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How to Use this Book

This supplement to Sword & Wizardry Continual 
Light is meant to give players and referees a fun 
way to add history and  a depth to the characters 
in a campaign:  

For players it provides information about 
what their character did prior to becoming an 
adventurer and rewards them with an interesting 
special ability to differentiate their character 
from others of the same class.

For referees it provides a tool to begin a campaign 
outside of a tavern, where normal villagers are 
called to service in order to rescue the mayor’s 
daughter from goblins, join a posse to hunt down 
a criminal or whatever creative reason the referee 
wishes.

To create a zero-level character roll a d20 and 
consult the table below. Each entry will have the 
following information:

Profession

A brief description of the profession.
An example of a reason the character wants to 
become an adventurer.
Prime Characteristic: At character creation, the 
player may swap out any other Characteristic 
score with this one. For example an Herbalist 
with a Strength 16 and a Wisdom 9 can switch 
these two so that the character has a Strength of 
9 and a Wisdom of 16.
Special Ability: a profession-specific capability.
Starting Equipment: a list of trapping the 
character begins the game with.

Zero-level characters all start with 1d6 gp and 
1HD. They need to survive one game session to 
advance to 1st level in whatever class the player 
decides. When they advance to 1st level, they do 
not gain a new HD (except the +1hp from being 
a fighter).

Zero-Level Character Table 

1: Alchemists’ Apprentice

A pupil being learning how to formulate magical 
potions.
At this rate, the old man will never teach me enough 
to become a journeyman…
Prime Characteristic: Intelligence
Special Ability: Identify Magic Potions and 
Poisons
Starting Equipment: Either a staff or a dagger 
as well as one bottle of greek fire (burns for 1d6 
rounds in a 5 ft. area doing 1d6 hits per round).

2: Body Guard

Merchants need muscle to protect them from 
rivals and thieves, body guards provide that 
muscle.
My last employer refused to listen to my advice 
about safety and now I have no employer.
Prime Characteristic: Strength
Special Ability: On a successful hit, may disarm 
an opponent instead of doing damage.
Starting Equipment: Club, sling, leather armor 
and a shield.

3: Entertainer

Whether a jester, a bard or an orator, entertainers 
make a living by amusing and delighting people 
through art.
Ever hear of a starving artist?
Prime Characteristic: Charisma
Special Ability: Can spend half a day in town 
busking or performing to earn room and board 
for 1d6 days.
Starting Equipment: Six daggers and the player’s 
choice of an instrument.

4: Herbalist

Someone who specializes in growing and 
collecting a variety of plants for medicinal, 
magical and culinary purposes.
Old lady Mabh passed away last week…who is going 
to buy my latest stock before it goes bad?
Prime Characteristic: Wisdom
Special Ability: Identify Plants
Starting Equipment: Either a staff or a dagger, a 
sling, a pouch full of herbs and a shield.
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5: Initiate

A novice living in a monastery that has yet to be 
tonsured as a full-blown monastic.
I thought my calling was to be a monk, but I think I 
am going stir-crazy staring at my cell wall all day…
Prime Characteristic: Wisdom
Special Ability: Can take one turn to heal 1d3 
hp. May be done once per character once per day.
Starting Equipment: Staff, a holy symbol, robes 
and a horse hair shirt [AC 8 (11)].

6: Laborer

A peasant, surf or some one from the lower classes 
who is relegated to doing menial, physical work.
I’d rather die by goblin sword than have to listen to 
the foreman yell at me all day long again.
Prime Characteristic: Constitution
Special Ability: Can make a saving throw 
at +2 to avoid any negative effects of alcohol 
consumption.
Starting Equipment: A Hammer (can be used as 
a club), a water skin filled with cheap alcohol and 
a leather apron [AC 8 (11)].

7: Merchant

A burgher who trades and sells on the market, 
often insuring large shipments and getting rich 
through high stakes investment.
I spent my last coin insuring that wreck that is now 
being picked over by pirates, no doubt.
Prime Characteristic: Charisma
Special Ability: When purchasing any item, can 
either take 10% or 1d20% off the list price.
Starting Equipment: A short sword and a dagger, 
a nice set of clothes and 1d6x10 gp.

8: Outlaw

Any one who lives outside the law in order to eat 
and survive.
Sure, the life of a highwayman sounds romantic, 
but go ahead and ask when was the last time I got a 
good night sleep.
Prime Characteristic: Strength
Special Ability: Can intimidate creatures of less 
HD than the character. Targets must make a 
saving throw (minus the character’s Strength or 
Charisma bonus, which ever is higher) to avoid 
cowering for 1d6+1 rounds. If the save is missed 
by more than 5, the targets will actually obey the 
character for 1d6+1 rounds.
Starting Equipment: A sword, a bow, leather 
armor and shield

9: Pedlar

A seller of trinkets, baubles and knickknacks.
Imagine all the stuff I could sell if I ever found a lost 
treasure.
Prime Characteristic: Charisma
Special Ability: Can appraise the value of any 
item.
Starting Equipment: A sling, a sack with pots 
and pans, a pouch with colored ribbons and a 
pack containing a tinderbox, 4 blankets and 
some rope.

