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INTRODUCTION
Why should Western-style clerics, fighters, and magic-users have all the fun of dungeon adventuring and 
fighting strange monsters like stirges and purple worms?  What about samurai and monks?  Don’t they get 
a chance?  Absolutely – in RUINS & RONIN.  This isn’t a game of tea ceremonies, haiku, or accurate histori-
cal depictions of medieval Japan; it’s a game where the fictional world of the samurai movie becomes the 
basis for swords & sorcery adventure in a mythical, medieval culture that’s almost like Japan.

In RUINS & RONIN, the players take on the roles of bujin (fighting-men, including samurai), spell-casting 
shugenja, and wise sohei (warrior monks).  Will they choose to explore strange ruins in the wilderness?  
Deep, forgotten dungeons under crumbling pagoda-fortresses built by ancient sorcerers?  Perhaps if they 
achieve great status and power, they might even become daimyos, lords of castles with private armies and 
fearsome reputations.  But the wild places of this world contain strange and fearsome monsters as well as 
vast riches and magical items.  Spirit creatures roam the wilderness by night, and the rocky hills abound 
with goblins and their kin, always looking to the civilized lands below as a source of plunder and conquest.  
This is the legend-world of RUINS & RONIN.  Samurai up.

RUINS & RONIN is compatible with the SWORDS & WIZARDRY WHITEBOX rules, allowing you to mix and 
match the elements of the two games to create a truly unusual fantasy setting. 
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CHAPTER 1: The basics

Starting the Game
The first step in playing the game is to create a 
character. This is a simple matter of rolling some 
dice to determine your character’s strength and 
other basic attributes, picking a character class, 
using your game money to buy some equipment, 
and then playing.

If you’re the Referee, you’ve got a bit more prepa-
ration to do—that’s covered later in a section es-
pecially for the Referee.

Rule Number One
The most important rule is that the Referee al-
ways has the right to modify the rules. In fact, it’s 
encouraged. There are gaps in the rules—holes 
which we did not fill on purpose because much 
of the fun of “old school” gaming is being able to 
make rules up as you need them.

The Dice
RUINS & RONIN uses several different kinds of 
dice, and we abbreviate them according to how 
many sides they have. So, the four-sided die is 
called a d4, and if we’re telling you to roll 3 of 
them, we say to roll 3d4. The six-sided die is a 
d6, the eight-sided die is a d8, the ten-sided die 
is a d10, the twelve-sided die is a d12, and the 
twenty-sided die is a d20. There’s one other die, 
the d100. There is no die with 100 sides—what 
you do to roll a d100 is to roll two ten-sided dice, 
treating the first roll as the “tens” and the second 
roll as the “ones.” A result of 0 and 0 means a re-
sult of “100.” So, if you were to roll a 7 and then 
a 3, that would mean a 73.

Ability Scores
The basic attributes are numbers which represent 
the strength, intelligence, wisdom, constitution, 
dexterity, and charisma of the character.

The standard way to create ability scores is to roll 
3d6 in the order listed above. Once those rolls 
have been made, it is often obvious which type 
of character best fits the stats, but a player always 
has the option to play any character class desired.

Strength
A high strength can give your character bonuses 
when attacking with a sword or other hand-held 
weapons (called a “melee weapon”), and lets him 
carry more weight. Strength is the prime attri-
bute for Bujin.

•	 Bujin can use their Strength Bonus to gain a 
percent bonus on earned Experience Points 
(XP).

Intelligence
Intelligence represents IQ, reasoning, and the 
ability to solve puzzles or understand difficult 
concepts. Intelligence is the prime attribute for 
Shugenja characters.

•	 You can use your Intelligence Bonus to learn 
additional languages. You gain one addition-
al language for every point above 10.

•	 Shugenja can user their Intelligence Bonus 
to gain a percent bonus on earned Experience 
Points (XP).

Wisdom
Wisdom determines a character’s insight, percep-
tion, and good judgment. Wisdom is the prime 
attribute for Sohei characters, and any character 
with a wisdom score of 13 or higher gains a 5% 
bonus to all experience point awards.

•	 You can use your Wisdom Bonus to gain a 
percent bonus on Experience Points (XP) 
earned.

•	 Sohei can use their Wisdom Bonus to gain 
an additional percent bonus on Experience 
Points (XP) earned.
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Table 1: Charisma Bonus

Charisma Hirelings Loyalty

3 - 4 1 -2
5 - 6 2 -2
7 - 8 3 -1
9 - 12 4 0
13 - 15 5 +1
16 - 17 6 +2

18 7 +2

The Referee may want to make a “loyalty check” 
for an NPC put into a dangerous situation or one 
who is offered a bribe to change sides in a con-
flict.

Universal Attribute Bonus
Each attribute has the potential to modify what 
you can do. The Universal Attribute Bonus (or 
just “Bonus”) table below gives some numbers to 
consider:

Table 2: Universal Attribute Bonus

Ability Description Bonus

3 - 6 Below Average -1 (or -5%)
7 - 14 Average 0
15 - 18 Above Average +1 (or +5%)

This rules set encourages the use of the above 
table for all of the attributes except for Charisma 
(which has its own table).

Each Referee can decide how and when the Bo-
nus is used, and should feel free to tinker with 
the table if desired. For example, some Referees 
prefer for the “average” range to be 9–12 and 
will adjust the table accordingly.

Experience Bonus
Each character gets a bonus percentage to “ex-
perience points,” that will usually increase how 
much experience is gained in an adventure. 

All characters get to add their percentage Wis-
dom Bonus to their percentage Charisma Bonus 
as XP Bonus.

Constitution
Constitution is the health and endurance of the 
character. A high constitution gives your charac-
ter extra hit points.

•	 You can use your Constitution Bonus to gain 
additional hit points on each hit die.

Dexterity
Dexterity is a combination of coordination and 
quickness. A high dexterity score gives your char-
acter bonuses when attacking with a bow or other 
ranged weapon.

•	 You can use your Dexterity Bonus to modify 
your “to-hit” number with ranged (also called 
“missile”) weapons.

•	 You can use your Dexterity Bonus to modify 
your Armor Class (AC) or Ascending Armor 
Class (AAC); use the number for AAC or 
change the +/- for AC. 

Charisma
A highly charismatic character has a better chance 
to talk his way out of trouble, and can lead more 
special followers than characters with a low cha-
risma. Any character with a charisma score of 13 
or higher receives a bonus of 5% to all experience 
point awards.

•	 You can use your Charisma Bonus to gain 
a percent bonus on Experience Points (XP) 
earned.

You can use your Charisma to modify the num-
ber of loyal NPC hirelings you can acquire. These 
hirelings include specialists and non-human 
creatures, but do not usually include basic men-
at-arms. You can use your Charisma to modify 
the loyalty of those NPC hirelings.
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All characters get to add their Prime Attribute 
Bonus based on their class.

Those numbers are added together to get the to-
tal experience bonus for the character. The maxi-
mum attainable XP Bonus would be 15%.

Starting Gold
Roll 3d6 and multiply by 10. This represents the 
number of gold pieces (gp) that your character 
gets to have at the start of the campaign.

Alignment
Just a quick note on alignment—games are usu-
ally set up as “us” against “them” and you can use 
various names for each. Usually “us” is consid-
ered to be Law (or Good), while “them” would be 
the monsters who are Chaos (or Evil).

The Referee gets the final say on which options 
are for the protagonists and which ones are for 
the antagonists.

Character Classes
There are four character classes in this game: Bu-
jin, Half-Ogre, Shugenja, and Sohei. Your Ref-
eree may also have invented other character class-
es, or may be allowing optional character classes 
and races from other fantasy games.

Character Races
The default character race in RUINS & RONIN 
is the human, but other options might be made 
available by your referee.

Character Retirement
Each Referee has his or her own style, and a pref-
erence for a given range of character levels for 
their games. The Referee has the final say on how 
and when retirement works for the campaign. 
Some ignore retirement altogether and simply 
extrapolate the tables to include levels beyond 
those shown.
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BUJIN
You are Bujin, a warrior trained in the art of 
war. Perhaps you are a noble Samurai, merce-
nary Ronin, or even a farmer conscripted into 
the ranks of a local Daimyo. Whatever type of 
Bujin you may be, you will be expected to fight 
from the front of your adventuring party, put-
ting yourself on the line against filthy goblins and 
trickster Tengu. 

The Bujin class is the RUINS & RONIN fighter, as 
such he is best suited to dealing out and absorb-
ing damage. Sohei heal and turn undead, Shu-
genja cast arcane spells, but the arts of war are 
your domain.

You are the sworn sword, the swift arrow, and 
the unyielding spear of your party. Perhaps one 
day, if you are successful, they will tell legends 
of your exploits, and after you have built your 
castle, men will swarm to be in your service. Fail, 
and  your name dies with you, another unknown 
warrior lost to time.

Table 3: Bujin Advancement

Level XP HD BHB ST

1 0 1+1 +0 16
2 2,000 2 +1 15
3 4,000 3 +2 14
4 8,000 4 +2 13
5 16,000 5 +3 12
6 32,000 6 +4 11
7 64,000 7 +4 10
8 128,000 8 +5 9
9 256,000 9 +6 8
10 512,000 10 +6 7

BUJIN CLASS ABILITIES
Weapon/Armor Restrictions: Bujin are trained 
in warfare and as such, have no restrictions on 
weapons or armor, though they may not use 
shields (no shields exist in the RUINS & RONIN 
setting).

Follow Through: A Bujin gains an immediate 
extra attack any time he delivers a killing blow 
in combat. (A killing blow is one that takes an 
opponent to 0 hp or less). This ability only works 
for melee combat (does not affect missile fire). 

Saving Throw: Bujin get +1 on saving throws vs. 
death and poisons.

Establish Stronghold (9th): At ninth level, a 
Bujin character who chooses to build a castle is 
considered to have the rank “Daimyo” bestowed 
upon him by the Shogunate or Emperor, and 
may choose to attract a loyal body of Bujin who 
will swear fealty to him.

XP Bonus for Strength: This class bonus is due 
to a high strength attribute.
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SHUGENJA CLASS ABILITIES
Weapon/Armor Restrictions:  Shugenja spend 
their waking hours studying or in meditation, as 
such they have little time to train in the arts of 
war. The Shugenja may not wear any armor, and 
may only use Tanto (daggers), Uchi-ne (throwing 
blade), or Bo (staves).

