
Treasure Hunter



2

Mazes & Perils: Treasure Hunter

© Moebius Adventures, 2017

Writers: Vincent Florio and Brian Fitzpatrick

Editor: George Fields

Layout: Brian Fitzpatrick 

Art: Quinn Wilson, Mickey Fitzpatrick, 
Some artwork copyright William McAusland, used with permission

1st Printing - July 2017
Last Update: 16-JUL-2017



3

The Treasure Hunter
One man's trash is another's treasure, isn't that the 
way the quote goes? Well, so long as the world is full 
of people who want things beyond the scope of their 
current lives, there will be people who can be paid to 
retrieve them.

Many of those items have been lost to the world for a 
reason. Others may be found in the collections of other 
rich and powerful people. But for those with riches to 
burn, that's not a good enough excuse. 

That's where the Treasure Hunters come in.

Extra Classes

Though we included six main classes in Mazes & Perils 
Deluxe Edition, there is plenty more to explore, so we'll 
be releasing a new class now and then to expand the 
world. Whether they expand the reach of the things in 
the dark or the things in the light is up to you!

An Overview...

History is full of treasures waiting to be discovered or 
rediscovered, yet few adventurers are gutsy enough to 
go after them. These prizes are normally found in ruins, 
caves, forests, and jungles -- places where the wild has 
reclaimed the edges of civilization or structures have 
fallen into disuse. And sometimes there are people who 
hold these prizes as sacred property, amassing private 
collections they hold dear. Either way, whether braving 
the wild, unexplored, forgotten, or protected places, it 
takes a special breed of hero to accept the challenge and 
retrieve them.

Treasure Hunters are just the right kind of crazy to take 
on this task. 

The Treasure Hunter is, at heart, a historian and 
seeker of things and places the masses think to be only 
legends. Hunters know that legends always have a 
basis in fact, and they will track down the barest scraps 
of detail to help them in their quest, by any means 
necessary. Hunters are just as comfortable in the wild as 
they are in the library, and they know how to turn on 
the charm and sex appeal to entice those in the know to 
spill their secrets.

In popular films, television, and video games, characters 
such as Lara Croft in Tomb Raider, Indiana Jones in 
Raiders of the Lost Ark, Benjamin Franklin Gates in 
National Treasure, and the crew from Warehouse 13 are 

heroes willing to put it all on the line to get the job 
done.

Why do they do it? Some enjoy the chase. Some 
enjoy the thrill of finding their prize. And some enjoy 
returning these items home to their rightful owners. 
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Basic Features

Treasure Hunters use a d6 for their Hit Dice, whether 
or not the “Variable Hit Dice” optional rule is in play. 

 They may be of any alignment but are limited to 
being either Human or Elves due to the constraint 
that they should have a Charisma of 11 or higher. 

 Treasure Hunters may use any weapons but are 
limited to leather or chain armor to keep their 
maneuverability in tight spaces.

 Treasure Hunters use the same Saving Throw and 
Attack values as the Thief but do not get the Backstab 
ability.

Special Abilities

Treasure Hunters have many special abilities to rely on 
in the field...

•	 Trap Sense (Level 1)
•	 Haggle (Level 1)
•	 Comprehend Written Languages (Level 2)
•	 Special Abilities (Level 3): Pick 2, use each 1x/day
•	 Appraise (Level 4)
•	 Special Abilities (Level 5): Pick 3, use each 1x/day
•	 Special Abilities (Level 6): Gain all 4 abilities, use 

each 1x/day
•	 Special Abilities (Level 10): Pick 2 abilities to use 

2x/day, use other two 1x/day

Summon Filthy Familiar

Duration: Permanent

Though Vile Witches spend much of their time on the 
edges of the world, they are hardly ever alone. They 
can call all sorts of vermin and pests to help them in 
their cause. 

See the Appendix detailing the new rules for magical 
Familiars.

To attract a familiar, the witch will summon them to 
their aid with a song, odor, or vibration.

Roll on the table to randomly determine the type of 
vermin drawn to the character when this power is used 
(or negotiate with your GM).

Trap Sense (Level 1)

Treasure Hunters don’t survive long without a healthy 
appreciation for traps wherever they find their prizes. 
There’s usually a reason those items have remained 
lost to the world for so long. As a result, Hunters 
gain almost a sixth sense that kicks in at the very last 
moment as a trap is about to spring. 

