, Gecko 87
Lizard, Horned Chameleon 87
Lizard, Tuatara 87
Lizard Man 87
Manticore 88
Mastodon 88
Medusa 88
Merchant 89
Mimic 90
Mind Flayer 90
Minotaur 90
Mummy* 90
Myconid 90
Neanderthal 90
Noble 90
Nomad 89
Normal Man 91
Ochre Jelly 91
Octopus, Giant 91
Ogre 91
Orc 91
Owlbear 91
Pegasus 91
Pteranodon 91

Pterodactyl 91
Purple Worm 92
Rakshasa 92
Rat, Giant 92
Rat, Normal 92
Rhinoceros, Normal 92
Rhinoceros, Woolly 92
Roc, Giant 92
Roc, Large 92
Roc, Small 92
Rock Baboon 92
Rust Monster* 92
Salamander, Flame 93
Salamander, Frost 93
Satyr 93
Scorpion, Giant 93
Sea Dragon 93
Sea Serpent (greater) 93
Sea Serpent (lesser) 93
Shark, Bull 93
Shark, Great White 93
Shark, Mako 93
Skeleton 93
Snake, Giant Rattler 94
Snake, Pit Viper 94
Snake, Rock Python 94
Snake, Sea 94
Snake, Spitting Cobra 94
Spectre 94
Spider, Black Widow 94
Spider, Crab Spider 94
Spider, Tarantella 94
Squid, Giant 94
Stegosaurus 95
Sturgeon 95
Thoul 95
Titanothere 95
Toad, Giant 95
Treant 95
Troll 95
Tyrannosaurus Rex 95
Unicorn 95
Vampire* 95
Weasel, Giant 96
Werebear 88
Wereboar 88
Wererat 88
Weretiger 88
Werewolf 88
Whale, Killer 96
Whale, Narwhal 96
Whale, Sperm 96
Wight* 96
Wolf, Dire 96
Wolf, Normal 96
Wraith* 96
Wyvern 96
Yeti 97
Zombie 97
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INDEX OF MAGIC ITEMS
Amulet of Protection Against Possession 107
Amulet of Protection Against Scrying 107
Bag of Devouring 107
Bag of Holding 107
Book of Foul Corruption 107
Book of Infinite Spells 107
Book of Sublime Holiness 107
Boots of Levitation 107
Boots of Speed 107
Boots of Travelling and Leaping 107
Bowl Commanding Water Elementals 108
Bracers of Armour 107
Brazier Commanding Fire Elementals 108
Broom of Flying 107
Censer Controlling Air Elementals 108
Cloak of Defence 107
Cloak of Fligh 107
Crystal Ball 107
Crystal Ball with Clairaudience 107
Crystal Ball with ESP 107
Crystal Hypnosis Ball 107
Deck of Many Things 107
Displacer Cloak 108
Drums of Panic 108
Drums of Thunder 108
Efreeti Bottle 108
Elven Cloak and Boots 108
Figurine of Wondrous Power 108
Flying Carpet 109
Gauntlets of Ogre Power 109
Girdle of Giant Strength 109
Helm of Alignment Changing 109
Helm of Reading Languages and Magic 109
Helm of Telepathy 109
Helm of Teleportation 109
Horn of Blasting 110
Horn of Valhalla 110
Ioun Stones 110
Iron Flask 110
Libram of Arcane Power 110
Luckstone 110
Medallion of ESP 30’ 110
Medallion of ESP 90’ 110
Mirror of Life Trapping 111
Pearl of Power 111
Potion of Clairaudience 101
Potion of Clairvoyance 101
Potion of Control Animal 101
Potion of Control Dragon 101
Potion of Control Giant 101
Potion of Control Human 101
Potion of Control Plant 101
Potion of Control Undead 101
Potion of Delusion 102
Potion of Diminution 102
Potion of ESP 102
Potion of Fire Resistance 102
Potion of Flying 102
Potion of Gaseous Form 102
Potion of Giant Strength 102
Potion of Growth 102
Potion of Healing 102
Potion of Heroism 102
Potion of Invisibility 102
Potion of Invulnerability 102
Potion of Levitation 102
Potion of Longevity 102
Potion of Poison 102