Spell Casting: Unlike the Sohei, a Shugenja 
owns a book of spells, which does not necessar-
ily include all of the spells on the standard lists. 
Reading from the book, the Shugenja presses his 
chosen spell formulae into his mind, “preparing” 
these spells. Once a prepared spell is cast, it dis-
appears from the Shugenja’s ability to cast (until 
it is prepared again). It is possible to prepare a 
spell multiple times using the available “slots” in 
the Shugenja’s memory/capability. If the Shugen-
ja finds scrolls of spells while adventuring, he can 
copy them into his spell book.

Saving Throw:  Shugenja get +2 on saving throws 
vs. magic.

XP Bonus for Intelligence: This class bonus is 
due to a high intelligence attribute.

Table 5: Shugenja Spell Advancement

Spell Level

Level 1 2 3 4 5

1 1 - - - -
2 2 - - - -
3 3 1 - - -
4 4 2 - - -
5 4 2 1 - -
6 4 2 2 - -
7 4 3 2 1 -
8 4 3 3 2 -
9 4 3 3 2 1

10 4 4 3 2 2

SHUGENJA
You are a Shugenja, master of the occult. You 
have studied under the great masters, and are now 
ready to make your own way in the world. You 
know it will be a life of seclusion, as your kind 
are often feared and untrusted. You are feared be-
cause of the great power you wield, and the secret 
knowledge you possess. Many adventuring par-
ties will gladly accept you however, for they know 
they will surely benefit having someone of your 
power amongst them.  

The Shugenja class is the RUINS & RONIN Mag-
ic-User, able to cast arcane spells. The Shugenja 
starts out weaker than the other classes, but be-
comes more powerful than the other classes at 
higher levels. 

Table 4: Shugenja Advancement

Level XP HD BHB ST

1 0 1 +0 15
2 2,500 1+1 +0 14
3 5,000 2 +0 13
4 10,000 2+1 +0 12
5 20,000 3 +1 11
6 40,000 3+1 +1 10
7 80,000 4 +2 9
8 160,000 4+1 +2 8
9 320,000 5 +3 7
10 640,000 5+1 +3 6



RUINS & RONIN

6

SOHEI
You are Sohei, the warrior monk. You are devoted 
to your cause (be that a religious philosophy or 
pantheon of you and your referee’s creation) and 
will defend it to the death. You follow the teach-
ings of your masters and strive to uphold your 
ideals in the face of all danger. 

Because most of a Sohei’s abilities are oriented to-
ward healing and protecting, Sohei tend to play a 
support role during combat, backing up the front 
line, but able to stand shoulder to shoulder with 
the party’s Bujin if need be—at least for a while.

Table 6: Sohei Advancement

Level XP HD BHB ST

1 0 1 +0 14
2 1,500 2 +0 13
3 3,000 3 +0 12
4 6,000 3+1 +1 11
5 12,000 4 +1 10
6 24,000 5 +2 9
7 48,000 6 +2 8
8 96,000 6+1 +3 7
9 192,000 7 +4 6
10 384,000 8 +5 5

SOHEI CLASS ABILITIES
Weapon/Armor Restrictions: Sohei are trained 
in the arts of war, however, they are somewhat 
restricted in the arms & armor they may use. The 
Sohei are not allowed to wear O-yori, and cannot 
use katana or bows.

Spell Casting: Sohei cast divine spells from a 
specific list, as per the Sohei  Spell Advancement 
Table. Each day, the Sohei prays or meditates for 
a certain set of spells, choosing any spells from 
the standard list. 

Saving Throw: Sohei get +2 on saving throws vs. 
death and poisons.

Banishing Undead: Sohei can “Turn” the un-
dead, making them flee from the Sohei’s holiness 
(or, in the case of an Chaotic Sohei, bringing 
them to heel as servants and minions). 

Establish Temple (10th): At tenth level, a Sohei 
character who chooses to build  a temple to their 
deity of choice may attract a body of loyal follow-
ers who will swear fealty to him.

XP Bonus for Wisdom: This class bonus is in ad-
dition to the XP Bonus all characters get by hav-
ing a high wisdom attribute.

Table 7: Sohei Spell Advancement

Spell Level

Level 1 2 3 4 5

1 - - - - -
2 1 - - - -
3 2 - - - -
4 2 1 - - -
5 2 2 1 - -
6 2 2 1 1 -
7 2 2 2 1 1
8 2 2 2 2 2
9 3 3 3 2 2

10 3 3 3 3 3
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Half-Ogre
You are a giant, and an outcast; the result of hu-
man congress with some brutal creature of the 
spirit world. Most people shun you because of 
your heritage, but all fear you because of your 
size and ferociousness. You get along well with 
adventurers as they can see the benefit of having 
a person of your stature. You fight, and fight well. 

Half-ogres stand over 6 ½ feet tall and weigh at 
least 300 pounds. You must have a Strength score 
of 15+ to play a Half-Ogre character. 

HALF-OGRE RACE ABILITIES
Character Advancement: Half-Ogres use the 
Bujin class advancement chart. They are typically 
allowed to progress as high as sixth level.

Weapon/Armor Restrictions: Unlike other Bu-
jin, Half-Ogres do face some weapon and armor 
restrictions. They are not able to use any bow, 
and any armor crafted for them costs double the 
normal price due to their size.

Ogre’s Ferociousness: Half-ogres are strong, and 
can deal massive amounts of damage because of 
their strength. A half-ogre character gains +2 to 
all melee and unarmed damage rolls.  In addi-
tion, a Half-ogre can break down any door on a 
roll of 1-4 on a d6.

Iron Constitution: Half-ogres resist poison and 
disease better than most other races, they make 
saving throws against these threats as if they were 
4 levels higher than their current level.
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Buying Equipment
Each character starts with some gold pieces at the 
beginning of the game, used to buy equipment. 
One gold piece (gp) is worth 10 silver pieces (sp) 
or 100 copper pieces (cp). Prices for equipment 
are listed on the tables below.

For referees who want to add more Japanese “fla-
vor” to their campaign, we offer these names for 
the various coins of the RUINS & RONIN setting.  
Different names for coins can get confusing, so 
it’s perfectly fine (and probably easier) to use the 
generic names for different types of coins.

Table 8: Coinage

Coin New Name

Copper Pieces Mon
Silver Pieces Ichibu or Bu
Gold Pieces Ryo
Platinum Pieces Oban

Equipment Weight
A “normal” level of miscellaneous equipment is 
assumed to weigh 10 pounds. Treasure is added 
to this, with each twenty coins and gems weigh-
ing a pound.

Weapons
Bo: A bo is a wooden staff of 6 to 7 feet in length.

Daikyu: The daikyu is a longbow (about 6 feet in 
length). It has the hand grip lower than the cen-
ter of the bow to allow it’s use from horseback.

Flail: A farmer’s tool for harvesting rice.

Hankyu: The hankyu is a shortbow.

Jitte: An iron baton mainly used as a defensive 
weapon. It is tapered with a short hook on the 
end, used to disarm swordsmen.

Jo: The jo is a short version of the Bo staff, it is 
only 3 feet long and is used one handed.

Kama: A farmer’s straight-bladed sickle.

Katana: The katana is a long sword designed for 
use in both hands. It is light enough that it can 
be used one handed if needed.

Kusari-gama: The simple Kama attached to a 
length of iron chain that can be whirled at an op-
ponent to entangle or disarm them.

Masakari: A Japanese battle axe (two handed 
axe).

Nagamaki: A shorter version of the Naginata.

Naginata: A shaft of 6 to 8 feet in length with a 
sword-like blade attached to the end. A Japanese 
glaive.

Nodachi: The nodachi is a great sword that must 
be used two handed.

Sai: Similar to the jitte, this forked iron baton is 
mainly a parrying weapon.

Shuriken: Small throwing weapons that come in 
many shapes and sizes. They are easily hidden.

Tanto: The tanto is a dagger.

Tetsubo: This is a staff iron-shod on the business 
end for dealing some crushing damage.

Tonfa: A wooden baton with a handle perpendic-
ular to the club, this is mainly a parrying weapon.

Uchi-ne: The uchi-ne is a small dagger-like blade 
that can be thrown as a dart. It is usually carried 
concealed by most nobles.

Wakizashi: This is a short sword. Most samurai 
carry both katana and wakizashi as a symbol of 
their rank.

Yari: This is a spear of about 6 feet in length.
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Arrow Heads
Armor Piercing: These are narrow, tapered ar-
rows crafted specially to penetrate armor. 

Frog Crotch: These arrows have a broad blade-
like tip that can be used to cut ropes, or used to 
cause grievous injuries to unarmored targets.

Humming Bird: These arrowheads have hollow 
tubes that allow air to pass through causing a 
loud whistling sound when fired. They are used 
primarily as signaling arrows and can be heard 
up to 1 mile away. They are not designed for use 
against creatures, and suffer a -1 penalty to dam-
age if used in combat (minimum of 1 damage).

Leaf Head: These are typical arrows.

Table 12: Arrow Heads

Type Damage 
Modifier Wt. Cost

Armor Piercing +2 2 5gp / per 5
Frog Crotch +1 2 2gp / per 5
Humming Bird -1 (1 min) 1 1gp / per 2
Leaf Head Nil 1 5gp / per 20

Armor
Armor in the RUINS & RONIN setting consists 
of pieces of colorful lacquered metal plates, tied 
together with leather straps. A full suit of armor, 
called the O-yori, is very rare, for it is a master-
work of art and can only be afforded by the very 
rich. Most often, Bujin or Sohei wear one or two 
pieces of armor for protection, depending on 
how much they can afford. Many brigands and 
bandits will steal armor from the dead after a bat-
tle; cobbling together suits of mismatched pieces, 
often a colorful sight to behold. 

Do-Maru: A metal breastplate.

Haidate: A skirt of lacquered steel plates that 
cover the thighs and knees of the wearer.

Table 9: Melee Weapons

Weapon Damage Wt. Cost

Bo1 1d6 10 2gp
Flail1 1d6 6 2gp
Jitte 1d6-1 8 2gp
Jo 1d6-1 5 1gp
Kama 1d6 4 2gp
Katana3 1d6/1d6+1 10 15gp
Kusari-gama 1d6 6 4gp
Masakari1 1d6 15 8gp
Nagamaki1 1d6 12 20gp
Naginata1,2 1d6+1 15 22gp
Nodachi1 1d6+1 12 20gp
Sai 1d6-1 4 5gp
Tanto 1d6-1 2 5gp
Tetsubo1 1d6 15 6gp
Tonfa 1d6 4 2gp
Wakizashi 1d6 5 8gp
Yari1,2 1d6 10 2gp
1 Two-handed weapon
2 Reaches 1 rank forward, used two handed.
3 One or two-handed weapon.

