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Compatible

This rulebook is OSR Compatible and can be used with any old school RPG or modern clones. It was designed with the
advanced version of the game in mind but with minimal changes can be used with original or classic rules or their clones.

Encounters are listed in the following format:

Orcs (4) - AC 6, Move 9, HD 1, THACO 19, Attack 1 longsword (1d8), Size M, Morale 12, XP 15

Armor Class is given descending values. An unarmored character is AC 10 and chainmail gives AC 5.
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Foreword

I was introduced to role-playing through video games. Early PC titles like Ultima, Wizardry, and Might & Magic brought me into
fantastical worlds where monsters lurked in every wire frame dungeon waiting to kill your faceless avatars who sought fantastic,
randomly generated treasure. I made my own maps, poorly scribbled on graph paper, complete with locations of traps, merchants,
and ambushes. I named my characters after friends and family — their victories and failures felt like my own. With every death or
secret trove discovered, I felt like I had accomplished something. No play session, whether five minutes or five hours, went without
its pleasant (or not) surprises.

Unwittingly I was being prepared for a richer and more in depth experience that transcended the digital world. I remember
checking out the 2™ Edition Advanced rules at my local library. I knew a little about the license from video games but nothing could
prepare me for the wealth of opportunities within those books.

Cracking open the original 1989 player’s guide, the first illustration you're drawn to is a full-page oil painting by Larry Elmore.
Entitled “Dragon slayers, and proud of it!” the painting depicts five adventurers triumphantly posing before the body of a very
young green dragon dangling from a tree as a fisherman would present his prized catch. A small wooden box at their feet held gold
coins, a few glittering gems poking out here and there. The adventurers weren’t wearing ridiculously exaggerated armor, bikini-mail
with bare midriffs and massive cleavage, or wielding fifty-foot long paper-thin swords. Our heroes were a lightly armored elf archer,
a cleric with a hammer and a holy symbol etched on his belt buckle, a massive bearded warrior with rusty chain mail, a smaller raven
haired female warrior, and a mysterious looking magic user cloaked in red.

To me, this picture is how I imagine the quintessential adventurers. These allies had braved some distant lair, defeated a mighty
monster (as even newborn dragons are not to be trifled with), collected a modest treasure, and escaped with treasure (and a few
scars) that tell entire stories. These heroes were the invisible men and women I created in my fantasy video games. I knew that I held
in my hand a gateway into majestic worlds yet to be told and I quickly met many people whose vision we all shared. These dragon
slayers have made a hobbyist out of me and I'm proud of it.

Justen Brown



Editor’s Foreword

“Wow!” That’s the sound that I make every time I think about the last year and a half that I labored on this massive compendium of
rules and suggestions. Since February of 2010, For Gold & Glory™ has consumed most of my spare time. Though I have done smaller
projects in recent years, I haven’t been this consumed by a game system since I published my own OGL inspired Mutazoids3e back
in 2003. While that project used the (then) new open gaming system and a post apocalyptic setting, as you know by now, FG&G™
uses the open gaming license to simulate old school rules in a straight fantasy setting. I felt as if I had come home to a much more
familiar territory.

Even though I didn’t know it at the time, my first gaming experiences were in hybrid games. Thirty years later, I can now see how
my first GM had intricately woven rules from the (then) new, “Advanced” version of the game with his favorite house rules pulled
from the “Basic” games that came before it and the now infamous RPG magazines of the day: the Dragon, Dungeon, Polyhedron,
etc.

For Gold & Glory™ pays homage to this hybrid style of gaming. My primary concern when I took over as editor of FG&G™
was to lay nothing less than a solid, old school foundation similar in style to the second “Advanced” version of the game. My
next concern then became to fix any obvious errors and fill in any obviously missing rules. Whenever possible, the most official
sources (such as erratum, official second edition handbooks, “Dispel Illusion”, and www.d20srd.org) were consulted. Next, either

the first “Advanced” version or even one of the “Basic” versions was consulted. If no official source could be found, unofficial
sources, such as “Sage Advice” was checked, and finally if no source of information could be found, I would consult the forums at
www.dragonsfoot.com and attempt to form a consensus. Justen and I dropped sections of his original manuscript, other sections
previously considered optional were added, and all sections were completely reworked. I attempted to leave stubs in place for many
of the optional rules that have not yet been devised. While my stepson Warren and others found several issues in the core, Adam
was of utmost assistance when working with the spells. He devoured them, and researched dozens of issues I never would have
considered. Lessons learned while working on spells paid off while working on magical items. Dan came on to the project at this
time, checked over the magical items, corrected my punctuation over the entire document, and forced me to be more careful with my
run-on sentences.

This book is the result. Despite its size, I certainly don’t think it’s perfect or complete. I also don’t think everyone will agree with
every decision that Justen or I made. Even so, I am rather pleased with it, not because it represents the way you or I actually play the
game, but because it lays a solid foundation for either of us to turn it into the game we will love to play.

Moses Wildermuth
July 12, 2012

PS—Always remember that magic is not an exact science but any sufficiently advanced science is indistinguishable from magic, and
never forget that it’s only a game- HawkWolf



Chapter 0

INTRODUCTION

INTRODUCTION TO THE GAME

In 1974, E. Gary Gygax and Dave Arneson created the rules to
the world’s first published Role Playing Game. Combining im-
provisational character acting with modified war-gaming rules
to support single players, “The Fantasy Medieval War game” be-
came a major success among tabletop gamers and young adults
alike. Gygax continued to expand on his original concept and in
1977 he released the first edition “Advanced” rules based on the
original TEMW.

Gygax billed his new rules as “neither an expansion nor a
revision of the old game, it is a new game”. For ten years the
Advanced product line remained strong, seeing many published
adventures, a monthly magazine, and supplemental material that
expanded the rules. Having left the company, TSR built upon Gy-
gax’s Advanced line to create a “2™ Edition” in 1989 designed by
David “Zeb” Cook and developed by Steve Winter and Jon Pick-
ens.

For Gold & Glory™ is an Open Game License interpretation of
Zeb Cook’s 2™ Edition rules. All material contained within is free
for use, distribution, copying, and updating within the confines
of the OGL. The rules remain mostly intact but the descriptions
have changed for the sake of brevity, clarity, and ease of reference.
For Gold & Glory gives role players a complete reference to 2™
Edition “core material” and allows publishers to release original

or new material using 2™ Edition rules.

WHAT IS A ROLE-PLAYING GAME?

A role playing game combines the rules aspects of a board game
with the free form acting found in traditional role-play. Play-
ers assume the role of intrepid heroes (or dastardly villains) and
their interactions with the world they live in. Players act as their
avatars would with a fictional background and personality.

What separates role-playing from all other games is the vari-
able nature. Heroes win and lose as the result of good planning,
experience, and sharp skills or lack thereof. However, just like
real life, circumstances can get the better of you as events can
sway in either direction at the drop of a hat (or dice, in the game’s
case).

The players shape the world and the Game Master creates the
world. The rules remain the same, but unlike most games the
playing field constantly changes. Role-playing is unique because
every choice has a reaction. Sometimes it’s blatant but often sub-
tle. You can play the game for years and never recreate the same
experience twice.

THE GOLDEN RULE

Have fun. Role-playing is a shared experience that relies on the
teamwork of everyone at the table. If people aren’t having fun
then the problem needs to be identified quickly, whether it’s a

problem player or noticeable distraction. If a single person is ru-
ining the enjoyment for everyone else, they should be politely
notified of their behavior and the situation corrected without de-
tracting from the game. Arguments naturally devolve from inter-
pretations of the rules but regardless of any situation the GM has
the final say in all matters. The only important thing at the table
is the game and the enjoyment of everyone.

A WORD ON METAGAMING

Metagaming is a term referring to a character that has knowledge
that only the player could obtain. This is usually knowledge re-
garding monsters, spells, or item functions. The challenge of role-
playing is feigning ignorance. Players are discouraged from act-
ing upon knowledge their characters wouldn’t have. Remember
that FG&EG™ is a game of high fantasy and magic where literally
anything is possible from exploring the stars to time travel. This
is a game where gods can walk the earth...or not. The GM is
“God” but should be impartial in his rulings.

REQUIRED MATERIALS

To play this game you need a player willing to be the Game
Master (GM) and at least one player to run a character. The
Game Master creates and runs the world while the players cre-
ate characters to experience the world. Four to five characters are
optimal—the more players, the slower the game plays. In addi-
tion to a copy of this rule set you'll also need some paper, graph-
ing paper for maps although combat relies very little on exact
placement, some miniatures or character markers if you prefer,
pencils, and a set of funny dice (d4, d6, d8, d10, d12, and d20).

CORE MECHANIC

The basis on which the game runs is “If it’s not covered by the
rules, roll d20 and add or subtract modifiers.” There are numer-
ous situations that cannot be covered in a single document. In
cases where an action seems probable, a player is encouraged to
roll a d20; high numbers favor their character. Positive modifiers
can be applied for easy situations such as masterwork tools and
negative modifiers can be applied for difficult situations such as
poor visibility. As a rule of thumb, situational modifiers should
be applied in even numbers such as —2 (—10%) or +4 (+20%).
The higher the bonus means the easier the task and vice versa for
penalties.

A NOTE ABOUT PRONOUNS

The male pronoun (he, him, his) is used regularly throughout this
document for ease of use. It does not reflect gender exclusivity.
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AN EXAMPLE OF PLAY

This example is to ease new players into how a typical game of
For Gold & Glory™ is played. A fighter, ranger, thief, and wizard
(the four players) have been tasked by a nearby village to clear
out the evil infesting a nearby moat house. The PCs easily dis-
patched the giant frogs that ambushed them in the marshes and
are now approaching the ruined drawbridge.

GM: Wiping the frog blood from your weapons, you approach
a drawbridge. Half of it has been battered through and the holes
patched with wooden planks, the wood having long rotten. The
chains have fallen and are completely rusted.

Wizard: I'm not setting foot on that!

Thief: Let me prod it with my 10 pole!

Fighter: Forget it. I'm the heaviest. Attach this rope around my
waist, hand it to Ranger, and walk across testing each plank.

Ranger: A sound plan.

GM: The wood has rotted but it holds up easily under your
weight. The rest of the party crosses with no problems. Before
you are massive wooden doors serving as gates — one hanging
open on a great hinge and the other is splintered and shored
closed from the inside. Boot prints are visible leading out from
the gates.

Thief: Where there are tracks, there’s bound to be treasure.

Ranger: Or, more accurately, trouble. Fighter, cover me. Stoop-
ing low, I follow the tracks in. What do I see?

GM: (Secretly rolls dice. He determines that two brigands
keeping watch spot the party and stealthily run off to warn their
leader.) The tracks lead into a ruined courtyard. Great stone steps
lead up to the moat house’s main keep, the large oak doors rot-
ten and ajar. The remains of a watchtower looms behind you, its
wooden doors closed.

Ranger: About how many tracks are there? (Ranger rolls a skill
check for his tracking ability)

GM: Six or seven distinct tracks. It’s hard to tell because the
tracks slide about on the wet surface. Two tracks are fresh,
though, only a minute or two old.

Ranger: Weapons out, everyone. Proceed in formation to the
keep.
Wizard: 1don’t like being out in the open. I cast shield on my-

self. What do we hear?

GM: Aside from your own chanting, strange sounds from in-
side the keep echo out and reverberate along the walls.

Thief: Hmm, that watchtower shouldn’t go unchecked. I peek
inside.
Ranger: Hey! Stay in formation!

GM: Creeping over to the doors, you push them open. A few
bones are scattered among the dirt but the gleam of many coins
catches your eye.

Thief: Jackpot! I rush in and scoop up some coins.

Fighter: Stop you idiot!

GM: Thief runs in with his coin purse open ready to snatch up
some gold. There’s a hissing sound and a rush of air as a huge
spider, the size of a bull mastiff, drops down. (Rolls d6 to see if

Thief is surprised on a 1-5 - GM rolls a 6 meaning Thief isn’t sur-
prised.) Your keen senses are enough to keep you alert but the
spider presses in to attack.

Thief: Help me!
Wizard: Argh! I hate spiders!!
Fighter: Attack!

GM: Hold it, I'm not done yet. As the spider drops down
you guys immediately hear multiple footsteps echo out the keep.
Eight rough and tumble men wearing studded leather armor and
wielding flails come rushing out followed by a larger, meaner
looking man wearing chain armor, a shield, and wielding a long
sword. He speaks “More adventurers?! Your heads will line my
trophy wall, Haha!”

Ranger:
Charge!!

I'll see to it this land is cleansed of your evil, brigand!

The game continues as the PCs fight out this encounter.
Thief is in a bad spot, fighting a huge spider alone, but he could
gain the advantage by striking first. The other three PCs must
contend with triple their numbers but Fighter and Ranger can
hold their own in melee, the brigands are poorly equipped, and
Wizard can cast sleep which may be the key to winning the battle.

The events could’ve been different depending on the party’s
actions. The two brigands standing watch could’ve been sur-
prised and likely would have run off screaming or surrendered.
The PCs could’ve investigated the watchtower first, fighting the
spider alone and likely making quick work of it. The brigand
leader, a coward at heart, could’ve ordered a retreat while taking
with all their treasure with them but instead he pressed on after
seeing the party was only three strong (he can’t see Thief who is
in the watchtower).

Every game is different and the party’s actions shape the
world around them. This is the key to good roleplaying.

GLOSSARY

Ability: One of six attributes that determine the basic strong
points and weak points of a character. These attributes
are strength, dexterity, constitution, intelligence, wisdom, and
charisma.

Ability Check: A roll of 1d20, plus modifiers, against a relevant
ability score. If the result is equal to or less than your character’s
ability score the action succeeds. As a general rule, any action not
covered by the rules should be handled with an ability check. For
example, use a dexterity check to swing off a chandelier or an in-
telligence check to navigate a difficult maze. The GM may apply
penalties based on the situation such as —8 for a fighter trying to
pick alock (—2 for not having tools and —6 for not being a trained
thief). If an action takes longer than a few seconds, assume a per-
son can perform that action on a successful check for one round
(one minute) before having to re-roll.

Alignment: Reflects the characters attitude and personality.
Alignment is a guideline, not an all-encompassing rule. A good
character may lie to protect an innocent ally, while an evil per-
son’s lie is likely to be entirely self-serving and harmful.

Armor Class (“AC”): The defensive rating of a character, or
how difficult they are to hit. AC begins at base 10 (unarmored,
no modifiers) and caps at —10 (highest armor value regardless
of modifiers). Penalties increase AC and bonuses reduce it. AC
is an abstraction; failing to hit an opponent’s AC doesn’t neces-
sarily mean a miss’ but rather the weapon scraped across armor
harmlessly, or the blow was deflected.
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Attack Roll: 1d20 plus modifiers. Any bonus “to hit” is added
to the attack roll. The attack roll is cross-referenced with THACO
to determine a successful hit.

Common: The generic, universal language that all player char-
acters know how to speak, read, and write. Often, all civilized
races and societies that interact with one another share this lan-
guage.

Creature: A collective term for PCs and NPCs. Sometimes used
interchangeably with “character” or “monster”.

d#: Abbreviation for die or dice. By itself, it means a single die
while a number preceding indicates the number of die or dice to
roll (E.G. 3d6 means roll three sets of six dice).

d3: Roll 1d6; a result of 1-2 is considered a 1, 3-4 is considered a
2, and 5-6 is considered a 3.

d100 or d%: Either an actual 100 sided dice or roll 2d10 and de-
note which is the 10s die and which is the 1s die. A roll of 10 on
either die is considered a 0. Rolling two 0s is equal to 100.

Damage: The effect of a successful attack subtracted from a
creature’s hit points.

Demi-human: Any non-human player character race.

Dual-class Character: A human who stops advancing in their
current class to advance in another. Demi-humans cannot dual
class.

Effective Area: The area in which a device, creature or charac-
ter’s power works. Unless stated otherwise, all creatures caught
in the area are subject to the effects, regardless of disposition.

Energy drain: A special power that allows a creature to drain
the life energy in the form of class levels from a character.

Experience points (“XP”): Points characters earn from the GM.
When XP reaches a certain level, their character advances learn-
ing new abilities and becoming more powerful.

Game Master (“GM”): The player who controls the flow of the
game, creates encounters, and adjudicates the rules.

Henchman: Non-player character that is loyal to a specific PC.
The PC in question usually controls the henchman’s actions but
is expected to treat the henchman fairly. In cases of abuse, a
henchman should be role-played by the GM. The total number
of henchmen a PC can ever have is based on the PC’s charisma
score.

Hireling: Non-player characters hired for a particular task and
that usually stay under control of the GM. Hirelings are loyal, so
long as the pay is good, and the job in question isn’t against their
nature.

Hit dice: Dice rolled to determine a character’s hit points. After
a certain level, hit dice are no longer obtained. Hit point mod-
ifiers gained from constitution are only added to hit dice, never
levels.

Hit points (“HP”): A number representing the overall health of
a character. Hit points are an abstraction; higher-level characters
are capable of shrugging off blows that would have killed weaker
characters. An attack that deals 1 HP against a creature with 2 HP
is a vicious blow but the same attack against a creature with 20
HP is hardly a scratch.

Infravision: The ability to see in non-magical darkness. Infrav-
ision is black and white only; color must be discerned in natural
light.

Initiative: A 1d10 roll made by opposing parties in combat.
Lower initiatives go before higher initiatives. All actions a party

makes happen simultaneously before proceeding to the next
party in the initiative order.

Level: Generally used as a measure of power for characters,
gzlungeons, or spells. The higher the level, the stronger the aspect
is.

Melee: Combat made through direct contact, either through
natural or manufactured weapons.

Missile combat: Attacking using a ranged weapon, either pow-
ered by a weapon or thrown.

Movement Value/Speed (“MV”): A number representing the
distance a character can cover in a single round. Movement
value (or sometimes referred to as speed’) is represented in miles,
yards, or feet depending on whether the characters are traveling
overland, exploring open terrain, navigating enclosed areas, or
fighting.

Multi-class character: A demi-human with more than one
class. Humans cannot multi-class.

Non-player Character (“NPC”):
the GM.

Object: Any inanimate, unintelligent item, organic or not.
Some objects are magically intelligent and can be treated as crea-
tures.

All characters controlled by

Race: A player character’s species. These include human, elf,
half-elf, dwarf, halfling, and gnome.

Rate of fire (“ROF”): The number of times a ranged weapon
can be used to attack, represented as (# of attacks)/(per round).
An ROF of 3/1 means three attacks per round. An ROF of 1/2
means one attack every other round.

Round: Measurement of in-game time equal to 1 minute. In
combat, characters can generally perform one action. Rounds are
an abstraction and in combat encompass more than simple at-
tacking and moving. Attackers feint, dodge blows, and move
into favorable positions.

Saving Throw: A character’s ability to resist the effects of spe-
cial attacks such as magic, poison, or a dragon’s breath. Success
is determined by rolling 1d20 and meeting or beating the char-
acter’s modified save. Penalties increase saving throws, while
bonuses decrease it.

Size Category: All creatures have a size category that can affect
the type of equipment they need, the amount of damage done to
them and the types of spells cast against them. Most humanoids
are man-sized, thus equipment is sized for them.

Size Examples

Tiny-sized or smaller Pixie, frog
Small-sized Halfling, large spider
Man-sized Human, riding dog
Large-sized Ogre, bear
Huge-sized Giant, behir

Gigantic-sized Titan, tarrasque

Surprise: The chance a party may be surprised before an en-
counter. When two or more parties may be surprised, the GM
rolls a surprise check of 1d10. On a 1-3, that character or group is
surprised. It’s possible for all parties to be surprised at the same
time.

To Hit A Combat Opponent (“THACO”): This number repre-
sents a character’s ability to successfully hit a target. Subtract the
defender’s AC from the attacker’s THACO - the attack roll must
equal or exceed this modified number in order to successfully hit.
Remember that double negatives (subtracting a negative from a
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positive) add to the number, making it more difficult to hit.

Bonuses to hit decrease THACO and penalties increase it. Un-
der no circumstances can THACO be reduced below 1. If a bonus
would reduce it below 1, discard the remainder.

Turn: Measurement of in-game time equal to 10 minutes.

Turn Undead: The magical ability to channel divine power to
turn away or destroy undead.

CHARACTER GENERATION BASICS

To create a character to play in For Gold & Glory™, read through
Chapters 1-6. These cover all aspects of the player character. If
there’s a term you don’t understand, check the glossary or keep
reading. Some terms are explained in more detail during later
chapters.

You'll keep your character recorded on a sheet of paper. Some
people prefer fancy, pre-made character sheets but a simple index
card or lined notebook paper will do.

Chapter 1: Roll Ability Scores

Your character’s six ability scores are his “backbone” and deter-
mine his strong points and weak points.

Chapter 2: Choose Race

Each race has its own advantages and disadvantages, special abil-
ities, and movement value.
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Chapter 3: Choose Class

Your character’s class is like his job. Class determines combat
skills (THACO), health (hit points), endurance (saving throws),
and special abilities like stealth or magic.

Chapter 4: Choose Alignment

Your character’s alignment is his moral compass, or complete
lack thereof, that influences his personality and choices. Align-
ment isn’t a straight jacket that limits role-play but rather a tool
to help guide the decisions you make for your character.

Chapter 5 & 6: Choose Skills

This is where your character’s previous life experience and train-
ing shape a future hero, and you determine his favored or signa-
ture weapon(s) and other attack methods that he employs in bat-
tle. If your character is a single class fighter, he will now gain his
greatest advantages over the other classes, with the most number
of options and interesting combinations. This is due to a single
class fighter’s uniquely singular focus on combat.

Chapter 7: Purchase Equipment

With your character finished, it’s time to outfit him. His starting
gear could spell the difference between life and death, so choose
affordable equipment that will help your character survive long
enough to collect more treasure and find better gear.
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ABILITY SCORES

All characters are represented by six ability scores; three phys-
ical and three mental. The method for generating ability scores is
determined by the GM.

Method I - Traditional: Roll 3d6 in order of attributes: strength,
dexterity, constitution, intelligence, wisdom, and charisma.

Method II - Contemporary: Roll 4d6 six times, dropping the
lowest number, and assign as the player chooses.

Method III - New Age:
player chooses.

Roll 4d4 + 2 six times and assign as the

Method IV - Points System: Characters have 60 + 4d4 points to
assign to their abilities (minimum 3 and maximum 18). Each 10%
of exceptional strength costs 1 point.

Human characters will typically have a score between 3—
18 with 9-11 being the typical average. Non-human races have
ability requirements; if the ability scores do not meet the require-
ment, the character cannot be that race. A starting character
won’t have a single ability score above 18 with the exception of
racial bonuses or exceptional strength provided the character is a

Table 1.1:

Melee Attack Damage Modi-

warrior.

STRENGTH

Strength (Str) represents raw muscle mass and is the most impor-
tant ability score for warriors. A warrior with strength of 18 can
roll a d% for exceptional strength. An 18/61 is stronger than an
18/35.

Melee Attack Modifier: Modifies the character’s ability to hit
with a melee weapon or bow. Refer to Weapons and Armor:
Bows, for more information.

Damage Modifier: This bonus is applied to the damage of
melee weapons, hurled weapons, and bows, but never cross-
bows. Refer to Weapons and Armor: Bows, for more information.

Non-Encumbered: How much weight a character can carry on
his person without feeling the effects of encumbrance (Refer to
Encumbrance).

Max Weight: The maximum amount of weight the character
can carry on his person. If a character carries more weight than
they’re allowed, they cannot move or act.

Strength
Bend Bars/Lift

Ability Score Modifier fier Non-Encum Max Weight Force Doors Portcullis
1 =5 —4 3 1 0%
2 -3 -2 1 5 1 0%
3 -3 =1 5 10 2 0%
4-5 -2 -1 10 20 3 0%
6-7 -1 0 20 55 4 0%
8-9 0 0 35 90 5 1%
10-11 0 0 40 115 6 2%
12-13 0 0 45 135 7 4%
14-15 0 0 55 165 8 7%
16 0 +1 70 180 9 10%
17 +1 +1 85 220 10 13%
18 +1 +2 110 255 11 16%
18/01-50 +1 +3 135 280 12 20%
18/51-75 +2 +3 160 315 13 25%
18/76-90 +2 +4 185 330 14 30%
18/91-99 +2 +5 235 380 15(3) 35%
18/00 +3 +6 335 480 16(6) 40%
19 +3 +7 485 640 16(8) 50%
20 +3 +8 535 700 17(10) 60%
21 +4 +9 635 810 17(12) 70%
22 +4 +10 785 970 18(14) 80%
23 +5 +11 935 1,130 18(16) 90%
24 +6 +12 1,235 1,440 19(17) 95%
25 +7 +14 1,535 1,750 19(18) 99%
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Force Doors: The chance to force open a large or stuck door on
a roll of 1d20. If the number is equal to or less than the number
the door is forced open. Each attempt takes an amount of time
determined by the GM and creates considerable noise. The num-
ber in parentheses is the chance to force open a locked (magical
or mundane) or barred door. Retrying a failed roll is not possible.

Bend Bars/Lift Portcullis: The chance to physically bend strong
metal bars or lift a heavy portcullis. Retrying a failed roll is not
possible.

Bonuses and Penalties to Exceptional Strength Scores: If a
character with exceptional strength receives a bonus or penalty
to his strength score, whether permanent or temporary, from a
spell, magic item or some other magical means, each point of
bonus or penalty equates to one category increase or decrease in
the character’s exceptional strength, placing them in the middle
of the next lowest or highest category. This does not include racial
modifiers for strength given while the character is created.

For each +1 bonus or —1 penalty, the results for exceptional
strength are shown here: 18/01-50 will rise to 18/64 or drop to
standard 18; 18/51-75 will rise to 18/83 or drop to 18/25; 18 /76—
90 will rise to 18/95 or drop to 18/64; 18/91-99 will rise to 18/00
or drop to 18/83; and 18/00 will rise to 19 or drop to 18/95.

DEXTERITY

Dexterity (Dex) represents reflexes and hand eye coordination. It
is the most important ability score for rogues.

Surprise Modifier: Modifier added to your character’s surprise
roll. This bonus is also applied to saving throws vs. attacks
that can be avoided by quick movement like fireballs and breath
weapons.

Table 1.2: Dexterity

Ability Surprise Missile Attack AC Modi-
Score Modifer Modifier fier
1 —6 —6 +5
2 —4 —4 +5
3 -3 -3 +4
4 -2 -2 +3
5 =1l =1 +2
6 0 0 +1
7-14 0 0 0
15 0 0 -1
16 +1 +1 =2
17 +2 +2 -3
18 +2 +2 —4
19 +3 +3 —4
20 +3 +3 —4
21 +4 +4 -5
22 +4 +4 -5
23 +4 +4 -5
24 35 +5 —6
25 +5 +5 —6
Missile Attack Modifier: Modifies the attack roll for all ranged

attacks, and reduces the penalties for two-weapon attacks.

AC Modifier: Modifies the character’s AC. A beneficial modi-
fier can be ignored in cases where character’s cannot react to a
situation such as when surprised, prone, paralyzed, sleeping or
tied up. A positive number is a penalty and a negative number is
a bonus whenever calculating AC.

CONSTITUTION

Constitution (Con) represents a character’s physical endurance
and is important to all classes. A character’s base constitution is
also the maximum number of times they can be resurrected.

Table 1.3: Constitution

Resurrection

Ability Score HP Modifier System Shock Chance Poison Resistance Regeneration
1 =3 25% 30% =2 N/A

2 —2 30% 35% -1 N/A

3 =2 35% 40% 0 N/A

4 -1 40% 45% 0 N/A

5 -1 45% 50% 0 N/A

6 -1 50% 55% 0 N/A

7 0 55% 60% 0 N/A

8 0 60% 65% 0 N/A

9 0 65% 70% 0 N/A

10 0 70% 75% 0 N/A

11 0 75% 80% 0 N/A

12 0 80% 85% 0 N/A

13 0 85% 90% 0 N/A

14 0 88% 92% 0 N/A

15 +1 90% 94% 0 N/A

16 +2* 95% 96% 0 N/A

17 +3 97% 98% 0 N/A

18 +4 99% 100% 0 N/A

19 +5 99% 100% +1 N/A

20 +5%* 99% 100% +1 1/6 turns
21 +6*%* 99% 100% +2 1/5 turns
22 +61* 99% 100% +2 1/4 turns
23 +61** 99% 100% +3 1/3 turns
24 7 99% 100% +3 1/2 turns
25 7 100% 100% +4 1/1 turn

*Maximum HP bonus for non-warrior classes regardless of actual constitution score.

**1s rolled for hit dice are considered 2.
***1s and 2s rolled for hit dice are considered 3.
****]g, 23, and 3s rolled for hit dice are considered 4s.
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Table 1.4: Intelligence

Languages

Ability Score Known Max Spell Level Max Number Learn Spell Ilusion Immunity

1 0 0 0 0% -

2-8 1 0 0 0% _

9 2 4th 6 35% -

10 2 5th 7 40% -

11 2 5th 7 45% -

12 3 6t 7 50% -

13 3 6th 9 55% -

14 4 7th 9 60% -

15 4 7th 11 65% -

16 5 gth 11 70% -

17 6 gth 14 75% -

18 7 gth 18 85% -

19 8 gth 24 95% 1%t level Illusions

20 9 gth 30 96% 2" Level Illusions

21 10 gth 30 97% 3" Level Ilusions

22 11 oth 30 98% 4" Level Tllusions

23 12 gth 30 99% 5% Level Tllusions

24 15 oth 30 100% 6™ Level Illusions

25 20 gth 30 100% 7 Level Illusions
HP Modifier: Modifies the hit die rolled to determine HP. Re- Max Number: The maximum number of spells per spell level

gardless of modifiers, the hit dice always yield at least 1 HP (treat
anything less than 0 as 1). A character may gain extra HP if
their constitution changes, by multiplying the new value with the
character’s current hit dice and adding if their new constitution
is higher or subtracting it if their new constitution is lower. For
example, an 11" level fighter who goes from 17 constitution to
18 would gain 9 hit points (1 x 9 hit dice), but if he went down
to 16 constitution he would lose 9 hit points. It is possible to die
through hit point loss as a result of reduced constitution.

System Shock: Modifies a character’s chance to survive against
magical changes to their body such as petrification and poly-
morph. If the character fails a system shock check when they
return to their original form they die.

Resurrection Chance: Defines a character’s chance to survive
resurrection. If the character fails they can no longer be raised short
of divine intervention.

Poison Resistance: Modifies a character’s bonus to saving
throws vs. poison. Dwarves and halflings do not benefit from
this.

Regeneration: Characters with exceptionally high constitution
regenerate hit points at a rate equal to 1 per number of turns listed
after the slash. Regeneration is a supernatural ability. Acid and
fire damage cannot be regenerated and must be healed naturally
or magically.

INTELLIGENCE

Intelligence (Int) represents a character’s cognitive reasoning and
thought. It is the most important ability score for wizards.

Languages Known: All player character races know how to
speak, and if the GM allows, read and write, common. Demi-
humans can also speak, read and write their native languages.
This indicates the number of extra languages a character can
learn. If the character’s intelligence is 1, he only communicates
through grunts and gestures.

Max Spell Level: The highest spell level a wizard with this in-
telligence score can cast.

that a wizard may learn. For mortals, 30 per spell level is the
maximum, but beings of demigod or higher status, with an intel-
ligence of 21+, have no upper limit to the number of spells they
may learn.

Learn Spell: If this roll fails, the wizard cannot retry until gain-
ing an experience level.

Illusion Immunity: Indicates the cumulative power of magical

illusions a character is immune to. Illusions have no effect on
characters with high intelligence and they recognize and disbe-
lieve them as soon as they see them.
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Table 1.5: Wisdom
Mental Defense

Ability Score Modifier Bonus Spells  Spell Failure Spell Inmunity

1 —6 0 80% =

2 —4 0 60% -

3 -3 0 50% =

4 —2 0 45% -

5 =1 0 40% =

6 -1 0 35% -

7 =1 0 30% =

8 0 0 25% -

9 0 0 20% =

10 0 0 15% -

11 0 0 10% =

12 0 0 5% -

13 0 1% 0% =

14 0 18t 0% -

15 +1 e 0% =

16 +2 ond 0% -

17 +3 3 0% =

18 +4 4th 0% -

19 +4 1%t 4th 0% Cause Fear, Charm, Command, Friends, Hypnotism

20 +4 ond 4th 0% Forget, Hold Person, Ray of Enfeeblement, Scare

21 +4 3rd s5th 0% Fear

22 +4 4t 5th 0% Charm Monster, Confusion, Emotion, Fumble, Suggestion

23 +4 5th 5th 0% Chaos, Feeble mind, Hold Monster, Magic Jar, Quest

24 +4 6t 6 0% Geas, Mass Suggestion, Rod of Rulership

25 +4 eth 7t 0% Antipathy/Sympathy, Death Spell, Mass Charm
WISDOM Loyalty Modifier: Modifies a henchman’s loyalty to the charac-

ter.