If a trap is sprung and they fail the first saving throw, 
they get to roll a second time. 

Saving Throws vary from trap to trap, so be sure to 
check out the Appendix for a few ideas.

Haggle (Level 1)

The Treasure Hunter has the ability to haggle in the 
market for items when buying or selling uncommon 
goods (general store items or basic weapons are an 
example). Normally this is used when selling or 
buying gems or magical based items. The Treasure 
Hunter is always trying to get the best deal and knows 
how to work the seller in his failure. When selling, the  
character will get a bonus on top of the normal price 
based on their Charisma score. 

Haggle While Buying

1.	 Player sets a price they want to pay for the item. 
Shopkeeper (Referee) sets a selling price. 

2.	 Player rolls a d100 and adds any applicable Haggle 
Modifier (see Charisma Chart).

3.	 Referee rolls a d100 and adds 10% for the 
shopkeeper’s Haggle Modifier.

4.	 The higher value wins the Haggle, but the Referee 
may decide whether to give the price the PC asked 
for the item or split the difference between a the 
two prices. Either way, the player has to accept the 
results. There is no more haggling allowed.
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Haggle While Selling

1.	 Player sets a price they are willing to sell the item 
for. Shopkeeper (Referee) sets the price they are 
willing to pay.

2.	 Player rolls a d100 and adds any applicable 
Haggle Modifier (see Charisma Chart).

3.	 Referee rolls a d100 and adds 10% for the 
shopkeeper’s Haggle Modifier.

4.	 The higher value wins the Haggle, but the Referee 
may decide whether to give the price the PC asked 
for the item or split the difference between a the 
two prices. Either way, the player has to accept the 
results. There is no more haggling allowed.

Charisma Chart

The character's charisma score determines their 
Haggle Modifier.

Haggle Example

Dr. Jones, with a 
Charisma of 16, goes to 
an antiquities shop in 
the foreign quarter. The 
shop was rumored to be 
where Belloq sold the 
Idol of the First, a statue 
thought to be from Site 
Q, and of a great find 
for the University of 
Chicago collection. Indeed, as he enters the shop he 
finds the idol sitting on a shelf behind the counter as 
promised.

When he approaches the counter, a swarthy 
shopkeeper named Umberto greets him and they 
begin to banter. Jones, not wanting to betray his 
interest in the item, asks about several other items 
in the shop. As he is completing the transaction, he 
“notices” the idol on the shelf behind Umberto and 
casually asks about it. 

At first, Umberto is unwilling to add it to the treasure 
trove Dr. Jones already has on the counter, but he is 
willing to entertain the idea of unloading the illegal 
item on this man with money. Umberto offers a price 
of 100 gold pieces for the idol. Jones counters with 
50.

With a his character’s 22% Haggle modifier (Cha 
16), the player rolls d100, getting a 56. He adds his 
character’s 22% modifier and ends up with 78.

The Referee, using a 10% Haggle modifier for the 
shopkeeper, rolls a d100 and gets an 8. Adding the 
shopkeeper’s 10%, he ends up with 18. Dr. Jones 
handily beat the shopkeeper in this Haggle, so he only 
has to pay the 50 gold.

If the two numbers were closer but the PC still won, 
the Referee might split the difference and charge Dr. 
Jones 75 gold for the item. 

Comprehend Written Languages (Lvl 2)

Treasure Hunters often are forced to translate strange 
symbols and forgotten forms of writing. Given 
enough time, they can decipher nearly anything with 
a bit of luck.

The Hunter must study the symbols or letters, with 
no pressure, for at least one hour.

For an unfamiliar language, Treasure Hunters have a 
20% chance at Level 1 and that number increases by 
5% for each additional level (i.e. a 5th level Treasure 
Hunter has a 45% chance).

For a language they have deciphered at least once 
before, they have a 50% chance plus their level 
bonuses (i.e. that same 5th level Treasure Hunter 
deciphering the language a second time has a 75% 
chance).

Success does not infer fluency but a passing familiarity 
with the writing. 