Table 10: Missile Weapons

Weapon Damage Wt. Cost

Daikyu 1d6 8 60gp
Hankyu 1d6-1 5 15gp
Shuriken 1d4 1 2gp / per 4
Uchi-ne 1d4 2 1gp
Arrows (20) - 1 5gp
Arrow (silver) - 1/per 10 5gp

Table 11: Missile Weapon Rate of Fire & Range

Weapon RoF Range1

Daikyu 2 100
Hankyu 2 50
Shuriken 4 10
Uchi-ne 2 20
1 -2 to hit per increment.
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Haramaki: A belly protector, a light piece of ar-
mor made of silk and chain or small metal plates. 
It can be used under clothing.

Haramaki-do: Similar to the Haramaki, but 
bulkier. It cannot be worn under clothing.

Hara-ate: A piece of armor designed to protect 
the front of the body, it has a breast plate and 
thigh protector made from laced armor. It is 
open in the back and offers no back protection.

Hara-ate-gawa: A simple leather corselet, covers 
the stomacb, chest and back.

Horo: A piece of protection for mounted war-
riors, several long strips of cloth sewn together 
tied at the neck and waist. When riding is bal-
loons out behind the rider and provides protec-
tion against missile attacks made from the back.

Jingasa: The jingasa is a steel version of a peas-
ant’s hat, used by poorer soldiers. It is also useful 
as a pot for boiling water in camp.

Kabuto: The kabuto is a great helm (usually 
worn as part of the o-yori). Many sport elaborate 
crests mounted on the front of the helm. These 
are usually things such as horns, antlers, or even 
great crescents. It is made of lacquered steel. 

Sode: The sode are large square shoulder guards 
made of lacquered steel. The sode cannot be worn 
without a Do-Maru (as it is strapped in place by 
the Do-maru).

Kote: The kote are mail sleeves with lacquered 
steel plates attached for additional protection. 
They are connected by leather or a band of cloth 
across the shoulders. They can be worn under 
normal clothes.

Suneate: Lacquered steel splints that cover the 
shins.

O-yori: A full fitted suit of master crafted armor, 
usually made in a set of specific colors, it has 
additional pieces of protection including a face 
mask (menpo) and mail bits to protect the under 
arms.

Table 13: Armor

Helmets AAC AC Wt, Cost

Jingasa +1 -1 2 10gp
Hanburi +1 -1 1 15gp
Kabuto +2 -2 4 100gp
Arms

Sode +1/pair -1/pair 10/pair 40gp
Kote +1/pair -1/pair 10/pair 40gp
Torso

Do-maru +2 -2 20 150gp
Haramaki +1 -1 15 50gp
Haramaki-do +2 -2 20 80gp
Hara-ate +21 -21 10 75gp
Hara-ate-gawa +1 -1 10 45gp
Legs

Haidate +2 -2 10/pair 25gp
Suneate +1/pair -1/pair 10/pair 20gp
Special

Horo +12 -12 1 10gp
O-yori

o-yori AAC: 20
65 500gp

AC: -1
1 Protects the front only.
2 Protects the back and vs. missiles only.

Calculating Armor Class
In the standard/descending AC system (AC), an 
unarmored human has an AC of 9. Any armor 
worn subtracts from this total—making him 
more difficult to hit.

For example, a human (base AC 9) wearing a Do-
maru Armor (-2) has an effective AC of 7 (9-2).
Using the ascending AC system (AAC), an unar-
mored human has an AAC of 10. Armor worn, 
instead of subtracting from this total, is added—
making him more difficult to hit.
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Thus, a human (base AAC 10) wearing a Do-ma-
ru (+2) has an effective AAC of 12 (10+2).

Your Referee will tell you which system he’s using 
for the campaign, so this isn’t as hard as it sounds. 
In one system (standard), a high AC is bad, and 
in the other system (ascending) a high AAC is 
good. 

Once you start playing using one of the systems, 
it will make perfect sense, no matter which sys-
tem you use.

Comparing Armor Class Systems
To translate between Ascending and Descending 
AC systems, the ascending armor class (AAC) 
and descending armor class (AC) values should 
add up to 19. Thus, AC 7 is the same as AAC 12 
(19-7=12).

Table 14: Adventuring Equipment

Item Cost

Backpack (wicker) 10gp
Basket (large, wicker) 5gp
Basket (small, wicker) 2gp
Blanket (coarse) 2sp
Chest (large, wooden) 10gp
Cord (10’) 1sp
Goza (straw sleeping mat) 1sp
Ink (vial, 2 ounces) 2gp
Lantern (hooded) 7gp
Lantern (paper) 2gp
Mirror (small, metal) 20gp
Oil (flask, 1 pint) 1gp
Paper (10 sheets) 4gp
Pot (iron, cooking) 1gp
Quiver (holds 20 arrows) 1gp
Rope (hemp, 50’) 1gp
Rope (silk, 50’) 5gp
Tent (large, 4 person) 10gp
Tent (small, 2 person) 5gp
Tender Box (flint & steel) 1gp
Torches (6) 1sp
Waterskin (1 quart) 1gp

Table 15: Clothing

Item Cost

Hat (straw) 2cp
Loincloth 2cp
Outer Robe 2sp
Raincape, straw (mino) 1sp
Robe, cotton (kosode, kimono) 2sp
Robe, fur-trimmed 6gp
Robe, silk (kosode) 6gp
Sandals 1sp
Sash or belt 1sp
Tabi (boot/sock) 4sp
Trousers, cotton (hakama) 3sp

Table 16: Provisions

Item Cost

Beer, 1 jar 1sp
Food, banquet 2gp
Food, common meal 1sp
Food, poor meal 4cp
Grain, horse 1 day 10sp
Rice, 1 day ration 3sp
Sake, 1 jar 5gp
Tea, 1 lb. 2gp
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The Game
Once you’ve got a character, the Referee will de-
scribe where the character is, and what he sees. 
The game might start in a rural peasant village, 
in a vast and teeming city bristling with fortified 
pagodas, in a castle, a tavern, or at the gates of an 
ancient tomb. That’s up to the Referee. From that 
point on, you describe what your character does. 
Going down stairs, attacking a dragon, talking to 
the people you meet (either the characters being 
run by the other players, or non-player characters 
controlled by the Referee): all of these sorts of 
things are your decisions. The Referee then tells 
you what happens as a result: the stairs lead down 
to a huge tomb, the dragon attacks your charac-
ter, etc. The rules below are guidelines for how to 
handle certain events; mainly combat, but also 
experience, movement, healing, dying, and other 
important parts of the game.

Basically, you and the Referee work together, 
with the Referee handling the details of a danger-
ous fantasy world, and you handling what your 
character does in it. The epic story of your char-
acter’s rise to greatness (or death in the effort) is 
yours to create in the Referee’s world.

Gaining Experience
Characters are awarded experience points (XP) 
for killing monsters and accumulating treasure. 
Monsters have a set experience point value (in 
the monster descriptions), and one gold piece is 
equal to one XP. It may seem odd to award expe-
rience for treasure, but keep in mind that every 
gold piece gained by the character is an index of 
the player’s skill. Awarding experience only for 
killing monsters fails to reward a party of adven-
turers that successfully lures a dragon away from 
its hoard so that its treasure can be stolen without 
a fight, and it fails to reward characters that oper-
ate by intelligence, stealth, trickery and misdirec-
tion.

Each character class has a prime attribute listed 
in the character class description, and the char-
acter creation process details how to use your 
attributes to determine the character’s total XP 
bonus.

Time
Sometimes the Referee will rule that “an hour 
passes,” or even, “a month passes,” in the life 
of our intrepid adventurers, but two important 
time measurements need a quick explanation. 
These are the “turn,” and the “combat round.” A 
turn represents ten minutes, and a combat round 
is 1 minute.

Movement Rate
Base movement rate for all races is calculated, 
on the table below, in terms of feet per combat 
round. Each Referee is advised to alter the units 
of measurement to suit their own games and situ-
ations.

Table 16: Movement Rate

Wt. Carried Human Half-Ogre

0 - 75 lbs 12 15
76 - 100 lbs 9 12
101 -150 lbs 6 9
151- 300 lbs 3 6

Table 16: Movement Adjustment

Movement Type Adjustment

Careful Half of Average Rate
Normal Average Rate
Running Double Average Rate
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Initiative rolls may result in a tie. When this hap-
pens, both sides are considered to be acting si-
multaneously. The Referee may handle this situ-
ation in any way he chooses—with one caveat. 
The damage inflicted by combatants during si-
multaneous initiative is inflicted even if one of 
the combatants dies during the round. It is pos-
sible for two combatants to kill each other during 
a simultaneous initiative round.

The Attack Roll
To attack with a weapon, the player rolls a d20 
and adds any bonuses to the result. These “to-hit” 
bonuses include the character’s Base Hit Bonus 
(BHB), the strength bonus for attacks with hand 
held weapons, any bonuses for magic weapons, 
and any other bonus identified as a “to-hit” bo-
nus.

The attack roll is then compared to the target’s 
armor class to see if the attack hits, according to 
whichever system the Referee has chosen to use. 
The standard system (where a lower AC is better) 
is resolved by comparing the “to-hit” number to 
the number required on the standard “to-hit” ta-
ble. If the attack roll is equal to or higher than the 
number on the table, the attack hits. In the “As-
cending” AAC system, if the attack roll is equal 
to or higher than the defender’s armor class, the 
attack hit.

Melee Attack
A melee attack is an attack with hand-held weap-
ons such as a sword, spear, or dagger. A charac-
ter’s strength bonuses to-hit and on damage are 
added to melee attacks. Two combatants within 
ten feet of each other are considered to be “in 
combat.”

Hiring Assistants
Many characters, particularly when first starting 
an adventuring career, are in the need of hirelings 
to assist in carrying loot or fighting monsters. 
The table below assumes that a typical adventure 
lasts roughly one week. Prices are in silver pieces.