Wisdom (Wis) represents a character’s will power, comprehen-

sion, and common sense. It is the most important ability score Reaction Modifier: Modifies random reaction rolls during an

P . encounter.
or priests.
Mental Defense Modifier: Modifies a character’s saving throw .. M Table 1.6: Cﬁ1arislrtna Reacti
. spell effects that affect the mind such as charm and fear. Ly amum oYy A
Vvs. spe Score Henchmen Modifier Modifier
Bonus Spells: Allows additional spells per day to be castbya 1 0 -8 -7
priest only. Each entry in the block grants the priest one bonus 2 1 -7 —6
spell per listed spell level. The effects are cumulative. i % _g _Z
Spell Failure: The chance a priest’s spell may fail when cast. 5 2 —4 =3
6 2 -3 —2
Spell Immunity: Character’s with high wisdom are immuneto 7 g —92 -1
all the effects given in this list. The effects are cumulative. 8 3 -1 0
9-11 4 0 0
CHARISMA 13 : 0 %

. p . 14 6 +1 +2
Charisma (Cha) represents a character’s personal magnetismand ~ ; 5 7 43 43
presence. It becomes important whenever any character expect to 16 8 +4 +5
deal with NPCs. Charisma does not necessarily represent phys- 17 10 +6 +6
ical appearance, although this may play a role. A horrific mon- g 15 +8 +7
ster could have a high charisma, commanding fear through his 19 20 +10 +8
appearance. A beautiful princess could have a low charisma be- 20 25 +12 +9
cause she’s shy and introverted. 21 30 +14 +10

] 22 35 +16 +11
Maximum Henchmen: The number of NPCs that may act as 73 40 +18 +12
permanent retainers to the character. This has no effect on 24 45 +20 +13
hirelings. 25 50 +20 +14
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Chapter 2

PLAYER CHARACTER RACES

All player characters are members of one of six fantasy races
including human. Each race possesses advantages and disad-
vantages as well as advancement restrictions and ability require-
ments. The description for each race is a general description.
Players should not feel bound by the assumptions made in a
race’s description.

ABILITY SCORE REQUIREMENTS

All non-human or demi-human races have ability score require-
ments and maximum limits. In order for a character to qualify
for the race they must meet the base requirement on their ability
score rolls. If the base score is below or above the requirement,
the character does not qualify for the race.

Table 2.1: Demi-human Ability Score Requirements
Half-

Ability Dwarf EIf Gnome ¢ Halfling
Strength 8/18 3/18 6/18 3/18 7/18%
Dexterity 2/17  6/19 3/18 6/18 7/19
Constitution 11/19 7/18 8/18 6/18 10/18
Intelligence 3/18  8/18 6/19 4/18 6/18
Wisdom 3/18 3/18 2/18 3/18 3/17
Charisma 3/17  8/18 3/18 3/18 3/18

*Halfling fighters do not gain exceptional strength.

ABILITY SCORE ADJUSTMENTS

Demi-humans have racial modifiers to their base ability scores.
Even if the adjusted score puts a character below or above their
requirement, the player does not have to select a new race. These
adjustments could possibly reduce a score as low as 2 or increase
it as high as 19.

Table 2.2: Racial Ability Score Adjustments

Race Adjustments
Dwarf +1 Con, —1 Dex
Elf +1 Dex, —1 Con
Gnome +1 Int, —1 Wis
Halfling +1 Dex, —1 Str

CLASS RESTRICTIONS AND CLASS LEVEL LIM-
ITS

Demi-humans are restricted in what class they may choose and
their maximum level. This reflects the natural tendencies of a
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demi-human race and their additional powers. Humans can

choose any class and advance to any level.

Table 2.3: Racial Class Restriction
Half-

Class Human Dwarf EIf Gnome Elf ling
Bard U No No No U No
Cleric 18] 10 12 9 14 8
Druid U No No No 9 No
Fighter 18] 15 12 11 14 9
Illusionist U No No 15 No No
Mage U No 15 No 12 No
Paladin U No No No No No
Ranger U No 15 No 16 No
Thief U 12 12 13 12 15

U Unrestricted advancement.
No This race can never advance in the class.

LANGUAGES

Demi-humans begin play knowing common and their native
language. Demi-humans may also know additional bonus lan-
guages based on their intelligence but are restricted to the lan-
guages listed in their description. Humans begin play knowing
common but are not restricted to their choice of bonus languages.

Table 2.4: Player Character Languages

Player Character Typical Speakers
Languages
Common Most civilized races

Burrow speak* Foxes, rabbits, moles, squirrels, bur-

rowing mammals

Druidic** Druids

Dwarven Dwarves

Elven Elves

Giant Ogres, giants, trolls
Goblin Goblins, bugbears
Gnoll Gnolls

Gnome Gnomes

Halfling Halflings
Hobgoblin Hobgoblins
Kobold Kobolds

Orc Orcs

* Gnomes only **Druids only
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DWARVES

Dwarves are short, stocky mountain dwelling folk. They stand on
average 4 feet tall with broad shoulders and live to be about 350
years old. Dwarves have black, brown, red, and platinum blonde
hair, dark eyes, and earth tone skin. Male dwarves pride them-
selves on their long beards, sometimes styled in braids with dec-
orative features like skulls and gems. Female dwarves can grow
beards but most prefer prominent sideburns or smooth faces.

Dwarves are typically miners, engineers, warriors and crafts-
men that build mighty fortresses in the hills and mountains. They
have a love for metal, gems, and fine drink, often sealing deals
with their powerful brews. Most dwarves are orderly, hierarchal,
and believe in strong family bonds with large clans gathering to-
gether for mutual protection. Dwarves are extremely proud of
their heritage, quick to anger, wary of strangers, loyal to friends,
and slow to forget grudges.

Because of their homes, dwarves are constantly in combat
with evil mountain dwelling races including goblinoids, orcs,
and some giants. Dwarves are suspicious of half-orcs who share
heritage with their hated enemy orcs. Elves tend to annoy
dwarves, as their aloof and flippant nature is the dwarves’ direct
opposite. Dwarves are generally friendly to their distant cousin
gnomes who share a love of the earth as well as humans who
tend to be dedicated in their work.

Size: Man-sized. Although short and stocky, a dwarf’s upper
body physically resembles a normal man.

Classes: Dwarves can be a cleric, fighter, thief, and multi-class
as a fighter/cleric or fighter/thief.

Languages: Dwarves know common and dwarven. They may
learn gnome, goblin, kobold, orc, and giant.

Magic Resistant: Dwarves’ non-magical nature gives thema +1
bonus for every 3.5 points of constitution to saving throws vs.
wands, staves, rods, and spells.

Poison Resistance: Dwarves receive a +1 bonus for every 3.5
points in constitution to saving throws vs. poison.

Magical Item Malfunction: All magical items used by a dwarf
that aren’t specific to their class have a 20% chance of failure. The
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dwarf may try again, but that specific activation fails and a charge
is spent if applicable.

Favored Enemy: Dwarves receive a +1 bonus on attack rolls
against orcs, half-orcs, goblins, and hobgoblins.

Combat Training: Ogres, trolls, ogre magi, giants, and titans
that attack a dwarf suffer a —4 penalty to their attack.

Infravision: Dwarves have 60-foot infravision.

Stone cunning: Dwarves are naturally cunning when faced
with natural stone. When actively searching within 10 feet of nat-
ural stone they may make a special check to detect the following:

Grade or slope in passage: 1-5 on 1d6

New tunnel or passage: 1-5 on 1d6
Sliding/shifting walls or rooms: 1-4 on 1d6
Stone traps and pits: 1-3 on 1d6

Approx. depth underground: 1-3 on 1d6

Ability Score Adjustments: Dwarves add +1 to their constitu-

tion and —1 to their charisma.

Movement Value: 9

ELVES

Elves are a fair, long-lived race standing a foot shorter than the
average human and living well over 500 years. They physically
resemble shorter humans with fair skin, pointed ears, smooth
faces, black, brown or blonde hair and eyes that range from blue,
green, or brown. Elves grow their hair long and decorate it in in-
tricate designs. They love loose fitting clothing made of fine silks
and fabrics with forest colors like green and red.

Other races view elves as being aloof and apathetic. Elves
are simple folk who care little for the events outside their homes.
They love nature, building their small communes high in the
trees or in groves. Elves value beauty, seeing the artistic intrica-
cies in even the most mundane aspect of nature, and enjoy good
music, fine foods, and poetry.

Elves find dwarves boorish and humans impulsive. Elves
get along well with halflings who live peacefully among nature
and gnomes who share the elves’ love of art and magic. De-
spite their attitude, elves are fierce fighters with sword, bow, and
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magic. They’re forever loyal to friends and wrathful against the
evil denizens of nature.

Classes: Elves can be a cleric, fighter, mage, thief, or ranger and
multi-class as fighter /mage, fighter /thief, fighter /mage/thief, or
mage/thief.

Languages: Elves know elven and common. They may learn
gnome, halfling, goblin, hobgoblin, orc, and gnoll.

Enchantment Resistant:
sleep and charm spells.

Elves have 90% resistance against all

Expert Pull: When using bows (but not crossbows), elves get a
+1 bonus to attack rolls.

Sword Expertise: When using short or long swords, elves get a
+1 bonus to attack rolls.

Stealthy: An elf imposes a —4 penalty to surprise rolls against
opponents. This bonus only applies if the elf isn’t wearing metal
armor, is alone or with a group entirely composed of elves and /or
halflings, or the elf is further than 90 feet from his traveling
group. When performing a complicated physical task such as
opening a door or climbing, the applied penalty is —2.

Infravision: Elves have infravision out to 60 feet.

Keen Senses: Elves have a natural tendency to notice secret or
concealed door merely by passing within 10 feet.

e Secret or concealed door: 1 on 1d6
e Secret door (searching): 1-2 on 1d6
e Concealed door (searching): 1-3 on 1d6

Ability Score Adjustments: Elves receive a +1 bonus to dexter-
ity and a —1 penalty to constitution.

Movement Value: 12

GNOMES

Gnomes are distant cousins of dwarves that live in remote re-
gions far from civilization. They’re smaller, thinner in frame,
with darker earth colored skin and bulbous noses. Gnomes wear
their hair short and males keep their beards short and stylized.
Gnomes wear simple garb and are fond of gems of all sorts.

Gnomes live in hilly or heavily forested areas untouched by
man. They live in small communities where they fish, weave, and
cultivate herbs. Gnomes are expert gem cutters, love good mu-
sic, and enjoy harmless practical jokes. Being less reserved than
dwarves, gnomes are highly inquisitive and curious to a fault.

Gnomes are indifferent yet inviting to all peaceful races but
are friendly with their dwarven cousins. Gnomes are friendly
with woodland creatures, pixies, brownies, and other fey. A
gnomish adventurer seeks to experience the wide and wondrous
world outside his burrow.

Size: Small. Small creatures must wear specially crafted armor
and require two hands to wield man-sized weapons.

Classes: Gnomes can be a fighter, thief, cleric, or il-
lusionist. Gnomes can multi-class as fighter/thief,
fighter/cleric, fighter/illusionist, thief/cleric, thief/illusionist,
and cleric/illusionist.

Languages: Gnomes know common and gnome. They may
learn dwarf, halfling, goblin, kobold, and burrow speak, a lan-
guage of chirps, clicks, and body motion used to speak with
burrowing mammals such as badgers, moles, foxes, groundhogs,
weasels, and rabbits. Because animals have limited intelligence,
only basic things like emotion, simple objects, and locations can
be communicated clearly.

Magic Resistant: Gnomes receive a +1 bonus for every 3.5
points of constitution on saving throws vs. wands, staves, rods,
and spells.

Magic Item Malfunction: Gnomes have a 20% malfunction
chance when activating any magical item that’s not a weapon, ar-
mor, shield, illusionist item, or if the gnome is also a thief, items
that duplicate thieving abilities. Failure indicates the item doesn’t
activate but a charge is spent.

Favored Enemy: Gnomes gain a +1 bonus to attack rolls against
kobolds and goblins.

Combat Training: Gnomes apply a —4 penalty to attack rolls
when attacked by gnolls, bugbears, ogres, trolls, ogre magi, gi-
ants, and titans.

Infravision: Gnomes have 60-foot infravision.

Stone cunning: Gnomes can detect special properties of natu-
ral underground spaces whenever they’re within 10 feet. Gnomes
must actively concentrate to detect the following:

Incline or slope: 1-5 on 1d6

Unstable walls, ceiling, or floor: 1-7 on 1d10
Approx. depth underground: 1-4 on 1d6
Direction underground: 1-3 on 1d6

Ability Score Adjustment: Gnomes receive a +1 bonus to intel-
ligence and a —1 penalty to wisdom.

Movement Value: 6

HALF-ELVES

Half-elves are an interspecies mix of human and elf, combining
aspects of both races and living about twice as long as a human.
Physically they resemble elves although taller, heavier and with
a less exaggerated taper in their ears. Male half-elves can grow
beards like a human but they prefer short, trimmed facial hair
and neatly styled hair. Half-elves adopt the clothing, culture, and
personality of the community they live in.

Half-elves form no specific communities of their own; rather,
they’re found among humans or elves, and generally accepted
into society. In less civilized areas, humans and elves treat
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half-elves with racism and bigotry. In some areas, a half-elf is
viewed as a mediator between races. Because of their openness,
charisma, and willingness to feel accepted, half-elves make ideal
diplomats and bards.

Classes: Half-elves can be a cleric, druid, fighter, ranger,
mage, wizard, thief, or bard. A half-elf can multi-
class as cleric/fighter, druid/fighter, cleric/fighter/mage,

druid/fighter/mage, cleric/ranger, druid/ranger, cleric/mage,
druid/mage, fighter/mage, fighter/thief, fighter /mage/thief, or
mage/thief.

Languages: Half-elves know common and elven. They may
learn gnome, halfling, goblin, hobgoblin, orc, and gnoll.

Enchantment Resistance: Half-elves have a 30% resistance to
sleep and charm related spells.

Infravision: Half-elves have 60-foot infravision.

Keen Senses: Half-elves have a natural tendency to notice se-
cret or concealed door merely by passing within 10 feet.

e Secret or concealed door: 1 on 1d6
e Secret door (searching): 1-2 on 1d6
e Concealed door (searching): 1-3 on 1d6

Movement Value: 12

HALFLINGS

Halflings are a small, slightly rotund people physically looking
like short humans. They have human hair and eye tones, plump
faces, rosy complexion, and rarely grow facial hair. Halflings
have large, powerful feet (males grow coarse hair on top) and
usually avoid wearing boots as constructing them for their size is
difficult.

Halflings live in simple towns, are industrious, but not overly
dedicated, and enjoy the company of others. Halflings prefer
the comforts of home to adventuring and value tales of the out-
side world over leaving their well-furnished burrows. Halflings
aren’t apathetic, but they’re motivated by anything that makes
their life more comfortable. They’re not cowardly, but they would
sooner avoid a fight than engage in one.

Halflings get along well with all races. Elves view them
as cheerful simpletons. Dwarves tolerate their good nature.
Gnomes prefer halfling company and hospitality. The taller races
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tend to be suspicious of halflings as their short size makes them
quintessential pickpockets.

Size: Small. Small creatures must wear specially crafted armor
and require two hands to wield man-sized weapons.

Classes: Halflings may be a cleric, fighter, thief, or multi-class
as a fighter /thief.

Languages: Halflings know common and halfling. They may
learn dwarf, elf, gnome, goblin, and orc.

Magic Resistance: Halflings receive a +1 bonus for every 3.5
points in constitution on saving throws against wands, staves,
rods, and spells.

Poison Resistance: Halflings gain a bonus to saving throws vs.
poison equal to +1 for every 3.5 points in constitution.

Sling Training: Halflings receive a +1 bonus on attack rolls
when using a hurled weapon or sling.

Stealthy: Halflings impose a —4 penalty to surprise rolls
against opponents. This bonus only applies if the halfling isn’t
wearing metal armor, is alone or with a group entirely composed
of halflings and/or elves, or the halfling is further than 90 feet
from his traveling group. When performing a complicated phys-

ical task such as opening a door or climbing, the applied penalty
is —2.

Infravision: Halflings have 60-foot infravision.

Nature Cunning: Halflings can assess information about their
natural surroundings. The halfling must concentrate for at least
one round before making a check.

o Detect up or down slope: 1-3 on 1d4
e Discern direction: 1-3 on 1d6

Ability Score Adjustments: Halflings receive a +1 bonus to
dexterity and a —1 penalty to strength.

Movement Value: 6
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HUMANS

In game terms, human is an all-encompassing race; however
they’re as diverse and varied as the humans in the real world.
Because humans are more dedicated and driven than other races,
humans have no class restrictions. Humans in general are more
tolerant of other races and humans are found among any race
that accepts them. Because of their high birth rate, quick matura-
tion compared to other races, industrious attitude, tenacity, and
ingenuity, humans have created vast empires and spread their
influence to every corner of the world.

Classes: Any

Languages: Common. Humans may learn any language they
would reasonably have access to.

Movement Value: 12

HEIGHT, WEIGHT, AND AGE

After assigning ability scores and choosing a race and gender, the
player should choose his character’s height, weight, and age or
roll for them randomly. Age has effects on a character’s ability
scores. There are three steps to aging; middle, old, and venera-
ble. Each step provides a cumulative penalty to physical ability
scores and a bonus to mental scores. The GM secretly rolls a vari-
able to determine the maximum age of a specific character.

Some effects magically age a character. Characters do not gain
the mental bonuses of magical aging but do gain the penalties ap-
plied. Effects that reduce a characters age likewise removes the
physical penalties but not the mental bonuses.

Table 2.5: Height and Weight

Race Base Height Modifier Base Weight Modifier
Dwarf 4377417 1d10 130 1bs. /105 Ibs. 4d10
Elf 55" /50" 1d10 90 Ibs./70 Ibs. 3d10
Gnome 38”/36” 1d6 72 1bs./68 Ibs. 5d4
Half-elf 60” /58" 2d6 110 Ibs. /85 Ibs. 3d12
Halfling 327/30" 2d8 52 Ibs./48 Ibs. 5d4
Human 60”/59” 2d10 140 Ibs. /100 Ibs. 6d10
Table 2.6: Age
Race Starting Age Variable Max Age Middle Age*  Old Age** Venerable***
Dwarf 40 5d6 250 +2d100 125 167 250
Elf 100 5d6 350 + 4d100 175 233 350
Gnome 60 3d12 200 + 3d100 100 133 200
Half-elf 15 1d6 125 + 3d20 62 83 125
Halfling 20 3d4 100 + 1d100 50 67 100
Human 15 1d4 90 + 2d20 45 60 90

*—1 Str/Con; +1 Int/Wis

** 2 Str/Dex, —1 Con; +1 Wis
*** _1 Str/Dex/Con; +1 Int/Wis
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PLAYER CHARACTER CLASSES

All player characters are members of a specific class. Their
class embodies their special training before they became an ad-
venturer. There are four class groups; warrior, wizard, priest, and
rogue. Each group bestows the same hit dice progression, attack
bonus, and saving throw progression.

ABILITY SCORE REQUIREMENTS

All classes require a minimum ability score to qualify for them.
If a character does not qualify for any class the GM should al-
low the player to re-roll their ability scores or increase a score to
match a minimum.

Table 3.1: Class Ability Score Requirements

Character Str Dex Con Int Wis Cha
Class
Fighter 9 - - - - -
Paladin 12 - 9 - 13 17
Ranger 13 13 14 - 14 -
Mage - - - 9 - -
Specialist Var Var Var Var Var Var
age*
Cleric - - - - 9 -
Druid = - - - 12 15
Thief - 9 - - - -
Bard - 12 - 13 - 15

*Specialist mage ability score requirements vary.

CLASS DESCRIPTIONS

Each class group includes a basic description followed by their
defining features and abilities. A table lists their hit dice, combat
rating, and saving throws followed by any other special abilities
directly related to the class in question. After a certain level a
class stops gaining hit dice and constitution bonuses to hit dice.

+10% bonus to earned experience points. Weapons and armor
list the restrictions the class has for equipment.

WARRIOR

Warriors are combatants that rely on strength, weapons training,
and tactics to dominate the battlefield. Warriors charge into battle
with sword and shield or fire accurate shots from the sidelines.

Table 3.2: Warrior Advancement
Paladi

Level Fighter Ranger Hit Dice (d10) THACO
1 0 0 1 20
2 2,000 2,250 2 19
3 4,000 4,500 3 18
4 8,000 9,000 4 17
5 16,000 18,000 5 16
6 32,000 36,000 6 15
7 64,000 75,000 7 14
8 125,000 150,000 8 13
9 250,000 300,000 9 12
10 500,000 600,000 9+3 11
11 750,000 900,000 9+6 10
12 1,000,000 1,200,000 9+9 9
13 1,250,000 1,500,000 9 +12 8
14 1,500,000 1,800,000 9 +15 7
15 1,750,000 2,100,000 9 +18 6
16 2,000,000 2,400,000 9 +21 5
17 2,250,000 2,700,000 9+24 4
18 2,500,000 3,000,000 9 +27 3
19 2,750,000 3,300,000 9 +30 2
20 3,000,000 3,600,000 9+33 1
Table 3.3: Warrior Attacks per Round
Warrior Level Attacks per Round

From then on they receive a fixed rate of hit points. 16 T/round
Each individual class lists the racial, ability, and alignment re- 7-12 3/2 rounds
strictions. Characters who meet their prime requisite receive a 13+ 2 /round
Table 3.4: Warrior Saving Throws
Paralyzation, Poi- Rod, Staff, or Petrification or
Level son, 3; Death Wand Polymorph Breath Weapon Spell
12 14 16 15 17 17
3-4 13 15 14 16 16
5-6 11 13 12 13 14
7-8 10 12 11 12 13
9-10 8 10 9 9 11
11-12 7 9 8 8 10
13-14 5 7 6 5 8
15-16 4 6 5 4 7
17+ 3 5 4 4 6
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FIGHTER

Fighters are men-at-arms and experts at weapon combat. They’'re
the frontlines of every battle, the archers that soften targets from
afar, the charging cavalry, and with a little luck, skill in arms, and
a lot of determination, they eventually become warrior-lords that
lead entire armies.

Ability Requirements: Str 9

Race: Any

Prime Requisite: Str 16+

Alignment: Any

Weapons: All
Armor: All + shields

Combat Skill Aptitude: When choosing combat skills, a single
class fighter is at a distinct advantage over all others. They alone
are able to specialize with specific weapons and unarmed com-

bat methods, as well as become skilled in more than one combat
method (Refer to Combat Skills).

Lord: At 9™ level, a fighter becomes a “Lord” or gains some
other special title. A lord’s reputation is enough that they’re enti-
tled to land or the right to build a stronghold. With a stronghold,
a lord attracts a small army of men-at-arms as well as an elite
guard that enforce his rule. While the loyalty of these troops is
greater than the average hireling, the lord is still expected to pay
their wages and treat them fairly.

The GM is in charge of assigning the lord’s men. A good rule
of thumb is one leader half the lord’s level, eighty 0-level soldiers
(pike men, archers, and mace men), and an elite guard of twelve
1% level knights.

PALADIN

Paladins are the quintessential knights-in-shining-armor. They’re
noble warriors of unwavering good who protect the innocent,
crusade against evil, and uphold the law while challenging those
who abuse the rules for their own benefit. Because of their strict
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code of conduct, few achieve paladin-hood and fewer still walk
the path their whole lives without falling.

Ability Requirements: Str 12, Con 9, Wis 13, and Cha 17
Race: Human

Prime Requisite: Str and Cha 16+

Alignment: Lawful Good

Weapons: All

Armor: All + shields

Detect Evil: Paladins can cast a detect evil with a 60" range by
concentrating for 1 round. They can only detect evil monsters
and characters, not magic.

Divine Grace: Paladins receive a +2 bonus on all saving throws.

Divine Health: Paladins are immune to all diseases but not
curses such as lycanthropy:.

Lay on Hands: Paladins can heal by the laying on of hands.
1/day, a paladin can heal 2 HP per experience level on himself
or someone else.

Cure Disease: Paladins can cast cure disease once per week per
5 experience levels.

Aura of Protection: Paladins emit an aura of protection in a 10’
radius. All summoned and evil creatures suffer a —1 penalty to
attack rolls within the aura.

Circle of Power: A paladin wielding a holy sword projects
power in a 15’ radius when the sword is unsheathed and wielded.
This ability dispels enemy magic up to the experience level of the
paladin.

Turn Undead: A paladin can turn undead, devils, and demons
at 3 level as if he were a 1% level cleric. The paladin’s turning
level increases to 2™ at 4™ level, 3 at 5%, etc.

Special Mount: A paladin gains a special mount at 4™ level.
The paladin’s mount appears as fast as possible when called. It is
then magically bound and always loyal to the paladin. The pal-
adin can communicate simple commands to his mount without
fail. The GM should determine the nature of the paladin’s mount
and the mount should be obtained as part of an adventure.

Priest Spells: Paladins can cast priest spells beginning at 9"
level. He can only cast spells in the Combat, Divination, Heal-
ing, and Protection spheres. Paladins do not gain bonus spells
for high wisdom. Paladins cannot cast cleric or druid spells from
scrolls nor use priest items unless also allowed to warriors.

Table 3.5: Priest Spells per Level

Caster
Level 1 2 3 4

Paladin
Level
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The Paladin’s Code of Conduct:

o Paladins are lawful good. If a paladin knowingly commits

a chaotic act, he must confess as soon as possible to a 7"
level or higher priest and seek penance. If a paladin know-
ingly and willfully commits an evil act, his status and pow-
ers are stripped permanently. A fallen paladin becomes
a fighter of the same level, losing any excess experience
points he may have. A paladin that commits an evil act
against his will (through magic or possession) loses his sta-
tus and functions as a fighter of the same experience point
value until he atones for his deed.

e Paladins are humble. They may not carry more than 10
magical items, restricted to one suit of armor, one shield,
four weapons (ammunition does not count), and four mis-
cellaneous items. Paladins can haul and transport magical
items such as in saddlebags or a cart, but as an act of hu-
mility they cannot have on their person more than their re-
striction. If a paladin encounters an opponent while carry-
ing magical items that exceed his limit, he must drop them
before fighting.

e Paladins are charitable. Paladins must tithe at least 10% of
their total income to a charitable or lawful good organiza-
tion every month. They may only keep enough treasure to
modestly support themselves, pay servitors a reasonable
rate, and maintain a stronghold, although a fraction of the
funds may be set aside for construction, repair, and emer-
gencies. All excess wealth must be donated to a charita-
ble cause (usually the paladin’s church) and may never be
given to PCs or NPCs.

o Paladins are righteous. Paladins only employ lawful good
henchmen or those who act in a noble manner. Paladins
tolerate characters of any alignment so long as they do no
evil in their presences; however, paladins try to convert
non-good followers by setting good examples and through
virtuous actions.

RANGER

Rangers are warriors, hunters of evil, protectors of nature, and
defenders of mankind from the nastier parts of nature. Rangers
scout their area for encroaching armies, track criminals, pro-
tect the land from evil interlopers, and lead small bands against
strong resistance. Although rangers have the same abilities as
fighters, they prefer to wear light armor and assault enemies from
afar or from the shadows before closing in.

Ability Requirements: Str 13, Dex 13, Con 14, and Wis 14

Race: Human, Elf, or Half-elf

Prime Requisite: Str, Dex, and Wis 16+

Alignment: Lawful, neutral, or chaotic good.

Weapons: All

Armor: All + shields

Tracking: Rangers are expert trackers. To track a creature, the
ranger rolls a 1d20 against his wisdom score. If the result is equal
to or lower than his ability score, the ranger successfully follows
the trail. Cumulative modifiers may apply to the ranger’s wis-
dom score, further modifying his chance at success. If the modi-
fiers reduce the tracker’s wisdom score to 0, the trail is impossible
to follow.

Table 3.6: Ranger Tracking Modifiers

Terrain Modifier
Soft or muddy ground +4
Thick brush or vines +3

Obvious signs of passage (muddy footprints,
+2
dust, etc.)

Hard earth, wood floor 0
Rocky ground or shallow water —10
Every two creatures in group +1
Every 12 hours since trail was made -1
Every hour of rain or snow -5
Moonlight or candlelight —6
Tracked party hides trail -5

In order to track a creature, there must be evidence of a trail
or witnesses to point the way. Additional checks are made under
specific circumstances:

o The trail becomes more difficult to track (splitting direc-
tion, difficult terrain, environmental hazards)

e Tracks of a similar nature cross the trail.

o Resume tracking after a rest.

If the tracker fails, he may retry after an hour of searching.
If the second roll fails the trail is lost. If multiple trackers are
present, each additional tracker adds +1 to the wisdom score of
the most expert tracker. If the expert tracker loses the trail, it is
lost for all trackers aiding him.

Every time the tracker rolls a check, he may roll a second
check to determine the type of creatures and an approximation
of their numbers as determined by the GM.

Expert Tracking: Every third level, a ranger receives a +1 bonus
to his tracking (+1 at 3™, +2 at 6™, etc.).

Ranger Abilities: Rangers are experts at stealth and can hide
and move stealthily. These abilities are modified by dexterity and
race, but not armor, and otherwise function exactly like thieving
skills of the same name. Rangers cannot hide or move stealthily
in armor heavier than studded leather. When attempting these
skills in artificial settings (city streets, inside buildings, crypts),
his chance of success is halved.

Table 3.7: Ranger Abilities

Spells

Ranger Hide in Move Caster Py 3
Level Shadow* Stealthily* Level

1 10% 15% = = = =
2 15% 21% - - - -
3 20% 27% = = = =
4 25% 33% - - - -
5 31% 40% = = = =
6 37% 47% - - - -
7 43% 55% = = = =
8 49% 62% 1 1 - -
9 56% 70% 2 2 - -
10 63% 78% 3 2 1

11 70% 86% 4 2 2 =
12 77% 94% 5 2 2 1
13 85% 99% 6 B 2 1
14 93% 99% 7 3 2 2
15 99% 99% 8 3 2 2
16 99% 99% 9 3 3 3

*See thief’s description for abilities. Abilities modified by race
and dexterity as a thief.

Two Weapon Style: Rangers can fight with two weapons with-
out penalty, as long as they are wearing studded leather or lighter
armors (Refer to Two Weapon Fighting and also Two-Weapon
Combat Method).
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Favored Enemy: At any point before 2™ level, rangers choose
a species of creature that represents their chosen enemy. Typical
creatures include those native to the ranger’s homeland and are
found in natural settings, such as giants, gnolls, goblins, and un-
dead (GM has final say). The ranger gains a +4 bonus to attack
rolls against his favored enemy. His hatred is hard to mask re-
sulting in a -4 penalty to reaction rolls against the favored enemy.
The ranger will always attack his favored enemy first in combat
unless another creature presents a greater threat.

Animal Empathy: Rangers can calm and befriend domesticated
animals instantly. Wild animals must roll a saving throw vs. rods
to resist a ranger’s effect. The ranger imposes a —1 penalty to this
saving throw and an additional —1 for every 3 levels (-2 at 3, —3
ate™, etc.). If the animal fails, the ranger can shift its reaction one
category as he chooses.

Priest Spells: Rangers learn priest spells related to the Plant
and Animal spheres at 8" level. Rangers do not gain bonus spells
for high wisdom. The ranger’s spells otherwise function exactly
like a priest’s. Spell progression is shown on the table above.

Followers: At 10" level, rangers attract followers of the GM’s
choice. These followers tend to be experienced woodsmen, track-
ers, and semi-intelligent or magical animals appropriate to the
terrain. As a guideline, no more than a dozen followers seek out
a particular ranger.

The Ranger’s Code of Conduct:

e Rangers are Good: Rangers must always remain good. A
ranger who willingly commits an evil act irrevocably loses
his status and becomes a fighter of the same level, losing
any excess experience points. A ranger who unwillingly

commits an evil act, through magic or otherwise, cannot
gain experience points until he atones through good deeds.
These deeds are determined by the GM and could involve
challenging an evil lord, freeing captives from an evil mas-
ter, or slaying a powerful evil beast.

Rangers are Loners: Rangers can never have henchmen,
hirelings, or servants at any time, although they may travel
and associate with fellow adventurers. This restriction is
lifted after 8 level.