Score Haggle Modifier

3-8 -10%

9-11 0

12-13 15%

14-15 18%

16-17 22%

18+ 27%
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Special Abilities

Upon reaching 3rd level, Treasure Hunters unlock 
a number of special abilities they can use a certain 
number of times per day (based on their level, see 
the Experience chart). These abilities are considered 
spell-like and use the same description of the spells (in 
some cases) for the Magic-User or Enchanter. When 
those spell-like abilities are used, they are treated as 
though the Hunter was a 1st level Magic-User or 
Enchanter to determine the effect.

•	 Calm (Enchanter, Level 3)
•	 Charm Person (Magic-User, Level 1)
•	 Light (Magic-User, Level 1)
•	 Magical Trap Resistance (See below)
These abilities may only be used 1x or 2x per day, 
based on the character’s level of experience.

Calm (Enchanter, Level 3)

The Treasure Hunter can calm a single target within 
90’, moving them from hostile to friendly 
towards the PC. This may only be used 
outside of combat on an unsuspecting target.

Charm Person (Magic-User, Level 1)

The Treasure Hunter can affect a humanoid 
creature within 120’, making the target 
regard the PC as a trusted friend and ally. 
Questionable suggestions will allow the 
victim to make a Save vs. Spells, with a bonus 
at the Referee’s discretion. The effect is only 
active while the PC is within the range of the 
victim. Once out of sight, the victim may 
make a Save vs. Spells once per week.

Light (Magic-User, Level 1)

The Treasure Hunter can conjure a weak, 
ethereal light into existence with a 20’ radius. 
It may be moved up to 120’ of the Hunter 
in any direction. The Light only lasts a single 
turn. 

Magical Trap Resistance

Along with their Trap Sense, sometimes a 
Treasure Hunter has an almost preternatural 
ability to avoid or minimize the damage from 
magical traps once in awhile.

Treasure Hunter has a 50% damage resistance against 
magical traps. The player rolls a d6. On a 1-3, the 
character takes no damage. On 4-6, the character 
takes half damage.

Appraise (Level 4)

As a result of dealing with buyers and sellers of rare 
items, Treasure Hunters gain a unique perspective 
on the worth of those items. At level 4, a Hunter can 
look at a common, well-known object and appraise its 
worth.

The player must roll a d100 of 21 or higher. On 
success, they know how much the item is worth in the 
current market. If they fail, they will offer an absurd 
price and stand by it.

For example, a failed roll with an expensive artifact 
might appraise it at a price of a single gold piece or 
appraise a cheap item such as a bronze sword as being 
worth a million gold pieces!

Treasure Hunter - Experience and Abilities Per Level

Level Experience Hit 
Dice

Special Abilities (See Descriptions for Details)

1 0 1 Trap Sense, Haggle

2 1800 2 Comprehend Written Languages

3 3600 3 Special Abilities, Pick two to use 1x/day Each

4 7200 4 Appraise

5 14,400 5 Special Abilities, Pick three to use 1x/day Each

6 30,000 6 Special Abilities, Can use all four, 1x/day Each

7 60,000 7

8 120,000 8

9 240,000 9

10 360000 10 Special Abilities, Pick two to use 2x/day and 
use the other two 1x/day

11 480,000 11

12 600,000 12
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Appendix: It's a Trap!
Traps are a staple in many dungeons and scenarios. 
Here are a few of the more common traps and the 
Saving Throws that might be used to avoid them once 
they are set off:

•	 Pit Trap: Trigger opens a pit in the floor beneath 
the feet of the PCs. Save vs. Dexterity to avoid. 

•	 Pit Trap 2: Not only does trigger open a pit 
through which the PCs fall, but it is lined with 
sharp spikes, blades, or spears at the bottom (Save 
vs. Dexterity), or filled with poisonous snakes 
(Save vs. Poison).

•	 Dart, Arrow, or Spear Trap: Trigger fires one or 
more small darts, arrows, or spears from the walls, 
floors, ceiling, or chest to hit the PC. Save vs. 
Dexterity to avoid the physical damage of each 
projectile. Save vs. Poison to avoid any poison 
damage.

•	 Blade Trap: Trigger releases a blade from the walls, 
floors, or ceiling to hit the PC. Save vs. Dexterity 
to avoid each blade in their path.