Table 16: Movement Adjustment

Hireling Cost1

Non-Combatant (torch-bearer, servant, etc.) 1sp
Soldier, Ronin (Mercenary) 3sp
Horseman, Sailor 5sp
Weaponsmith 5sp
Armorer 25sp
Ship Captain 75sp
Animal Trainer, Spy 125sp
Engineer 200sp
Alchemist 250sp
Sage, Master Armorer, Master Weaponsmith 500sp
1 These rates are for humans only.

Combat
When the party of adventurers comes into con-
tact with enemies, the order of events is as fol-
lows: 

1.	 Determine Initiative.
Party with Initiative acts first (casting 
spells, attacking, etc.) and results take ef-
fect.
Party that lost Initiative acts, and their re-
sults take effect.

2.	 The round is complete; keep turn order for 
the next round if the battle has not been 
resolved.

Determine Initiative
At the beginning of a combat round, each side 
rolls Initiative on a d6—high roll wins. The win-
ning side acts first, moving, attacking, and cast-
ing spells. The other side takes damage and casu-
alties, and then gets its turn.
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Missile Attack
Missile attacks are attacks with ranged weapons 
such as a bow, uchi-ne, or shuriken. A character’s 
dexterity bonus for missile attacks is added to 
the to-hit roll when the character is using missile 
weapons. When using missiles to attack into a 
melee, it is not possible to choose which oppo-
nent (or friend) will receive the attack.

Negotiation and Diplomacy
Some combats can be averted with a few well-
chosen words (including lies). If the party is out-
matched, or the monsters don’t seem likely to be 
carrying much in the way of loot, the party might 
elect to brazen their way through in an attempt 
to avoid combat (or at least delay it until favor-
able conditions arise).

Spells
Spell casting begins at the beginning of the 
round. It is possible to cast a spell while within 
melee range of an opponent (10 ft), but if the 
spell caster suffers damage while casting a spell, 
the spell is lost. Unless the spell description states 
otherwise, the spell takes effect in the caster’s ini-
tiative phase.

Invisible Opponent
An invisible opponent can only be attacked if the 
general location is known, and the attack is at -4 
to-hit. Note that more powerful monsters (those 
with sensitive smell or hearing, or more than six 
hit dice) will frequently be able to detect invis-
ible opponents; the Referee should determine 
the chance of this according to the creature con-
cerned and the situation.

Turning the Undead
Sohei have the ability to turn undead, causing 
them to flee or even outright destroying them. 
When a turning attempt is made, a 3d6 roll 
should be made and the Turning table consulted 
for the result.

If the “number” on the die is equal to or greater 
than the number shown on the table, all undead 
creatures of the targeted type are turned and will 
flee for 3d6 rounds, or will cower helplessly if 
they cannot flee.

For lawful-aligned Sohei, if the table indicates 
“D”, the undead creature is automatically de-
stroyed and will crumble to dust. For choatic So-
hei, a result of “D” indicates that the undead are 
forced into the Sohei’s command for a period of 
24 hours.

Morale
Certain monsters, such as mindless or undead 
creatures, are fearless and always fight to the 
death. The majority, however, will not contin-
ue to fight a hopeless battle, seeking to retreat, 
surrender or flee. The Referee will decide when 
monsters abandon the battle and retreat, based 
on the situation and the monster’s intelligence.

Damage and Death
When a character (or creature) is hit, the amount 
of damage is deducted from his hit points. When 
hit points reach 0, the character dies.

Healing
In addition to the various magical means of re-
storing hit points, a character will recover 1 hit 
point per day of uninterrupted rest. Four weeks 
of rest will return a character to full hit points 
regardless of how many hit points the character 
lost.
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Table 19: Attack “to-hit” Table [AC & AAC]

AC: +9 +8 +7 +6 +5 +4 +3 +2 +1 +0 -1 -2 -3

Roll: 10 11 12 13 14 15 16 17 18 19 20 21 22

AAC: 10 11 12 13 14 15 16 17 18 19 20 21 22

Roll: 10 11 12 13 14 15 16 17 18 19 20 21 22

Table 20: Turning Undead

Undead HD

Sohei Level

1 2 3 4 5 6 7 8 9 - 10

1 10 7 4 D D D D D D
2 13 10 7 4 D D D D D
3 15 13 10 7 4 D D D D
4 17 15 13 10 7 4 D D D
5 - 17 15 13 10 7 D D D
6 - - 17 15 13 10 D 4 D
7 - - - 17 15 13 D 7 4
8 - - - - 17 15 D 10 7

9 - 11 - - - - - 17 D 13 10
12 - 18 - - - - - - 17 15 13

19+ - - - - - - - 17 15
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Sohei Spell List

Level 1
•	 Cure (Cause) Wounds I
•	 Detect Chaos (Law)
•	 Detect Magic
•	 Light (Dark) I
•	 Protection from Chaos (Law) I
•	 Purify (Putrefy) Food and Drink

Level 2
•	 Bless (Curse)
•	 Find Traps
•	 Hold Person
•	 Speak with Animals

Level 3
•	 Cure (Cause) Disease
•	 Light (Dark) II
•	 Locate Object
•	 Remove Curse

Level 4
•	 Create Food & Drink
•	 Cure (Cause) Wounds II
•	 Neutralize Poison
•	 Protection from Chaos (Law) II
•	 Speak with Plants
•	 Sticks to Snakes

Level 5
•	 Commune
•	 Create Food and Drink
•	 Dispel Chaos (Law)
•	 Insect Plague
•	 Quest
•	 Raise (Cause) Dead

Shugenja Spell List

Level 1
•	 Charm Person
•	 Detect Magic
•	 Hold Portal
•	 Light I
•	 Protection from Chaos I
•	 Read Languages
•	 Read Magic
•	 Sleep

Level 2
•	 Detect Chaos
•	 Detect Invisibility
•	 Detect Thoughts
•	 Invisibility I
•	 Knock
•	 Levitate
•	 Light II
•	 Locate Object
•	 Phantasmal Force
•	 Web
•	 Wizard Lock

Level 3
•	 Alter Time
•	 Crystal Ball
•	 Dark Vision
•	 Dispel Magic
•	 Fireball
•	 Fly
•	 Hold Person
•	 Invisibility II
•	 Lightning Bolt
•	 Protection from Chaos II
•	 Protection from Normal Missiles
•	 Water Breathing

Level 4
•	 Charm Monster
•	 Confusion
•	 Dimension Portal
•	 Hallucinatory Terrain
•	 Massmorph
•	 Giant Growth
•	 Polymorph
•	 Remove Curse
•	 Wall of Defense I
•	 Wizard Eye

Level 5
•	 Animal Growth
•	 Animate Dead
•	 Cloudkill
•	 Conjure Elemental
•	 Contact Other Plane
•	 Feeblemind
•	 Hold Monster
•	 Magic Jar
•	 Passwall
•	 Telekinesis
•	 Teleport
•	 Transform I
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Charm Person
Spell Level: 	 Sh1
Range: 		 120 ft
Duration: 	 Until dispelled

This spell affects living bipeds of human size or 
smaller, such as goblins or dryads. If the spell 
succeeds (saving throw allowed), the unfortunate 
creature falls under the caster’s influence.

Cloudkill
Spell Level:	 Sh5
Range: 		 Moves 6 ft per minute
Duration: 	 1 hour

Foul and poisonous vapors boil from the thin air, 
forming a cloud 15 ft in radius. The cloud moves 
directly forward at a rate of 6 ft per minute unless 
its direction or speed is affected by winds. Un-
usually strong gusts can dissipate and destroy it. 
Poison-laden, the horrid mist is heavier than air, 
and thus sinks down any pits or stairs in its path.
This spell affects only creatures 5 HD or fewer.

Commune
Spell Level:	 Sh5
Range: 		 Caster
Duration: 	 3 questions

Higher powers grant an answer to three ques-
tions the caster poses to them. Higher powers 
don’t like constantly being interrogated by mere 
mortals, so the spell should be limited to once 
per week or so by the Referee.

Once per year, the Referee may rule that a caster 
may cast a “double strength” Commune spell 
composed of six questions.

Animal Growth
Spell Level:	 Sh5
Range: 		 120 ft
Duration: 	 2 hours

This spell causes 1d6 normal creatures to grow 
immediately to giant size. The affected creatures 
can attack as per a giant version of the normal 
animal. Creatures failing a saving throw can only 
move and attack at half speed.

Animate Dead
Spell Level: 	 Sh5
Range: 		 Referee’s discretion
Duration: 	 Permanent

This spell animates skeletons or zombies from 
dead bodies. 1d6 undead are animated per Level 
of the caster above 8th. The corpses remain ani-
mated until slain.

Bless (Curse)
Spell Level:	 So2
Range: 		 PC/NPC (out of combat)
Duration: 	 1 hour (6 turns)

This spell of Good grants its recipient a +1 to at-
tack rolls (and improves morale, if the recipient 
is not a player character). The recipient cannot 
already be in combat when the spell is cast.

The Evil spell is Curse and is similar to Bless ex-
cept it imparts a -1. As with Bless, the recipient 
cannot already be in combat when the spell is 
cast. 

Charm Monster
Spell Level:	 Sh4
Range: 		 60 ft
Duration: 	 Until dispelled

This spell operates in the same manner as Charm 
Person, but can affect more powerful monsters. 
For monsters of fewer than 3 HD, up to 3d6 can 
be affected.
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Confusion
Spell Level: 		  Sh4
Range: 			  120 ft
Duration: 		  2 hours

This spell confuses people and monsters, making 
them act randomly. Roll 2d6 to determine the 
creature’s behavior:

Table 21: Confusion Reaction

Roll Reaction

2 - 5 Attack the caster and his allies.
6 - 8 Stand baffled and inactive.
9 - 12 Attack each other.

The effects of the confusion may shift every ten 
minutes or so, and the dice are rolled again to 
determine any change.

The spell affects 2d6 creatures, plus an addi-
tional creature for every caster level above 8th. 
Creatures of 3 HD or fewer are automatically 
affected by the spell, and it takes effect immedi-
ately.  Creatures of 4 HD or more automatically 
resist the confusion effect until it builds up to its 
full power (which takes 1d12 minutes, minus the 
caster’s level), but are required to make a saving 
throw at this time. Eventually, these creatures are 
likely to succumb to the confusion, for they must 
continue to make another saving throw every 10 
minutes until the spell’s 2 hour duration has run 
its course.