Rangers are Frugal: Rangers cannot own more treasure
than they can carry. Excess treasure must either be con-
verted to portable form (gems, art, bank notes) or donated
to a good NPC-run charitable organization.

WIZARD

Wizards are men and women who study the arcane forces of the
universe and gain mastery over it. Wizards pour over dusty
tomes and scour ancient ruins for knowledge and lore. They
memorize words of power, imprinting them into their brains, and
utter their phrases to cast powerful magic. Wizards who study
all the known schools of magic are called mages. Some wizards
forgo study of certain schools in order to gain a greater mastery
over another sacrificing versatility for strength. These wizards
are called by their specialization; a master of illusion is an illu-
sionist and so forth.

All wizards begin with a free 100-page spell book. Begin-
ning wizards know 3d4 level 1 spells, two of which must be read
magic and detect magic, and the other spells of the player’s choice.
Whenever a wizard gains enough levels of experience to cast the
next level of spells, they freely add 1 spell of the new spell level
to their book.

Table 3.8: Wizard Advancement

Spells per Level
4 5 6

Level Mage/Specialist HitDice(d4) THACO 1 2 7 8 9
1 0 1 20 1 - - - - - - - -
2 2,500 2 20 2 - - - - - - -
3 5,000 3 20 2 1 - - - - - - -
4 10,000 4 19 3 2 - - - - - -
5 20,000 5 19 4 2 1 - - - - - -
6 40,000 6 19 4 2 2 - - - - -
7 60,000 7 18 4 3 2 1 - - - - -
8 90,000 8 18 4 3 3 2 - - - - -
9 135,000 9 18 4 3 3 2 1 - - -
10 250,000 10 17 4 4 3 2 2 - - - -
11 375,000 10+ 1 17 4 4 4 3 3 - - - -
12 750,000 10+ 2 17 4 4 4 4 4 1 - - —
13 1,125,000 10+ 3 16 5 5 5 4 4 2 - -
14 1,500,000 10+4 16 5 5 5 4 4 2 1 - -
15 1,875,000 10+5 16 5 5 5 5 5 2 1 - -
16 2,250,000 10+6 15 5 5 5 5 5 3 2 1 -
17 2,625,000 10+7 15 5 5 5 5 5 3 3 2 -
18 3,000,000 10+ 8 15 5 5 5 5 5 3 3 2 1
19 3,375,000 10 +9 14 5 5 5 5 5 3 3 3 1
20 3,750,000 10 + 10 14 5 5 5 5 5 4 3 3 2
Table 3.9: Wizard Saving Throws

Paralyzation, Poi- Rod, Staff, or Petrification or
Level son, g’r Death Wand Polymorph Breath Weapon Spell
1-5 14 11 13 15 12
6-10 13 9 11 13 10
11-15 11 7 9 11 8
16-20 10 5 7 9 6
21+ 8 3 5 7 4
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MAGE

Mages are versatile wizards, sometimes called generalists, which
practice all schools of magic. Mages are not restricted by school,
but gain no special benefits like a specialist.

Ability Requirements: Int9
Human, Elf, Half-elf
Int 16+

Race:
Prime Requisite:
Alignment: Any
Weapons: Daggers, staves, darts, knives, and slings.

Armor: Special (helmet and gauntlets only)

SPECIALIST MAGE

Specialists are wizards who practice a specific school of magic at
the exclusion of others. Specialists greatly increase not only their
chance to learn spells in their chosen school, but also increase the
power and number of spells in their chosen school. However,

this focus means spells of radically different school(s) are impos-
sible to learn or cast. If the use of a magical item that duplicates
spells from these schools is normally restricted to wizards, then
a specialist mage cannot use the magical item. For example, an
invoker cannot use a wand of conjuration. Because specialization
is intensive, there are ability score and racial requirements to be-
coming one, in addition to the intelligence required to be a wiz-
ard.

Ability Requirements: Int 9 and one other ability score

Race: Varies

Prime Requisite: Int 16+

Alignment: Any

Weapons: Daggers, staves, darts, knives, and slings.

Armor: Special (helmet and gauntlets only)

Multi-class and Dual-class: Specialist mages cannot be multi-
classed characters with the exception of illusionist for gnomes.
Dual-class characters can choose to be a specialist mage, but a
character cannot dual-class to a specialist of an opposing school.

School(s) Allowed: These are the schools that the character has
access to. The first school in the list (underlined and bolded) is
the character’s chosen school. Spells from schools not shown in
this column cannot be learned by that specialist mage.

Bonus Spells: Specialists gain 1 additional spell slot per spell
level. This additional slot may only be used to memorize spells
from the specialist’s chosen school.

Spell Focus: Specialists receive a +1 bonus to saving throws vs.
spells of their chosen school. Other characters suffer a —1 penalty
to saving throws vs. spells cast by the specialist from his chosen
school.

Spell Mastery: Specialists receive a +15% bonus to learn spells
from their school and a —15% penalty to learn spells from other
allowed schools.

Spell Study: Whenever a specialist gains enough levels of ex-
perience to cast a new level of spells, they automatically learn 1
spell within their chosen school of any level they can cast. This is
in addition to a free spell of the new spell level.

Improved Research: Specialists treat spells of their chosen
school as being one level less for determining difficulty of re-
searching new spells.

Table 3.10: Specialist Wizard Restrictions

Specialist Race Minimum Score  Schools Allowed

Abjurer Human 15 Wis Abjuration, Conjuration, Greater Divination, Enchantment,
Evocation, Necromancy

Conjurer Human, Half-elf 15 Con Conjuration, Abjuration, Lesser Divination, Enchantment,
Illusion, Necromancy, Transmutation

Diviner Human, Elf, Half-elf 16 Wis Greater Divination, Abjuration, Enchantment, Evocation, II-
lusion, Necromancy, Transmutation

Enchanter Human, Elf, Half-elf 16 Cha Enchantment, Abjuration, Conjuration, Greater Divination,
Illusion, Transmutation

Illusionist Human, Gnome 16 Dex Mlusion, Conjuration, Greater Divination, Enchantment,
Transmutation

Evoker or Invoker Human 16 Con Evocation, Abjuration, Greater Divination, Illusion, Necro-
mancy, Transmutation

Necromancer Human 16 Wis Necromancy, Abjuration, Conjuration, Greater Divination,
Evocation, Transmutation

Transmuter Human, Half-elf 15 Dex Transmutation, Conjuration, Greater Divination, Enchant-

ment, Evocation, Illusion
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Table 3.11: Priest Advancement

Spells per Level
3 4 5

Level Cleric Druid Hit Dice (d8) THACO 1 6* 7**
1 0 0 1 20 1 - - - - - -
2 1,500 2,000 2 20 2 - - - - -
3 3,000 4,000 3 20 2 1 - - - - -
4 6,000 7,500 4 18 3 2 - - - -
5 13,000 12,500 5 18 3 3 1 - - - -
6 27,500 20,000 6 18 3 3 2 - - - -
7 55,000 35,000 7 16 3 3 2 1 - - -
8 110,000 60,000 8 16 3 3 3 2 - - -
9 225,000 90,000 9 16 4 4 3 2 1 - -
10 450,000 125,000 9+2 14 4 4 3 3 2 - -
11 675,000 200,000 9+4 14 5 4 4 3 2 1 -
12 900,000 300,000 9+6 14 6 5 5 3 2 2 -
13 1,125,000 750,000 9+8 12 6 6 6 4 2 2 -
14 1,350,000 1,500,000 9+10 12 6 6 6 5 3 2 1
15 1,575,000 3,000,000 9+12 12 6 6 6 6 4 2 1
16 1,800,000 3,500,000 9+14 10 7 7 7 6 4 3 1
17 2,025,000 500,000 9+16 10 7 7 7 7 5 3 2
18 2,250,000 1,000,000 9+18 10 8 8 8 8 6 4 2
19 2,475,000 1,500,000 9+20 8 9 9 8 8 6 4 2
20 2,700,000 2,000,000 9+22 8 9 9 9 8 7 5 2
*Requires wisdom 17+
**Requires wisdom 18+
Table 3.12: Priest Saving Throws

Paralyzation, Poi- Rod, Staff, or Petrification or
Level son, g,r Death Wand Polymorph Breath Weapon Spell
1-3 10 14 13 16 15
4-6 9 13 12 15 14
7-9 7 11 10 13 12
10-12 6 10 9 12 11
13-15 5 9 8 11 10
16-18 4 8 7 10 9
19+ 2 6 5 8 7

PRIEST

The priest is a holy man devoted to a tenet, faith, idea, or phi-
losophy. Through his staunch belief, he draws powerful divine
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energy and channels it into miracles. Priests can be charitable
worshipers of a good deity, warmongers that bless troops and
curse enemies, or vile believers of diabolic lords.

Priests cast spells from 16 spheres of influence: All, Ani-
mal, Astral, Charm, Combat, Creation, Divination, Elemental,
Guardian, Healing, Necromantic, Plant, Protection, Summoning,
Sun, and Weather. No priest can cast spells from every sphere.

Priests are considered to have major, minor or no access to a
sphere. Major access is unrestricted and minor access is restricted
to spell levels 1** through 3.

Priests receive spells through prayer to their deity or reflec-
tion on their beliefs. If a priest abandons his deity or belief he can
no longer cast spells. Priests can convert to different deities or
beliefs, but the GM must determine the exact methods.

Clerics represent a generic member of a clergy. The druid is an
example of a specialized priest with specific tenants and abilities.

CLERIC

The cleric is the most common priest. Whether he works through
a church or in the field, a cleric casts divine magic through prayer
and faith. Their holy symbol is their most important object, often
used as a spell component and necessary for turning the undead,
therefore, clerics start the game with a simple wooden holy sym-
bol. Clerics can be revered, respected, or feared for their powers.
Clerics can be found among even the poorest villages or remote
regions. A cleric’s wisdom and prayer is valued by many civi-
lized, and even un-civilized, races over all else.

Ability Requirements: Wis 9
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Race: All

Prime Requisite: Wis 16+
Alignment: Any

Weapons: Bludgeoning weapons,
weapons, but not missiles.

including blunt hurled

Armor: Any plus shields.

Spheres of Influence: Clerics have minor access to the Elemen-
tal sphere and major access to spells from all other spheres of
influence except Plant, Animal, and Weather.

Turn Undead: Clerics can exert divine power against the un-
dead. Once per encounter, a cleric can turn undead, forcing them
to run from his presence or even utterly destroy them. Rules for
turning appear in the combat chapter.

Followers: At 8" level, a cleric who has built a place of wor-
ship attracts loyal followers. These followers, decided by the GM,
are fanatically devoted to the cleric and remain with him without
pay so long as they’re treated fairly. These followers are typi-
cally 20d10 O-level soldiers that will seek the cleric’s guidance
and blessing.

Stronghold: At 9™ level, a cleric can construct a religious
stronghold devoted to his faith or belief. The labor is made up of
volunteers of his faith and the site is immune to taxes (assuming
a civilization that respects his religion), making it 50% cheaper to
build than a normal stronghold.

DRUID

Druids are wardens of nature. They revere nature, protect her,
and unleash her fury against those that cause her undue harm.
Because of their world outlook, druids are neutral. They believe
everything in the world has its place, good and evil, and that
all things come to an end regardless. A druid prefers good over
evil, as evil creatures tend to harm nature, but a druid would be
more likely to harass poachers than drive off a band of evil giants
minding their own business.

Ability Requirements: Wis 12, Cha 15
Human, Half-elf

Wis and Cha 16+

Race:
Prime Requisite:

Alignment: True Neutral

Weapons: Clubs, sickles, darts, spears, daggers, scimitars,
slings, and staves.

Armor: Leather and padded armor plus wooden shields.

Spheres of Influence: Druids have major access to the All, Ani-
mal, Elemental, Healing, Plant, and Weather spheres of influence.

Elemental Resistance: Druids gain a +2 bonus to saving throws
vs. fire and electrical attacks.

Druidic Language: All druids speak a secret language. They
can only converse about nature or natural events. Non-druids
can never comprehend this language and all druids jealously
guard it.

Detect Nature: At 3™ level, druids can identify and discern de-
tails of plants, animals, and water.

Woodland Stride: At 3™ level, druids can pass through natural
overgrown areas without hindrance or damage.

Speak to Woodland Creatures: At 3 level, druids learn to
speak to creatures that live in forests, including centaurs, dryads,
elves, fauns, gnomes, dragons, giants, lizard men, manticores,
nixies, pixies, sprites, and treants. A druid can only choose one
specific creature to communicate with. At every level above 31,
the druid can select another woodland creature to speak with.

Charm Immunity: At 7% level, druids are immune to charm
spells cast by woodland creatures (dryads, nixies, nymphs, etc.).

Wild Shape: At 7™ level, druids can shape change into a reptile,
bird, or mammal, three times per day. Each individual animal
form can only be assumed once per day. The animal can be as
small as a bird or as large as a bear. The druid heals 1d6 x 10%
of his current damage when he changes. The druid assumes all
the characteristics of the new form but retains his mental ability
scores (intelligence, wisdom, charisma). The druid’s clothing or
armor and one item held in each hand meld into his new form,
but the druid gains no special powers if the items are magical.
Excess items must either be removed in the case of larger forms
or are discarded if changed into a smaller form.

Restricted Spell Casting:  After 15" level, druids no longer gain
new spells; however, their caster level continues to increase.

Poison Immunity: At 16™ level, the hierophant gains immunity
to all natural poisons such as that created by animals or plants.

Timeless Body: At 16™ level, the hierophant does not suffer
from penalties to ability scores through old age. Penalties already
applied remain.

Alter Self: At 16™ level, the hierophant can change his appear-
ance to that of any humanoid creature and increase or decrease
body height and weight by 50%. Changing shape takes at least
one round of concentration.

Hibernate: At 17" level, the hierophant can hibernate. He ap-
pears dead, his body does not age, and he only wakes up after a
preordained time or when the climate changes.

Plane Shift: At 17" level, the hierophant can plane shift to the
Elemental Plane of Earth. The hierophant gains the means to sur-
vive there and move about without hindrance. At 18" level, the
hierophant can enter and survive in the Elemental Plane of Fire.
At 19" level, the hierophant can enter and survive in the Elemen-
tal Plane of Water. At 20" level, the hierophant can enter and
survive in the Elemental Plane of Air.

Plane shifting can be activated at will and requires at least one
round of concentration. Plane shifting is imprecise and the hiero-
phant is shifted hundreds of miles from his intended target. The
hierophant can only shift from the elemental planes back to the
Prime Material Plane, regardless of which plane he shifted from.

Druidic Society: Druids have a strict hierarchy. Druids of 11*
level or below are referred to as “initiates”. At 12" level, an ini-
tiate obtains the official rank of “druid.” At 13th level, the druid
becomes an “arch-druid.” At 14" level the arch-druid becomes a
“great druid.” At 15" level the druid receives the highest rank of
“Grand Druid.” Grand Druid is both a rank and title. When a
Grand Druid passes on his title and levels up to 16", he’s forever
known as a “hierophant.”

Druids are organized by regions, which are divided by ge-
ographical features. An entire forest could be one region while
farmlands separated by a river could be another. In any single
region there can only be 9 full druids, 3 arch-druids, and 1 great
druid.

To advance in level past 11", there needs to be an open po-
sition available. If not, the druid cannot advance into the next
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level unless he challenges the druid ahead of him. This challenge
should be a test of skill, whether this is combat (lethal or non), a
test of might, a game of intellect, or perhaps a race littered with
obstacles requiring nimble reflexes to avoid. If the higher-ranking
druid loses he immediately drops to level 11 (200,000xp), and the
challenger advances to the next level taking the loser’s rank and
position.

Full druids (level 12) gain the loyalty of three initiates who
each have 1d10 — 1 levels (a roll of a 1 means they have 1 expe-
rience level). An arch-druid’s followers are replaced with three
level 10 initiates. A great druid’s followers are replaced with
three level 11 initiates.

The Grand Druid is unique as he’s the only one in the world
who can hold the title, has contact with all druids, and doesn’t
accept challenges. Grand Druids can pray for six spells of each
level they can cast and can cast up to six additional spell levels a
day (either a single 6™ level spell or multiple weaker spells total-
ing up to 6 levels).

Nine servants, three of whom are arch-druids, attend the
Grand Druid. Each servant under the Grand Druid can cast four
additional spell levels worth of magic per day (either a single
4™ level spell or multiple weaker spells totaling up to 4 levels).
Servants under the Grand Druid are hand picked and cannot be
challenged for their position.

To become a Grand Druid, the current holder reaches the
zenith of 15™ level and simply selects a candidate from the
world’s druids (usually a 14" level PC druid about to advance).
Upon claiming the new Grand Druid, the former titleholder steps
down from his position, advances to 16" level, and becomes a
hierophant druid. Hierophants immediately lose all experience
points but 1 (although they retain their current level), lose the
abilities and followers granted by being a Grand Druid, and are
no longer bound to the ranking system of druid society.

Druidic Philosophy:

e Druids are neutral: Druids see good and evil as two sides

ROGUE

A rogue is an opportunist; a thrill seeker, pilferer, acrobat, and
charlatan. They know a bit more knowledge than the average
warrior, have the skills to survive on their own, and can fight
in a pinch. Rogues come in a variety of flavors, from honorable
to dishonorable, but all are valued for their athletics and nimble
fingers.

Table 3.13: Rogue Advancement

of the same coin. To a druid, all creatures, human and mon- Thief/ A
ster alike, are part of the natural balance and deserve equal Level Bard Hit Dice (d6) THACO
respect. Druids staunchly defend and uphold the cycle of —7 0 il 20
nature whether good or evil oppresses her laws. 2 1,250 2 20
e Druids revere nature: Druids defend the natural world 3 2,500 3 19
against destruction or exploitation. If an intelligent crea- 4 5,000 4 19
ture takes beyond their means, a druid sets to right the 5 10,000 5 18
wrong. 6 20,000 6 18
e Druids use mistletoe: Mistletoe is a potent spell compo- 7 40,000 7 17
nent and holy symbol in the druidic faith. Druids must cut 8 70,000 8 17
mistletoe in a special ceremony requiring a golden or silver 9 110,000 9 16
sickle under the light of the full moon. Mistletoe picked 10 160,000 10 16
outside the ceremony halves the damage of all spells and 11 220,000 10+2 15
. . st 12 440,000 10 +4 15
grants opponents a +2 bonus to their saving throws. 1 13 660.000 1046 14
level druids begin with a single piece of special mistletoe 14 880.000 10+ 8 14
usually used as a permanent holy symbol. 15 1,160,000 10 + 10 13
e Druids care little for civilization: Because of their beliefs, 14 1,320,000 10 + 12 13
druids do not dwell in man-made cities or towns, as large 17 1:540:000 10 + 14 12
civilizations rob the area of natural resources. A druid may g 1,760,000 10 + 16 12
reside in a city but stays away from man-made areas, living 19 1,980,000 10 + 18 11
in parks or outside the walls. 20 2,200,000 10+ 20 11
Table 3.14: Rogue Saving Throws
Paralyzation, Poi- Rod, Staff, or Petrification or
Level son, g’r Death Wand Polymorph Breath Weapon Spell
1-4 13 14 12 16 15
5-8 12 12 11 15 13
9-12 11 10 10 14 11
13-16 10 8 9 13 9
17-20 9 6 8 12 7
21+ 8 4 7 11 5
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Table 3.15: Thieving Skill Base Scores

. Find/ Re- Move Hide in . . Read Lan-
Pick Pockets  Open Locks move Traps Stealthily Shadows Detect Noise Climb Walls guages
15% 10% 5% 10% 5% 15% 60% 0%
Table 3.16: Thieving Skill Racial Modifiers
Skill Dwarf Elf Gnome Half-elf Halfling
Pick Pockets - +5% - +10% +5%
Open Locks +10% —5% +5% - +5%
Find/Remove Traps +15% - +10% - +5%
Move Stealthily - +5% +5% - +10%
Hide in Shadows - +10% +5% +5% +15%
Detect Noise - +5% +10% - +5%
Climb Walls —10% - —15% - —15%
Read Languages —5% - - - —5%
Table 3.17: Thieving Skill Dexterity Modifiers
Dexterity Pick Pockets Open Locks %ralgé Remove  ppove Stealthily Hide in Shadows
9 —15% —10% —10% —20% —10%
10 —10% —5% —10% —15% —5%
11 —5% - —5% —10% -
12 - - - —5% -
13-15 - - - - -
16 - +5% - - -
17 +5% +10% = +5% +5%
18 +10% +15% +5% +10% +10%
19 +15% +20% +10% +15% +15%
Table 3.18: Thieving Skill Armor Modifiers
. . . . Padded or Studded
Skill No Armor Elven Chain Chain Mail* Leather
Pick Pockets +5% —20% —25% —30%
Open Locks - —5% —10% —10%
Find /Remove Traps = —5% —10% —10%
Move Stealthily +10% —10% —15% —20%
Hide in Shadows +5% —10% —15% —20%
Detect Noise - —5% —10% —10%
Climb Walls +10% —20% —25% —30%
Read Languages - - - -
*Bards, cleric/thieves or fighter/thieves only
THIEF Thieving Skills: Thieves are trained in special skills. Atlevel 1,

Thieves are stealthy adventurers who prefer to fight with sub-
terfuge and stealth to swords and shields. Thieves sneak into
combat, deliver a powerful blow, and then slip away before any
is the wiser. Thieves have a keen eye for traps, can scale the
smoothest walls, and step without a sound. Despite their name,
thieves are not necessarily amoral pickpockets. The life of ad-
venturing requires a good lock pick and sticky fingers, and even
noble lords have hired thieves to scout enemy positions and nab
artifacts from the fingers of powerful enemies. Thieves start the
game with a simple set of thieving tools.

Ability Requirements: Dex 9

Race: Any

Prime Requisite: Dex 16+

Alignment: Any except lawful good.

Weapons: Clubs, daggers, darts, hand crossbows, knives, las-
sos, short bows, slings, broad swords, long swords, short swords,
staves.

Armor: Leather, studded leather, padded leather, elven chain
armor. Thieves suffer penalties to their abilities based on their
armor.

all thieves receive 60 points to add to their skills. No more than
30 points can be added to a single skill. At each level, the thief
gains an additional 30 points, and no single skill can be raised by
more than 15 points. No skill can be raised above 95% includ-
ing adjustments for dexterity, race, and armor. If a skill is ever
reduced below 1% it cannot be used at all.

Thieves and Ability Checks: While anyone can use an ability
check to perform an action, thief skills are special, representing
years of training and experience. When a thief performs a skill,
he keeps a successful result until conditions arise that would neg-
atively affect him. For example, a thief hiding in shadows will
continue to do so until someone passes a lantern over his posi-
tion. Thieves can also roll ability checks to effectively emulate
their class skills but doing so applies the normal restrictions.

Pick Pockets: Thieves can snatch small items from pockets,
palm unattended objects, and perform simple sleight of hand
tricks. Failure means the thief does not get the item, but does
not determine whether the attempt was detected. To determine
detection, multiply the victim’s level or hit dice by three and sub-
tract it from 100. If the thief’s roll was equal to or greater than the
difference, the thief is detected. It’s possible to pick pockets and
be noticed at the same time.
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Open Locks: Thieves can pick any mechanical locking mech-
anism requiring keys and/or finesse to unlock. Picking a lock
takes 1d10 rounds. Failure indicates the attempt is impossible un-
til the thief increases in experience level. Picking locks requires
suitable tools. Improvised tools and stressful or awkward posi-
tions apply penalties as set by the GM.

Find/Remove Traps: Thieves are trained in finding and disarm-
ing small traps. Any small mechanical trap, whether natural or
artificially made, can be found and disarmed by the thief. Large
traps, such as pitfalls, or traps without accessible mechanics, such
as a sliding wall, cannot be found or disarmed using this skill.

To find traps, the thief must visually inspect and touch the
object or area containing the trap. The GM rolls this check in se-
cret to keep the thief from making assumptions about his skill.
Thieves can inspect a single object or 10x10 foot space (walls,
floors, and large constructions) once per experience level. Search-
ing for a trap takes 1d10 rounds.

Found traps can be removed or disarmed requiring 1d10
rounds. On a success the trap is disarmed or removed. A fail-
ure indicates the trap is too advanced and the thief can try again
after gaining a level in thief. On a dice roll of 96-100 the trap
is automatically sprung. Removing or disarming a trap requires
suitable tools. Improvised tools and stressful or awkward posi-
tions apply penalties as set by the GM.

Thieves can detect and remove magical traps, but the chance
of success is halved.

Move Stealthily: Thieves can attempt to move stealthily at will
by reducing their movement value to ' /5 normal. If success-
ful, the thief increases his chance of surprising an enemy, avoid-
ing detection, and setting up a backstab opportunity. The GM
rolls this check secretly as the thief always believes he is moving
as stealthily as possible. A sneaking thief will do what he can
to avoid detection (steer clear of squeaky boards, avoid casting
shadows, walk on softer surfaces, time movements to coincide
with background noises, maintain distance from guards, etc.).
One Move Stealthily check is used for a given situation until con-
ditions change. For example, if the thief walks into a room with
a different kind of floor, lighting or noises, he must roll a new
check.

Hide in Shadows: Thieves can attempt to vanish into conceal-

ment such as shadows, bushes, curtains, nooks, etc. A thief can
only hide when no one is observing him. He cannot move with-

out rolling another check but may perform small motions like sig-
naling or drawing items. Distractions, such as a creature caught
in a fight, may allow the thief to hide. The GM rolls the hide
check in secret; thieves always believe they’re hiding properly.
Infravision or special sight does not reveal a hidden thief.
Spells or abilities such as detect invisibility reveal a hidden thief.

Detect Noise: A thief can concentrate for one round to listen for
minute sounds. A thief must remove any item covering his head
to use this ability. Sounds heard through thick barriers like walls
or doors are unclear or garbled.

Climb Walls: Thieves are expert climbers and can climb sur-
faces, including completely smooth or flat walls, without special
gear. Thieves cannot fight or defend themselves while climbing.
Refer to Climbing and Climb Speed for more information.

Read Languages: At 4™ level, thieves can attempt to decipher
the meaning of any written language. Thieves do not have to
make a check for a language they know how to read. The check to
read a language is rolled every time the thief tries to read a docu-
ment written in an unknown language. The entire document (ex-
act size determined by the GM) is checked only once. The check
is equal to how much the thief understands; a thief that rolls a
50% understands approximately half of what he is reading. Each
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separate document, even in the same language, requires a new
check. If the thief fails he cannot try again on the same document
until he gains a level in thief.

Backstab: Thieves are experts in attacking an enemy’s weak
points. When attacking a surprised enemy’s flank or rear, he
gains a +4 bonus to his attack and ignores his opponent’s dex-
terity and shield bonus to AC. If the attack succeeds, the thief
multiplies his weapon damage (before modifiers like strength are
applied) by his backstab multiplier.

Enemies must be unaware of the thief. If an enemy sees or
hears the thief this skill cannot be used. Backstabbing can only
be done against living enemies with a discernible anatomy, ex-
cluding plants, undead, and constructs from being backstabbed.

Table 3.19: Backstab Damage Multipliers

Thief’s Level Damage Multiplier
14 x2
5-8 x3
9-12 x4
13+ x5

Thieves” Cant: Thieves have a special language used to com-
municate with each other. Thieves’ cant isn’t an actual language
but disguised words, body language, and misleading statements
that can be worked into any language. Thieves’ cant is limited
to subjects pertaining to thieves; hideouts, stolen goods, contacts,
black marketers, etc. Only thieves speaking the same language
can use thieves’ cant to communicate.

Use Scrolls: At 10™ level, thieves can use magical and clerical
scrolls. There is a 25% chance the attempt misfires, causing the
spell to be centered on the thief or cast on a random target. The
GM should choose a scenario that disadvantages the thief and /or
his party.

Stronghold: Thieves build a den at 10" level. Thieves’ dens
tend to be fronts for illicit or questionable activity regardless of
alignment. A good thief den could be a spy ring monitoring crim-
inals while a dishonorable thief could use his den to fence stolen
goods. Thieves then attract a gang of followers appropriate to
their alignment. These men are generally loyal, but not particu-
larly devoted.

Thieves tend to be territorial and jealous of other powerful
thieves. If another thief builds a den in the area, the two gangs
usually battle, either openly or through subterfuge, until one
overcomes the other. Even good thieves are suspicious of each
other. While opposing thief’s dens of good alignment won't re-
sort to violence or cruel sabotage, there will always be a com-
petitive rivalry involved. If a good thief’s den is disbanded, the
next closest good-aligned den quickly absorbs it. In contrast, evil
thieves seek the destruction of their weakened rivals, so that they
may never rise again.

BARD

Bards are entertainers, taletellers, and lore masters. Bards are
nimble and stealthy like thieves but prefer to be in the spotlight,
not out of it. Through song and poetry, bards can inspire men
to great deeds. Even the weariest armies have stood up against
overwhelming odds because a bard was by their side reciting
tales of legendary heroes.

Bards by nature are jacks-of-all-trades and masters-of-none.
They make excellent spies and assassins. Bards are distrusted as
much as they are respected.

Ability Requirements: Dex 12, Int 13, and Cha 15

Race: Human, Half-elf
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Prime Requisite: Dexterity and Charisma 16+

Alignment: Neutral Good, Lawful Neutral, Chaotic Neutral,

Neutral Evil

Weapons: Any

Armor: Chain mail or lighter. No shields.

Play Instrument: Bards are proficient singers, musicians, and
chanters. A bard is an expert at one type of oratory or instrumen-
tal performance of the player’s choice. A bard starts the game
with an inexpensive instrument, usually made of wood or at best
bronze.

Bardic Skills: Bards are trained in special skills that help them
in their adventures. These skills function exactly like thieving
skills of the same name and are similarly modified by race, dex-
terity, and armor worn. At 1%t level, the bard receives 20 points
to distribute among these skills and 15 points every level after

1%. The bard does not have to wait until 4™ level to use his Read
Languages skill.

Table 3.20: Bardic Skill Base Scores

Climb Detect Noise Tick Pock- Read  Lan-
Walls ets guages
50% 20% 10% 5%

Spell Casting: Bards can cast a limited number of spells. They
learn, memorize, and cast spells as a mage does. Bards must keep
a spell book and are restricted by armor. Bards can never special-
ize in a school of magic. The bard’s casting level is equal to his
bard level.

Bards learn spells through happenstance and luck. At 2™
level, the bard may know 1d4 spells selected by the PC or as-
signed by the GM. A check is still made to see if the bard knows
the spell. Bards do not learn new spells automatically as they
advance in levels.

Table 3.21: Bard Spell Progression
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Incite Emotion: Bards can perform to inspire the emotions of
individuals or groups. When playing before a crowd, every tar-
geted listener makes a saving throw vs. paralyzation modified
by wisdom—mental defense modifier. If the crowd fails, the bard
may shift their reaction by one level positively or negatively.

A crowd must be non-hostile and focused on the bard. The
saving throw for large groups should be the average of every
creature’s hit dice. The method of this ability must reflect the
creature it’s used against and the bard must be proficient in that
method. A bear could be calmed with music but a joke spoken in

common would have no effect on an ogre who does not under-
stand common.

Bards apply a —1 penalty to this saving throw every three lev-
els.

Inspire Courage: The bard can inspire courage into allies,
granting bonuses to their abilities. The bard can apply either a
+1 bonus to attack rolls, a +1 bonus to saving throws, or a +2

bonus to morale (However, PCs do not roll morale checks and
gain no benefit from this morale bonus) for all those that hear
him within 10 feet per bard level. The bard must perform for
three full rounds, doing nothing else except performing, and the
bonuses are added at the end of the third round. This effect lasts
1 round per level. Inspire courage can be used more than once
but the bonuses don’t stack and the duration resets.

Counter Song: The bard can negate magic or abilities that rely
on sound or vocal effects. The bard rolls a saving throw vs. spell
for all characters affected by vocal abilities within 30 feet. Success
means the spell or ability is negated within the effective area. The
bard can walk his speed while using counter song but is inter-
rupted if he takes damage or fails a saving throw.

Counter song can be used once per encounter and lasts as
long as the bard continues speaking, singing and/or chanting.
Counter song does not interrupt verbal components or command
words but does negate verbal aspects of a spell’s description such

as speaking a person’s name or giving orders to a charmed mon-
ster.

Read/Write Languages: Bards can read and write all languages
they speak. Ancient or dead languages can be read /written if the
GM allows it.