•	 Closed Room Trap: Trigger seals an area and the 
room slowly (or quickly) fills with gas or water. 
Save vs. Dexterity to step out of the room before 

it is sealed. Save vs. Poison or Save vs. Breath 
Weapon to avoid being poisoned by the gas. 

•	 Box Trap: Trigger opens a box, releasing some 
form of mold, gas, or other agent into the air. Save 
vs. Poison to avoid any ill effects.

•	 Magic Item Trap: Trigger launches a Magic Missile 
or Fireball at the PC. Save vs. Spells or Magic 
Items to avoid or reduce effects.

•	 Living Statuary Trap: Trigger reflects the gaze of a 
Medusa or Basilisk head at the PCs to turn them 
to stone. Save vs. Petrification to avoid effects.

 

Many Treasure Hunters will partner up with a Thief 
skilled in detecting and disabling such traps to make 
their expeditions a bit less dangerous.
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THE MAZES & PERILS COMPATIBILITY-

STATEMENT LICENSE (CSL)

1. You must state on the first page where you mention M&P that 
“Mazes & Perils, M&P, and Wild Games Productions, LLC are the 
trademarks of Vincent Florio,” and that you are not affiliated with 
Vincent Florio or Wild Games Productions™.

2. You must comply with the terms of the OGL if the terms apply. 

3. Your cover must include the words “House Rules” or “Variant 
Rules” near the title if the document is a full, free-standing game 
that includes modifications. Feel free to contact the author if you 
wish to use a different form of disclaimer.

4. Selling a full version of this game with your house rules 
incorporated into it is perfectly permissible, but you may not sell 
an effectively unchanged copy of the rules for money.

5. Your rights under this CSL cannot be revoked, and are perpetual, 
unless you breach the terms of the license, in which case your 
rights terminate.

OPEN GAME CONTENT

Open Game Content may only be Used under and in terms of the 
Open Game License Version 1.0a (OGL).

This entire work is designated as Open Game Content under the 
OGL, with the exception of the trademarks “Mazes & Perils,” 
“Mazes & Perils,” “M & P,” “Wild Games Productions, LLC,” and 
"Moebius Adventures" 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 Version 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.

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. 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.

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.

6. 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 
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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.

Mazes & Perils Core Rules, Copyright 2011 & 2016, Vincent Florio.

Mazes & Perils Deluxe Rules, Copyright 2016, Moebius Adventures

END OF LICENSE
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Explore  these Games, Adventures, 
System-Neutral Supplements And More 

at www.moebiusadventures.com

Death lurks around every turn! Not everyone 
will survive – but hey, those are the breaks! It’s all 
worth it to find fame, fortune, and make a name 
for yourself, right?
Mazes & Perils is a fantasy game that takes you 
back to the days when it was simple: no powers, 
no special abilities, just swords and magic. All you 
need to play are a few friends, some dice, and your 
imagination. And if it’s not in this book – make it 
up! Remember, you rule the game, not the other 
way around!

The village of Glarhur has been fading for years, 
but suddenly they gained a glimmer of hope. 
An old mine, lost and forgotten, recently was 
uncovered and may yet have ore to give. But an 
expedition sent to investigate and report back has 
failed to return. Will your heroes follow them to 
discover what has happened? 
The Howling Mines of Khegek is a short adventure 
designed for 4-6 Mazes & Perils characters of 1st 
or 2nd level, but it can easily be adjusted for use 
with any edition of your favorite fantasy RPG.

As our heroes head past the small village of 
Elhann, they find themselves drawn into a battle 
that could lead to the end of the world... A local 
bandit is kidnapping children from this and other 
villages - but why? Will our heroes get to the 
bottom of the mystery before it's too late?
The Snake's Heart is a short adventure for use with 
Mazes & Perils and other old-school fantasy role-
playing games. Designed for 4-6 player characters 
of 1st or 2nd level, this module provides material 
for a session of adventure and includes one new 
monster. It also serves as an entry into the world of 
the Lost Age...

Find us on Facebook and Google+! Or reach out to info@moebiusadventures.com! 
We'd love to hear from you!

http://www.moebiusadventures.com
http://www.moebiusadventures.com
http://www.moebiusadventures.com
http://www.moebiusadventures.com
https://www.facebook.com
https://plus.google.com