Conjure Elemental
Spell Level: 	 Sh5
Range: 		 240 ft
Duration: 	 Until dispelled

The caster summons a 16 HD elemental (any 
kind) from the elemental planes of existence, and 
binds it to his commands.  Each type of elemen-
tal may only be summoned once per day.

The elemental obeys the caster only for as long as 
the caster concentrates on it; and when the caster 

ceases to concentrate, even for a moment, the el-
emental is released and will attack him.

Contact Other Plane
Spell Level: 	 Sh5
Range: 		 None
Duration: 	 See Table

The caster creates a mental contact with the 
planes, forces, powers, and geometries of the 
beyond, in order to gain affirmative or negative 
answers to the questions he contemplates. The 
spell’s effect depends on how deeply the caster 
delves into the planes of existence.

The caster must decide how “far” into the planes 
of existence he wishes to make contact.

Table 21: Contact Other Plane

Plane1 Insane2 Right Wrong3

1 1 - 2 3 - 11 12 - 20
2 1 - 4 5 - 13 14 - 20
3 1 - 6 7 - 15 16 - 20
4 1 - 8 9 - 17 18 - 20
5 1 - 10 11 - 18 19 - 20
6 1 - 12 13 - 19 20

1 Planes are the “depth” that he chooses to seek truth, also 
the number of Yes/No questions asked.
2 Temporary insanity lasts for as many weeks as the “num-
ber” of the plane where the caster’s sanity failed.
3 This is the chance of receiving a mis-interpreted or 
“wrong” answer.

Create Food and Drink
Spell Level: 	 So4
Range: 		 Close
Duration: 	 Immediate

This spell creates a one-day supply of simple food 
and drinking water for 24 men (or horses, which 
drink the same amount as a man for game pur-
poses).
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Crystal Ball
Spell Level: 	 Sh3
Range: 		 60 ft
Duration: 	 2 hours

The caster must announce which of the two op-
tions are being cast.

Cast as Clairaudience, the caster can hear 
through solid obstacles.

Cast as Clairvoyance, the caster can see through 
solid obstacles. A 2 ft thickness of solid stone 
blocks the spell, as does even the thinnest layer 
of lead.

Cure (Cause) Disease
Spell Level: 	 So3
Range: 		 Touch
Duration: 	 Immediate

This spell cures a person of any diseases, includ-
ing magically inflicted ones. The Chaos spell, 
Cause Disease, infects a person with a disease to 
be determined by the Referee.

Cure (Cause) Wounds I
Spell Level: 	 So1
Range: 		 Touch
Duration: 	 Immediate

This spell cures 1d6+1 hit points of damage. The 
spell of Chaos, Cause Wounds 1, inflicts 1d6+1 
hit points of damage.

Cure (Cause) Wounds II
Spell Level: 	 So4
Range: 		 Touch
Duration: 	 Immediate

This spell cures 3d6+3 hit points of damage. The 
spell of Chaos, Cause Wounds 2, inflicts 3d6+1 
hit points of damage.

Darkvision
Spell Level:	 Sh3
Range: 		 Touch
Duration: 	 1 day

The recipient of the spell can see in total darkness 
for the length of the spell’s duration. The recipi-
ent should roll 1d6 to determine the range of his 
vision.

Table 23: Darkvision Range

Roll Range of  Vision

1 - 2 40 feet
3 - 4 50 feet
5 - 6 60 feet

Detect Chaos (Law) 
Spell Level:	 So1, Sh2
Range: 		 120 ft (C), 60 ft (M)
Duration: 	 60 min (C), 20 min (M)

The caster detects any creatures of Chaos, or 
those with chaotic enchantments, chaotic inten-
tions, chaotic thoughts, or chaotic auras within 
the spell’s range. Poison is not inherently chaotic, 
and cannot be detected by means of this spell.

The reverse spell, Detect Law, works the same 
way except that it detects creatures of Law.

Detect Invisibility
Spell Level: 	 Sh2
Range: 		 10 ft per caster level
Duration: 	 1 hour

Caster can perceive invisible creatures and ob-
jects.



RUINS & RONIN

20

Detect Magic
Spell Level: 	 So1, Sh1
Range: 		 60 ft
Duration: 	 20 minutes

The caster can perceive, in places, people, or 
things, the presence of a magical spell or en-
chantment. As examples: magical items may be 
discovered in this fashion, as can the presence of 
a charm secretly laid upon a person.

Detect Thoughts
Spell Level:	 Sh2
Range: 		 60 ft
Duration: 	 2 hours

The caster can detect the thoughts of other be-
ings. The spell cannot penetrate more than two 
feet of stone, and is blocked by even a thin sheet 
of lead.

Dimensional Portal
Spell Level:	 Sh4
Range: 		 10 ft casting (360 ft teleport)
Duration: 	 Immediate

Dimensional Portal is a weak form of teleporta-
tion, a spell that can be managed by lesser magi-
cians who cannot yet manage the Teleportation 
spell. The caster can teleport himself, an object, 
or another person with perfect accuracy to the 
stated location, as long as it is within the spell’s 
range.

Dispel Chaos (Law)
Spell Level: 	 So5
Range: 		 30 ft
Duration: 	 10 minutes

This spell of Law is similar to the arcane spell 
Dispel Magic, but affects Chaos magic. This spell 
works against items, spells, or agents of Chaos. 
Unlike Dispel Magic, this spell functions against 
chaotic “sendings,” possibly including spells, 

dreams or supernatural hunting-beasts. The re-
verse spell, Dispel Law, works the same way ex-
cept it affects creatures of law instead.

Dispel Magic
Spell Level:	 Sh3
Range: 		 120 ft
Duration: 	 10 minutes against an item

Dispel magic can be used to completely dispel 
most spells and enchantments.

Feeblemind
Spell Level:	 Sh5
Range: 		 240 ft
Duration: 	 Permanent until dispelled

Feeblemind is a spell that affects only Shugenja. 
The saving throw against the spell is made at a -4 
penalty, and if the saving throw fails, the targeted 
Shugenja becomes feebleminded until the magic 
is dispelled.

Find Traps
Spell Level:	 So2
Range: 		 30 ft around caster
Duration: 	 20 minutes (2 turns)

The caster can perceive both magical and non-
magical traps at a distance of 30 ft.

Fireball
Spell Level:	 Sh3
Range: 		 240 ft
Duration: 	 Instantaneous

A missile shoots from the caster’s finger, to ex-
plode, at the targeted location, in a furnace-like 
blast of fire. The burst radius is 20 ft, and dam-
age is 1d6 per level of the caster. The blast shapes 
itself to the available volume. A successful saving 
throw means that the target only takes half dam-
age.
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Fly
Spell Level:	 Sh3
Range: 		 Touch
Duration: 	 1d6 turns plus 1 turn/level

This spell grants the power of flight, with a move-
ment rate of 120 ft per round. The Referee se-
cretly rolls for duration; the player does not know 
exactly how long the power of flight will last.

Hallucinatory Terrain
Spell Level: 	 Sh4
Range: 		 240 ft
Duration: 	 Until touched (other than by an 	
		  ally) or dispelled

This spell changes the appearance of the terrain 
into the semblance of what the caster desires. A 
hill can be made to disappear, or could be re-
placed with an illusory forest, for example.

Hold Monster
Spell Level: 	 Sh5
Range: 		 120 ft
Duration: 	 1 hour+10 min/level

The caster targets 1d4 creatures (saving throw 
applies). The caster may instead target a single 
creature, in which case the saving throw is made 
with a penalty of -2.

Hold Person 
Spell Level:	 So2, Sh3
Range: 		 180 ft (C), 120 ft (M)
Duration: 	 90 minutes (C)
		  1 hour+10 minutes/level (M)

The caster targets 1d4 persons (the same param-
eters as the Charm Person spell; saving throw ap-
plies). The caster may also target a single person, 
in which case the saving throw is made at -2.

Hold Portal
Spell Level:	 Sh1
Range: 		 Referee’s discretion
Duration: 	 2d6 turns

This spell magically holds a door or gate in posi-
tion for the spell’s duration (or until dispelled). 
Creatures with magic resistance can shatter the 
spell without much effort.

Insect Plague
Spell Level: 	 So5
Range: 		 480 ft
Duration: 	 1 day

This spell only works outdoors. A storm of in-
sects gathers, and goes wherever the caster di-
rects. The cloud is approximately 400 sq ft (20 
ft by 20 ft, with roughly corresponding height). 
Any creature of 2 HD or fewer that is exposed 
to the cloud of insects flees in terror (no saving 
throw).

Invisibility I
Spell Level: 	 Sh2
Range: 		 240 ft
Duration: 	 Until dispelled or an attack 		
		  is made

The object of this spell, whether a person or a 
thing, becomes invisible (to both normal vision 
and to darkvision). If the Referee is using the in-
visibility rules unchanged, the result is that an 
invisible creature cannot be attacked unless its 
approximate location is known, and all attacks 
are made at -4 to-hit. 

If the invisible creature makes an attack, the spell 
is broken. Otherwise, it lasts until dispelled or 
removed by the caster.
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Invisibility II
Spell Level:	 Sh3
Range: 		 240 ft
Duration: 	 Until dispelled or an attack 		
		  is made

Like the Invisibility I spell, this makes the target 
creature or object invisible to normal sight and to 
darkvision. It also, however, throws a 10 ft radius 
sphere of invisibility around the recipient, which 
moves with him/it. If the Referee uses the game’s 
invisibility rules unchanged, the invisible crea-
ture cannot be attacked unless its approximate 
location is known, and all attacks against him/
it are made at -4 to-hit. If the invisible creature 
makes an attack, the spell is broken. Otherwise, 
it lasts until dispelled or removed by the caster.

Knock
Spell Level: 	 Sh2
Range: 		 60 ft
Duration: 	 Immediate

This spell unlocks and unbars all doors, gates, 
and portals within its range, including those held 
or locked by normal magic.

Levitate
Spell Level:	 Sh2
Range: 		 20 ft/level
Duration: 	 1 turn/level

This spell allows the Shugenja to levitate himself, 
moving vertically up or down, but the spell itself 
provides no assistance with lateral movement. A 
wall, cliff side or ceiling could, of course, be used 
to pull along hand-over-hand. 