Local History: The bard picks up esoteric and little known facts
about the area he’s in. A bard knows tales and legends about lo-
cal sites, families, urban legends, terrain, and other mundane lo-
cal features. This information is general, never specific. A bard
may know that a black dragon haunted the swamps to the north
for the past century but he doesn’t know the dragon’s hit dice,
weaknesses, exact location, and so forth. If the bard succeeds on
a charisma check he can tell a tale granting him a +2 bonus to
his charisma to all people who heard him for one hour per bard
level. This check cannot be made against hostile creatures.

Lore: At 1% level, the bard has a 5% chance to know the gen-
eral history surrounding a magic item. A bard never knows the
details (specific enchantment, special abilities, etc.) but its back-
ground can give clues to its function. A failure indicates the item
is beyond the bard’s knowledge but can be rechecked when he
gains a level in bard.

The lore percentage increases by an additional 5% every level
after 1%

Followers: At 9" level, a bard with a stronghold attracts fol-
lowers of 0" level. These are typically soldiers, entertainers, and

craftsmen. Bards can build strongholds before 9" Jevel but don’t
receive followers.

Use Magic Scrolls: At 10" level, the bard can cast magic in writ-
ten form such as scrolls and books. There’s a 15% chance each
casting the item misfires either backfiring on the bard or targeting
his enemies (GM’s discretion or whatever most inconveniences
the party).

MULTI-CLASS CHARACTERS

Demi-humans can multi-class: taking more than one class at
a time. Specialist mages (except gnome illusionists) can never
multi-class. Multi-class characters divide experience evenly be-
tween classes and share the best abilities of each class. Each
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class levels up independently and it’s possible for one class to
be higher than the others.

To determine hit points at 1% level, roll the appropriate
hit dice for each class, total the value, then divide the score
by the number of classes (round up). For example, a half-elf
fighter/mage/cleric would roll 1d10, 1d4, and 1d6, total the
amount, divide by three, and add his constitution modifier to hit
points if any.

At each level for an individual class, roll the appropriate hit
dice and divide by the number of classes (rounding up). The hit
point modifier for high constitution is also divided among classes
(round up). For example, a fighter/thief with a hit point modifier
of +3 would get +2 hit points when he advances in fighter and +2
hit points when he advances in thief. A fighter/mage/thief with
a +3 hit point modifier would gain +1 hit point from constitution
at every class level. Hit points gained after a class stops gaining
hit dice are never divided.

Multi-class characters retains the best THACO, saving
throws, and features of any class with a few exceptions.

Warrior: A multi-classed fighter cannot learn weapon special-
ization.
Priest: A multi-classed priest must follow his faith’s weapon re-

strictions.

Wizard: A multi-classed wizard cannot cast spells in armor, ex-
cept for an elven multi-classed wizard, who can cast spells when
wearing elven chain armor.

Rogue: A multi-classed thief cannot use any abilities other than
open locks and detect noise while wearing armor restricted by
the thief class. A thief must remove any helmet to detect noise
and remove any gauntlets to open locks.

DUAL-CLASS CHARACTERS

Dual-class is an ability of humans to permanently halt advance-
ment in their current class and advance in another. The human

retains the abilities of his first class but does not gain experience
for using them. There are requirements for ability scores but no
restriction on dual-class combinations.

At 2" level or above, a human may choose to permanently
end their advancement in their current class to gain a new one.
This change is irrevocable and the character can never gain expe-
rience points in his old class.

The character must have a 17 or higher in the prime requi-
site(s) of his newly chosen class. The character begins his new
class at level 1 with 0 experience points but retains the hit dice
and hit points gained from his previous class. The character’s
ability scores do not change, but he uses the THACO and saving
throw values appropriate to his new class and level. Finally, a
character gains no additional hit dice or hit points while advanc-
ing in their new class.

A dual-class character retains all knowledge and abilities of
his previous class but using them does not earn class experi-
ence points and only gives him half experience points for the en-
counter. This restriction applies to using the old class” THACO,
saving throws, or abilities that are not also an ability of the new
class.

After the new class level exceeds the old class level, the re-
strictions no longer apply. The dual-classed character may use

the abilities and features of any class without restriction and
gains hit points or rolls hit dice for his new class level. The dual-
class character still cannot gain experience in his old class.

ENERGY DRAIN ON DUAL- AND MULTI-CLASS

When an energy-draining creature strikes a dual-class or multi-
class character, the character loses levels in his highest leveled
class. If all classes are even, he loses levels in the class with the
highest experience requirements. If a dual-class character’s new
class is reduced to less than their old class, the restrictions to dual-
class characters apply. If a dual-class character’s old class levels
are drained he must raise them back to the original level when he
chose to dual-class, before gaining levels in his new class.
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ALIGNMENT

Alignment is a guideline that influences a character’s person-
ality and outlook on morality, society, and life in general, and
the influences of the universe as a whole. Alignment is both a
tool for role-playing and a mechanic for certain spells and abil-
ities. Alignment is always based on a character’s actions, never
thoughts; a person is not evil simply for thinking evil thoughts.
Characters are not bound to their alignment; people can act irra-
tionally, perceive they’re acting properly, or change beliefs.

Alignment is divided between good vs. evil and law vs.
chaos, which defines the universe and its people as a whole.
There are nine alignments as a result; lawful good, neutral good,
chaotic good, lawful neutral, neutral, chaotic neutral, lawful evil,
neutral evil, chaotic evil.

LAW VS. CHAOS

Law and chaos reflect a character’s outlook towards society and
personal relationships.

Lawful creatures respect authority, organizations, and rules
as imperative to the proper function of life. Concepts such as
family, tradition, honor, and loyalty are of the highest impor-
tance. The existence between society and government is natural
and the foundation of strong organizations such as guilds and
churches are necessary to maintain order. Without law, society
has no means to trust or depend on each other and falls prey to
encroaching chaos. While lawful creatures can be pragmatic, they
follow rules and tradition even if they’re inefficient or draconic.

Chaotic creatures believe that nothing in the universe is cer-
tain and that individual is responsible for his own lot in life. Des-
tiny is uncertain, events in the universe aren’t correlated, and one
must adapt to their current situation to survive. Chaotic creatures
believe rules and tradition stifle progression. While chaotic crea-
tures aren’t necessarily anarchistic, they tend to place the needs
of themselves or personal acquaintances over society as a whole.

Neutrality in respect to law and chaos is a belief that all things
must have a counterpart. Neutral creatures believe that, for every
action there’s an equal and opposite reaction and without this the
universe will fall apart. Neutral creatures do what they think has
the most advantageous results whether this means obeying law
in one situation then embracing chaos in the next.

Law and chaos are always in respect to society, authority, or
the majority. Following a rigid personal code doesn’t make a
character lawful. Chaotic creatures can be honest and mindful of
authority. A barbarian raider who refrains from harming women
or children is likely chaotic. An assassin who follows the creed of
his local guild is likely lawful.

GOOD VS. EVIL

Good and evil reflects a character’s outlook on morality; his per-
sonal moral compass deciding what’s right and wrong.
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Good creatures respect the value of life and sacrifice personal
resources to help each other. They believe in protecting the weak,
defending the innocent, and promoting these values so that oth-
ers will do the same. Good is not absolute, thus few people are
good all the time, but good characters reflect on their failings and
strive to overcome them.

Evil creatures are destructive, self-serving, and sacrifice oth-
ers to achieve their personal goals. Evil can be subtle or overt
and any obstruction to an evil creature’s goals is a hindrance that
must be exploited or removed. Few creatures are consistently evil
or even recognize themselves as evil, thus an evil creature can be
unaware of the results of their actions.

Neutrality in respect to good and evil reflects a tendency to
not judge actions based on the moral outcome. Neutral creatures
aren’t particularly cruel or destructive but they feel no obligation
to spend personal resources helping others. As a result, neutral
creatures form bonds based on personal relationships not an obli-
gation to serve or force others into service. Some creatures, par-
ticularly instinctual ones like animals, have no moral compass.
Animals kill because they’re hungry, not out of cruelty.

Good and evil are defined by society. What one society deems
to be good another may believe is evil. As a result, few mortal
creatures are truly evil. Regardless, good is always constructive
while evil is always destructive. Raiding villages for supplies and
slaves might be a common practice in one civilization (albeit not
a good one) but razing the village to the ground and massacring
its residents for personal enjoyment is evil.

THE NINE ALIGNMENTS

There are nine alignments that govern all creatures. Most mortals
are born neutral and their personal upbringing influences their fi-
nal alignment. Outsiders and creatures from other planes are cre-
ated from the raw energies of that plane. While they can change
alignment, planar creatures are always born with an alignment
that matches their home plane and changing to a different or op-
posite alignment is rare.

Lawful Good: The belief that a strong, orderly society can im-
prove life for the majority of people. The law is designed to pro-
tect and guide the people and the people are expected to uphold
the law for the mutual good of all. Lawful good creatures are
honest and forthright, upholding the greatest good while caus-
ing the least harm. If restrictions to personal freedom must be
made to ensure the greatest good for everyone, then it’s a neces-
sary sacrifice so long as no undue harm is wrought. Considered
to be good aligned.

Neutral Good: The belief that either societal extreme isn’t nec-
essarily the correct path to maintaining the good of all creatures.
If a strong government protects the people then it should be sup-
ported. If abandoning tradition liberates an oppressed group,
then it must be done. Social structure and personal freedom are
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but tools for achieving goodness and no belief is above another if
the end result is the same. Considered to be good aligned.

Chaotic Good: The belief that personal freedom allows unre-
stricted attempts to achieve the greatest good. Chaotic good
creatures believe that rules, even ones with good intentions, can
be abused and that people should follow their own moral com-
pass, not a mandate. Creatures of this alignment tend to be free-
dom fighters and detest bullies who hide behind the law. While
benevolent and forthright, this belief clashes with good order and
it's quite possible for people with radically different opinions on
achieving good to violently clash. Considered to be good aligned.

Lawful Neutral: The belief that law and order are paramount to
a structured society. The universe is cruel and moral extremes do
nothing but hamper the progression of society as a whole. Law-
ful neutral creatures staunchly believe in order, tradition, and a
strong government. Personal freedom and individuality are the
price for order and balance. Considered to be neutrally aligned.

True Neutral: The belief that the forces of the universe must be
kept in balance. Laws can be restrictive and easily abused while
chaos can be uncontrollable and unpredictable. Goodness can be
counter-productive while evil is unnecessarily destructive. True
neutral characters are pragmatic and judge actions, not appear-
ances. They often side with factions that have the most com-
pelling argument but are prone to defecting when one becomes
too powerful. Most neutral characters lean towards a particular
alignment; those who believe in complete neutrality are uncom-
mon. Considered to be neutrally aligned.

Creatures with animal-like intelligence or no intelligence (a
construct or ant) are always neutral because they have no under-
standing of morality. A dog can be trained to kill but they cannot
comprehend the results of their actions.

Chaotic Neutral: The belief that there is no order in the uni-
verse and that dwelling on moral extremes, good or evil, inhibit
personal freedom. Chaotic neutral characters do whatever they
feel like with little thought towards the results but neither are
they completely cruel or uncalculating. A chaotic neutral crea-
ture may simply be impulsive to a fault, make sudden decisions,
or prefer to live their lives by the flip of a coin. Considered to be
neutrally aligned.

Lawful Evil: The belief that laws and society can be abused for
mutual gain. Society creates a definitive gap between those with
power and those without; the rules should be made to keep those
without power from acquiring it. If a law benefits the creature
while hurting someone else, it should be exploited. Laws are
obeyed only out of fear of punishment or reprisal. Considered
to be evil aligned.

Neutral Evil: The belief that evil is inhibited by the structure
of laws and wasted in a truly chaotic system. Neutral evil crea-
tures are amoral, avaricious, selfish, and untrustworthy. They’ll
work with others if it works in their favor and betray allies if the
benefits outweigh the risks. Their allegiance is measured by per-
sonal gain and “friends” are only kept as close as the reach of
their longest weapon. Considered to be evil aligned.

Chaotic Evil: The belief that there is no meaning in the uni-
verse except personal pleasure. The weak are to be exploited,
and the strong dominate the weak. Laws are pathetic tools de-
signed to protect those who pretend to have power. They care
not for meaning or reason to their actions except for the end re-
sults. Chaotic evil creatures are nearly impossible to assemble in
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any group for an extended length of time unless their desires are
consistently satiated. Considered to be evil aligned.

TRACKING AND CHANGING ALIGNMENT

After character creation, the player is no longer in charge of their
alignment. Each session, the GM charts a player’s decisions
and decides where they fall on the alignment scale. Most mi-
nor actions are inconsequential; people act against character all
the time. Major actions should be taken into consideration. If
a character severely acts against alignment then the GM has the
right to change it. It’s recommended to tell players about to shift
to reflect on their past decisions before ultimately changing their
alignment. Changing a player’s alignment requires careful con-
sideration and there’s no harm in ignoring the rules for it.

If a person’s alignment changes due to conscious, willing de-
cisions they require double the experience points to level up to
the next level. If a person’s alignment changes more than once in
a single level they lose all experience points gained that level and
have to earn double the experience points to level up.

A character whose alignment changes involuntarily (such as
through magic) are not penalized but they gain no further expe-
rience points until they revert to their original alignment. For
example, a paladin dominated into doing evil acts must atone
back to lawful good in order to gain experience points again. If a
character decides to remain in their new alignment they require
double the experience points to level up.




Chapter 5

COMBAT SKILLS

Combeat skills determine which weaponry a character is able
to wield, and in what specific way (if any) he can wield those
weapons most effectively.

COMBAT SKILL POINTS

All characters are given Combat Skill Points at 1%t level, which
they must immediately exchange for combat skills. As initial
combat skills represent years of training and practice prior to
becoming 1% level, those not exchanged during character cre-

ation are lost. Additional Combat Skill Points (CSP) are earned
at higher levels. A character is considered to be unskilled in the

use of a weapon or other combat skill, unless they exchange a
combat skill point to become skilled. Once a combat skill has
been chosen, the decision is permanent.

Table 5.1: Skill Points by Class

Class Combat Skill Points Unskilled
Penalty
Warrior 4 + 1 per 3 levels —2/-1
Priest or Rogue 2 + 1 per 4 levels —-3/-2
Wizard 1+ 1 per 6 levels —5/-3
Class: Each class group is represented. Multi-classed characters

use the most advantageous row for their respective classes, and
do not add them together. A fighter/mage simply uses the war-
rior row. Note that priests and rogues have identical combat skill
potential.

Combat Skill Points (CSP): The formulae in this column indi-
cate how many CSP the character receives at 1*' level and the next
divisible level that a character will receive one additional CSP. For
example, a fighter has 4 CSP at 1% level and earns 1 additional
CSP at 3™ level, another at 6™ level, etc. If the GM allows, a char-
acter’s Intelligence—Languages Known score may be added (in

whole or in part) to the number of CSPs received at 1% level.

Unskilled Penalty: The first number in this column indicates
the penalty applied to the character’s THACO when using a
weapon with which he is completely unskilled. For example, a
mage who is unskilled with daggers suffers a —5 penalty to his
THACO. The number following the slash indicates the penalty
applied if a character wields a weapon that he is not skilled with,
but he is skilled with a weapon in the same weaponry group (See
below). For example, if the mage were to be skilled with a knife,
he would only suffer a —3 penalty when wielding a dagger.

AMBIDEXTERITY

In exchange for 1 CSP, any character can become ambidextrous,
but only warriors and rogues may fight with a weapon in each
hand.
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Ambidexterity: An ambidextrous character suffers no penalty
when using his non-dominant hand for any actions. In com-
bat, this reduces the penalty suffered to attacks with his non-
dominant hand by 2 while fighting with two weapons. This skill
stacks with a character’s dexterity—missile attack modifier (Re-
fer to Two Weapon Fighting and Attacks with the Non-Dominant
Hand). This skill is not considered a part of any method, and un-
skilled penalties are, by default, already assumed elsewhere in
the rules.

WEAPONRY SKILLS

One or more CSPs are usually exchanged for skill with a sin-
gle weapon, a grouping or even a type of weaponry, but they
can also be exchanged to become skilled in certain specific com-
bat expertise and methods. A character can only become skilled
with weapons and methods allowed to his class. If a character
becomes skilled in a group or type of weaponry, they are still un-
able to wield weaponry in that group or of that type that is not
allowed to their class.

Single Weapon: The character becomes skilled with a single
weapon in exchange for 1 CSP and totally negates the unskilled
penalty associated with that weapon and partially negates the
penalties for related weapons (Refer to Unskilled Penalty).

Weaponry Group: A weaponry group consists of weapons of
similar design such as swords or pole arms. By exchanging 2
CSPs to become skilled with a weaponry group, a character be-
comes skilled in all weapons within that group that are allowed
to his class. When adding new weapons to his world, the GM
should consider which, if any, weaponry group that the new
weapon belongs.

Note that the arquebus, blowgun and quarterstaff do not be-
long to any group and must be learned separately.

Table 5.2: Weaponry Groups

Group Weapons

Axe Battle axe, hand/throwing axe, Pole
axe (all)

Bow Bow (all)

Cavalry Flail, mace, pick (horseman varieties)

Club Club, morning star, war hammer

Crossbow Crossbow (all)

Infantry Flail, mace, pick (footman varieties)

Lance Lance (all)

Long blade Bastard sword, long sword, scimitar,
two-handed sword

Medium blade Broad sword, cutlass, khopesh

Short blade Dagger/dirk, knife, sickle, short sword

Pole arm Pole arm (all, including pole axes)

Release action

Spear

Lasso, net, scourge, sling, staff sling,
whip
Harpoon, javelin, spear, trident
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Weaponry By Type: Weaponry types provide the character
with the most diverse and widest selection. They reflect those
weapons that inflict the same type of damage, either by slash-
ing (S), bludgeoning (B), or piercing (P). By exchanging 3 CSPs,
a character becomes skilled with every melee or hurled weapon
of that type which is allowed to their class. If a weapon inflicts
multiple types of damage, it overlaps and is included under each
type. For example, many pole arms are included in both the
piercing weaponry type along with short sword and the slash-
ing weaponry type along with long sword (Refer to the Melee
Weapon Table). Non-lethal weaponry and ranged weaponry
such as arquebus, blowgun, bow, crossbow are not included.

COMBAT METHODS

In addition to the option of weaponry specialization, single class
fighters can choose to become skilled in any or all of the follow-
ing combat methods but only one method may be chosen at 1°
level (the GM may make an exception in the case of Unarmed
Combat Methods and single class fighters, q.v.). Other warriors,
rogues, priests and any multi-class combination can only become
skilled in one combat method, ever. Single class wizards can only
ever become skilled in one of the ranged weaponry or unarmed
combat methods.

In exchange for 1 CSP, a character becomes skilled in a
method, granting bonuses when using weapon(s) which both
meet the requirements of the method and in which he is skilled.
For example, a character skilled in the single-weapon method
and with the cutlass but not the long sword gains bonuses for
single-weapon method if fighting with a cutlass but not with a
long sword (assuming all other conditions of the method have
been met).

MELEE WEAPONRY METHODS

There are four melee weaponry combat methods: single-weapon,
two-handed, weapon-shield and dual-weapon. Single class wiz-
ards may not exchange CSPs for melee weaponry methods.

Single-Weapon Method: Often chosen by single class rogues,
this method involves defending oneself while fighting with one
weapon in the character’s dominant hand. No other weapons
or shields can be used in a non-dominant hand although small
items (such as a potion) may be held. A character skilled in this
method gains a —1 bonus to their AC. When gaining additional
CSP, the character may exchange a second one to gain specializa-

tion in this method, increasing the bonus to AC a maximum of
—2.

Two-Handed Method: Useful whenever a character fights with
one weapon in both hands. Some weapons require both hands
to use while others give the option of using both hands (in this
case, the bonus is only applied when using them with both

hands). Character’s skilled in this method reduce their two-
handed weapon’s combat speed by 3 (to a minimum of 0).

Weapon-Shield Method: Preferred by many priests and war-
rior types and colloquially referred to as “mace and board”,
“sword and board”, etc., this method involves fighting with a
shield in one hand and a weapon in the other. When used defen-
sively, this method provides a —1 bonus to the character’s AC.

Alternatively, this method can be used offensively. Charac-
ter’s skilled in the weapon-shield method can perform a shield
bash (See below). The shield bash can take the place of a standard
attack or be used as a secondary weapon, including all penalties
and bonuses that apply to using the non-dominant hand, such
as dexterity—missile attack modifier and ambidexterity (Refer to
Two Weapon Fighting).

When gaining additional CSP, the character may exchange a
second one to gain specialization in this method. When used de-
fensively, specialization provides a maximum of —2 bonus to AC
and when used offensively, it reduces the non-dominant hand
penalty by 2 or eliminates the penalty completely if the character
is also ambidextrous.

Shield Bash: A shield bash is a normal attack and inflicts 1d3
damage for bucklers and light shields, 1d4 for medium shields,
and 1d6 for larger shields. This is usually bashing (B) type of
damage, but a spiked buckler or other specially built shield in-
flicts Piercing (P) type damage. Strength modifiers apply to the
THACO and damage of shield bash attacks, but magical shields
do not provide any enchantment bonuses to the shield bash
THACO or damage. A character does not gain any AC bonus
from his shield during a round in which he employs a shield bash
attack.

Dual-Weapon Method: Also popular with rogues and others
who shun the use of a shield (A multi-classed fighter/mage, for
instance), this method is an improved form of fighting with two
weapons, involving a weapon wielded in each hand (Refer to
Two Weapon Fighting). Becoming skilled in this method reduces
the penalty to the character’s THACO with both the dominant
and non-dominant hand by 2 so that if the character is also am-
bidextrous, they suffer no penalties at all. A character skilled in
this method also gains the ability to wield any combination of
two one-handed weapons.

When chosen by a ranger, this method allows him to use
any combination of two one-handed weapons, but only provides
other bonuses when he is wearing armor that causes him to lose
his two-weapon style bonus (Refer to Ranger).

Weaponry Specialization (Fighter only): Weaponry specializa-
tion requires devout focus; therefore only single class fighters can
specialize. Paladins, rangers and multi-class fighters can never
specialize with a weapon. A fighter may specialize with any
particular melee weapon, bow or crossbow that he is otherwise
skilled with its use. Specializing with a melee weapon (effec-
tively mastering its use) requires that a character exchange one
additional Combat Skill Point (CSP) for skill with that weapon,
and specializing in a bow or crossbow requires exchanging 2 ad-
ditional CSPs. The fighter is only allowed to specialize in one
weapon at 1% level, but is able to specialize in other weapons as
he gains additional CSPs (Refer to Combat Skills).

A fighter specialized with a melee weapon gains a +1 bonus
to attack rolls and a +2 bonus to damage with that weapon. A
fighter specialized with the bow or crossbow gains a +2 bonus
to attack when wielding a bow within 6 to 30 feet of his target
or when wielding a crossbow within 6 to 60 feet. In addition,
specialization with a bow or crossbow allows the fighter to fire
the weapon before initiative is rolled, so long as the weapon has
been previously nocked and trained on a visible target. Further-
more, specialization gives the fighter extra attacks, as shown on
the table below.

Table 5.3: Fighter Weaponry Specialization

Fighter Lvl. Melee Weapon  Light Crossbow Heavy Crossbow Thrown Dagger Thrown Dart Missile Weapons
1-6 3/2 1/1 1/2 3/1 4/1 3/2
7-12 2/1 3/2 1/1 4/1 5/1 2/1
13+ 5/2 2/1 3/2 5/1 6/1 5/2
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RANGED WEAPONRY METHODS

There are two ranged weaponry methods: missile-weapon and
hurled-weapon. Skill in each ranged method can only be gained
once and with only one weapon. Only single class fighters
are able to become skilled in both missile weapon and hurled
weapon methods. All others, including wizards, may only
choose one.

Missile-Weapon Method: Open to all, including wizards us-
ing the sling, this method involves combat with any single mis-
sile weapon requiring ammunition, chosen from among those in
which he is already skilled or specialized (Refer to Weaponry
Specialization), except the arquebus. Skill in this method allows
the character to move up to half their movement value and retain
their full attack rate. (Refer to Movement and Ranged Attacks).

In addition, if he does not move during the round while mak-
ing his attack(s), the character gains a bonus of —1 to his AC,
and a +2 bonus to his THACO when making a called shot with
the chosen weapon. If a fighter character has also gained a point
blank range category from specialization in the chosen weapon
(and does move while firing), he gains a +2 bonus to THACO
when within point blank range. And finally, a mounted character
who has chosen a bow or crossbow method reduces his penalties
for attacking with his chosen weapon while riding by 2 (maxi-
mum of 0) and if the chosen missile weapon is not a bow or cross-
bow, the character gains the ability to fire while riding (Refer to
Mounted Combat).

Hurled-Weapon Method: Open to all, including wizards using
the dagger or dart as a hurled weapon, this method involves com-
bat with any single hurled weapon, chosen from among those in
which he is already skilled. Skill in this method allows the char-
acter to move up to half their movement value and retain their
full attack rate. (Refer to Movement and Ranged Attacks).

In addition, if he does not move during the round while mak-
ing his attack(s), the character gains a bonus of —1 to his AC, and

a +2 bonus to his THACO when making a called shot with the
chosen weapon.

And finally, a character gains the ability to hurl the chosen
weapon while riding (Refer to Mounted Combat).

UNARMED COMBAT METHODS

There are two unarmed combat methods: brawling-attack and
wrestling-attack. While favored by all members of certain monas-
tic orders, only single class fighters are able to become skilled in
both brawling-attack and wrestling-attack methods. All others,
including wizards, may only choose one.

Brawling-Attack: Becoming skilled in this method grants a +1
bonus to the character’s THACO and +1 to his damage while
brawling. A skilled brawler can choose the next highest or lowest
brawling maneuver, and if he is holding nothing in either hand,
he also can make an additional brawling attack per round.

Wrestling: Becoming skilled in this method grants a +1 bonus
to the character’s THACO and +1 to his damage while wrestling.
A skilled wrestler can choose the next highest or lowest wrestling
maneuver and gains a +2 bonus to his strength while rolling his
strength checks to maintain a hold.

Unarmed Combat Specialization (Fighter Only): A single class
fighter can exchange up to 4 CSP (even at character creation) to
specialize, double or triple-specialize in one (or both, as appli-
cable) unarmed combat methods. For each additional CSP ex-
changed, all applicable bonuses increase by 1, and the character
is able to choose an additional maneuver, higher or lower, from
the results table. For example: a single specialized brawler or
wrestler (exchanging 2 CSPs) is able to choose his maneuver from
among the two higher or two lower results (a total of 5 optional
results). A double specialized character would be able to choose
from among 7 results, and a triple specialist in wrestling or brawl-
ing would have 9 results to choose from.
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NON-COMBAT SKILLS

Skills help define a character’s abilities beyond their class.
Skills take the form of either an “ability score check” or a “skill
check” made when appropriate. Skills are purchased during
character creation and when acquiring levels. A character can
only use skills they’re proficient in: a character is either proficient
in a skill or they’re not (untrained).

A check is a d20 roll plus or minus modifiers against the char-
acter’s relevant ability score. If the character’s roll is less than
or equal to their their ability score they succeed. Positive modi-
fiers increase the ability score (making things easier) and negative
modifiers reduce it (making things more difficult). A roll of 1 is
always a success and a roll of 20 is always a failure regardless of
the ability score.

As a rule, a check is only made when the results are impor-
tant. Most tasks are so mundane that the GM should consider it
an automatic success. A check may be requested to see how well
the character has succeeded or failed. A greater margin of success
(or failure) should lead to more dramatic results.

LEARNING SKILLS

Characters begin with skill points at level 1, including a bonus
granted by intelligence, and gain new skills at certain levels. Skill
points at 1 level must be spent during character creation. Spend-
ing the required skill points is enough to become proficient in that
skill. Investing an additional point in a skill gives a character the
“Advanced” status, granting a +3 bonus. Investing another point
gives a character “Mastery” which grants another +3 bonus (+6
max).

At further levels, skill points may be saved but skill points
can only ever be spent while leveling up. Learning new skills
assumes the players are training in their downtime. If the GM
requires it, characters may need to find a trainer to learn a partic-
ularly difficult skill.

Table 6.1: Skill Points by Class

Class Starting Skills New Skills

Warrior 3 1 every 3 Jevel
Wizard 4 1 every 3" Jevel
Priest 4 1 every 3" Jevel
Rogue 3 1 every 4™ level

OPTIONAL: ADDITIONAL SKILLS

Adventurers receive very few skill points. Over the course of
their entire careers, an adventurer will either become moderately
proficient in a handful of skills or a master of few. The reason is
because a player character’s primary field of specialization is ad-
venturing and the uniqueness of player classes represents this. If
players need a specialist, there are plenty of opportunities to hire
one.
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If GMs want players to be more self-sufficient and robust in
their skills they may offer additional skill points (perhaps the
starting value every 3™ or 4™ level). This means players will rely
less on outside help but it also means there will be overlap where
characters will share equal proficiency with each other. The rule
that only the most proficient character is tested should still apply.

BEGINNING TRADE OR KNOWLEDGE

Before a character began adventuring, they likely apprenticed in
a trade or specialized in a field of study. Upon creation a char-
acter receives a free trade or knowledge skill of their choice that
they’re proficient in. Trade and knowledge skills are detailed in
the skill descriptions.

WHAT DOES A CHARACTER KNOW?

Being proficient in a skill is enough to use it but doesn’t necessar-
ily represent their experience. A person with high charisma may
be great at persuading people but not exactly because they know
psychology or know the right words to say like a more proficient
person would. Think of this as the difference between talent and
experience. A character with advanced or master proficiency in
a skill is more knowledgeable than a person without even if their
ability score is weaker.

USING SKILLS

Unless otherwise noted, using a skill or making a check is a sin-
gle action that takes a full round. Sometimes a skill may require
more or less time as appropriate. A carpenter building a wooden
table may take a full day while building a simple cottage would
require a month or more.

Because player characters are often in a group, the character
with the best skill check should be used when group actions are
taken. The results of a skill are either success or failure. A failed
roll may allow a reroll given the situation but generally a failed
check carries a dramatic result. For example, failing on a climb
check results in you falling. Failing to talk down a merchant may
allow renegotiations but he’s now angry and even more difficult
to talk down than before.

It’s assumed the character using the skill has the appropri-
ate tools or means to use the skill. You can’t chop down a tree
without a good cutting tool and being blindfolded makes it im-
possible to see.

ABILITY SCORE CHECKS

Ability score checks (or simply ability checks) are rolls made
against the related ability score. Ability checks are tested in one
of two scenarios:
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Untrained Skill: If a character wants to use a skill untrained
they must test against their ability score. The difficulty of per-
forming a check untrained is always at a —2 penalty plus any
negative penalties resulting from the skill’s inherent difficulty. If
a skill has a bonus it is not applied and if a skill allows abilities
to be made without a check, an untrained character must instead
check for them.

Some skills cannot be used untrained and are designated in
their description.

General Use: Some actions and situations are so general that
they do not need to be attributed to a skill. Trying to spot some-
one in a crowd or maintain your balance on a slippery floor
doesn’t require a specific skill: anyone can do it. Whenever a
situation would call for a check but no skill is applicable, the GM
should assign an ability check.

AIDING ANOTHER

Although the character with the best skill in a group should be
checked, other characters may contribute as the situation war-
rants. Characters proficient in the skill used may assist with a
skill check: a successful check results in a +2 modifier. Only one
character may assist at a time. If any assisting character rolls a
dramatic failure a —2 penalty is applied instead: the character
gets in the way by accident!

Some skills can’t be assisted (assisting someone in a card
game may be cheating) or require specific gear (pitons and rope
for climbing). The GM has final say if a skill allows assists. You
can assist in a general ability check if the situation allows for it
but assisting in a skill requires you to be proficient.

DIFFICULTY MODIFIERS

Certain scenarios may call for a penalty or bonus to the skill
check. A rusty hammer and cracked forge makes smithing dif-
ficult just as rain will make a rocky surface slippery. Modifiers
should be assigned from —4 to +4 being impossibly difficult to
incredibly easy.

SKILL DESCRIPTIONS

General skills are skills that anyone can learn regardless of class.
A skill’s difficulty is the modifier applied to the character’s check.
This doesn’t include any situational modifiers the GM may apply.

Untrained (U) skills can be used untrained. If a skill doesn’t
say it can be used untrained, it cannot be used at all.

Animal Handling (General, Wisdom, —1, 2 skill points) Ani-
mal handling includes the ability to rear and train animals, mag-
ical and mundane.

Calm Animal: A successful check calms a frightened or ag-
itated non-magical animal. This skill does not stop a hungry
predator from attacking but does keep an angry bull from charg-
ing or a dog from barking.