Potion of Polymorph Self 102
Potion of Speed 102
Potion of Treasure Finding 102
Ring of Control Animal 104
Ring of Control Human 104
Ring of Control Plant 104
Ring of Delusion 104
Ring of Djinni Summoning 104
Ring of Fire Resistance 104
Ring of Invisibility 104
Ring of Protection 104
Ring of Regeneration 104
Ring of Spell Storing 104
Ring of Spell Tuning 104
Ring of Telekinesis 104
Ring of Water Walking 104
Ring of Weakness 104
Ring of Wishes 104
Ring of X-Ray Vision 104
Robe of Blending 111
Robe of Eyes 111
Rod of Cancellation 105
Rope of Climbing 111
Scarab of Chaos 111
Scarab of Death 111
Scarab of Protection 111
Scarab of Rage 111
Snake Staff† 105
Sphere of Annihilation 111
Staff of Commanding*† 105
Staff of Healing† 105
Staff of Power* 105
Staff of Striking*† 105
Staff of Withering† 105
Staff of Wizardry* 105
Stone Controlling Earth Elementals 108
Sword +1, Energy Drain 100
Sword +1, Flames 100
Sword +1, Light 100
Sword +1, Locate Objects 100
Sword +1, Wishes 100
Sword +2, Charm Person 100
Talisman of the Sphere 111
Wand of Cold* 105
Wand of Enemy Detection* 105
Wand of Fear* 105
Wand of Fire Balls* 105
Wand of Illusion* 105
Wand of Lightning Bolts* 105
Wand of Magic Detection* 105
Wand of Metal Detection* 105
Wand of Negation* 105
Wand of Paralization* 105
Wand of Polymorph* 105
Wand of Secret Door Detection* 105
Wand of Trap Detection* 105
War Hammer +3, Dwarven Thrower 101
Well of Many Worlds 111
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S

gate

door trap door in floor

F

trap door in ceiling

C

secret trap door

S

open pit (square)stairs going up

cave entrance

false door one-way door

removed door

open doorway

portcullis

secret door

open archway

double door

locked door

trapped door

covered pit (square)stairs going down

spiral stairs going up

spiral stairs going down

stairs slide trapladder up

ladder down

small/med. statue

large statue

fireplace

fountain

chair

padded chair

illusory wall

pool

tunnel (subterranean)

window

slide

dais

altar

pillar (square)

pillar (round)

trap

trigger

T
revolving door

S

concealed door

magical barrier

B
C

B
C

one-way secret door

one-way concealed door

one-way magical barrier

open pit (round)

covered pit (round)

well (square)

fire pit

well (round)

hole in ceiling

hole in floorbalcony/overhang

lever

rubble

chasm

ditchledge (overhang) boulders

natural steps

sinkhole

depression

elevated ledge

natural chimney stalagmites

stalactites

water (body)

pool

rock wall

natural columns

arrow slit

railing

d

u

u

d

d

u

spiral stairs going up

spiral stairs going down

u

d

stream

waterfall

sludge

natural bridge

geyser

hot spring mold

du

throne

stool

bench

stove

desk

table

bookcase/cupboard

bed

hammock

curtain

chest

cage

cask

sack

F

D

t

ARCHITECTURAL FEATURES

NATURAL FEATURES FURNISHINGS
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Player’s Name

CHARACTER RECORD SHEET

Dungeon Master

Character’s Name Alignment

Class Level

Character Sketch or Symbol

Hit
Points

Armor
Class

ABILITIES: SAVING THROWS:

STRENGTH
adjustment

adjustment

adjustment

adjustment

adjustment

adjustment

INTELLIGENCE

WISDOM

DEXTERITY

CONSTITUTION

CHARISMA

POISON or
DEATH RAY

MAGIC WAND

TURN TO STONE or
PARALYSIS

DRAGON BREATH

SPELLS or
MAGIC STAFF

SPECIAL ABILITIES

SPECIAL  SKILLS: Spells, Thief’s abilities, Cleric’s turning, etc.

“TO HIT” ROLL

NEEDED

AC: 9 8 7 6 5 4 3 2 1 0

©1980 TSR Games



EQUIPMENT CARRIED

OTHER  NOTES  including places explored, people & monsters met

MAGIC  ITEMS NORMAL  ITEMS

MONEY  and  TREASURE

Needed for next level:

EXPERIENCE
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