Levitation allows up or downward movement at 
a rate of up to 6 ft per minute (60 ft per turn), 
and the caster cannot levitate more than 20 ft per 
level from the ground level where the spell was 
cast (such range being applied both to movement 
into the air, and to downward movement into a 
pit or chasm).

Light I
Spell Level:	 So1, Sh1
Range: 		 60 ft
Duration: 	 2 hours (So)
		  1 hour+10 min/level (Sh)

The target person or object (at a range of up to 
120 ft) produces light about as bright as a torch, 
to a radius of 20 ft.

Light II
Spell Level: 	 So3, Sh2
Range: 		 120 ft
Duration: 	 Permanent until dispelled

The targeted person or object produces light 
about as bright as a torch, to a radius of 120 ft. 

Lightning Bolt
Spell Level: 	 Sh3
Range: 		 240 ft
Duration: 	 Instantaneous

A bolt of lighting extends 60 ft from the targeted 
point, almost ten feet wide. Anyone in its path 
suffers 1d6 points of damage per level of the cast-
er (half with a successful saving throw). The bolt 
always extends 60 ft, even if this means that it 
ricochets backward from something that blocks 
its path.

Locate Object
Spell Level:	 So3, Sh2
Range: 		 90 ft (So) 
		  60 ft+10 ft/level (Sh)
Duration: 	 1 round/level

This spell gives the caster the correct direction 
(as the crow flies) toward an object the casters 
specifies with a description. The object cannot 
be something the caster has never seen, although 
the spell can detect an object in a general class of 
items known to the caster: stairs, gold, etc.
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Magic Jar
Spell Level:	 Sh5
Range: 		 See Below
Duration: 	 See Below

This spell relocates the caster’s life essence, intel-
ligence, and soul into an object (of virtually any 
kind). The jar must be within 30 ft of the caster’s 
body for the transition to succeed. 

Once within the magic jar, the caster can possess 
the bodies of other creatures and people, provid-
ed that they are within 120 ft of the jar and fail a 
saving throw. The caster can return his soul to the 
magic jar at any time, and if a body he controls is 
slain, his life essence returns immediately to the 
jar. If the caster’s body is destroyed while his soul 
is in the magic jar, the soul no longer has a home 
other than within the magic jar (although the 
disembodied wizard can still possess other bod-
ies as before). If the jar itself is destroyed while 
the Shugenja’s soul is within, the soul is lost. The 
Shugenja can return from the jar to his own body 
whenever desired, thus ending the spell.

Massmorph
Spell Level:	 Sh4
Range: 		 240 ft
Duration: 	 Until negated or dispelled

One hundred or fewer man-sized creatures are 
changed to appear like innocent trees. The illu-
sion is so perfect that creatures moving through 
the “forest” will not detect the deception.

Neutralize Poison
Spell Level: 	 So4
Range: 		 Referee’s discretion
Duration: 	 10 minutes

This spell counteracts poison, but does not bring 
the dead back to life.

Passwall
Spell Level: 	 Sh5
Range: 		 30 ft
Duration: 	 30 minutes (3 turns)

This spell creates a hole through solid rock. The 
hole or tunnel is up to 10 feet deep, and is large 
enough for the passage of a man.

Phantasmal Force
Spell Level: 	 Sh2
Range: 		 240 ft
Duration: 	 Until negated or dispelled

This spell creates a realistic illusion in the sight of 
all who view it.  The illusion disappears when it 
is touched, but if the viewer believes the illusion 
is real, he can take damage from it.

Plant Growth
Spell Level:	 Sh4
Range: 		 120 ft
Duration: 	 Permanent until dispelled

Up to 300 sq ft of ground can be affected by this 
spell; undergrowth in the area suddenly grows 
into an impassable forest of thorns and vines. The 
caster can decide the shape of the area to be en-
chanted. An alternate version (Referee’s decision) 
would allow the spell to affect an area of 300x300 
ft, for a total of 90,000 sq ft.
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Polymorph
Spell Level:	 Sh4
Range: 		 See Below
Duration: 	 See Below

The caster must announce which of the two op-
tions are being cast.

The caster assumes the form of any object or 
creature, gaining the new form’s attributes (the 
use of wings, for example), but not its hit points 
or combat abilities. The Referee might allow the 
benefit of the new form’s armor class, if it is due 
to heavily armored skin. A great deal of the spell’s 
effect is left to the Referee to decide. This form of 
the spell lasts for roughly one hour plus one ad-
ditional hour for each level of the caster.

Alternately, this spell allows the caster to turn an-
other being into a different type of creature (such 
as a dragon, a garden slug, and of course, a frog 
or newt). The polymorphed creature gains all 
the abilities of the new form, but retains its own 
mind and hit points. Used in this way, the range 
on this spell is 60 ft. This form of the spell lasts 
until dispelled.

Protection From Chaos (Law) I
Spell Level:	 So1, Sh1
Range: 		 Caster only
Duration: 	 2 hours (So), 1 hour (Sh)

Creates a magical field of protection around the 
caster to block out all chaotic monsters, who suf-
fer a -1 penalty to-hit the caster, and the caster 
gains +1 on all saving throws against such attacks.

The opposite spell, Protection from Law, does the 
same thing except that lawful creatures suffer the 
-1 penalty. 

Protection From Chaos (Law) II
Spell Level:	 So4, Sh3
Range: 		 10 ft radius around caster
Duration: 	 2 hours

The spell has the same effect as Protection From 
Chaos I, except that its effect covers an area rath-
er than an individual.

The opposite spell, Protection from Law II, does 
the same thing, except that lawful creatures suffer 
the -1 penalty. 

Protection From Normal Missiles
Spell Level: 	 Sh3
Range: 		 30 ft
Duration: 	 2 hours

The recipient becomes invulnerable to small non-
magical missiles. Only those missiles projected 
by normal men and/or weapons are affected.

Purify Food and Drink
Spell Level: 	 So1
Range: 		 Close/Touch
Duration: 	 Immediate

Enough food and water for up to a dozen people 
is made pure, removing spoilage and poisons.

Raise Dead
Spell Level:	 So5
Range: 		 Line of sight
Duration: 	 See Below

Raise Dead allows the Sohei to raise a corpse 
from the dead, provided it has not been dead too 
long. The normal time limit is 4 days, but for 
every caster Level higher than 8th, the time limit 
extends another 4 days. Characters with low con-
stitution might not survive the ordeal; and even 
for those with a strong constitution, a period of 
two weeks is required before they can function 
normally. This spell only functions on races that 
can be used for player characters.
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Read Languages
Spell Level: 	 Sh1
Range: 		 Reading distance
Duration: 	 1 or two readings

This spell allows the caster to read directions, in-
structions, and similar notations that are written 
in unfamiliar or even unknown languages. It is 
especially useful for treasure maps.

Read Magic
Spell Level:	 Sh1
Range: 		 Caster only
Duration: 	 2 scrolls or other writings

This spell allows the caster to read magical writ-
ings on items and scrolls. Magical writing cannot 
be read without the use of this spell.

Remove Curse
Spell Level: 	 So3, Sh4
Range: 		 Close/Touch
Duration: 	 Immediate

This spell removes one curse from a person or 
object.

Sleep
Spell Level: 	 Sh1
Range: 		 240 ft
Duration: 	 Referee’s discretion

This spell puts enemies into an enchanted slum-
ber (a saving throw is permitted). It affects crea-
tures based on their hit dice.

Table 24: Affected by Sleep

Victim’s HD Number Affected

Less than 1 to 1+ 2d6+3
1+ to 2 2d6

3+ to 4+1 1d6

Speak with Animals
Spell Level:	 So2
Range: 		 30 ft
Duration: 	 6 turns

The caster can speak with animals within range. 
There is a chance that the animals will assist him, 
and they will not attack him or his party (unless 
he’s got something particularly offensive to say).

Speak with Plants
Spell Level:	 So4
Range: 		 30 ft
Duration: 	 6 turns

The caster can speak to and understand the re-
plies of plants. Plants will obey his commands as 
far as they are able (e.g. twisting or bending aside 
to ease his passage).

Sticks to Snakes
Spell Level: 	 So4
Range: 		 120 ft
Duration: 	 1 hour

The caster may turn as many as 2d8 normal sticks 
into snakes, each one having a 50% chance of be-
ing venomous. The snakes follow his commands, 
but turn back into sticks at the end of the spell 
(or when killed).

Telekinesis
Spell Level: 	 Sh5
Range: 		 120 ft
Duration: 	 6 turns (1 hour)

The caster can move objects using mental pow-
er alone. The amount of weight he can lift and 
move is 20 pounds per level
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Teleport
Spell Level:	 Sh5
Range: 		 Touch
Duration: 	 Instantaneous

This spell transports the caster or another person 
to a destination that the caster knows (at least 
knowing what it looks like from a painting or 
a map). Success depends on how well the caster 
knows the targeted location:

If the caster has only seen the location in a pic-
ture or through a map (i.e., his knowledge is not 
based on direct experience), there is only a 25% 
chance of success, and failure means death. 

If the caster has seen but not studied the location, 
there is a 20% chance of error. If there is an error, 
there is a 50% chance that the traveler arrives low, 
1d10 x10 ft below the intended location (with 
death resulting from arrival within a solid sub-
stance). If the error is high (over the 50% chance 
for a “low” arrival), the traveler arrives 1d10 x10 
ft over the targeted location—probably resulting 
in a deadly fall. 

If the caster is familiar with the location, or has 
studied it carefully, there is only a 5% chance of 
error—a 1 in 6 chance of teleporting low—or 
else high. In either case, the arrival is 1d4 x10 ft 
high or low.

Transform
Spell Level:	 Sh5
Range: 		 120 ft
Duration: 	 3d6 days, or spell reversal

This spell transforms rock (and any other form 
of earth) into mud, or mud to rock. An area of 
roughly 300x300 ft becomes a deep mire, reduc-
ing movement to 10% of normal.

Wall of Defense I
Spell Level:	 Sh4
Range: 		 60 ft
Duration: 	 Concentration

The caster must announce which of the two op-
tions are being cast:

1.	 The caster conjures a wall of fire that flares 
into being and burns for as long as the caster 
concentrates upon it. Creatures with 3 or 
fewer hit dice cannot pass through it, and 
no creature can see through it to the other 
side. Passing through the fire inflicts 1d6 hit 
points of damage (no saving throw) and un-
dead creatures sustain twice the normal dam-
age. The caster may choose to create a straight 
wall 60 ft long and 20 ft high, or a circular 
wall with a 15 ft radius, also 20 ft high.