Train Animal: Animal handling allows a person to train nor-
mal animals. Animals can be taught tasks or tricks. Tasks are
general commands such as “guard,” “attack,” or “fetch.” Tricks
are specific tasks such as training a horse to count with its hooves
or a dog to balance a treat on its nose. A particular animal can
know a combination of 2d4 tasks and tricks. Training for a task
requires 1d3 months of uninterrupted training while a trick re-
quires 2d6 weeks. At the end of this period a skill check is made
to see if the training is successful.

Magical creatures and monsters with animal intelligence can
be trained with a —4 penalty. Such creatures, including wild
predators, must be tamed when they’re young. This taming pro-
cess requires a month of uninterrupted work followed by a skill
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check. A successful check means the creature is tamed and fur-
ther work allows training. A failed check means the creature re-
tains its instinctual nature and can never be trained.

Special: Rangers and druids spend only 1 skill point to be-
come trained in this skill.

Acrobatics (Rogue, Dexterity, +0, 1 skill point) Trained acro-
batics are experts at balancing and tumbling. In addition to its
normal uses, an acrobat can use this skill in place of a perform
skill to earn money. A character cannot use this skill if they are
more than lightly encumbered.

Defensive Roll: By not attacking in a round, a character can
improve their AC by 4 during a round.

Quick Attack: When fighting unarmed, a trained acrobat gains
a +2 bonus to their attack roll.

Tuck-and-Roll: A character who falls from a height of 60 feet
or less can reduce their damage by half on a successful check. A
successful check results in no damage from a height less than 20
feet.

Balance: A character can maintain their balance on narrow
surfaces not inclined greater than 45 degrees up or down. A
character can move up to 60 feet in a round (not exceeding their
maximum movement) and must succeed on a skill check each
increment of 60 feet. A surface that’s an inch or less (the width
of a rope) imposes a —10 penalty, —5 if the surface is two-to-six
inches, and no penalty if the surface is seven inches or wider. Ad-
vanced proficiency reduces penalties by 2 and mastery reduces
penalties by another 2 points. A balancing rod reduces penalties
by 2 although strong winds make balancing difficult.

A character can fight while balancing at a —5 penalty to their
attack roll and must immediately make a check at the beginning
of the round. A character loses their AC bonus from dexterity
and if damaged they must immediately succeed on a check or
fall.

Appraise (Rogue, Intelligence, +0, 1 skill point) A character
can assess the value of a valuable objects (antiques, art, jewels,
gems, and other crafted mundane objects) including the ability
to tell if an item is a counterfeit or fake. The character must study
the item for a full minute and a successful check gives them an
accurate assessment with a 10% margin of error up or down. A
roll of 20 gives a wildly inaccurate reading. The GM should roll
this check in secret.

Blind-Fight (Rogue/Warrior, 2 skill points) A character trained
in this skill isn’t hindered by poor lighting. They suffer no AC
penalty in dark conditions and the attack penalties for dim and
no lighting are reduced by half (—1 and —2 respectively). The
penalty to attack invisible creatures is reduced to —2 (although
the character cannot pinpoint their exact location) and characters
move at one-half speed in total darkness vice one-third.

These benefits only apply to melee combat. Penalties are not
reduced for ranged attacks and the —4 AC penalty still applies to
ranged attacks. A character with blind-fight cannot actually see
in complete darkness, they can just compensate for poor lighting
better than most. A character can only be trained in this skill:
further proficiency doesn’t give any extra benefits.

Charioteer (General, Dexterity, +0, 1 skill point) A trained
charioteer automatically improves the speed of chariots by one-
third (up to the mount’s maximum value). This skill is checked
to maintain control or perform difficult maneuvers.

Special: Warriors gain a +2 bonus while using this skill.

Climbing (General, Strength, +0, 1 skill point, Untrained)
Climb is a skill that is explained in Chapter 9: Adventuring and
Exploration. An untrained character’s base climb chance is 40%.
A proficient climber gains a +10% bonus for each skill point spent
(up to +30% for mastery). Thieves do not gain a bonus for their
thief skill to climb walls: this special thief ability is used when
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climbing without equipment.

Cross-Country Running (Warrior, Constitution, —6, 1 skill
point) This skill allows techniques that aid in moving swiftly
over open terrain. A trained runner may move at twice their
movement rate in a day’s march (8 hours) and continue this
movement on successive days with a skill check. At the end of
a day spent running, the character must get 8 hours of rest or
they’re immediately fatigued the next day and cannot run until
they rest.

A character who runs cross-country for more than an hour
suffers a —1 penalty to attack rolls until they rest for the night.

Disguise (Rogue, Charisma, —1, 1 skill point, Untrained) With
the aid of cosmetics and clothing, a character can change their
appearance. A character can change their apparent height, up
to a foot shorter or taller, using mundane means. A character
can change their race, sex, and age category at a —2 penalty each
(penalties are cumulative).

A disguise is a special skill check rolled in secret. The margin
of success or failure is noted by the GM. In general, a disguise
is always successful unless an observer has reason to be suspi-
cious. Any suspicious observer is allowed a wisdom check to
see through the disguise at a penalty/bonus based on the dis-
guiser’s margin of success/failure respectively (a successful dis-
guise makes it harder to spot and vice versa). If the disguiser is
dressed as someone specific then their disguise is easier to spot
by observers familiar with that person. An observer who recog-
nizes a person on sight gains a +4 bonus, +6 if they’re friends or
associates, +8 if they’re close friends, and +10 if they’re intimate.

Endurance (Rogue/Warrior, Constitution, +0, 2 skill points)
This skill allows a character to exert themselves in strenuous sit-
uations (running, swimming, holding breath, and so on) twice as
long as normal. Extremely strenuous activities or further stress
requires skill checks to succeed. A trained character still requires
the normal amount of food, water, and sleep and function prop-
erly.

Etiquette (General, Charisma, +0, 1 skill point) The character
is knowledgable in the proper etiquette of dealing with royalty
and nobility. They know how to address people of rank and the
proper manners of their culture. Distinct or unique situations
that occur rarely, such as knowing the proper way to greet an ex-
traplanar being or a visit from the dwarven king, requires a skill
check not to flub. The GM should give characters trained in eti-
quette hints or overlook minor faux pas in roleplay: the character
usually knows more than the player in these situations. However,
this skill shouldn’t circumvent roleplay completely; just because
you know the rules of socializing doesn’t save you from being
offensive or rude.

Forgery (Rogue, Dexterity, —1, 1 skill point) This skill allows
someone to create duplicates of handwritten documents and de-
tect handwritten forgeries. A person can forge handwritten doc-
uments provided they have a reference available. It’s difficult to
forge a person’s handwriting and a forger takes a —2 penalty to
forge an autograph and a —3 penalty to forge an entire document
written by a specific person. A single check is made for the entire
document or 10 pages, whichever is smaller.

On a successful check, the document passes all observation
except by those intimately familiar with the handwriting (usu-
ally the original writer themselves). On a failed check, the doc-
ument is still passable by most people but anyone familiar with
the type of document can detect it if they’re suspicious. A check
that results in automatic failure is instantly detectable by anyone
who handles these kind of documents. As an example, an officer
is intimately familiar with military orders while a rank-and-file

soldier is only familiar with their direct superior’s handwriting.

A person trained in forgery can detect forgeries on a success-
ful check. A failed check reveals no information while an auto-
matic failure results in an incorrect conclusion (a forgery is legit
and a legitimate document is a forgery). The GM rolls forgery
checks in secret: a character always believes in their own skill
even if they fail the check.

A common method to defeat forgeries is signing documents
with wax seals or using special materials. If a forger doesn’t have
the special materials to recreate a document, it automatically fails
any inspection by someone even remotely familiar with the ma-
terial.

Healing (Priest, Wisdom, —2, 2 skill points) A trained healer
can administer advanced care using natural means. If a wounded
character is tended within 10 minutes of being injured, a healer
can restore 1d3 hit points with a successful check. A character
can only be healed once per day in this way and cannot recover
more hit points than lost in their injuries within a turn.

A trained healer can oversee 6 patients during long term care.
A person under a healer’s care can recover 1 hit point per day
even while making strenuous actions. A character recovers 2 hit
points per day under complete rest and a healer that’s also pro-
ficient in herbalism can heal 3 hit points per day under complete
rest.

A character poisoned with venom (any poison that afflicts via
wounding or enters the bloodstream) can be treated by a healer. If
the healer treats the character within the next round of being poi-
soned and works with them for five rounds total, the poisoned
character gains a +2 bonus to their saving throw (delay the sav-
ing throw until after preparations). The treatment must fully take
5 rounds or else the saving throw is made immediately when the
work is disrupted. A healer that’s also trained in herbalism can
treat all poisons.

A trained healer can diagnose and cure natural diseases. A
full day of treatment is required followed by a skill check. Suc-
cess reduces any variable damage and duration of the disease to
its minimum although any damage already inflicted isn’t healed.
A healer trained in herbalism can diagnose the cause of magical
diseases but magic is still required to cure these.

Jumping (Rogue, Strength, +0, 1 skill point, Untrained) A
trained jumper can perform exceptional leaps and vaults with-
out the use of a skill check.

Broad Jump: With a 20 foot running start, a person can leap
2d6 + level in feet with a maximum distance of six times their
height. Without a running start, a person can leap 1d6 + half-
level in feet.

Running Vertical Jump: With a 20 foot running start, a person
can leap straight up 1d3 + half-level in feet with a maximum
height of one-and-a-half times their height. Without a running
start, a person can only jump 3 feet.

Pole Vault: A character can attempt to vault with a sufficiently
long pole. A pole vault requires a 30 foot running start and a
pole that’s four to ten feet longer than the character’s height. A
pole vault’s maximum distance is equal to one-and-a-half times
the length of the pole and ends with the character dropping the
pole and ending up prone on the ground. A character can land
on their feet if the distance or height of the vault isn’t greater than
half the pole’s length.

For example, a character with a 20 foot long pole can leap
through a vertical opening 20 feet in the air (landing prone), leap
into an opening 10 feet in the air (landing on their feet), or clear a
distance of 30 feet total (landing prone).

Characters untrained in jumping can only jump half as long
as a trained jumper: 1d6 + level running jump, 1d3 + half-level
standing jump, 1 + half-level running vertical jump, and 1 foot
standing jumps. An untrained character cannot pole vault.
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Table 6.2: Knowledge Skills

Knowledge Description Notes
Ancient His- Knowledge about the past history of a specific culture, civilization, or race.  Priest/Rogue/Wizard, Intelli-
tory Ancient history is far removed and esoteric from what is commonly taught. ~ gence, —1, 1 skill point

Animal Lore

Astrology

Engineering

Gaming

Herbalism

Local History

Navigation

Religion

Knowledge about natural animals and their behaviors. This skill allows the
character to discern an animal’s disposition on a successful check. A failed
check reveals no information and a failure of 5 or more gives a false read-
ing. Magical animals can be observed at a penalty based on how uncommon
they are. A trained person may also make an animal call; only calls that are
physically possible are allowed (a bird whistle is possible but a convincing
lion’s roar is difficult for an adult human). A successful check means the call
is convincing and only magical detection reveals that it’s false. A failed check
means the call is still convincing but a wisdom check is allowed to detect that
it’s false and creatures or animals used to the call can automatically detect it.
Proficiency in the stars, heavenly bodies, and their meaning. Astrologers
can predict future events up to 30 days on a successful check. Events are
general and reveal only their potential result. Astrology grants a +1 bonus to
navigation if the stars are visible.

Engineers are trained in the design of complex mechanical things from simple
machines like bridges and catapults to large buildings such as dams. This
skill only allows the design, not the actual construction of such machines
although engineers can supervise their construction. Engineers can operate
complex machinery, plan sieges, and detect flaws in building structures.
Knowledge of games of chance common and obscure. The character has deep
knowledge of probabilities, tricks, and techniques. The character can make
a proficiency check to cheat but a roll of 17-20, regardless of success, indi-
cates the character is caught. Characters on a winning streak may be banned
outright or accused of cheating even if it’s not true.

Knowledge of natural plants and herbs. An herbalist can identify common
plants in the wilderness and apply them to the creation of nonmagical mix-
tures. Herbalists can also create poisons from natural substances.

The character has distinct and esoteric knowledge of a specific country or
region. He knows common knowledge and facts thought lost to history. A
trained character can tell a story as part of a performance, gaining a +2 bonus
to charisma during a social encounter on a successful check.

This skill encompasses navigating via the wind, stars, and currents and the
proper use of navigation equipment such as sextants and gyroscopes. The
chance of getting lost on land is reduced by —5% and —20% at sea.

Deep knowledge of your own religion and religions of neighboring areas.

Warrior/Priest, Intelligence,
+0, 1 skill point
Priest/Wizard, Intelligence,
+0, 2 skill points.

General, Intelligence, —3, 2
skill points

Rogue/Warrior, Charisma, +0,
1 skill point

Priest/Rogue/Wizard, Intelli-
gence, —2, 2 skill points

Priest/Rogue, Intelligence, +0,
1 skill point

General, Intelligence, —2, 1
skill point

Priest/Wizard, Wisdom, +0, 1
skill point

Extra skill points grants broader knowledge of religions.

Knowledge (Varies) Knowledge skills allow a character to re-
cite facts about a broad category of knowledge. One skill point
gives proficiency in a single realm of knowledge. Knowledge
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checks should be called when the answer to a question is specific
and not well known (for example, most people can point out con-
stellations but few know the individual names like an astronomer
would). The more obscure a question is, the less chance the char-
acter actually knows it. A person either knows the answer to a
question or they don’t: no rerolls are allowed unless time is spent
researching the topic.

Languages, Ancient (Priest/Wizard) This skill allows a charac-
ter to learn obscure languages that few creatures still speak daily.

Languages, Modern (General) One skill point allows a charac-
ter to speak a new language provided a teacher is available. A
character can never learn more languages than their intelligence
allows. This skill does not allow a character to become literate
in a language (see read/write language) unless the alphabet is
derived from common or a language they already know how to
speak.

Perform (Varies) Perform is a broad skill that encompasses per-
formance and showmanship skills. A street or tavern performer
in a modestly sized town can earn copper pieces equal to their
margin of success each day or more in a city. Notable performers
will eventually be invited to private gatherings. Legendary per-
formers are noticed by royalty and even extraplanar beings. A
character must be trained in perform skills individually.
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Performance

Table 6.3: Perform Skills
Description

Notes

Dance

Juggling

Instrument

Singing

Knowledge of a broad category of dance types. Popular dances are easy to
perform but more esoteric or cultural dances are more difficult.

The ability to juggle handheld objects. No skill check is necessary for a ba-
sic performance unless objects larger than small size are used. Rogues may
use juggling to catch small thrown weapons (not missiles) aimed at them or
within close range such as daggers or darts. If they succeed on an attack roll
using their base THACO (modify for dexterity but no other bonuses) against
AC 0, they successfully catch the object. A failure automatically causes dam-
age even if the attack would have missed. The rogue must have a free hand
and must be aware of the attack.

The character is proficient in a single instrument. Additional skill points al-
low mastery of a new instrument. Skill checks aren’t required for most per-
formances.

The character is proficient in vocal performances. Training is good enough in
most cases but singing in an opera or other taxing performances requires a

General, Dexterity, +0, 1 skill
point, Untrained

General, Dexterity, —1, 1 skill
point

General, Dexterity, —1, 1 skill
point

General, Charisma, +0, 1 skill
point, Untrained

skill check.

Read Lips (Rogue, Intelligence, —2, 2 skill points) A trained
lip reader can discern a conversation via lip movement and body
language. Proficiency allows a character to know one language
they can speak. They must be within 30 feet of the speaker and be
able to see them speak. A successful skill check allows the char-
acter to understand the gist of the conversation with basic details
and simple names (about 70% of a conversation). A failed check
gives no result.

Read/Write Language (Rogue/Wizard) This skill allows a per-
son to become literate in a language they can speak.

Riding (General, Dexterity, +0, 1 skill point, Untrained) A
trained rider can handle piloting a mounted creature. Most ac-
tions don’t require a check unless the action is dangerous and
failure could result in injury. It's assumed a mount is fitted with
saddle and reigns. Riding barebacked is difficult and gives a —2
penalty to all checks and any actions that would normally hap-
pen without a check must succeed on a skill check.

This skill assumes normal, four legged land-based mounts are
ridden (horses, camels, donkeys, etc.). Exotic mounts, such as
monstrous creatures, flying creatures, and underwater creatures
all impose a —2 penalty to ride checks due to their difficulty.

Saddle Vault: A trained rider can mount the saddle of a station-
ary creature as part of their movement. A skill check is necessary
to instantly mount a creature without a saddle, to get the crea-
ture to move in the same round it was mounted, or to mount a
moving creature.

Jump: A trained rider can make a mounted creature jump
small obstacles or gaps. With a running start, a four legged crea-
ture with a rider can easily leap obstacles no more than half their
height or gaps that are less than twice their height in distance. A
successful check can make the creature double its jumping height
and triple its jumping length. A failed check causes the mount to
rdelar and the rider must make another check to remain in the sad-

e.

Spur: On a successful check a rider may increase their mount’s
speed by 6. This speed can be maintained for up to four rounds
but a successful check is required to maintain it. If a check fails
on a subsequent round the mount’s speed is reduced by half for
one turn. A mount’s speed is reduced by 6 or half (whichever is
less) for one turn after being spurred on.

Guide with Knees: A trained rider can automatically guide a
mount with their knees, freeing both hands. A check is needed to
stay in the saddle if the rider suffers from damage. If the rider has
at least one hand on the reigns they don’t have to make a check if
injured.

Shield: A trained rider can drop down the side of their mount,
using its body as a shield. The rider cannot attack in the same

round while using this action. The character’s armor class is im-
proved by 6 and any attacks that would hit them will hit the
mount instead. No check is required to use this maneuver un-
less the character is armored or encumbered: a penalty of —1 is
imposed for every 1 point of AC for the rider’s armor and a —4
penalty if their movement is reduced by carried weight.

Leap from Saddle: A trained rider can leap from their saddle
and attack one creature within 10 feet. The rider can jump at any
point during the mount’s movement on a successful check at a
—4 penalty. A failed check causes the rider to fall, suffering 1d3
points of damage. Only one melee attack can be used in a round
where the rider leaps from the saddle.

Set Snares and Traps (Rogue/Warrior, Intelligence, —1, 1 skill
point) A trained character can create and setup traps and
snares. A proficiency check is made at the end of the work pe-
riod. A successful check means the trap can work although it’s
not an indicator that anything will actually trigger the trap. A
failed check makes the character believe the trap will work but
it’s actually faulty in some way (rope fails to snatch, components
are broken, etc.). There is no means of checking a failed trap with-
out attempting to spring it which ruins the trap anyway.

Small Snare: With 6d10 minutes worth of work, a snare can
be set to capture small game (rabbits, stoats, and other vermin).
Animal snares require little components and can be made from
natural materials such as vines.

Large Snare: A large snare, designed to catch up to large-sized
creatures (stags, bears, tigers, etc.) can be constructed with the
help of at least one other person and 2d4 hours of work at a —4
penalty to the check. Large snares include pitfalls and nets and
usually require some kind of tool like a shovel.

Man Traps: These are cunning traps specifically rigged to kill
intelligent humanoids. These are usually jury rigged traps made
from common materials on hand such as a crossbow attached to
a tripwire or spiked springboards. Usually one person can con-
struct man traps at a -4 penalty and setup time is based on their
complexity.

Special Bonus: Characters proficient in animal lore gain a +2
bonus when setting snares to catch game.

Spellcraft (Wizard, Intelligence, —2, 1 skill point) This skill
allows an observer to identify magic and magical effects. If a per-
son observes a spell as it’s being cast, a successful check allows
them to identify what the spell is. A person can also identify a
spell based on the components used. This check can be used to
identify the school of a spell already in effect (useful for perma-
nent enchantments) if the effect is observable and obvious.
Special: Specialist wizards gain a +3 bonus to identify spells
from their school but a —3 penalty to identify forbidden spells.
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Survival (General, Wisdom, +0, 1 skill point, Untrained) Sur-
vival is the basic ability to survive in hostile terrain. A survivalist
reduces the chance of being lost by 5% per skill point (only the
highest trained character counts).

Forage: A survivalist can forage for food and water, finding
enough resources to sustain a number of human-sized characters
equal to their margin of success. Foraging requires an hour and
a successful skill check. The terrain affects the difficulty of forag-
ing. For example, it’s very easy to find food and water in a for-
est (+4 bonus) but nearly impossible in the desert (—4 penalty).
Sometimes it’s easier to find food than water or vice versa; for ex-
ample, you can always find fresh snow to melt in a frozen tundra
but finding food is more difficult.

Fire-Building: A trained survivalist can automatically build a
fire in 2d10 minutes without a tinderbox. If wet tinder is pro-
vided, the time is increased to 3d10 minutes and a successful skill
check must be made.

Sense Direction: The character must concentrate for 1d6
rounds. On a successful skill check they know their relative di-
rection. On a failed check they misread their direction by 90 de-
grees east or west and an automatic failure makes them believe
they’re headed in the opposite direction. Add a +2 bonus if the
sun or moon is visible, +2 if a large landmark is visible (moun-
tain or river), —1 at night, and —2 in fog or reduced visibility. De-
termining direction underground is nearly impossible for most
creatures (flat —4 penalty) although dwarves automatically know
their direction underground. A character always believes their
reading is correct (GM rolls in secret). Further checks cannot be
made until conditions change such as a new landmark appearing
or the sun/moon becoming visible.

Weather Sense: With a successful check the character can accu-
rately predict weather conditions (humidity, wind, and temper-
ature spikes) for the next 6 hours. A failed check gives a false
reading. Only one check can be made every 6 hours. For every

6 hours of observation, a character gains a +1 bonus to their next
skill check as they’re able to predict weather patterns. Sleep or
other distracting activities negate this bonus.

Swimming (General, Strength, +0, 1 skill point) A character
with this skill is a practiced swimmer and does not have to per-
form skill checks except in hazardous conditions. An untrained
swimmer can float and hold their breath but will sink in anything
but the calmest waters. This skill is explained fully in Chapter 9:
Adventuring and Exploration

Tracking (Rogue/Warrior, Wisdom, +0, 2 skill points) This
skill functions exactly the same as the ranger class skill. However,
non-rangers automatically suffer a —6 penalty to their tracking
skill due to its extreme difficulty.

Special: Rangers are automatically proficient in this skill. Fur-
ther skill points give them the standard +3 bonus on top of the
bonus they receive for being a ranger.

Trade (Varies) Trade skills cover the knowledge, application,
and practice of a professional trade or craft. One skill point gives
proficiency in a single trade skill. This skill allows the supervi-
sion of assistants allowing untrained people to assist in the skill
check. This list is nowhere near exhaustive but represents com-
mon jobs seen in many societies.

Use Rope (General, Dexterity, +0, 1 skill point, Untrained) A
trained character has extensive knowledge of knots and tying
techniques. A skill check at a —6 penalty can be used to slip free
of knotted bonds. A trained character gains a +2 attack bonus
with a lasso and a +2 bonus to climb checks when assisted with
a rope. A trained character can bind someone with rope: on a
successful check, no human-sized creature can break the binding
unless they have strength 20 or greater. A failed check allows a
character with 18 strength or greater to break the binds or slip out
with a dexterity check at —12 penalty.

Table 6.4: Trade Skills

Trade Description Notes
Agriculture Planting, harvesting, irrigation, tending of farm animals, herding, prepara- General, Intelligence, +0, 1
tion of meat and vegetables. skill point
Armorer* Creation of metal armors. A check is made at the end of the crafting period,a  Warrior, Intelligence, —2, 2
failed check resulting in flawed armor which has an AC penalty of 1 (a person  skill points
wearing flawed armor is usually unaware of this issue). Proficient armorers
can detect flaws by studying a suit of armor. Field plate or full plate requires
the recipient to be present for a week of production. An armorer can modify
plate mail to fit someone else with a week’s worth of work.
Artist (Field) Fundamental theories of art including color theory, values, anatomy, perspec-  General, Intelligence, +0, 1
tive, and form. An artist specializes in a chosen field (painting, sculpting, etc.)  skill point
when choosing this proficiency. An artist gains a +1 bonus when appraising
other art or making checks related to music or acting.
Blacksmith* The creation of metal implements like horseshoes and crowbars. Blacksmiths =~ General, Strength, +0, 1 skill
also create blunt metal weapons such as maces and flails. This skill does point
not include the creation of bladed weapons or armor (those are armorer and
weaponsmith appropriately).
Bowyer/ Allows the creation of bows and arrows (a weaponsmith is required to make General, Dexterity, —1, 1 skill
Fletcher* arrowheads). Successful checks create a bow that lasts for a long time. A  point
failed check results in a bow that snaps under stress (a roll of a natural 1 on
an attack check) or arrows that have a 50% chance of automatically missing
when fired. A skilled bowyer can detect flaws in bows and arrows.
Brewing A proficient brewer has all the knowledge to create alcoholic drinks includ-  General, Intelligence, +0, 1
ing setting up a still, selecting the proper ingredients, and determining if an  skill point
alcoholic drink is pure or watered down.
Carpentry The character can construct and repair items made from wood. Complicated ~ General, Strength, +0, 1 skill
constructions require either plans (usually from an engineer) and delicate or ~ point
detailed work requires a check.
Cobbler Craft, design, and repair of shoes and footwear. General, Dexterity, +0, 1 skill

point
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... continued from previous page
Trade Description Notes
Cooking Mastery of the science of cooking. Most people can prepare simple meals General, Intelligence, +0, 1
but a character proficient in cooking has knowledge of ingredients, the rela-  skill point
tion of flavors and tastes, and the different methods of cooking to prepare
extravagant meals.
Fishing Knowledge of fishing with a wide range of tools including hook and line, General, Wisdom, +0, 1 skill
spear, or net. With hook, spear, or hand (in shallow water) a character can point
catch a number of fish equal to their margin of success (minimum 1) per hour
or three times this amount with a fishing net. The GM should adjust the
difficulty in areas with few or abundant fish.
Gem Cutting Uncut gems aren’t as valuable as a finished product. A proficient character =~ Wizard/Rogue, Dexterity, —2,
can finish 1d10 stones in a day on a successful check. Failed checks ruin 2 skill points
the quality of a gem and reduce its value by one step lower than it is. An
automatic success increases the value of the gem by one step.
Hunting Proficiency in stalking game. It typically takes an hour to pick up a trail ~Warrior/Rogue, Wisdom, —1,
and a skill check is made by the GM. A successful check puts the hunter 1 skill point
within 100 + 1d100 yards of his prey. Additional skill checks may be made to
close an additional 20 yards although a failed check in this case automatically
alerts the prey to the hunter assuming the prey doesn’t have special senses
(proper hunting includes masking scents and staying downwind). A hunter
can lead an untrained party at a —1 penalty for each untrained individual. A
skilled hunter can stalk prey on a horse although they can’t close the distance
without losing surprise due to the horse’s noise. Hunting dogs can be used
to cut down the time spent hunting and chase prey but the barking of dogs
automatically alerts prey after they’re stalked.
Mining Knowledge of surveying and mining. A character can survey up to 4 square  General, Wisdom, —3, 2 skill
miles of land per week, making a proficiency check at the end of the week. points
A successful check (rolled in secret by the GM) determines what minerals
(if any) are located in the area. A failed check reveals nothing while checks
that fail by 10 or more reveal a false finding. A character with mining skills
can also supervise unskilled laborers (5 per point spent) and guide a party
through constructed mines with a successful check.
Pottery The ability to craft items made from clay. A potter can create four small items  General, Dexterity, —2, 1 skill
(cups), two medium sized items (vase), or one large item (gallon jugs) per point
day on a successful check which includes firing the items in a kiln. Raw ma-
terials cost 1 copper per small item, 3 copper per medium item, and 5 copper
for large items. This skill only covers the creation of clay items. Additional
details, such as paintings and etchings, are handled by artists.

Seamanship Training in basic seamanship such as rigging lines, hoisting sails, and damage  General, Dexterity, +1, 1 skill
control. This skill does not cover actual navigation at sea. point
Seamstress/ Covers embroidery, repair, and design of clothing made from threaded mate- ~ General, Dexterity, —1, 1 skill
Tailor rials such as silk, cloth, burlap, and leather. Most adventurers can make basic ~ point
repairs with needle and thread but a seamstress can design new clothing from
scratch.
Stonemason Covers the creation of stone structures, cutting, chiseling, and carving stone. ~ General, Strength, —2, 1 skill

Stonemasons can supervise unskilled laborers (5 per point spent). Skill point
checks are necessary for detailed work. Dwarves are accomplished stone-
masons and have an effective +0 difficulty.

Tanner Knowledge in turning hide into leather. Tanners may also create leather items  General, Intelligence, +0, 1
such as backpacks, tunics, coats, and leather armor. skill point

Weaponsmith*  This skill covers the construction of bladed weaponry and crossbows. Blunt ~ Warrior, Intelligence, —3, 3
weapons are covered by blacksmiths. Failed checks waste the raw materials  skill points
and ruin the weapon.

Weaving Weavers create thread, tapestries, and draperies from wool or cotton. A Weaving, Intelligence, —1, 1
weaver can create two square yards of material per day. Skill checks are nec-  skill point
essary when creating detailed work or using delicate materials like silk.

*These craft skills follow special rules for creation. First, convert the cost of the item created into silver pieces (1 gp = 10 sp) if
necessary. Raw materials costing a third of the item’s value must be spent. At the end of a week’s work, a skill check is made.
Multiply the margin of success (minimum 1) by 50 sp: this is how much work has been accomplished in a week’s time. When
the amount of work equals or exceeds the silver value of the item, it has successfully been constructed. Doubling, tripling, or
quadrupling the value of an item results in it being finished in one half, one third, or one fourth of the time.

Sometimes it’s necessary to find out how much work is accomplished in a single day. Convert the items value into copper pieces
(1 gp =10sp =100 cp) and instead multiply the margin of success by 50 cp.

Unless otherwise noted, a failed check results in no progress made that week and wastes the raw materials. An automatic failure
ruins the item wholly.
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Chapter 7

EQUIPMENT

While each class offers its own unique talents and abilities,
a character is nothing without equipment. Equipment comes in
the form of armor to protect him, weapons to strike down his en-
emies, food to keep him fed, blankets to keep him warm, and the
money he uses to purchase it. This section isn’t a detailed de-
scription of in-game economy although a working system can be
built using it.

There are five primary currencies, based on the metal they’re
minted from. They are assumed to be in universal use across the
world. The names are generic and the exchange rates fixed, how-
ever, this is merely the information given to the player characters.
It’s up to the GM to decide if he should change, rename, or even
drop currency altogether. Copper and silver coins minted in one
realm and the corresponding coins of a neighboring realm may
be worth drastically different rates, especially when the currency
crosses the border. Generally speaking, though, the price of gold
is the same across the world.

The basic coins of the realm are the copper piece (cp) and sil-
ver piece (sp). These are the coins used by “common folk” in
day-to-day exchanges. More rare is the gold piece (gp), which is
used by big businesses such as banks, ranking authority, and ad-
venturers. The gp is the standardized coin for adventurers and
most prices are based on it. The most rare coins are the electrum
piece (ep) and platinum piece (pp). These coins are no longer
being minted, are of dubious value in the open market, and are
only found among ancient treasure troves and amongst collec-
tors. That’s not to say a shop won’t take them, however, a shop-
keeper is more willing to accept a standardized and currently
minted gold coin than an ep or pp.

There are other means of exchange and very rarely do the
common folk deal with coins alone. Coins depreciate in value,
whereas objects don’t. Coins aren’t very portable in large
amounts, whereas objects can be worth thousands while main-
taining a fraction of the weight. A flawless emerald, the deed
to land, and even a pig or cow make excellent forms of portable
wealth and most people are more than willing to trade for them.

Table 7.1: Exchange Rates

Coin (@l SP EP GP PP
Copper 1 1/10 1/50 17100  1/500
Piece (CP)

Silver Piece 10 1 1/5 1/10 1/50
(SP)

Electrum 50 5 1 1/5 1/10
Piece (EP)

Gold DPiece 100 10 2 1 1/5
(GP)

Platinum 500 50 10 5 1
Piece (PP)

All coins, regardless of metal, weigh 1 pound per 50 units.
Metal bars also make good, portable currency. A 1-pound bar of
gold, for example, is always worth 50 gp.
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STARTING MONEY

All starting PCs begin with a certain amount of money. This
may reflect a sudden windfall, the character’s life savings, gifts
from family, or any aspect that would make sense within the
game world. Starting funds should never be shared or lent dur-
ing character creation even if the characters are family, friends,
or acquaintances. Starting funds are based on class, and multi-
class characters pick the most advantageous row. The number in
parenthesis is the average value.