10: Pharmacist

Someone who specializes in medicinal potions.
Do you know how expensive the ingredients are to 
make just one healing potion?
Prime Characteristic: Intelligence
Special Ability: May take 1 week and 100gp to 
make a Healing Potion
Starting Equipment: A dagger, one healing 
potion and a leather apron [AC 8 (11)].
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11: Rat-Catcher

Every city has vermin, and every city needs a 
rat-catcher has his trusty dog to keep them at a 
minimum.
If I am going to crawl through the muck and mire, 
I’d much rather be searching for gold than a rat’s 
nest.
Prime Characteristic: Constitution
Special Ability: May have a scent hound [HD 
1+1; AC 7[12]; Atk bite (1d4); Move 15; Save 14] 
as a henchman and may always be able to replace 
it if it dies. 
Starting Equipment: A scent hound, a dagger, a 
sling and a Ratter’s pole with d6 dead rats.

12: Runner

Militaries, governments and merchants all need 
information quickly and runners deliver that 
information by going where horses cannot.
The Baron hates bad news. It is only a matter of 
time before he shoots the messenger.
Prime Characteristic: Constitution
Special Ability: Adds 3 to the base move.
Starting Equipment: A short sword, d6 empty 
scroll cases and leather armor.

13: Sailor

Whether a conscript, a marine or a fisherman, 
sailors are anyone who make a living on the sea.
That last storm threw by boat up against the rocks. 
She’s little more than bunch o’ splinters now.
Prime Characteristic: Dexterity
Special Ability: Can never be lost while the stars 
are visible.
Starting Equipment: Short sword, rope, a partial 
map to some unknown location and leather 
armor.

14: Seer

Sometimes called soothsayers, oracles or fortune 
tellers, seers are those who has the gift of foresight.
I am tired of grandmothers trying to use me as 
matchmaker by having me try to predict how many 
children a couple will produce.  
Prime Characteristic: Wisdom
Special Ability: Roll a d20 at the beginning of a 
gaming session. This roll may be substituted once 
during that session for another roll.
Starting Equipment: A staff, a sling and a pouch 
with divination trapping (tarot cards, bones, 
dice, etc.).

15: Scribe

Not everyone can read or write, but in a civilized 
world, everyone is in need of something written.
I am tired of simply reading about adventure, I 
want to have one myself.
Prime Characteristic: Intelligence
Special Ability: Has a 4 in 6 chance of reading 
any language (even magical).
Starting Equipment: Either a dagger or a staff, 
a pack with writing equipment (ink, pen and 
paper) and a Scroll with the Spiritual Protection 
spell.

16: Soldier

Any veteran of combat and war.
My last pay ran out and it looks like there won’t be 
another war until the next fighting season.
Prime Characteristic: Strength
Special Ability: May only be surprised on a ‘1.’
Starting Equipment: A spear, a crossbow, leather 
armor and a shield.
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17: Squire

A young nobleman acting as an attendant to a 
knight.
I am the third son and am expected to go out into 
the world and make  name for myself.
Prime Characteristic: Dexterity
Special Ability: Can identify heraldry, has a 
4 in 6 chance of knowing information about 
a particular noble and has a 2 in 6 chance of 
securing an audience with a noble.
Starting Equipment: A 2-H sword and chain 
mail.

18: Woodsman

A person living or working in the woods, 
especially a forester, hunter, or woodcutter.
Remember the fires last season? Well, they not only 
burnt down my home, they burned all my trees.
Prime Characteristic: Dexterity
Special Ability: Can spend half a day hunting in 
the wilderness to secure food to feed 1d6 people 
for 1 day. 
Starting Equipment: An axe, a bow and leather 
armor.

19-20: Roll Twice 

The first roll determines the character’s 
Profession, Prime Characteristic and Starting 
Equipment. The second roll determines the 
character’s Special Ability. Ignore all rolls of 19 
or 20.



Open Game Content may only be Used under and in terms of the Open Game License (OGL). 
This entire work is designated as Open Game Content under the OGL, with the exception of the trademarks “Swords & Wizardry,” “S&W,” and “Mythmere Games,” and 
with the exception of all artwork. These trademarks, and the Trade Dress of this work (font, layout, style of artwork, etc.) are reserved as Product Identity.
Open Game License
OPEN GAMELICENSEVersion 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (?Wizards?). All Rights Reserved.
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)”Derivative Material” means copyrighted 
material including derivative works and translations (including into other computer languages), potation, modification, correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open Game Content” means the game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” means product and product line names, logos and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game 
Content; (f ) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by the 
License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with 
the exact terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the rights conveyed by this License. 6.Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add 
the title, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent 
Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark 
or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner 
of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content. 9. 
Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify 
and distribute any Open Game Content originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from 
the Contributor to do so. 12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the 
breach. All sublicenses shall survive the termination of this License.
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable. 15. 
COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David 
Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
Swords & Wizardry Core Rules, Copyright 2008, Matthew J. Finch Swords & Wizardry Complete Rules, Copyright 2010, Matthew J. Finch Swords& Wizardry Light 
Rules, Copyright 2016 Erik Stiene
Swords& Wizardry Continual Light Rules, Copyright 2016, Erik Stiene