2.	 The other option is that the caster conjures 
up a wall of ice, six feet thick. The caster may 
choose to create a straight wall 60 ft long and 
20 ft high, or a circular wall with a 15 ft radi-
us, also 20 ft high. Creatures with 3 or fewer 
hit dice cannot affect the wall, but creatures 
of 4+ hit dice are able to smash through it, 
taking 1d6 points of damage in the process. 
Creatures with fire-based metabolisms take 
2d6 instead of the normal 1d6. Fire spells 
and magical effects are negated in the vicinity 
of the wall.



27

CHAPTER 5: Spells

Wall of Defense II
Spell Level:	 Sh5
Range: 		 60 ft
Duration: 	 2 hours (iron) 
		  or Permanent (stone)

The caster must announce which of the two op-
tions are being cast:

1.	 The caster conjures an iron wall from thin air. 
The wall is 3 inches thick, with a surface area 
of 1,000 sq ft.

2.	 The other option is for the caster to conjure 
a wall of stone 2 inches thick, with a surface 
area of 1,000 sq ft.

In both options, the caster might choose to make 
the wall 50 ft long (in which case it would be 20 
ft tall), or 100 ft long (10 ft tall).

Water Breathing
Spell Level:	 Sh2
Range: 		 30 ft
Duration: 	 2 hours

This spell grants the ability to breathe underwa-
ter until the spell’s duration expires.

Web
Spell Level:	 Sh2
Range: 		 30 ft
Duration: 	 8 hours

Fibrous, sticky webs fill an area up to 10x10x20 
ft. It is extremely difficult to get through the mass 
of strands—it takes one turn if a torch and sword 
(or a flaming sword) are used, and creatures larg-
er than a horse can break through in 2 turns. Hu-
mans take longer to break through—perhaps 3–4 
turns or longer at the Referee’s discretion. 

Wizard Eye
Spell Level: 	 Sh4
Range: 		 240 ft
Duration: 	 1 hour

The caster conjures up an invisible, magical “eye,” 
that can move a maximum of 240 ft from its cre-
ator. It floats along as directed by the caster, at a 
rate of 120 ft per turn (12 ft per minute).

Wizard Lock
Spell Level: 	 Sh2
Range: 		 Close
Duration: 	 Permanent until dispelled

As with a hold portal spell, but it is permanent 
until dispelled. Creatures with magic resistance 
can shatter the spell without effort. Any Shugenja 
three levels or higher than the caster can open 
the portal, and a Knock spell will open it as well 
(although the spell is not permanently destroyed 
in these cases).

End of Player’s Section
This concludes the player’s guide to RUINS & 
RONIN. Players don’t need to read any further to 
be able to play the game.

Please review the information provided up until 
this point before you begin gaming. Invite some 
friends along, and have fun!
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Information for the Referee
Exactly how you portray the Asian-styled world 
of Ruins & Ronin is mainly up to you.  Just as 
Western-type fantasy takes place in other worlds, 
you’re not at all limited to placing your Ruins & 
Ronin setting on an island chain like Japan.  This 
setting might be a whole world with vast forests 
and undiscovered wilderness.  Western fantasy 
tends to spread out the distances between settled 
lands and ignore any features of historical me-
dieval culture that might get in the way of good 
gaming.  So feel free to have competing empires 
or no emperor at all – feel free to ignore the rigid 
social structures of medieval Japanese society – 
above all, cut loose with your imagination!

RUINS & RONIN operates in the realm of Asian 
folklore, which is a bit different from the Tolk-
ien-powered fantasy that has dominated role-
playing games.  The presence of a spirit-world is 
very strong, and the game’s magic and monsters 
reflect this.

Running a game of RUINS  & RONIN is a lot easier 
than running most other RPGs, simply because 
there aren’t many rules, and your discretion over-
rides them anyway. 

Most situations are handled by your com-
mon sense decisions about what would happen 
next. If you know that a bunch of zombies are 
around the corner, and the players decide not to 
go around that corner, it’s up to you whether it 
makes sense for the zombies to come out and at-
tack, or whether their orders are simply to stay 
where they are. If a player decides that his char-
acter jumps through a wall of fire, and there are 
several bottles of flammable oil in his backpack, 
it’s up to you to decide whether they explode or 
whether the bottles are sealed well enough to sur-
vive a couple of seconds in the wall of fire. This 
means that you have to make up a lot on the spot. 
If you’re not a good storyteller, and you’re not up 
to doing a lot of creative thinking on the fly, you 
might do better with a game that provides more 

rules and more guidance for every little situation 
that might arise. But if you’re a good storyteller, 
creative and fair, RUINS  & RONIN’S small, spar-
tan, rule-set frees up your creativity to create a 
fantasy roleplaying experience completely dif-
ferent from the type of game that depends on a 
multitude of rules.

RUINS  & RONIN also frees up your creativity 
in terms of customizing the game. You can add 
house rules wherever you want to without acci-
dentally messing up something else buried in the 
rules of a more complex game. If you want to use 
critical hits and fumbles in the game, add ‘em 
in. You won’t break anything because there’s not 
much to break.

The rest of the book contains information for the 
following aspects of the RUINS  & RONIN game:

•	 Designing an Adventure
•	 Creating a Campaign
•	 Experience Points
•	 Monsters 
•	 Treasure

Designing an Adventure
Basically, the “adventure” is just the setting for 
the game, usually a map and your notes about 
certain locations on the map. As the players tell 
you where their characters go and what they do, 
you’re referring to the map and your notes to 
describe what happens as a result. Don’t try to 
plan for all contingencies—it’s guaranteed that 
the players will do something unexpected during 
the adventure, and you’ll just have to roll with it, 
thinking on your feet and making up new things 
as you go. Just as you challenge the players with 
the adventure, they’ll challenge you to keep up 
with their collective creativity.

Creating a Campaign
A campaign is the world beyond the adventure, 
the cities and forests and coastlines and kingdoms 
of the fantasy world. 
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The players will almost certainly want their char-
acters to explore wildernesses, visit cities, and do 
all sorts of things in the fantasy world. At the be-
ginning of the game, you might want to sketch 
out a map of a single village (as a starting point) 
and some of the surrounding area. (The location 
of the first adventure—a dark forest—perhaps?) 
As players move their characters around from ad-
venture to adventure, you can expand the little 
map into an entire fantasy world—with conti-
nents, kingdoms, and great empires at your dis-
posal.

Experience Points
The player’s section of these rules gives some in-
formation about gaining XP. Most XP are award-
ed for Treasure and Monster kills, but there are 
more options a Referee can consider. For exam-
ple:

•	 Active participation in the campaign could 
earn a player XP for each hour of real-time 
play.

•	 Casting a spell, finding a hidden door, dis-
arming a trap, figuring out a puzzle, aiding 
an ally, etc.  could earn a player XP.

•	 A particularly clever solution or epic victory 
could earn double the normal XP amount, 
while an abysmal failure could merit half.

Some Referees make all earned XP a part of a 
community total to be divided evenly, since not 
all characters have the same opportunities in a 
given adventure. Others prefer a more competi-
tive game, whereby each player earns XP accord-
ing to individual accomplishment.

This is simply a decision each individual Referee 
will have to make for their own games.
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Monsters
Some creatures may have “magic resistance.” The 
given percentage chance is the likelihood that 
any magic used against the creature (other than 
weapon bonuses) will fail to take effect. Roll a 
d100, and the magic will fail if the result is less 
than the given percentage.

There’s not a lot of detail given about the mon-
sters, because the more detail given, the more 
your own mental image of the fantasy world is 
going to be locked into a single track. We’re not 
going to say that giant ants are red, nocturnal, 
three feet long, and fond of eating elves. Because 
in your mind, they might be blue, diurnal, five 
feet long, and eat only plants unless they’re at-
tacked. Details about monsters toss roadblocks 
in front of your imagination. Yes, details can also 
inspire the imagination, but we’re making the as-
sumption that if you’re interested in fantasy gam-
ing in the first place, you’ve got a good imagina-
tion that doesn’t need details about the size of a 
giant ant.

Monster “to-hit” Rolls
If you’re using the Ascending System AC, mon-
sters roll a d20 to attack, add their Hit Dice to 
the number (maximum bonus of +15), and if the 
result is equal to or higher than the defender’s 
AC, the attack hits and does damage.

If you’re using the Standard AC System, mon-
sters roll a d20 to attack, add their hit dice to the 
number (maximum bonus of +15), and the die 
roll is compared to the table below. If the attack 
roll is equal to or higher than the number on the 
table, the attack hits and does damage.

Table 25: Monster Attack Table (Standard AC)

AC Roll To Hit

+9 10
+8 11
+7 12
+6 13
+5 14
+4 15
+3 16
+2 17
+1 18
+0 19
-1 20
-2 21
-3 22
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Ao-Nyobo (Blue Wife)
Armor Class:	 5[14]
Hit Dice:	 4
Attacks:	 claw (1d6)
Special:		 paralyzing touch
Move:		  14 / fly 9
HDE/XP: 	 6/400

This female ghoul-creature can be found lurk-
ing in the ruins of old castles, she resembles an 
old courtly lady with blue skin, blackened teeth, 
and no eyebrows. As with ghouls and ghasts, a hit 
from the Ao-nyobo causes paralysis if the victim 
fails a saving throw. The Ao-nyobo is capable of 
flight and prefers to ambush victims from above 
- often hiding in the rafters of half-ruined build-
ings to swoop down upon the unsuspecting. In 
the outdoors, an Ao-nyobo will often chase down 
any escaped prey in a relentless, airborne hunt. 
Ao-nyobo are turned as ghasts.

Awabi (Sea Demon)
Armor Class:	 6[13]
Hit Dice:	 2+1
Attacks:	 claw (1d6)
Special:		 breathe underwater
Move:		  12 / swim 18
HDE/XP:	 2/30

Awabi are sea demons that live in salt water and 
prey on fishermen. They are evil and live in un-
derground sea caves guarded by sharks. They 
gather large sea shells which are used to house 
their precious jewels. They appear as fishmen 
with webbed feet and hands that end in terrible 
claws.