Table 7.2: PC Starting Money

Class Starting Funds

Warrior 5d4 x 10 gp (100 gp)
Wizard (1d4 + 1) x 10 gp (30 gp)
Rogue 2d6 x 10 gp (60 gp)
Priest* 3d6 x 10 gp (90 gp)

*After purchasing their equipment, priests are allowed to
keep 1d3 gold pieces. The rest must be donated to their or-
ganization or church.

STANDARD EQUIPMENT LISTS

The equipment lists show the average value of many items a
starting character would commonly have access to. The lists do
not reflect the current state of the economy, supply, or demand.
The prices are guidelines, and they can fluctuate higher or be
haggled down to better deals. The more unusual items include
descriptions.

Table 7.3: Carrying Capacity

Item Capacity Volume
Backpack 50 Ibs. I x2xT
Basket

Large 20 Ibs. 2'x 2 x2

Small 10 Ibs. 1I"x1" x1
Belt Pouch

Large 8 Ibs. 6”7 x 8" x2"

Small 51bs. 47 x 6”7 x 27
Chest

Large 100 Ibs. 3 x2 x2

Small 40 Ibs. 2’x1 x1
Sack

Extra-large* 80 Ibs. 4'x2 x2

Large 30 Ibs. 2 x2 x1

Small 15 Ibs. 1"x1 x 8

Tiny 4 Ibs. 6”7 X 6”7 x 4”
Saddle Bags

Large 30 Ibs. 18”7 x 1" x 6”

Small 20 Ibs. 1"x 1 x6”

*When filled, these sacks are medium-sized.
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... continued from previous column

Table 7.4: Clothing Item Cost Weight
Item Cost (in 1bs.)
Belt 3sp Ladder, 10 feet 5cp 20
Boots Lantern
Riding 3gp Beacion 150 gp 50
Soft 1gp Bull’s-eye 12 gp 3
Breeches 2 gp Hooded 7 gp 2
Cap, hat 1sp Lock
Cloak Good 100 gp 1
Good cloth 8sp Poor 20 gp 1
Common fur 50 gp Magnifying Glass 100 gp 0.1
Girdle 3gp Map or scroll case 8 sp 0.5
Gloves 1gp Merchant’s scale 2¢ep 1
Gown, common 12sp Mirror, small metal 10 gp 0.1
Hose 2gp Musical instrument 5-100 gp 0.5-3
Knife sheath 3cp Oil (per flask)
Mittens 3sp Greek fire 10 gp 2
Pin 6 gp Lamp 6 cp 1
Plain brooch 10 gp Paper (per sheet) 2gp 0.01
Robe Papyrus (per sheet) 8sp 0.01
Common 9sp Parchment (per sheet) 1gp 0.01
Embroidered 20 gp Perfume (per vial) 5gp 0.1
Sandals 5 cp Piton 3 cp 0.5
Sash 2sp Quiver 8 sp 1
Shoes 1gp Rope (per 50 feet)
Silk jacket 80 gp Hemp lgp 20
Surcoat 6 sp Silk 10 gp 8
Sword scabbard, hanger, baldric 4ep Sack
Tabard 6 sp Extra-large 7 sp 1
Toga, coarse 8cp Large 2sp 0.5
Tunic 8 sp Small 5¢cp 0.1
Vest 6 sp Tiny 2cp 0.01
Sealing/candle wax (per lb.) 1gp 1
Sewing needle 5sp 0.01
Table 7.5: Miscellaneous Equipment Signal whistle 8 sp 0.1
Item Cost Weight Signet ring or personal seal 5gp 0.1
(in 1bs.) Soap (per Ib.) 5sp 1
Backpack 2¢gp 2 %)I};;glass 1,000 gp _
Barrel, Small 2gp 30 Large 25 gp 20
sl Pavilion 100 gp 50
garge 3P o Small 5gp 10
B Hma 1 cp : Thieves’ picks 30 gp 1
Belt h &P - Torch 1cp 1
elt pouc Water clock 1,000 gp 200
Large 1gp 1 h
S 7 b5 s R
Elcifk and tackle ? &P ? Winter blanket 5sp 3
Bﬁckﬁse 5 ;55 3 Writing ink (per vial) 8 gp 0.1
C}}iiller;‘(]ger foot) 4gp 3 Holy Item: Symbols and blessed items revered by a religious
Light 3gp 1 organization. Holy items can include holy water, a symbol like
Chest the cross, mistletoe (for druids), sacred scripture, wine, oils, pre-
Large 2 gp 25 cious metals, etc. What counts as a holy item is up to the faith
Small 1gp 10 itself. Holy items by themselves are powerless but when blessed
Cloth (per 10 square yards) by a priest of the faith in a special ceremony they can be used as
Common 7 gp 10 a component for spells or harming undead. Any rule that refers
ﬁl,nﬁ ?0 &P 10 to a holy symbol or water applies to all holy items so long as they
Canléle tallow 10C%gp (1)01 are blessed or specially prepared.
Candle: wax 1sp 0.1 Holy items usually cannot be purchased. A priest of the faith
Canvas (per square yard) 4sp 1 can requisition them but religious organizations are protective of
Chalk lcp 0.1 their blessed items for fear of being used against their intended
Crampons 4 gp 2 purpose. Non-priests of the faith can requisition holy items only
Eil}rg;?; ﬁet 10 feet square 411 ZI:})) 501 if the need is pressing.
Ellmt aé‘d slteel ? OSP 0.1 Lanterns: A hooded lantern has a shutter to dim light and can
Gr?ass liorft iook 3 sgp 2'1 project light in a 30-foot radius. Bull’s-eye lanterns have a sin-
H olpl:;t en% o5 p 01 gle shutter that project a cone-shaped beam of light, 60-foot cone
Houyrglass 25 gg 1 long and 20 feet wide. Beacon lanterns are unfit for personal car-
Iron pot 5sp 2 rying and they’re usually mounted to buildings, ships, and wag-
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ons. Beacon lanterns project a cone-shaped beam of light, 240-
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foot cone long and 90 feet wide. Hooded and bull’s-eye lanterns
burn one flask (one pint) of oil every 6 hours. Beacon lanterns
require a flask of oil every 2 hours.

Locks: Locks are large, bulky devices that work with a single
key. Combination locks are relatively unheard of. The quality of
a lock determines how difficult it is to pick or destroy.

Poor and good locks are commonly found in stores. Higher
quality locks can be built at an increased price. Locks of poorer
quality are usually second hand or decrepit because of age. The
quality of the lock can increase or decrease the chance to pick it.
A thief usually cannot tell the quality of a lock simply by study,
only by attempting to pick it.

Table 7.6: Lock Quality Modifiers

Quality Modification
Wretched +30%

Poor +15%

Good 0%

Excellent —20%

Superior —40%

Masterful —60%

Magnifying Glass: A circular prism about 6 inches in diameter

and set in a frame with a handle usually made of wood or metal.
It is a novelty more than a true tool. The technology to craft good
ones doesn’t exist, making the lens distort and the magnification
poor. Useful for starting fires on a sunny, clear day.

Merchant’s Scale: A small balance and pans with appropriately
sized lead weights. Merchant’s scales are used to measure the
weight of coins during transactions. Scales can be rigged using
hollow or heavier weights to cheat unsuspecting victims. Some
civilizations may mandate annual calibration tests.

Oil: Greek fire uses a sticky, tar-like flammable substance and
is thrown at opponents. Lamp oil is generally used to fill lamps
but can also be made into a flammable weapon.

Quiver: Quivers come in hip, back, ground, and bow. Hip and
back quivers are medium size and hold 24 arrows or bolts. Bow
quivers attach directly to the bow or crossbow and hold 6 arrows
or bolts. Ground quivers are simple metal poles or racks that
jut out the ground and can hold 2 bows or crossbows and 48 ar-
rows or bolts. Because of their limited portability, ground quivers
are used during war when archers need ready access to massive
amounts of ammunition.

Spyglass:
about three times magnification and objects are usually distorted.

More of a novelty than a useful tool. Only provides

Table 7.7: Provisions

Item Cost
Barrel of picked fish 3gp
Butter (per Ib.) 2sp
Coarse sugar (per Ib.) 1gp
Dry rations (per week) 10 gp
Eggs (per 100)/ per two dozen 8sp,2sp
Figs (per Ib.) 3sp
Firewood (per day) lcp
Herbs (per day) 5cp
Nuts (per 1b.) 1gp
Raisins (per 1b.) 2sp
Rice (per Ib.) 2 sp
Salt (per 1b.) 1sp
Salted herring (per 100) 1lgp
Spice, Exotic (saffron, clove, cumin) (per 1b.) 15¢gp
Spice, Rare (pepper, ginger, basil) (per 1b.) 2 gp
Spice, Uncommon (cinnamon, nutmeg) (per 1gp
Ib.)

Tun of cider (250 gal.) 8 gp
Tun of good wine (250 gal.) 20 gp

Thieves” Picks: A collection of metal rods, picks, a clamp,
wedge, hammer, and a saw. Allows a thief to pick locks and re-
move traps without penalty.

Water Clock: Measures time by dripping water into a basin that
moves a rod and subsequently calculates the time. Accurate up
to a half-hour, they are large, expensive, and clunky devices, usu-
ally owned by the wealthy.

Table 7.8: Provisions

Item Cost
Ale (per gallon) 2 sp
Banquet (per person) 10 gp
Bread 5cp
Cheese 4sp
City rooms, Common (per month) 20 gp
City rooms, Poor (per month) 6 sp
Common wine (pitcher) 2sp
Eggs or fresh vegetables 1lcp
Honey 5sp
Inn lodging, Common (per day/week) 5sp/3 gp
Inn lodging, Common (per day/week) 5cp/2sp
Meat (one meal) 1sp
Meals, Good (per day) 5sp
Meals, Common (per day) 3sp
Meals, Poor (per day) 1sp
Separate latrine for rooms (per month) 2 gp
Small beer (per gallon) 5cp
Soup 5cp
Table 7.9: Living Conditions
Lifestyle Cost/Month
Squalid 3gp
Poor 5gp
Middle-Class 50 gp/level
Wealthy 200 gp/level
Table 7.10: Services
Service Cost
Bath 3cp
Clerk (per letter) 2 sp
Doctor, leech, or bleeding 3gp
Guide, city (per day) 2sp
Lantern or torchbearer (per night) 1sp
Laundry (by load) 1cp
Messenger, city (per message) 1sp
Minstrel (per performance) 3gp
Mourner (per funeral) 2sp
Teamster w/wagon 1 sp/mile
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Table 7.11: Animals

Item Cost
Boar 10 gp
Bull 20 gp
Calf 5¢gp
Camel 50 gp
Capon 3cp
Cat 1sp
Chicken 2cp
Cow 10
o &P
Guard 25¢gp
Hunting 17 gp
War 20 gp
Donkey, mule, ass 8gp
Elephant
Labor 200 gp
War 500 gp
Falcon (trained) 1,000 gp
Goat 1gp
Goose 5¢cp
Guinea Hen 2cp
Horse
Draft 200 gp
Heavy war 400 gp
Light war 150 gp
Medium war 225 gp
Riding 75 gp
Hunting cat (jaguar, panther, etc.) 5000 ¢g
Ox 15 gp
Partridge 5cp
Peacock 5sp
Pig 3gp
Pigeon 1cp
Pigeon, messenger 100 gp
Pony 30 gp
Ram 4¢gp
Sheep 2ep
Songbird 10 sp
Swan 5sp
Horses: Horses require adequate forage to eat or a bag of good

quality grain each day. Heavy warhorses cannot survive on graz-
ing alone and all horses require water each day. At night, horses
must be tethered on a long strand so they can forage and their
saddles or packs must be removed.

The common horse is of average quality with no unique
quirks or flaws. Horses of various qualities can be introduced
which may decrease or increase the price. Unscrupulous mer-
chants can try to pawn off poor quality horses as average.

Table 7.12: Horse Quality

Quality Movement Carrying Cost Modi-
Rate Modi- Capacity fier
fier Modifier
Nag 50% 25% -
Broken-down 75% 50% -
Average = = =
High-spirited 133% 125% %2
Charger 150% 133% x4

Ponies, donkeys, and mules: Hardier than horses, they require
adequate food and water each day but can survive on grass and
other forage alone. They gain a +2 bonus on their save vs. death
when double moving (but not triple moving). They can travel
through rugged terrain at one less the normal movement value.
Ponies, donkeys, and mules don’t wander off like horses thus
they don’t need to be tethered.

Camels: Camels come in two types; Dromedary (sandy desert)
and Bactrian (rocky desert). Dromedaries reduce the movement
value in sandy deserts by 1 point. Bactrians reduce the move-
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ment value in rocky deserts by 1 point. Camels can survive on
grazing and must have adequate food each day and water ev-
ery four days (longer if green food is available). Camels must be
tethered or they wander off.

Dogs: Some dogs are trained for carrying small riders, but
many more are used to pull sleds by man-sized creatures. Dogs
require water and at least a pound of meat each day. Dogs are
gregarious and thus never wander far from their owner.

Elephants: In thickly forested areas, an elephant has enough
food to satisfy its hunger. In sparsely vegetated areas it can
only move at ! /4 its normal movement value each day; the rest
must be spent eating. Elephants cannot navigate cliffs with steep
slopes. If it tries to go down a steep decline it must make a save
vs. breath weapon or lose footing and tumble to the bottom. Ele-
phants are unaffected by mud. Elephants don’t wander far and
don’t need to be tethered.

Yaks: Yaks are suited for cold regions. They reduce the penalty
to movement value for mountains by one. They can survive on
small amounts of grass and water each day and can provide milk
to travelers. Yaks cannot survive in warmer climates, as they’re
prone to heat exhaustion.

Table 7.13: Tack and Harness

Item Cost E/.Vel ht
in lbs.)
Barding
Chain 500 gp 70
Full plate 2000gp 85
Full scale 1,000gp 75
Half brigandine 500 gp 45
Half padded 100 gp 25
Half scale 500 gp 50
Leather or padded 150 gp 60
Bit and bridle 15 sp 3
Cart harness 2¢gp 10
Halter 5cp 0.1
Horseshoes & shoeing 1gp 10
Saddle
Pack 5¢gp 15
Riding 10 gp 35
Saddle bags
Large 4gp 8
Small 3gp 5
Saddle Blanket 3sp 4
Yoke
Horse 5gp 15
Ox 3gp 20
Stabling for horse (daily) 5sp -

Barding: Special armor for mounts that improves their AC at
the cost of reduced speed. Full barding provides the AC bonus
listed in the armor section and half barding provides 1-point
weaker AC bonus. To prevent chafing, the barding must be re-
moved in order for the horse to rest. Donning leather barding
takes 30 minutes and metal barding 60. It takes half the time to
remove barding.

Flying mounts can only wear leather or armor with weights
lighter than leather. Aquatic mounts cannot wear normal barding
although magical pieces for aquatic creatures may exist. The GM
has final say on what mounts can wear barding but only sturdy
animals can wear the heaviest armor; a horse is a strong mount
but a riding dog is too physically weak to wear plate armor and
be effective. Barding is only listed for various horses. Unusual
mounts and creatures must be custom fit, which modifies the
weight and cost of the barding.



FOR GOLD & GLORY™

CHAPTER 7. EQUIPMENT

Table 7.14: Barding for Unusual Mounts and Creatures

Size of Mount or Creature Cost Weight

Tiny or Smaller (frog) x1 x1/10

Small (large spider) x2 x1/s

Medium (riding dog) X2 x1

Large (bear) x4 x2

Huge (behir) x8 x5

Gigantic (dragon) x16 x8
Saddles: Riding saddles are designed to hold a single rider. An

additional rider may be able to fit in the saddle provided they sit
sideways or are small (a child for example) but only a rider in
the saddle can guide a mount. Packsaddles are designed to carry
goods, not a rider. These packs can hold as much equipment as a
mount is capable of realistically carrying.

Table 7.15: Transport

Item Cost
Barge 500 gp
Canoe

Small 30 gp

War 50 gp
Caravel 10,000 gp
Carriage

Common 150 gp

Coach, ornamented 7,000 gp
Chariot

Ridin; 200

War & 500 gg
Coaster 5,000 gp
Cog 10,000 gp
Curragh 500 gp
Drakkar 25,000 gp
Dromond 15,000 gp
Galleon 50,000 gp
Great galley 30,000 gp
Knarr 3,000 gp
Longship 10,000 gp
Oar

Common 2¢gp

Galley 10 gp
Raft or small keelboat 100 gp
Sail 20 gp
Sedan chair 100 gp
Wagon or cart wheel 5gp

Carts and Carriages: Carts are simple two-wheeled vehicles
used in transporting goods. Only one or two animals can be
hitched to a cart. Wagons and carriages are four-wheeled vehi-
cles and can be pulled a team of two to twelve. The speed of a
mount is automatically halved when hitched to a cart or carriage.
Each additional mount triples the carrying capacity of the vehi-
cle. The vehicle is never factored into the max carrying capacity
of the mount.

Chariots: Chariots can hitch one to four animals. A mount can
pull its normal load at its normal movement value. Multiple an-
imals on a chariot are either hitched for speed or carrying capac-
ity. Each additional animal either increases the carrying capacity
of the chariot or increases the speed by 1 point. The speed of a
chariot cannot be increased beyond what an animal is capable of
handling.

Sleds: A team of seven to eleven dogs can pull a sled. A hitched
sled dog’s movement value is reduced by ! /2. Each additional
dog adds one point to the movement value of the sledge up to
the maximum movement value of the animal. Each sled dog can
pull 80 Ibs. not including the weight of the sled. Sleds can travel
across snow and ice without penalty.

MUNDANE WEAPONS & ARMOR

Characters aren’t limited in the number of weapons they can
own, but the GM should put a reasonable restriction on what they
can realistically carry (Refer to Encumbrance). Large weapons,
sized for the character wielding them, can only be carried by
hand and require two hands to attack; an ogre could holster a
man-sized pole arm and attack with it using one hand but he
wouldn’t be able to do the same with a giant-sized pole arm. A
creature can only ever wear one set of armor at a time.

In addition to cost, weight, and size, the table lists type and
damage broken into medium and large columns.

Type refers to how the weapon deals damage; bludgeoning
(B), piercing (P), and slashing (S). Weapon type generally has no
effect on damage except in special circumstances. A weapon can
be more than one type; such as a knife doing both piercing and
slashing damage.

Combat speed is a comparison between weapons indicating
which will strike the other first in the event of a tied initiative.
A magical weapon’s combat speed is reduced by its lowest en-
chantment bonus to a minimum of 0. For example a +3 hand axe
has a combat speed of 1, while a +5 hand axe has a combat speed
of 0.

Damage is the number of dice rolled in the case of a hit.
The medium (M) column indicates damage dealt to man-sized or
smaller creatures. The large (L) column indicates damage dealt
to creatures larger than man-sized.

Missile and ranged weapons include rate of fire (ROF) which
are two numbers separated by a forward slash, and range as three
numbers separated by forward slashes. ROF indicates how many
attacks can be made and the number of rounds it requires; ROF
1/3 means one attack every three rounds and 2/1 means two at-
tacks each round. The range indicates the penalties applied to the
weapon when it exceeds a certain number of feet represented as
short/medium/long; a dagger could be thrown without penalty
from 1-30 feet and a sling bullet 1-150 feet. Ranged weapons can
never exceed their maximum.

Some melee weapons, like the knife, can be thrown. Your
character can either attack with them in melee or throw them.
The rate of fire applies only when making a ranged attack, not a
melee attack.

Ranged weapons, except hurled weapons, require ammuni-
tion. The number in parenthesis (#) represents the quantity of
ammunition in a single set.

Cost, weight, size, type, combat speed and damage for hurled
weapons are the same as for their non-hurled counterparts.

Arquebus: A muzzle-loaded, smoothbore, chest-fired,
matchlock long-gun. Black powder is poured down the muz-
zle (called ‘charging’) and a lead ball (called ‘shot’) is packed on
top using a detachable ramrod. A match (usually a 5" piece of
slow burning rope lit on both sides in case one side goes out) is
then lit and placed on a lever (called a ‘serpentine’) and when the
trigger is pressed the serpentine drops the burning match into the
flash pan (filled with finely ground gunpowder called ‘primer’).
The primer produces a flash that instantly ignites the gunpowder
in the muzzle and propels the lead shot. It takes three rounds to
load the arquebus (pack in gunpowder and shot, prime the flash
pan, attach the match to the serpentine) and if the wielder takes
damage it takes a cumulative extra round to load.

The arquebus is inaccurate. It comes with a detachable
hooked staff that can quickly be pressed into the ground (pro-
vided it’s soft) to balance the arquebus. Firing the arquebus with-
out balancing it on a sturdy object, such as the hook or a stone
wall, doubles the penalties for range (—4 at medium range, —10
at long range).

The arquebus is also dangerous. If the wielder rolls a 1 or 2
on his attack the weapon backfires causing 1d6 points of damage
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to the wielder. In addition, the weapon is jammed and cannot be
fired again until it’s cleaned, which takes 30 minutes. The arque-
bus is an unpredictably potent weapon. If the damage die rolled
is 10 then the die is rolled again with the results added together.
This is repeated until a 10 isn’t rolled.

All arquebuses are of the same caliber thus shot designed for
them are interchangeable. Gunpowder is rare, only found among
the most powerful armies or richest cities. Gunsmiths and black-
smiths that forge shot are just as rare. As a result of the weapons
unpredictability and rarity, there are very few arquebusiers out-
side of the largest organized militaries.

Arrows: An arrow that hits its target is destroyed; one that
misses has a 50% chance of being destroyed or lost.

Bows: The power and accuracy of a bow is determined by the
strength and dexterity of the wielder. A bow adds or subtracts
the wielder’s dexterity and strength modifiers to attack and dam-
age rolls. The maximum pull, or maximum strength bonus, of
a generic bow is +1/+2 (strength 18). A creature, regardless of
strength, can never exceed the maximum pull, or else it snaps the
string. Conversely, if the creature’s strength penalty is below —2,
it is too weak to draw a bowstring.

Characters with exceptional strength (18/01 and higher) can
purchase custom built bows to take advantage of their extra
strength. These can be made to increase the chances of hitting,
doing more damage, or both. Only composite bows (which are

made of sturdier materials than normal wooden bows) can be
made for exceptional strength creatures. The cost of the bow is

multiplied by each +1 added to a bow’s bonus. For example,
three composite longbows are built for a strength rating of 18 /76—
90. One has a maximum pull of +2 attack roll bonus and costs 200
gp. One has a +4 damage bonus and costs 400 gp. Finally, one
with a maximum pull of +2/+4 costs 600 gp.

Creatures whose strength is less the exceptional strength rat-
ing of the bow for must roll a successful bend bars check to use
it. Strong creatures can utilize weaker bows without penalty as
long as they do not exceed the maximum pull.

Crossbow: The hand (or pistol style) crossbow is fired one
handedly and cocked with the other. The light crossbow is braced
against a sturdy object or the ground and cocked with a built in
lever (called a goats-foot). Due to its exceptional pull, the heavy
crossbow (also called arbalest) is braced against the ground and
requires the wielder to attach a cranequin or windlass. Cross-
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bows can only be loaded with the correct bolts and strength mod-
ifiers never apply, but those from dexterity do.

Lance: Each lance is designed for a particular mount. Equip-
ping a lance that’s larger than the mount can handle will unseat
the wielder on a successful strike. Medium and heavy lances rely
on the momentum of the mount and require the rider to break off
after engaging his target, taking at least 1 round to resituate him-
self. A light lance can be used without having to break off from
the target. Lances are also fragile. On a successful hit the GM rolls
an item saving throw vs. crushing blow for medium and heavy
lances. Light lances are more flexible requiring an item saving
throw only when the modified attack roll is equal to the target’s
AC.

Jousting lances are heavy lances with a blunted tip to reduce
injury during tilting.

Man catcher: A long pole with a set of spring loaded arms at
the end designed to harmlessly capture victims. Only man-sized
or smaller creatures can effectively be caught unless a larger set
is made. The target’s AC is treated as 10 (modified by dexterity—
AC modifier) for attacking with a man catcher. Once trapped, the
victim is denied shield and dexterity bonus to AC, can only move
when the wielder moves, and automatically takes 1d2 points
of damage per round and has a 25% chance of being pulled to
the ground. This damage and knock down chance persists each
round the wielder maintains hold of the victim.

The jaws can be removed with a successful bend bars check
that deals additional 1d2 points of damage. The victim can yank
the pole out of the wielder’s hands with a successful strength
check, but anyone can simply pick up the pole on the next round
and deal damage as if they struck the victim.

Pole arms: A widespread group of weapons popular for their
cheapness, easy design, and effectiveness against infantry and
charging troops. Lightly armored foot soldiers, militia, and sim-
ple commoners were armed with pole arms, which gave them
the advantage of range and versatility. Pole arms are usually 9-
12 feet long and require ample space for swinging thus making
piercing pole arms the only type useful for enclosed spaces. Be-
cause of their clumsiness, pole arms are used to attack charging
enemies and are then dropped to wield lighter weapons.

Scourge: A wooden haft with several (three or five) thongs
studded with metal barbs.
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Table 7.16: Melee Weapons

Item Cost Weight Size Type Combat Dmg. M Dmg. L
(Ib.) Speed
Battle axe 5gp 7 M S 7 1d8 1d8
Club Ocp 3 M B 4 1d6 1d3
Dagger/ dirk 2gp 1 S P 2 1d4 1d3
Footman’s flail 15 gp 15 M B 7 1d6 + 1 2d4
Footman’s mace 8 gp 10 M B 7 1d6 + 1 1d6
Footman'’s pick 8 gp 6 M P 7 1d6 +1 2d4
Hand axe 1gp 5 M S 4 1d6 1d4
Harpoon 20 gp 6 L p 7 2d4 2d6
Horseman'’s flail 8 gp 5 M B 6 1d4 +1 1d4 +1
Horseman’s mace 5gp 6 M B 6 1d6 1d4
Horseman’s pick 7 gp 4 M P 5 1d4 +1 1d4
Javelin 5sp 2 M p 4 1d6 1d6
Knife 5sp 0.5 S P/S 2 1d3 1d2
Lance
Heavy@ 15 gp 15 L p 8 1d8 +1 3d6
Light@ 6 gp 5 L P 6 1d6 1d8
Jousting 20 gp 20 L P 10 1d3 -1 1d2 -1
Medium@ 10 gp 10 L P 7 1d6 + 1 2d6
Morning star 10 gp 12 M B 7 2d4 1d6 + 1
Pole arm
Awl pike 5gp 12 L P 13 1d6 1d12
Bec c{)e corbin 8 gp 10 L P/B 9 1d8 1d6
Bill-guisarme 7 gp 15 L P/S 10 2d4 1d10
Fauchard 5gp 7 L P/S 8 1d6 1d8
Fauchard-fork 8 gp 9 L P/S 8 1d8 1d10
Glaive* 6 gp 8 L S 8 1d6 1d10
Glaive-guisarme* 10 gp 10 L P/S 9 2d4 2d6
Guisarme 5gp 8 L S 8 2d4 1d8
Guisarme-voulge 8 gp 15 L P/S 10 2d4 2d4
Hook fauchard 10 gp 8 L P/S 9 1d4 1d4
Lucern hammer# 7gp 15 L P/B 9 2d4 1d6
Man catcher** 30 gp 8 L - 7 - -
Military fork* 5gp 7 L P 7 1d8 2d4
Partisan# 10 gp 8 L p 9 1d6 1d6 +1
Ranseur# 6 gp 7 L p 8 2d4 2d4
Spetum# 5gp 7 L p 8 1d6 + 1 3d6
Voulge 5gp 12 L S 10 2d4 2d4
Pole axe
Bardiche 7 gp 12 L S 9 2d4 2d6
Halberd 10 gp 15 L P/S 9 1d10 2d6
Quarterstaff Ocp 4 L B 4 1d6 1d6
Scourge 1gp 2 S - 5 1d4 1d2
Sickle 6 sp 3 S S 4 1d4 +1 1d4
Spear 8sp 5 M P 6 1d6 1d8
Sword
Bastard
One-handed 25 gp 10 M S 6 1d8 1d12
Two-handed 25 gp 10 M S 8 2d4 2d8
Broad 10 gp 4 M S 5 2d4 1d6 + 1
Cutlass 12 gp 4 M S 5 1d6 1d8
Khopesh 10 gp 7 M S 9 2d4 1d6
Long 15 gp 4 M S 5 1d8 1d12
Scimitar 15 gp 4 M S 5 1d8 1d8
Short 10 gp 3 S P 3 1d6 1d8
Two-handed 50 gp 15 L S 10 1d10 3d6
Trident 15 gp 5 L P 7 1d6 +1 3d4
War hammer 2gp 6 M B 4 1d4 +1 1d4
Whip 1sp 2 M - 8 1d2 1

*Weapon deals double damage against a large or bigger sized creature that charged during the current round roll damage dice

twice and add the result)

**Weapon can dismount mounted creature on a successful hit
@Weapon deals double damage when charging with a mount (roll damage dice twice and add the result)

#Weapon inflicts double damage when set against a charging opponent (roll damage dice twice and add the result)
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Table 7.17: Hurled Weapons

Item ROF Range (in feet)
Club 1 30/60/90
Dagger/Dirk 2/1 30/60/90
Dart* 3/1 30/60/120
Throwing axe 1 30/60/90
Harpoon 1 30/60/90
Javelin 1 60/120/240
Knife 2/1 30/60/90
Spear 1 30/60/90

* Unlike other hurled weapons, this weapon is ineffective for melee combat. It has a combat speed of 2, and damage potential
of 1d3 vs. man-sized or smaller and 1d2 vs. larger or larger creatures. It costs 5 sp, is small-sized, weighs 0.5 Ibs., and inflicts a

piercing damage type.
Table 7.18: Ranged Weapons
Item Cost Wt (Ib.) Size ROF Combat Range (in feet)*
Speed
Arquebus 500 gp 10 M 1/3 15 150/450/630
Blowgun 5gp 2 L 2/1 7 Any dart: 30/60/90
Bow
Composite long 100 gp 3 L 2/1 7 Flight: 180/360/630
Sheaf: 120/240/510
Composite short 75 gp 2 M 2/1 6 Flight: 150/300/540
Long 75 gp 3 L 2/1 8 Flight: 210/420/630
Sheaf: 150/300/510
Short 30 gp 2 M 2/1 7 Flight: 150/300/510
Crossbow
Hand 300 gp 3 S 1 5 60/120/180
Heavy 50 gp 14 M 1/2 10 240/480/720
Light 35 gp 7 M 1 7 180/360/540
Sling 5¢cp 0.1 S 1 6 Bullet: 150,/300/600
Stone: 120/240/480
Staff sling** 2sp 2 M 1 11 Bullet: 90/360/720
Stone: 90/300/600
*Medium range —2 to attack rolls, long-range —5 to attack rolls
**Staff sling’s short range is the minimum range necessary to hit a target
Table 7.19: Ammunition
Item Cost Wght. (Ib.) Size Type Dmg.M Dmg.L
Arquebus shot * 0.1 S P 1d10 1d10
Blowgun dart
Barbed (10) 1gp 1 S p 1d3 1d2
Needle (10) 2sp 1 S P 1 1
Arrow
Flight (12) 3sp 1.2 S P 1d6 1d6
Sheaf (6) 3sp 0.6 S P 1d8 1d8
Quarrel
Hand (10) 10 gp 1 S P 1d3 1d2
Heavy (10) 2gp 1 S P 1d4 +1 1d6 + 1
Light (10) lgp 1 S P 1d4 1d4
Sling shot
Bullet (10) 1sp 5 S B 1d4 +1 1d6 +1
Stone (-) Ocp 0.5 S B 1d4 1d4

*The GM must adjudicate the cost and availability of arquebus shot and other related and/or necessary items, such as black

powder, match fuses, powder horns, gun oil, etc.

Spears: A spear can be used as either a melee or missile
weapon. If a hurled spear strikes a huge-sized or larger crea-
ture or a creature with at least 18/00 strength, the creature can
attempt to break the spear. An intelligent creature struck by a
hurled spear is 75% likely to pull it out and hurl it back at its at-
tacker and 25% likely to break the spear unless the spear saves vs.
crushing blow. An unintelligent creature is 25% likely to break
the spear unless it saves vs. crushing blow.

Staff Sling: A sling attached to a wooden or metal shaft. The
staff sling can be used to fire normal sling bullets, but it can also
fire indirect missiles of five pounds or less. Because of their arc,
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staff slings have a minimum range and thus always take a penalty

when firing.

Sword, Bastard: Similar to a long sword but with a longer haft.
It can be wielded one-handed or two-handed increasing its dam-

age output.
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Table t7.20: Armor

Armor Cos Wt (Ib.) AC
Banded mail 200 gp 35 4
Brigandine 120 gp 35 6
Bronze plate mail 400 gp 45 4
Chain mail 75 gp 40 5
Field plate 2,000 gp 60 2
Full plate (B3d3 + 1) 70 1
x 1,000 gp
Leather 5¢gp 15 8
Padded 4gp 10 8
Plate mail 600 gp 50 3
Scale mail 120 gp 40 6
Splint mail 80 gp 40 4
Studded leather 20 gp 25 7

Wearing armor sets a character’s base AC to the number listed
(the lower the number the better). If, usually through magic, the
character’s AC is lower than the listed number (before dexterity
is counted), the armor doesn’t benefit his AC, but any other ben-
efits and penalties still apply. The armor names are generic. Spe-
cialized names can be used if the GM prefers. The armor listed is
for man-sized humanoids (including dwarves).

Full Plate: Gothic-style armor made up of interlocking angled
plates and ornamental etchings. The price varies by manufac-
turer from 4,000-10,000 gp ((3d3 + 1) x 1,000 gp). Each suit must
be custom crafted for the wearer. There’s a 20% chance that a
particular suit can be refitted to another wearer. Because of this,
there are few buyers of used full plate except collectors. A black-
smith may buy a suit to melt the metal down but they’ll offer a
much-reduced price.

Table 7.21: Shields
Wt

Shield Cost # of At- ACbonus
(Ib.) tacks
Body or 10gp 15 All + -1/ -2 w
tower cover missiles
Buckler 1gp 3 1 -1
Medium 7 gp 10 3 -1
Small 3ep 5 2 -1
Shields: Shields provide an AC bonus when certain factors are

met. Shields usually only protect against attacks from the front,
however, shields (except bucklers) can be slung across the back
to protect against attacks from behind. Shield size is relative to
the character’s size; a giant’s small shield functions as a medium
shield for a human and as a body shield for a halfling.

Buckler: strapped to the forearm, it allows the wielder to use
both hands. It improves the wielder’s armor class by 1 against
one frontal attack per round (wielder’s choice).

Small shield: strapped to the forearm and gripped by the hand,
it allows the wielder to hold small items (but not wield weapons)
and improves armor class by 1 against two frontal attacks per
round (wielder’s choice).

Medium shield: functions like the small shield, but its weight
restricts the shield hand from doing anything except balance the
shield. A medium shield improves armor class by 1 against any
3 frontal attacks.

Body shield (also called a pavise or tower shield): functions
like the medium shield, improving AC by 1 against any number
of frontal melee attacks and by 2 against any number of ranged
frontal attacks.

Table 7.22: Helmets
Wt

Helmet Cost Armor type AC
(Ib.) match Penalty*
Great helm 30 10 Heavy armor- +1
gp banded or better
Cap 4gp 2 Light armor- +1
padded, leather,
brigandine  or
studded leather
Coif 8gp 5 Medium armor- +1
chain or scale
Basinet or 20 10 Heavy armor- +1
Closed face gp banded or better
Open face 15 5 Medium or +1
gp heavy- chain or
better

*Apply this penalty to overall AC if a helmet is not worn, since
wearing the helmet is required to gain full protection from the
armor.

Helmets: Armor type indicates the armor most commonly as-
sociated with the helmet. Technically any helmet can be paired
with any armor, but the GM may temporarily impose penal-
ties to the character’s charisma score if they are mismatched (it
would be like wearing a baseball uniform and a football helmet,
or maybe the other way around). “Banded or better” includes
splint and bronze plate, as well as steel plate armors. Brief de-
scriptions of the various helmets follow:

Cap: a padded, leather or steel skullcap.
Coif: apadded chain mail hood made of steel.
Open-face: made of reinforced leather, steel or bronze, covers

most of the head, except the face and neck. It commonly includes
anose guard.

Basinet (close-faced):
hinged visor/faceplate.

similar to open-faced, but includes a

Great helm: a massive steel or bronze helmet that covers the
entire head, neck, and often the upper shoulders. It has narrow
eye slits and small air holes for breathing. The visor/faceplate is
not removable. Customized great helms can be quite impressive.

Armor for Smaller and Larger Humanoids: Humanoids excep-
tionally larger or shorter must be custom fit, which modifies the
weight and cost of the armor.

Table 7.23: Armor for Smaller and Larger Humanoids

Size of Humanoid Cost Weight
Tiny or Smaller (pixie) X/ x/10
Small (halfling) x1 x1/s
Large (ogre) x2-x4 x1'/9=x2
Huge (giant) x4-x8 X2-X6
Gigantic (titan) xX8-x16 X6—x12

DONNING ARMOR

Donning armor takes time. Brigandine, leather, padded, and
studded leather armor can be donned in one round with assis-
tance. Banded, chain, scale, and splint mail can be donned in two
rounds with assistance. Without assistance, the time is doubled
for all cases. Bronze plate, field plate, full plate, and plate mail
can be donned in 1d6 + 4 rounds with assistance. Without assis-
tance, the time is tripled for donning plate armor.

Characters can don armor hastily. Donning non-plate armor
hastily takes one round but reduces the AC bonus by 1 (the armor
bonus can never be worse than 8). Hastily donning plate armor
improves a character’s AC by 1 from base 10 for every round
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spent dressing. Removing non-plate armor takes one round and
1d4 + 1 rounds for plate. Removing plate armors can be done in
half the time (round up) by cutting straps, but the armor is there-
after useless until repaired (the cost is up to the GM).

ENCUMBRANCE

Maximum Encumbrance

In simplest terms, all creatures, including the characters, are al-
lowed to carry and wear as much gear as desired without exceed-
ing their strength—max carrying weight score in pounds, up to
their maximum carrying capacity. When both maximum carrying
capacity and maximum carrying weight are reached, a character
is at his maximum encumbrance.

Maximum Carrying Capacity

A creature’s maximum carrying capacity is limited by its physi-
cal size and shape, and is determined solely by the number and
size of objects carried or worn, regardless of the object’s weight.
Reaching one’s maximum carrying capacity may inflict penalties.
However, many of these penalties are obvious and are already
built into the rules. For example, one cannot use a shield or wield
a weapon if it’s carrying a large bag of coins in each hand or a
huge treasure chest requiring both hands. A creature incurs ad-
ditional penalties to his attack and AC if it is both carrying its
maximum capacity and is more than lightly encumbered (See Be-
low).

Maximum Capacity for Human-shaped Creatures

To determine when a human-shaped creature (or a biped), in-
cluding humans, demi-humans, as well as most humanoids and
giant-kind, is carrying its maximum carrying capacity, use the
following examples.

In addition to normal clothing and armor (if any):

A small-sized biped can carry up to twenty tiny-sized objects

(attached to a belt, cloak liner, or bandoleer), four small-sized ob-
jects (two on each hip and two slung around its back), and two

medium-sized objects (one in each hand). A smaller than man-
sized backpack and two small belt pouches can also be worn to
carry extra miscellaneous gear.

A man-sized biped can carry up to twenty small-sized objects
(attached to a belt, cloak liner, or bandoleer), four medium-sized
objects (two on each hip and two slung around its back), and two
large-sized objects (one in each hand). A man-sized backpack
and two large belt pouches can also be worn.

A large-sized biped can carry up to twenty medium-sized ob-
jects (attached to a belt, cloak liner, or bandoleer), four large-sized
objects (two on each hip and two slung around its back), and two
huge-sized objects (one in each hand). A larger than man-sized
backpack and two huge belt pouches can also be worn.

Tiny-sized creatures carry small, tiny and even smaller ob-
jects, while huge-sized and larger bipeds can carry ever-larger
objects before reaching their maximum carrying capacity. In ad-
dition, two objects of the same size may be exchanged for one
object of the next larger size, or vice versa, (within reason) in this
way a large number of combinations of gear and equipment are
possible even for the smallest character.

Due to these restrictions, a creature may be carrying its max-
imum capacity before reaching its maximum weight score. An
empty huge-sized treasure chest does not weigh very much but
does count as 2 large, 4 medium or 8 small objects toward the
creature’s maximum carrying capacity.

Likewise, a creature may be carrying its maximum weight al-
lowed and not yet be at its maximum capacity, as when a charac-
ter carries a huge chest with nearly all of his other gear and heavy
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gold treasure inside of it. A fighter with a low strength score but
wearing heavy plate armor, great helm, shield and a two-handed
sword, etc. could be overwhelmingly encumbered by the weight
of the objects. In this case, he would suffer movement penalties,
but not penalties to his attacks or AC because he has not reached
his maximum carrying capacity.

Encumbrance for Man-sized Bipeds

Encumbrance represents the penalties that a creature suffers, as-
sociated with number of pounds that it carries and/or wears.
There are seven stages of encumbrance in increasing order of
discomfort: non-encumbered, lightly encumbered, moderately,
heavily, severely, and overwhelmingly encumbered.

To determine encumbrance, add together the weight of all of
the character’s carried or worn possessions (including about 5
Ibs. for man-sized clothing). If the total is less than or equal to
the non-encumbrance score, the character suffers no penalties. If
the weight exceeds the non-encumbrance score consult the table
below.

The row across the top reflects the stage of encumbrance the
creature suffers if it is at full carrying capacity. The rows across
the bottom determine the creature’s modified movement values
due to its encumbrance. The first of these is for bipeds with a
normal movement value of 12 (elves, humans, half-elves). The
second row is for bipeds with a normal movement value of 9
(dwarves), and the third is for bipeds with a normal movement
value of 6 (gnomes and halflings).

Effects of Encumbrance

The character’s current encumbrance may negatively affect their

ability to move and to defend themselves if they are also at their
maximum capacity.

Non-Encumbered: This value is found on the main strength ta-
ble. A creature suffers no penalties to movement, AC or attacks,
as long as the weight of his gear is equal to or less than this score.

Lightly Encumbered: This stage of encumbrance, starting at
0.01 pound above the creature’s strength—non-encumbered
score, indicates only mild movement value penalties.

Moderately Encumbered: This stage of encumbrance, starting
at 0.01 pound above the creature’s highest light encumbrance
score, indicates moderate movement value penalties, and if the
creature is carrying its maximum capacity, it also suffers a —1
penalty to attacks.

Heavily Encumbered: This stage of encumbrance, starting at
0.01 pound above the creature’s highest moderate encumbrance
score, indicates significant movement value penalties, and if the
creature is carrying its maximum capacity, it also suffers a —2
penalty to attacks and +1 penalty to its AC.

Severely Encumbered: This stage of encumbrance, starting at
0.01 pound above the creature’s highest heavy encumbrance
score, indicates severe movement value penalties, and if the crea-
ture is carrying its maximum capacity, it also suffers a —4 penalty
to attacks, and a +3 penalty to its AC.

Overwhelmingly Encumbered: The maximum stage of encum-
brance, starting at 0.01 pound above the creature’s highest severe
encumbrance score and topping out at a character’s maximum
carry weight as found on the main strength table. This indicates
a movement value of only 1, and if the creature is carrying its
maximum capacity, it also suffers a —4 penalty to attacks, and a
+3 penalty to its AC.
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Table 7.24: Encumbrance for Man-sized Bipeds
Encumbrance in Pounds

Str Lightly Moderately Heavily Sev
1 /5 5/4 1 15/4 1/, 13/4 2 21/, 21/, 25/4
2 11/, 2 2L/, 2%/4 3 3/, 3%/4 4 4/, 4%/,
3 5 /4 6 6'/2 7 7' /2 8 8'/2 9 9'/4 93/4
4-5 11 12 13 14 15 16 17 18 19 191/,
6-7 23 26 29 32 35 38 41 44 47 50
8-9 40 45 50 55 60 65 60 75 80 85
10-11 46 52 58 64 70 76 82 88 94 100
12-13 53 61 69 77 85 93 101 109 117 125
14-15 65 75 85 95 105 115 125 135 145 155
16 80 90 100 110 120 130 140 150 160 170
17 97 109 121 133 145 157 169 181 193 210
18 123 136 149 162 175 188 201 214 227 245
18/50 148 161 174 187 200 213 226 239 252 270
18/75 173 186 199 212 225 238 251 264 277 295
18/90 198 211 224 237 250 263 276 289 302 320
18/99 248 261 274 287 300 313 326 339 352 365
18/00 348 361 374 387 400 413 426 439 452 470
19 498 511 523 536 549 562 575 588 611 625
20 540 555 570 585 600 615 630 645 670 685
21 650 665 680 695 710 725 745 765 780 795
22 802 819 836 853 870 887 904 921 937 954
23 952 969 986 1,000 1,017 1,035 1,052 1,069 1,086 1,110
24 1,255 1,275 1,295 1,315 1,335 1,355 1,375 1,395 1,415 1,430
25 1,545 1,565 1,585 1,605 1,625 1,645 1,665 1,685 1,705 1,730
MV 12 11 10 9 8 7 6 5 4 3 2
MV 9 8 8 7 6 5 5 4 3 2 2
MV 6 5 5 4 4 3 3 2 2 1 1
Encumbrance for Larger and Smaller Bipeds penalty.

Small-sized and smaller creatures can carry less weight than their
man-sized counterparts. For tiny-sized creatures multiply all val-
ues by 0.50, and for small-sized creatures multiply all values by
0.75.

Large-sized and larger creatures can carry more weight than
their man-sized counterparts. For large-sized creatures multiply
all values by 2, for huge-sized creatures multiply by 4, and for
gigantic-sized creatures multiply all values by 8.

Encumbrance for Quadrupeds

Creatures with four or more legs can also carry more weight
than their strength would indicate. For tiny-sized quadrupeds
multiply all values by 0.75, small-sized quadrupeds use the val-
ues unchanged, for man-sized quadrupeds multiply all values
by 1.5, for large-sized quadrupeds multiply all values by 3, for
huge-sized quadrupeds multiply by 6, and for gigantic-sized
quadrupeds multiply all values by 12.

Encumbrance for Domestic Animals

A pack animal or mount suffers from encumbrance differently
than other creatures. A mount can be non-encumbered if its total
weight, including a rider, is equal to or less than the value shown
below, but is either lightly encumbered or heavily encumbered,
otherwise. Movement modifiers and combat penalties are shown
at the bottom of the table. An animal collapses if its heaviest en-
cumbrance value in pounds is exceeded whether carrying a rider
or being used as a pack animal. Whenever a mount carries a man-
sized rider and whenever any animal is heavily encumbered, it is
always considered to be at its maximum carrying capacity (even
though more weight can be added). While at maximum capac-
ity an animal suffers reduced movement value, and penalties to
its attacks and AC, as appropriate. A lightly encumbered mount
without a rider or a lightly encumbered pack animal does not suf-
fer penalties to its attacks or AC, but still suffers the movement

The weight a flying mount may carry and still fly may be
listed in its description. If undetermined, assume the average
flying mount cannot fly if lightly encumbered or more.

Table 7.25: Encumbrance for Domestic Animals
Encumbrance in Pounds

Common Non-Enc Light Heavy

Animal

Camel 330 500 660

Hunting dog 15 20 30

Elephant 500 750 1,000

Horse, draft 260 390 520

Horse, heavy 260 390 520

Horse, light 170 255 340

Horse, 220 330 440

medium

Horse, riding 180 270 360

Mule 250 375 50

Ox 220 330 440

Yak 220 330 440

MV Normal MV x?%/5 MV x1/5

Penalties None —1THACO -2 Té—IACO/
+1 Al
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EXAMPLE: CREATING A CHARACTER

Justin, a player, and Tommy, his GM, both sit down to create a
new character. Tommy wants Justin to roll using the traditional
method (3d6 for each score). He comes up with the following
scores:

Strength 15
Dexterity 12
Constitution 14
Intelligence 12
Wisdom 11
Charisma 10

The character has above average strength and constitution
and would make a good fighter. Justin decides he wants to be
a dwarf, improving his character’s constitution by 1 point and
reducing his charisma by 1 point. As a fighter, Justin rolls his
d10 hit die and rolls a 2, a poor number. Tommy allows him to
re-roll his hit die but says the re-roll must be taken even if it’s
lower. Justin rolls an 8 and adds +1 for his constitution for 9 HP
total. Justin’s fighter has 4 combat skill points as a 1** level fighter
and exchanges 2 points to gain the axe weaponry group (includ-
ing battle axes, hand/throwing axes, and pole axes). He then
chooses to exchange one CSP to gain specialization with battle
axe, and his last CSP is exchanged for the weapon-shield combat
method.

Justin rolls 11 for his fighter’s starting currency, giving him
110 gp total. Justin buys a battle axe, five hand axes, chain mail,
a medium shield, and some provisions. His character is finished
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and Justin adds some final cosmetic touches; platinum blonde
hair, piercing blue eyes, a distinctive scar along the left cheek,
and a grating voice. Justin names his dwarf fighter Tharn Bit-
termead and writes up a paragraph long back-story to supply
Tommy with an idea of how the character fits into his world.
Tharn’s final character sheet would look something like this:

Tharn Bittermead, Dwarven Fighter 1
MV 6
HP9
Strength 15
Dexterity 12
Constitution 15
Intelligence 12
Wisdom 11
Charisma 9
THACO 20 (+1 to attack, battle axes)
AC 4 (Chain mail + medium shield)
Battle Axe (Specialization) M/L 1d8 +2/1d8 + 2
Hand Axe (Skilled) M/L 1d6 +2/1d4 + 2
Weapon-shield method (Skilled)
Backpack

Rations (5)

Hooded lantern

Oil (3)

Flint and steel

Justin would probably also add notes about his racial abilities,
modifiers granted by his ability scores and combat skills as well
as his THACO and saving throws so he won’t have to look them
up every time.




Chapter 8

COMBAT

ENCOUNTERS

An encounter is, by definition, any significant event a character
may happen upon. An encounter can be hostile or non-hostile.
If an encounter turns hostile, it escalates into combat. Combat
lasts until one side is defeated, surrenders, retreats or the danger

is otherwise no longer present.

ENCOUNTER ACTIONS

There are several actions a party can take in an encounter. Char-
acters aren’t limited to these options; these are just the more com-
mon choices.

Evade: The party avoids the encounter whether this means
they ignore it, ride past it, or sneak around. Hostile parties may
pursue a fleeing party if they're aware of them.

Interact: The party interacts with the encounter by investigat-
ing or speaking in the case of intelligent creatures.

Fight: The party draws weapons and attacks.

Wait: A party can specifically wait for a reaction. Waiting is
aII action that increases the waiting party’s next initiative roll by
+1.

COMBAT
TIME IN COMBAT

Time in combat is measured in rounds, which equal a minute.
Ten rounds (or ten minutes) are called a turn. Actions in combat
are rarely simple exchanges. Participants in combat are expected
to defend against attacks, thrust, feint, and parry while trying to
score a hit.

In general, characters can perform only one basic action per
round. The rest of their time is spent on smaller actions such
as moving and dodging. Basic actions include attacking, cast-
ing one spell, activating an item such as lighting a torch, moving
full movement value, stabilizing a character, searching a body,
grabbing a dropped item, bashing down a door, and drinking a
potion.

Some actions are so minor they require negligible time. Ex-
amples are: speaking short sentences (rule of thumb is 20 words
or less per character per round), drawing a weapon, removing a
backpack or belt, falling prone or standing up.

Ultimately the GM has final say in what counts as a basic and
minor action.

COMBAT SEQUENCE

All combat follows four steps that repeat each round.

GM decides the actions of the monsters.

The PCs declare their actions and begin casting spells.
Initiative is rolled for all opposing parties.

Actions are resolved in order of initiative.

Step 1: The GM determines, in secret, the actions of the NPCs.
If a spell is to be cast, he chooses it before the players announce
their actions.

Step 2: The players describe the actions their characters want
to take including moving, attacking, and casting spells. Actions
can be general. If a player says, “I move and attack the nearest
enemy” then his character will perform that action to the best of
his ability. If a spell is cast, then it begins in this phase and cannot
be changed. When the players are ready, the GM moves to step 3.

Step 3:
first.

Initiative is rolled which determines which party goes

Step 4: Actions are resolved based on initiative. Attacks are
made and spells with casting time less than 1 round are cast. If
initiative is a tie then all actions are simultaneous.

Some monsters, situations, or abilities may supersede the
combat sequence.

COMBAT INITIATIVE

Initiative is rolled each round during step 3. An initiative roll is
1d10 for each opposing side. Low initiative beats high and parties
act in ascending order. If the initiative of both sides is the same
then compare the weapon’s combat speeds and/or spell casting
times between two opponents to determine which attack or ac-
tions happen first. There are also other several factors that may
influence initiative rolls. If the entire party doesn’t qualify, then
the individual members act on their new, modified initiative.

Table 8.1: Initiative Modifiers

Situation Modifier
Hasted —2
Slowed +2
High ground —1
Receive charge -2
Knee deep water +2
Slippery footing +2
Waist deep water +4
Underwater +6
Hindered (climbing, tangled, held) +3
Waiting +1
THE ATTACK ROLL

The act of attempting to strike a target, whether it's with a
weapon or just tossing them an object to catch is considered an
attack. To make an attack your character must be capable of hit-
ting his opponent (this means striking distance with most melee
weapons). The target’s AC is subtracted from your character’s
THACO (giving a modified THACO). Then a d20 is rolled. Add
or subtract all attack roll modifiers from the d20 roll, including
those from Str and Dex. If the modified d20 roll is equal to or
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greater than the modified THACO, the attack hits and damage is
rolled.

ATTACK MODIFIERS

Strength applies a modifier to hit with bows (but not crossbows)
and melee weapons. Dexterity applies a modifier to hit with all
bows and hurled weapons. There is no limit to the modifiers
added to an attack roll.

Several situations may modify the attack roll.

Table 8.2: Attack Roll Modifiers

Situation Modifier
Attacker on higher ground +1
Invisible opponent —4
Opponent off-balance +2
Helpless opponent (held, sleeping, para- Automatic*
lyzed, etc.)

Opponent stunned or prone +4
Defender surprised +1

Missile, long range =5

Missile, medium range -2

Rear attack +2
*In combat, a helpless opponent is struck automatically. Outside
of combat, a helpless opponent can be slain automatically.

MULTIPLE ATTACKS

When a creature has multiple attacks as the result of multiple
weapons (including the natural weapons of animals or monsters),
all attacks are rolled at the same time. Multiple attacks using a
single weapon, such as a fighter’s attacks or firing a bow, are stag-
gered. The first attack is always made on the creature’s initiative
and the iterative attacks are made after every creature involved
in combat has acted.

If more than one creature is capable of multiple attacks then
their iterative attacks occur according to initiative (but always af-
ter every other creature has acted). Having an odd number of
attacks are rolled differently; 3/2 is one attack in the first round
and two in the second, 5/2 is two attacks in the first round and
three in the second, 7/2 is three attacks in the first round and four
in the second, and 9/2 is four attacks in the first round and five
in the second.

REAR

Figure 8.1: Facing

FACING AND SPACE

All combatants are assumed to have a front, flank, and rear. Up
to six attackers of equal size to the defender can attack. For each
size category larger than the defender, the attacker takes up one
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extra space. For each size category smaller than the defender, the
attacker takes up half the space.

Combatants will always keep their attackers in their front
sights until they’re overwhelmed. Additional attackers fill up the
front, flank, and rear in that order. New attackers cannot attack
a defender who’s completely surrounded. When fighting multi-
ple opponents, the defender can switch his facing as he chooses.
Defenders cannot choose to face opponents they’re unaware of.

Characters attacked from the rear lose their dexterity bonus
to AC and the attacker gains a +2 bonus to attack.

WEAPON LENGTH

The GM must decide if a character has adequate space to wield
a weapon. As a general rule, a combatant requires five-square-
feet of space to wield a medium sized slashing or bludgeoning
weapon and ten-square-feet of space to wield a large sized slash-
ing or bludgeoning weapon. Because they have no arcs, piercing
weapons require very little space allowing multiple combatants
to fight side-by-side.

CALLED SHOT

Normally, characters don’t target specific points when attacking
their opponents. The called shot is a maneuver that allows a char-
acter to specifically attack a point on a creature or target, such as
the potion on their belt or hit a lock on a door latch without dam-
aging the door itself.

A character making a called shot must announce their target
before initiative is rolled and suffers a +1 penalty to their initia-
tive. Called shots apply a -4 penalty to the resulting attack roll.
If the attack succeeds, damage is rolled as normal. Called shots
deal the normal damage of the weapon regardless where it hits.
Called shots cannot be used to blind, maim, or cripple targets.

SPELL CASTING

Casting a spell adds to the caster’s initiative, delaying his action.
If the casting time of a spell is less than 1 round (represented by a
simple number in the casting time) then that number is added to
the caster’s initiative. Spell casters begin casting before initiative
is rolled and resolve on the caster’s modified initiative (or at the
end of the round or turn as the case may be for longer spells).
Casters cannot move while casting spells and lose their dex-
terity bonus to AC, if any. If a caster takes damage or fails a sav-
ing throw while casting a spell, his concentration is ruined caus-
ing the spell to fail and that casting to be wiped from his mind.

TWO WEAPON FIGHTING

Only warriors and rogues may fight with two weapons. The pri-
mary weapon can be any one-handed weapon. The secondary
weapon must be smaller in size and weight than the primary
weapon, with the exception of daggers, knives, and dirks. Any
combination of two of these weapons can be used together. A
buckler may be used while fighting with two weapons, but no
other shield is allowed, unless it is strapped to the back.

Two weapon fighting allows a character an extra attack per
round (1/1 becomes 2/1, 3/2 becomes 5/2, 5/2 becomes 7/2,
etc.). All characters are dominant in one hand of their choice (if
checked randomly, there’s a 10% chance of being left-handed).
Attacking with two weapons applies a —2 penalty to attacks
made with the weapon in the dominant hand and a —4 penalty
to attacks made with the weapon in the non-dominant hand. A
positive dexterity—missile attack modifier reduces the penalties
of two weapon fighting (to a maximum of +0 before other mod-
ifiers), while a negative dexterity—missile attack modifier in-
creases the penalties of two weapon fighting. Also refer to Com-
bat Skills.
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ATTACKS WITH THE NON-DOMINANT HAND

A character is assumed to use their dominant hand for all tasks
such as using a weapon, so that if a character loses the ability
to use their dominant hand, all actions performed by the non-
dominant hand suffer a —2 penalty, modified by their dexterity—
missile attack adjustment (to a maximum of +0 before other mod-
ifiers).

MOVEMENT IN COMBAT

All combatants can move ten times their movement value in feet
during a single round.

Combatants engaged in melee will turn to face their oppo-
nents if possible (see the section on facing for more details). Com-
batants can block the movement of their targets if they both share
the same movement type (someone fighting on the ground can-
not block the movement of a flying creature). Combatants cannot
move through opponents unless they are able to push or knock
them aside.

MOVEMENT AND MELEE ATTACKS

Combatants can move half their movement value in tens of feet
and attack during the same round. Attacking doesn’t end the at-
tacker’s move unless the defender chooses to block the attacker’s
path or half of the attacker’s movement value is reached.

MOVEMENT AND RANGED ATTACKS

Moving and firing missile weapons at the same time is difficult.
A combatant can move half their movement value in tens of feet
and make a ranged attack at half their normal rate of fire rounded
down. If a weapon can only be fired once (such as with cross-
bows and most hurled weapons), increase the amount of rounds
per attack by one. For example, a person firing a short bow while
moving would have an ROF of 1, a light crossbow would have an
ROF of 1/2, and a heavy crossbow 1/3.

CHARGE

A character can charge his opponent, increasing his movement
value in tens of feet by 50% and giving him a +2 bonus to his first
melee attack. Charging gives the target a —2 bonus to his initia-
tive roll (possibly allowing the target to move before the attacker
moves), negates the attacker’s dexterity bonus to AC, and inflicts
a +1 penalty to the attacker’s AC during the round the charge
occurs.

RETREAT

There are two methods for retreating from combat; a careful with-
drawal or haphazard fleeing.

Withdraw: A character can carefully withdraw from an oppo-
nent that he is fighting in melee, while moving his full movement
value in tens of feet.

Flee: Fleeing means that a character drops all defenses to move
as far away from his opponent as possible. A fleeing character
moves at his full, normal movement value in tens of yards. When
a character flees, all adjacent enemies can make as many melee at-
tacks as they have in a given round against that fleeing character.
These attacks do not count against their normal limit per round
and are made the instant their opponent turns to flee.

NON-LETHAL COMBAT

There are three kinds of non-lethal combat; brawling, wrestling,
and overbearing. Brawling means that a character uses his body
to strike blows against the enemy, wrestling is a combination of
grappling and holds, and overbearing is an attempt to drag an
opponent down in a pin.

BRAWLING AND WRESTLING

Brawling occurs when characters attack with their primary ap-
pendages such as bare fists or feet. Wrestling uses the entire body
and both hands must be free. When brawling or wrestling, an at-
tack roll is made against the target’s normal AC. Wearing armor
heavier than leather penalizes the attack roll while wrestling.

If the attack roll is successful, check the table for the result.
Brawling and wrestling can succeed on a roll of 1 although a 20
is always an automatic hit.

Brawl: The type of blow is a descriptor and has no specific
game effect.

Damage: Brawling deals the listed damage per attack. Metal
gauntlets and the like increase damage to 1d3. Strength applies
to brawling damage. 25% of the damage dealt is lethal and 75% of
damage dealt (minimum 1 point per attack) is non-lethal. Non-
lethal damage is recorded separately and any healing effect re-
moves an equal amount of non-lethal and lethal damage. If
a creature is reduced to 0 HP while having non-lethal damage
recorded, he immediately falls unconscious. A brawler can pull
his attacks, dealing no lethal damage, but the %KO still applies.

%KO: Each successful attack has a chance to KO the victim. If
successful, the victim is stunned for 1d10 rounds.

Wrestle: Wrestling moves marked with an asterisk are holds

that can be maintained until broken (no further attack roll nec-
essary). A hold is broken by a throw, gouge, or assistance by

another character, or attack with a melee weapon. All wrestling
moves inflict 1 point of damage plus strength bonus (attacker’s
choice to add in strength). A hold deals a cumulative 1 point of
damage per round held.

Table 8.3: Brawling and Wrestling

Roll Brawl Damage %KO Wrestle
20+ Haymaker 2 10 Bear hug*
19 Back kick 0 1 Arm twist
18 Rabbit punch 1 3 Kick

17 Kidney punch 1 5 Trip

16 Front kick 1 2 Elbow smash
15 Jab 2 6 Arm lock*
14 Uppercut 1 8 Leg twist
13 Crescent kick 2 10 Leg lock
12 Roundhouse 1 5 Throw

11 Hook 2 10 Gouge

10 Back fist 1 3 Elbow smash
9 Combination 1 10 Leg lock*
8 Reverse kick 1 9 Headlock*
7 Combination 2 10 Throw

6 Side kick 2 8 Gouge

5 Overhand 1 3 Kick

4 Cross 2 5 Arm lock*
3 Hook 2 12 Gouge

2 Uppercut 2 15 Headlock*
1 Glancing blow 0 2 Leg twist
<1  Wild swing 2 25 Bear hug*

*Holds are maintained each round until broken
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Table 8.4: Armor Modifiers for Wrestling

Armor Mod.

Studded leather —1

Chain, ring, scale mail -2

Banded, splint, plate -5

Field plate -8

Full plate —10
OVERBEARING

Overbearing attempts to drag an opponent and pin them to the
ground. An attack roll is made against the target. Each difference
in size between the attacker and defender modifies the attack roll
by 4 (+4 for each size the attacker is larger than his opponent and
—4 for each size that the attacker is smaller than his opponent).
An attacker suffers a —2 penalty for each number of legs beyond
two the defender has. A defender has no penalty if it has no legs
such as with amorphous opponents.

If the attack succeeds, the opponent is pulled down. A char-
acter can be pinned if another successful overbear attack is made.
For each attacker beyond one, a +1 modifier is added. The weak-
est attacker in a group makes the actual attack and modifiers are
added for the largest attacker in a group.

WEAPONS AND NON-LETHAL COMBAT

Weapons in Defense: Brawling, wrestling, or overbearing an
opponent armed with a weapon enables them to one immediate,
free attack with a +4 bonus. When wrestling, characters may at-
tack each other with small weapons.

Non-lethal Weapon Attacks: Slashing and piercing weapons
can be used to deal non-lethal damage. Ranged attacks, thrown
or fired, cannot be used to non-lethally. Attacking non-lethally
applies a —4 penalty to the attack roll and 50% of the damage
dealt is non-lethal.

TOUCH SPELLS AND COMBAT

A spell caster can simply touch his target as part of casting their
spell. There are two exceptions to this rule. Most touch spells are
only effective for the round they’re cast (a missed attack results in
the spell fizzling), however, some allow the caster to make multi-
ple touch attacks.

Unwilling Targets: The caster must make a successful attack
roll against AC 10 modified only by dexterity and magical
bonuses. Wearing +1 plate mail will provide a —1 bonus to AC,
wearing +3 leather will offer —3 bonus to AC, and bracers, rings,
cloaks, etc. provide normal bonuses.

Willing Targets: Touching a willing target is automatic so long
as both characters aren’t engaged in melee. To hit a willing target
performing any action other than waiting for the spell, the caster
must hit an AC of 10.

RANGED ATTACKS

Ranged weapon attacks are similar to melee attacks. Strength
modifiers are applied to the damage rolls of hurled weapons, and
in some cases strength modifiers can be applied to both damage
and attack rolls of bows. Dexterity modifiers are also applied
to the attack roll of all ranged weapons relying on the attacker’s
aim. A weapon’s rate of fire is handled as a multiple attack. Most
ranged weapons fire in a straight line although they can be fired
in an arc. Calculate the additional range it takes to fire a weapon
in an arc. Some weapons can only be fired in an arc and as such
have a minimum range to work.
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COVER AND CONCEALMENT

Defenders can use cover and concealment to protect against
ranged attacks. Concealment is any object that hides a charac-
ter but doesn’t block missile attacks such as a bush or tapestry.
Cover is any object that hides and protects a character such as
a wall or furniture. Cover and concealment apply the following
penalties to an attacker’s ranged attack.

Cover (but not concealment) grants the modifier as a bonus
to the defender’s saving throw against spells or effects that cause
damage like a fireball or dragon’s breath. A character with 90% or
more cover suffers one-half normal damage on a failed save and
no damage on a successful save. This assumes the defender’s
cover blocks the spell’s effect; for example, a fireball would have
full effect if it exploded behind the cover.

Table 8.5: Cover/Concealment Modifiers

Modifier
Target’s Position Cover Concealment
25% hidden —2 —1
50% hidden —4 -2
75% hidden -7 -3
90% hidden —10 —4

FIRING INTO CROWDS

Firing into crowds has a chance to hit a random target. Hav-
ing a clear shot (such as having the high ground) eliminates this
chance.

Under normal circumstances, the character using the missile
weapon chooses a target in the crowd and rolls an attack with all
normal modifiers. If the modified attack roll is too low to hit the
armor class of the chosen target or any creatures or characters (in-
cluding allies) adjacent to the chosen target, it is simply counted
as a miss. If the attack roll is high enough to be successful versus
the armor class of the chosen target or any creatures or charac-
ters (including allies) adjacent to the chosen target, the GM must
assign a number to the chosen target, and each adjacent creature,
based on its size. Small and smaller creatures count as 1, medium
creatures 2, large as 3, huge as 8, gargantuan as 12, and colossal
as 16 each. Add these numbers together. Each creature is then
assigned a percentage chance by dividing its numerical rating by
the total. This randomly rolled target’s AC is then compared to
the original modified attack roll to see if the hit was successful.
Damage is rolled and modified normally whether friend or foe is
struck.

Otherwise, a called shot is required to guarantee that only the
chosen target will be struck. This called shot is made at —6 to
hit, plus appropriate penalties for cover or concealment that the
“crowd” provides to the target; loyal bodyguards may attempt
to block incoming missiles (providing the equivalent of cover),
while the character’s allies may attempt to dodge at the right mo-
ment (providing the equivalent of concealment). If the called shot
misses, assume it misses everyone.

For example, a human worth 2 points and AC 2 and a halfling
worth 1 point and AC 7 are in melee combat with a kobold also
worth 1 point and AC 7. An elf fires an arrow into the melee and
rolls high enough to hit the halfling or kobold, but not the hu-
man. The GM adds up the numerical values. In this case, 2 +1 +1
=4. So it follows that the arrow is 50% likely (2/4) to bounce off
the human’s heavy armor (thereby missing everyone), 25% likely
(1/4) to hit the halfling and 25% likely (1/4) to hit the kobold.
If the elf tried a called shot against the kobold, the GM would
determine the kobold to be under 75% concealment (since allies
are surrounding the target), thus giving a total of —9 to hit the
kobold. If, instead of a kobold, the human and halfling were in
melee with an ogre, the total would be 2 + 1 + 3 = 6, thus reduc-
ing the human’s chance to 33% or 2/6, the halfling’s chance is
then 17% or 1/6, and the ogre’s chance is 50% or 3/6. If the elf
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tried a called shot against the ogre, the GM would determine the
ogre to be under 50% concealment (—8 penalty to hit). Finally, a
kobold spell caster targeted by the elf, but surrounded by three
ogre body guards, would have only a 10% chance of being the
actual target, while each of the ogres would have a 30% chance
to be the target instead. If the elf tried a called shot against this
kobold, the GM would determine that the kobold is under 90%
cover and apply a —16 penalty. The GM will have to adjudicate
the cover or concealment penalty for called shots in cases where
allies and enemies are mixed.
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Figure 8.2: Scatter Diagram

INDIRECT MISSILES

An indirect missile is any ranged weapon that targets a specific
point, not a creature. Indirect missiles generally shatter when
they hit their target, but the GM may rule that they receive a
saving throw to resist breaking. Indirect missiles of five pounds
or less can be thrown with a short range of 10 feet, medium
range of 20 feet, and long range of 30 feet; heavier items have
reduced ranges based on the GM’s decision. In general, trying to
throw an item heavier than one-third of a character’s strength—
max weight score requires a successful bend bars check. Some
weapons, like the staff sling and catapult, can be used to fire in-
direct missiles using the range of the weapon.

To use an indirect missile, an attack is made against an AC
10 to target a specific point (not a creature). Penalties may ap-
ply especially in situations where the target isn’t visible or has
cover. If the attack misses the intended point, it hits in a random
location. Creatures or characters in this random location are now
subject to the missiles effects. An indirect missile attack that fails
from short-range falls 1d6 feet away from the intended target,
from medium-range, the missile falls 1d10 feet away from the in-
tended target, and from long-range, the missile lands 2d10 feet
away from the intended target. Roll 1d10 and consult the scatter
diagram to determine the direction the missile falls.

All creatures standing in the effective area take a direct hit and
damage is dealt based on the missile. Unless noted, all indirect
missiles deal splash damage to anything standing within 3’ of the
effective area.

Table 8.6: Indirect Missile Effects

Effective . .
Type Area Direct Hit Splash
Acid 1" diameter 2d4 HP 1THP
Holy water 1" diameter 2d3 HP 2 HP
Greek fire 3’ diameter 2d6/1d6 HP 1d3 HP
Poison 1" diameter special special

TYPICAL INDIRECT MISSILES

Acid: Acid damage cannot be healed by regeneration. For char-
acters that can regenerate, calculate acid damage separately.

Holy Water: Deals damage to most undead and evil creatures
from the lower planes. Unholy water deals damage to paladins
and good creatures from the upper planes. Holy and unholy wa-
ter deal damage like acid (cannot be regenerated) and have no
affect on gaseous creatures or those otherwise without a material
form.

Oil: Damages a creature only when lit. Typical use involves
an attack that splashes an area with oil and a second attack that
drops a lit torch or other object in the area. A ‘Molotov cocktail’
(flammable liquid in a fragile container with a cloth attached to
the open end) can be constructed in one round, lit in the second
round (using flint and steel), and thrown in the third round. A
burning object like a torch allows a cocktail to be lit and thrown
in a same round.

Poison: Most poisons are liquid or powder and only work on a
direct hit. Therefore, they have no effective splash damage. Poi-
sonous gasses, however, cause the same outcome to those within
the area of a direct hit and those receiving only splash damage.

HEAVY OBJECTS AS MISSILE WEAPONS

Heavy objects like hurled boulders or iron balls roll when they
strike the ground and do not shatter. An attack roll is made to
hit a location as a normal indirect missile (AC 10), but scatter dis-
tance, in the case of a missed attack, is doubled. Any creature
standing where a heavy object hits takes direct damage. After hit-
ting the ground, heavy objects bounce along their intended path
for 3d10 feet before coming to a halt. This range may be halved if
going up hill or doubled going downbhill.

If the heavy object travels through a space occupied by a crea-
ture, make an attack roll against that creature with a —2 penalty
for each 10’ the heavy object bounced. If the targets are in a tight
formation or in an area where movement is restricted (GM de-
cides), all targets in the heavy object’s path are automatically hit
and take direct damage. To determine scatter damage, subtract
the distance the heavy object rolled from the damage dealt on a
direct hit.

SAVING THROWS

Saving throw represents a chance to avoid or reduce a harm-
ful effect. Saving throws are instinctive, thus a character that
isn’t even aware of the danger can react to it. To make a sav-
ing throw, a character rolls 1d20 plus applicable modifiers and
succeeds by equaling or exceeding his save score for that type of
effect. Each character has specific saving throws based on their
class and level.

SAVING THROW PRIORITY

Most spells and effects specify which save to make, but in cases
where saving throws aren’t clear (such as an effect falling under
two different kinds of saves), the saving throw is determined in
order of priority from ‘save vs. paralyzation, poison, or death’ to
‘save vs. spell’. For example, a poison effect from a wand would
require a ‘save vs. poison’ because it has the highest priority, de-
spite also being a spell cast from a wand, which would normally
require a ‘save vs. wands’ or a ‘save vs. spell’.

Save vs. Paralyzation, Poison, or Death: Resists effects caused
by poison, a paralyzing attack, spells designed to kill the charac-
ter outright, and attacks that require great will power or physical
fortitude to resist.
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Save vs. Rod, Staff, or Wand: Resists effects caused by magical
implements such as a rod, staff, or wand. Can also be used to
save against unusual sources of magic such as magical terrain.

Save vs. Petrification or Polymorph: Resists effects that create
a permanent or temporary physical change in the subject such as
petrification or polymorph.

Save vs. Breath Weapon: Resists affects that may be avoided by
manual dexterity and agility, like a dragon’s breath attack, falling
objects, or maintaining balance on a slippery floor.

Save vs. Spell: Resists the magical attacks of a spell caster or
item, provided no other type of save is more appropriate. Save
vs. spell is also used to resist any effect that doesn’t have a defi-
nite classification.

CREATURES AND SAVING THROWS

Creatures and NPCs without ability scores normally use the war-
rior’s saving throw progression based on hit dice. Creatures who
can cast either wizard or cleric spells use the appropriate spell
caster’s saving throw progression, and those with thief abilities
use the thief’s saving throw progression.

VOLUNTARILY FAILING SAVING THROWS

By default, a character always attempts to resist potential effects.
However, a character can choose to purposefully fail a saving
throw. This is a conscious decision that must be clearly stated.
Voluntarily failing causes the effect to work as normal.

ABILITY CHECKS AS SAVING THROWS

When a character can avoid damage through the use of an ability
score, an ability check is made instead of a save. A character that
falls down a cliff might be allowed a strength check to jam his
pick into the wall or a dexterity check to land properly when he
hits the ground to reduce the damage.

MODIFYING SAVING THROWS

Magical items, specific rules, and unusual situations can directly
modify the saving throw roll. Bonuses and penalties modify the
die roll, not the saving throw required.

Ability Scores: High wisdom gives a bonus to save vs. en-
chantments, illusions, and other mental effects. Extremely high
Constitution provides bonuses to saves versus poison, and high
dexterity gives a bonus to save vs. attacks that can be avoided
by quick movement like a fireball or breath weapon. Low scores
often apply penalties.

Magical items: Some magical items like cloaks and rings give
bonuses to saves as mentioned in their description.

Magical Armor: The enchantment bonus of magical armor
gives a bonus against spells and effects that deal damage to the
external parts of the body such as fire, damage-causing spells,
disintegration, and falling. It does not protect against gas, poi-
son, mental abilities or any other effects that don’t inflict physical
damage.

Specific spells, poisons, or items: Certain spells or items auto-
matically carry a modifier to the character’s save. Potent spells
may carry a penalty, while spells easily resisted carry bonuses.
Some poisons, particularly mild ones like from an insect, grant a
bonus to save because they’re not particularly deadly.
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Special Situations: In cases where an effect should be easier or

more difficult to save against, the GM sets the modifier. As a gen-
eral rule, saving throw modifiers should range between —4 and
+4. A —4 penalty represents an extreme or powerful effect while
+4 bonus represents a completely favorable situation or weak ef-
fect.

MAGIC RESISTANCE

Magic resistance is an innate ability to resist the effects of spells.
It requires no conscious effort from the creature to work and is al-
ways considered “on”. It cannot be imparted to other characters,
unless a special power allows it to be. Magic resistance is given
as a percentile; if the roll is equal to or lower than the percentile
the magic is resisted. If the magic resistance fails, then the spell
affects the target as normal including rules on saving throws.

Magic resistance protects creatures against direct spells and
spell-like powers (including beneficial ones), unless the creature
purposely decides to lower it. It does not protect against magic
weapons or the natural results of a spell, such as objects falling
on a target as the result of earthquake.

Succeeding against a magic resistance check can have several
different results depending on the nature of the spell.

Targeted Spells: Each individual creature with magic resis-
tance makes a check to resist the effect. If only a single target
is designated and the target makes its check, or all targets make
their check, the spell fails completely.

Area Effect Spells: These spells affect a single point. The spell
effect goes off as normal but the targeted creature is unaffected if
they succeed on their check.

Continuous Spells: These spells affect the target when they
pass through such as magical hexes or circles. Magic resistance
only comes into effect if the creature is targeted as a result of
the spell. Normally a continuous spell isn’t instantly negated by
a successful magic resistance check, however, the GM may rule
otherwise.

Permanent Spells: Magic resistant creatures are unaffected by
permanent spells in their effective area for the duration they re-
main in the spell area. A magic resistant creature never negates
permanent spells.
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IMMUNITY TO WEAPONS

Some monsters are immune to the damage of normal weapons.
A monster immune to weapon damage is visibly wounded but
suffers no pain (damage to hit points) from the attack. Magical
effects imparted by the weapon, such as fire or poison, still take

effect.
The two most common forms of weapon immunity can be by-

passed by magic weapons or silvered weapons. Magic weapons
must have an enchantment bonus that matches or is greater than
the creature’s listed immunity. Only weapons forged completely
from silver can damage creatures weak against silver.

For the purposes of overcoming weapon immunity, the natu-
ral attacks of monsters can act as magical weapons. This ability
does not extend to NPC or Player Character humans or demi-
humans. Consider a creature’s attacks to be a magic weapon
based on its HD. With some exceptions, the attack itself is not
actually magical so the creature’s attack and damage rolls are not
modified.

Table 8.7: Monster Hit Dice Overcoming Immunity

Hit Dice Overcomes
4 +1 weapon
6 +2 weapon
8 +3 weapon
10 +4 weapon
SPECIAL ATTACKS
TURN UNDEAD

Priests and paladins can turn undead, however, druids cannot.
Turning is the act of exerting divine power through a holy object
to scare away or destroy undead. For the purposes of turning un-
dead, a paladin is considered a priest two levels lower than his
actual level.

Turning requires a holy object (usually a symbol of their deity
or a blessed object) and can be used once per encounter, although
multiple priests can use it at once. Turning counts as a hostile ac-
tion and takes effect on the priest’s initiative. Both hands must be
free (except for the one holding the holy symbol) and the priest
must clearly speak and present his symbol. All undead able to
see the priest are affected.

Cross check the HD of the undead (down the side) against the
priest’s level (across the top) and, if a number is listed, roll 1d20.
If the number is greater than or equal to the target number in
the column the attempt is successful. “T” stands for turned, “D”

Tabge 8.8: Tugn Undead

stands for dispel (the targeted undead is instantly destroyed),
and “~” means the priest of that level cannot turn the listed un-
dead. Only one die is rolled regardless of the number of undead
and each type is affected individually.

If the turn is successful then it affects 2d6 undead. If the un-
dead are mixed then the lowest hit dice undead are targeted first.
Turned undead retreat until out of sight of the priest that turned
them; the mindless undead remain hiding there, but intelligent
undead generally only hide until they’re certain the priest has
passed and may attempt to attack again. If they cannot complete
this, they circle at a distance no closer than 10 feet. If the priest
forces the undead closer then the turning is immediately broken
and the undead behave normally.

Turning lasts as long as the priest maintains his concentration
(no rolls are needed). He can perform complex actions, such as
attacking or casting spells, but must remain aware of the undead
he turned and maintain a hold on his holy symbol.

DOMINATE UNDEAD

Evil priests do not turn undead but dominate them. An evil priest
isbound by the same restrictions as a normal priest, but instead of
turning an undead, they can command them. A successful turn-
ing check (or a “T”) results in the undead following the first order
given until completion, after which point it’s no longer beholden
to the priest. A “D” means the undead is completely subservient
to the evil priest. An evil priest can command up to 12 undead at
a time.

Evil priests can also turn paladins, but the attempt is made at
three levels lower than their actual level. For example, an 8t Jevel
evil priest would be considered only 5™ level. A turned paladin
is filled with negative energy and is forced to flee from the sight
of the evil priest. A result of “D” is handled as a turn, or “T”.

CHARMED CREATURES

Charmed creatures can be given orders by the caster. In the event
the player characters charm a monster, they can direct it to attack.
Charmed monsters will fight with their normal weapons but will
not use their special abilities unless directly commanded to do
so. Likewise, if a player character is charmed, the GM must use
whatever attack forms the caster knows his target possesses.

Charming a spell caster is dangerous. While a charmed spell
caster can tell his master what spells he has memorized, there’s
a 25% chance that the charmed spell caster will cast a spell that’s
harmful to himself and his master.

Undead HD 1 2 3 4 7 8 9 10-11 12-13 14+
Under 1 HD 10 7 4 T T D D D* D* D* D* D*
1 HD 13 10 7 4 T T D D D* D* D* D*
2 HD 16 13 10 7 4 T T D D D* D* D*
3HD 19 16 13 10 7 4 T T D D D* D*
4 HD 20 19 16 13 10 7 4 T T D D D*
5HD - 20 19 16 13 10 7 4 T T D D
6 HD = = 20 19 16 13 10 7 4 T T D
7 HD - - - 20 19 16 13 10 7 4 T T
8 HD = = = = 20 19 16 13 10 7 4 T
9 HD - - - - - 20 19 16 13 10 7 4
10 HD = = = = = = 20 19 16 13 10 7
11+ HD - - - - - - - 20 19 16 13 10
Special** = = = - = = = - 20 19 16 13

*2d4 additional creatures of this type are turned.

**Special undead include unique monsters greater than 11 hit dice, undead on the negative material plane, or undead native to the

outer planes regardless of hit dice.
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Charmed creatures cannot carry out actions requiring per-
sonal judgment. Orders given must be distinct and precise, al-
though charmed creatures do not actively try to circumvent or
distort orders. Charmed creatures refuse to obey self-destructive
orders, such as committing suicide, but since combat has many
variables, it’s not considered self-destructive, even against im-
possible odds.

Monsters with charm powers (like vampires) require no ver-
bal communication. All orders are given mentally. Spells that
charm creatures require some means of verbal communication
and a shared language, however, hand gestures and body lan-
guage can be used to convey simple phrases such as “I'm injured”
and “Go there.”

GAZE ATTACKS

Some creatures have the ability to cause effects simply by gaz-
ing into their opponent’s eyes. All characters are considered to
be looking at their opponent in a fight and suffer the effects of
the gaze each round. Attacking a creature’s rear allows the at-
tacker to avoid the creature’s gaze. Creatures with gaze attacks
can choose to avoid looking in their opponent’s eyes, negating
their gaze attack.

Characters can choose to avert their eyes by only looking in
the general direction of their target. There’s a 20% chance each
round that a character averting his eyes will still accidentally
meet the gaze of his opponent. Characters can completely avoid
the gaze of a creature simply by looking at the ground or closing
their eyes, however, they’re considered blinded while attacking
the opponent. Finally, characters can fight while looking through
a mirror or reflective surface. Holding a mirror requires an empty
hand. The wielder suffers a —2 penalty to attack rolls loses his
dexterity bonus to AC.

INNATE ABILITIES

Some creatures have abilities, powers, or spells that they can cast
as a basic action. These are natural abilities that function by men-
tal commands. Innate spells function normally, but they do not
have a casting time or components. Use a creature’s HD to deter-
mine an innate spell’s variable effects based on level. If a creature
doesn’t have the minimum level required to cast the spell, it func-
tions at the lowest possible level.

BREATH WEAPONS

Breath weapons begin at a point (usually the creature’s mouth)
and spread based on their effective area. Breath weapons do not
require an attack roll. The breath weapon affects all creatures
caught in the effective area.

DAMAGING OBJECTS

It’s not necessary to track the damage to objects like weapons,
clothing, and armor. It’s assumed the PCs perform minor repairs
on their equipment during their downtime. If a character deliber-
ately tries to destroy an item, it’s necessary to track its hit points
or call for a saving throw.

To attack an object, the character must first have a weapon ca-
pable of damaging it. For example, blunt weapons are ill suited
for cutting, while a piercing weapon is of no use trying to hack
down a door. Hitting a relatively large, immobile object, like
a door or an unattended backpack, with a melee attack is au-
tomatic, while attempting to hit the doorknob would require a
called shot.

When trying to hit an object with a ranged attack, its size
and hardness is taken into consideration when determining AC.
Small or moving objects like a flailing rope further reduce the AC
to hit an object. The table lists common items, their hit points, the
type of attack required to deal normal damage, and their AC in
regards to ranged attacks.

Table 8.9: Damaging Objects

Item Hit Damage Type Ranged
Points AC

Chair 1d8 +1 Bludgeon/Slash 7
5 x 5 Strip of 2d4 Slash/Pierce 6
leather

Glass bottle 1d2 Bludgeon 3
Glass pane, Mirror 1 All 8
Rope 1d4 +1 Slash 6
Wooden door 10d3+20 Slash 9
Wooden pole 2d6 Slash 7
Metal pole 5d6 +15  Bludgeon 0

ITEM SAVING THROWS

Sometimes items can be subject to general dangers: an explo-
sion, a fireball, dragon’s breath, submersion in acid, a rockslide,
etc. Whenever an unattended (not carried by anyone) object is
subject to danger, a saving throw is made instead of calculating
hit points. If a character fails his saving throw against such at-
tacks then his items are subject to a save. Items with a reasonable
chance of saving (10 or lower) don’t normally need to be checked
unless the cause of attack is extremely powerful. Protected or un-
exposed items don’t need to make a save either, such as items
in a backpack or tucked in pouches. For example, a fighter’s
sword doesn’t need to be checked if he fails a saving throw ver-
sus fire (saving throw of 2), but the potions in the exposed glass
vials strapped around his waist could very well be ruined (saving
throw of 17), even if the vials themselves survive (saving throw
of 7).

Table 8.10: Item Saving Throws

Ttem Acid Crushing Disintegrate  Fall Magic Fire  Fire Cold Lightning  Electricity
Bone, Ivory 11 16 19 6 9 3 2 8 2
Cloth 12 - 19 - 16 13 2 18 2
Glass 5 20 19 14 7 4 6 17 2
Leather 10 3 19 2 6 4 3 13 2
Metal 13 7 17 3 6 2 2 12 2
Oils* 16** - 19 - 19 17 5 19 16
Paper 16 7 19 - 19 19 2 19 2
Potions* 15%* - 19 - 17 14 13 18 15
Pottery 4 18 19 11 3 2 4 2 2
Rock, Crystal 3 17 18 8 3 2 2 14 2
Rope 12 2 19 - 10 6 2 9 2
Wood, thick 8 10 19 2 7 5 2 12 2
Wood, thin 9 13 19 2 11 9 2 10 2

*Save represents the liquid, not the container it’s carried in.
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Items that fail the save are destroyed. Magical items gain
a bonus to save equal to their enchantment bonus. Items with
no enchantment bonus like rings or potions get a bonus equal to
their power from +1 to +5. Items designed to protect against cer-
tain types of damage get an additional +2 bonus versus that type
of attack (for example a ring of fire resistance saving against a fire-
ball). The GM may allow very powerful items with other special
abilities to gain additional bonuses to their saving throws.

Acid: An attack with a sizeable quantity of acid or prolonged
exposure.

Crushing: Strikes by blunt weapons of large creatures, against
small items from human sized creatures, or breakable items
hurled at hard surfaces.

Disintegration: Applies only to magical effects.

Fall: Applies to a fall greater than five feet. If the surface is soft,
a +5 bonus is added to the saving throw. A —1 penalty is applied
for every five feet in the fall.

Magic Fire: Includes fireball, dragon breath, and any sizeable
flame created by spells or effects. Exceptionally hot fires like
magma also apply.

Cold: Extraordinary, abnormal, magical, or sudden cold ap-
plied to an object. If the change is gradual then apply a +2 bonus
to the saving throw.

Lightning: Applies to magical lightning or natural lightning ef-
fects.

Electricity: Mundane or minor magical electrical attacks such
as shocking grasp or magical traps.

MORALE

Morale represents a non-player character or creature’s willing-
ness to fight. As a rule, the GM should never dictate the ac-
tions of the PCs. That’s up to their individual players. However,
when creating realistic fights between a group of player charac-
ters, including their NPC hirelings and henchmen, and various
foes, there should be guidelines to determine the characters” al-
lies” and enemies’ willingness to continue the fight.

Animals rarely fight to the death. They often flee at the first
injury, except when defending their lair or young. Unintelligent
creatures like golems, plants, and zombies have little or no con-
cept of self-preservation and always fight to the death if left to
their own devices. Intelligent creatures have various motivations,
but none of them are willing to die for little gain save some hive
mind creatures and the most fanatically loyal are willing to die
for little gain.

The GM may decide on his own when a creature’s morale
breaks. Animals flee and intelligent creatures may do the same
or surrender. Alternatively, the GM can roll for morale. Rolling
shouldn’t be made every round as it leads to illogical situations
and slows play. The following list makes a good guideline (but
isn’t all inclusive) to use when determining when to roll a morale
check.

Monster/NPC Morale Check

First round after being surprised

Faced with a vastly superior force

Ally is slain by magic

25% of group has fallen

50% of group has fallen

Each companion that dies after 50% of the group has fallen
Leader of a group deserts or falls

Fighting creatures that cannot be harmed due to magical
protections

Ordered to attempt a suicidal task

Offered a bribe or tempting but dangerous request*

Ordered to cover a withdrawal or act as rearguard

Orde*red to use a charge from a personal, powerful magic

item

e Offered a chance to surrender (assuming one or more of
the other morale conditions is in effect)

e Surrounded or completely overwhelmed

*A morale check is used to determine if the creature agrees or
refuses.

When a condition or conditions arise that call for a morale
check, roll 2d10 and cross check it with the creature’s morale rat-
ing. If the result is equal to or less than the morale rating, the
creature is unaffected. If the result is greater, the creature re-
treats, surrenders, or complies. Certain situations may increase
or decrease the morale check.

Table 8.11: Base Morale Ratings

Creature Type Morale
Unintelligent 18
Animal, docile 3
Animal, predator 7
Intelligent animal 12
Semi-intelligent 11
Low intelligence 10
Commoner 7
Mobs 9
Militia 10
Disorganized troops 11
Trained soldiers 12
Elite soldiers 14
Hirelings 12
Henchmen 15
Table 8.12: Morale Modifiers
Situation Modifier
Abandoned by allies —6
Creature lost 25% HP* —2
Creature lost 50% HP* —4
Creature is chaotic -1
Creature fighting hated enemy +4
Creature is lawful +1
Creature was surprised —2
Creatures fighting spell casters —2
Creatures with ' /o HD or less -2
Creatures with less than 1 HD but greater —1
than '/, HD
Creatures with 4-8 HD +1
Creatures with 9-14 HD +2
Creatures with 15+ HD +3
Defending lair +3
Terrain advantage +1
Each additional check this round** -1
Leader is of different alignment -1
Most powerful ally defeated —4
NPC is treated exceptionally well +2
NPC treated poorly —4
No opponents defeated -2
Outnumbered 3-to-1 —4
Outnumber opponents 3-to-1 +2
Unable to affect opponent*** -8
Spell caster as an ally +2

*Also includes if a group has lost a percentage of troops

**—1 per check

***Apply if the enemy is immune to the most prevalent form
of damage from the attacking party
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EXAMPLE OF COMBAT

Our heroes from the first example of play, Ranger, Fighter, Wiz-
ard, and Thief, are in a bad spot. Thief is staring down the
mandibles of a giant spider while Fighter, Wizard, and Ranger
are up against nine armed brigands. This example shows how

combat is typically handled in a game of For Gold & Glory™.

GM: (Secretly determines that the giant spider will attack Thief.
The brigands recognize a wizard among the party and all rush
him). The giant spider snaps hungrily at Thief and the brigands
begin pointing at Wizard who, in his colorful robes, certainly
looks like a spell caster.

Wizard: Oh great, single me out!
Fighter: Do something, wizard!
Wizard: Like what?!

Fighter: Cast a spell or something!

GM: Are you guys discussing your tactics out loud?

Wizard: Of course not. I pull a small cricket from my pouch,
toss it in the air, and cast sleep on the brigands.

Ranger: Wizard’s a target, alright. I stand on the steps, blocking
them off, and engage anyone who gets near Wizard.

Fighter: Ido the same.

Thief:
hide!

GM: (Rolls initiative. Heroes roll 2, brigands roll 3, and the spi-
der rolls 6. Because sleep has a casting time of 1, Wizard’s mod-
ified initiative is 3 meaning he acts simultaneously with the ban-
dits). Wizard begins casting his spell as the brigands rush him.
Fighter and Ranger step in and engage three of them each (be-
cause there are three front facings, the GM decides the warriors
can safely engage three brigands each). Roll your attacks.

Better part of valor, friends. I run behind a barrel and

Ranger:
13 to hit.

GM: (Ranger’s THACO is 20 and the brigand’s AC is 7: Ranger
must score a 13 or higher to hit and he succeeds.) Ranger’s sword
flashes out at the brigand. Roll damage.

I rolled 11 plus my strength bonus of +2 for a total of

Ranger: Irolled a7 plus my strength bonus of +3 to damage for
a total of 10.

GM: Ranger’s sword cuts deep into the brigand’s neck and he
falls to the ground choking on his blood. Fighter.

Fighter:

GM: (Fighter needed a score of 13 or more to hit the opponent
and he misses). Whiff! The brigand pulls back, dodging the blow.

GM: Thief. (GM secretly rolls hide in shadows for Thief and
notes a success although Thief doesn’t know it) You leap behind
a stack of boxes and duck into the darkness. The spider actually
seems more concerned about the unarmored, chanting Wizard
than you.

Wizard: Oh, ¢’'mon!

I'rolled a total of 11 to attack and 6 damage if it hits.

GM: The two brigands on Ranger and the three on Fighter at-
tack. (GM rolls for the brigands). Fighter is too heavily armored
for their pathetic swings to penetrate. Ranger dodges one attack
but a flail crushes his forearm for 3 points of damage.

Ranger: You'll pay for that!
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GM: The three brigands on Wizard swing with all their might
but his magical shield deflects their blows.

Wizard: Always take that extra precaution!
GM: Wizard's spell goes off as they’re mid swing.
Wizard: I affect (rolls 2d4) 6 HD worth of creatures.

GM: The two bandits before you collapse, as do the two on
Fighter and two of the three facing off against Ranger. The bandit
leader is made of tougher stuff but his angry features immedi-
ately soften at the loss of his men.

GM: The spider is unable to track Thief so it wheels around and
charges Wizard. It bites wizard along the artery in his thigh for 4
points of damage!

Wizard: Urgh! I have 1 hit point left!

GM: Wizard, roll a saving throw against poison.
Wizard: Oh god, oh god...19! Phew, I'm safe.
GM: Round 2. What do you guys do?

Thief: I'm coming to save you, Wizard! Move stealthily behind
the spider and backstab!

Fighter: TI'll attack the brigand leader.
Ranger: I'll keep fighting this guy.
Wizard: I'm surrounded on both sides! I'll fight the spider hop-

ing the other guys handle the brigands.

GM: (Rolls initiative: heroes 4, spider 5, brigands 2). The brig-
and fighting Ranger is sweating profusely. (GM rolls a morale
chec