Aka-Name
Armor Class:	 6[13]
Hit Dice:	 1+1
Attacks		 tongue lash (1d6)
Special:		 disease
Move:		  12
HDE/XP:	 2/30

These long-tongued creatures, whose name 
means “filth licker”, live near wherever human 
waste might be found, for that is their suste-
nance. Aka-name travel in nocturnal packs and 
are remarkably territorial. In combat Aka-name 
fight like a mob using ferocious animalistic cun-
ning. They prefer to concentrate on one foe at a 
time using their long tongues as whips to slash, 
disarm or trip their enemy. The tongue of an 
Aka-name does an extra point of damage against 
targets who are not wearing at least 3 points of 
woth of armor. The filthy lifestyle of Aka-Name 
makes them the perfect disease carrier; anyone 
wounded by a Aka-name must make a Saving 
Throw after the battle or contract a disease. The 
major symptom is a fever that puts the character 
out of action for a number of days equal to the 
HP lost fighting the creatures.

Ants, Giant
Armor Class:	 3[16]
Hit Dice:	 2,3,or 10
Attacks: 	 bite (1d6)
Special:		 none
Move:		  18 (queen 3)
HDE/XP:	 2/30, 3/60, or 8/800

Giant ants live in vast subterranean hives tun-
neled  through soil and even stone. A hive can 
hold as many as 100 ants, in a worker-to-warrior 
ratio of 1:5.  The queen of a giant ant colony is 
larger, tougher, and slower than the average giant 
ant.
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Azuki-Arai
Armor Class:	 5[14]
Hit Dice:	 4+1
Attacks:	 touch (1d4+special)
Special:		 immune to normal 			 
		  weapons, paralysis
Move:		  12 / swim 12
HDE/XP:	 6/400

The Azuki-arai are a race of diminutive canni-
balistic ghosts, who feed on azuki beans when 
there is no human flesh to be found. They can 
sometimes be heard by riversides in the forest, 
washing their beans and singing their traditional 
ditty: “Azuki togou ka, hito totte kuou ka? shoki 
shoki.” (Shall I wash my beans, or shall I get a 
person to eat? Wash, wash.”) They appear as tiny 
old men with yellow eyes, carrying buckets of 
azuki beans, and they attack to paralyse. Victims 
are then eaten alive.

Bakemono-Toro
Armor Class:	 4[15]
Hit Dice:	 3
Attacks:	 katana (1d6+1) or claw (1d6)
Special:		 surprise attack, magic 			 
		  resistance (10%)
Move:		  12
HDE/XP:	 4/120

Bakemono-Toro are slow-witted humanoid gob-
lins with warty skin. They have the power to take 
on the appearance of a single large object made 
of stone, usually a stone lantern. When in stone-
form their are indistinguishable from the real 
item without the use of magic. The transforma-
tion from stone to goblin takes less than a sec-
ond, so the Bakemono-toro can often make their 
first attack with complete surprise. When killed 
they revert back to their stone item form (along 
with all their equipment) and it will show the 
damage caused by the killing blow. Bakemono-
Toro are immune to all spells and powers who 
would change their shape, as well as all forms of 
petrification. 

Banshees
Armor Class: 	 0[19]
Hit Dice:	 7
Attacks:	 claw (1d6)
Special:		 see description
Move:		  6
HDE/XP:	 3/60

Banshees are horrid fey (or undead) creatures that 
live in swamps and other desolate places. Magic 
or silver weapons are required to hit Banshees, 
they have a magic resistance of 49%, and are im-
mune to enchantments. Their shriek (once per 
day) necessitates a saving throw versus death or 
the hearer will die in 2d6 rounds. 

They can travel over water and other terrain as if 
it were land, but crossing running water causes it 
to lose its magic resistance for 3d6 hours. They 
often wear hooded cloaks. At the Referee’s discre-
tion, such creatures might be undead rather than 
faerie-folk, and are considered Type 9 undead for 
turning purposes.

Bats, Giant
Armor Class:	 7[12]
Hit Dice:	 4
Attacks:	 bite (1d6)
Special:		 none
Move:		  4 / fly 18
HDE/XP:	 5/240

These massive, man-sized cousins of the bat do 
not suck blood, but their bite is nonetheless 
deadly.
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Beetles, Giant Fire
Armor Class: 	 4 [15]
Hit Dice:	 1+3
Attacks:	 bite (1d6-1)
Special:		 none
Move:		  12
HDE/XP:	 1/15

A giant fire beetle’s oily light-glands glow a red-
dish hue, and continue to give off light for 1d6 
days after they are removed (shedding light in a 
10 ft radius).

Black Puddings
Armor Class: 	 6 [13]
Hit Dice:	 10
Attacks:	 strike (2d6)
Special:		 acidic
Move:		  6
HDE/XP:	 11/1700

Black puddings are amorphous globs with an 
acidic surface. Any weapon or armor contacting 
a black pudding will be eaten away by the acid as 
follows: weapon (1 hit by weapon), lesser armor 
(1 hit by pudding), o-yori (2 hits by pudding). If 
a weapon or armor is magical, it can take an ad-
ditional hit per +1 before being dissolved. They 
are immune to cold, and divide when attacked 
by lightning.

Blink Dogs
Armor Class: 	 5 [14]
Hit Dice:	 6
Attacks:	 bite (1d6)
Special:		 teleport
Move:		  12
HDE/XP:	 4/240
Blink dogs are pack hunters, intelligent and usu-
ally friendly to those who are lawful. They can 
teleport short distances (without error) and at-
tack in the same turn - in most cases (75%) a 
blink dog will be able to teleport behind an op-
ponent and attack from the rear (with bonuses).

Boars, Wild
Armor Class: 	 7[12]
Hit Dice:	 3+3
Attacks:	 gore (1d6)
Special:		 continues attacking 2 			 
		  rounds after death.
Move:		  15
HDE/XP:	 3/120

Boars continue to attack for two rounds after 
they are actually killed before they drop dead. 

Bugbears
Armor Class: 	 5 [14]
Hit Dice:	 3+1
Attacks:	 weapon or bite (1d6)
Special:		 surprise opponents (on 1–3)
Move:		  9
HDE/XP:	 3/120

These large, hairy, goblin-like humanoids are 
stealthier than their size would suggest, almost 
always getting the chance to surprise even alert 
opponents with a roll of 1–3 on a d6 (50%).

Centipedes, Giant 
Armor Class: 	 9 [10], 5 [14], 0 [20]
Hit Dice:	 (1d2 HP), 2, 4
Attacks:	 bite: 0, 1d6-1, 1d6+1
Special:		 poison (save): +4, +6, +4
Move:		  13, 15, 18
HDE/XP:	 2/30, 4/240, 6/400

Small: Giant lethal centipedes of the small size 
inflict a lethal amount of poison with a +4 modi-
fier to opponent’s saving throw, but inflict no 
damage if the saving throw is successful.

Medium: This man-sized giant centipede is a 
deadly predator with armored segments, a deadly 
bite, and a lethal (though relatively weak) poison.

Large: A twenty-foot long horror of chitin, mul-
tiple legs, and clashing pincers dripping with 
venom.
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CONSTRUCTS
Constructs are man-shaped creatures built to 
serve their masters, usually powerful wizards or 
high priests. They are often used as guardians. 
Constructs cannot be hit with non-magical weap-
ons, and are immune to the sorts of spells used to 
create them (Iron Constructs being immune to 
fire, for instance). You can find the details in the 
specific monster descriptions.

Constructs, Flesh
Armor Class: 	 9 [10]
Hit Dice:	 12
Attacks:	 fist (2d6+2)
Special:		 See Below
Move:		  8
HDE/XP:	 12/2000

A creation stitched together from human limbs 
and other parts, like a Frankenstein monster. 
Damage inflicted by lightning heals the Con-
struct, and it is slowed by fire and cold spells. No 
other type of spell than lightning, fire, or cold 
affects a flesh Construct. Only +1 or better magic 
weapons can harm a flesh Construct.

Constructs, Iron
Armor Class: 	 3 [16]
Hit Dice:	 13
Attacks:	 weapon or fist (4d6+4)
Special:		 see Below
Move:		  6
HDE/XP:	 17/3500

Iron Constructs are huge moving statues of iron. 
They can breathe a 10 ft radius cloud of poison 
gas as well as attacking with great power. Weap-
ons of +2 or less do not affect them. These hulk-
ing statues are slowed by lightning spells, but fire-
based spells actually restore hit points to them. 
No other type of spell affects them.

Constructs, Stone
Armor Class: 	 5 [14]
Hit Dice:	 16
Attacks:	 fist (3d6)
Special:		 see Below
Move:		  6
HDE/XP:	 16/3200

Stone Constructs are massive stone statues ani-
mated by very powerful magics (much more 
than just animate object, in other words). They 
are slowed by fire spells, and damaged/healed by 
rock to mud spells and the reverse. Spells that af-
fect rock (and fire spells) are the only magic that 
affects them. They can only be hit by +2 or better 
weapons.

DEMONS
Demons are creatures of the lower planes of ex-
istence, but they are occasionally encountered in 
places where they have been enslaved to serve as 
guardians by powerful Magic-users or evil priests. 
The more intelligent varieties might also be in-
terrupted while carrying out plots of their own. 
There is no meaningful game distinction between 
demons and devils; all are creatures of the lower 
planes.

Demon, Greater
Armor Class: 	 2 [17]
Hit Dice:	 9
Attacks:	 sword (1d6+2) or whip (1d6 spe-
cial)
Special:		 see below
Move:		  6 / flying 15
HDE/XP:	 10/1400

These powerful demons somewhat resemble vast 
oxen  with great, spreading bat-wings; they burn 
with the fires of hell and are wreathed in flame. 
The spells of casters below 6th level do not affect 
them, and against higher-level spell casters they 
are yet 75% immune to all spells. In combat, a 
greater deamon uses whip and sword; the whip 
can be used to reach great distances—on a suc-
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cessful hit the victim is pulled close to the demon 
and burned by the fires of the demon’s body (3d6 
hit points). A Greater Demon could be forced or 
tricked into the service of a powerful wizard, but 
the risk would be immense.

Demon, Lesser
Armor Class: 	 2 [17]
Hit Dice:	 3
Attacks:	 claw (1d3)
Special:		 regenerate (1 HP/round)
Move:		  3
HDE/XP:	 4/120

Lesser Demons are vaguely humanoid, but their 
flesh is mud-like, shifting and soft upon their 
horrible bodies. Lesser Demons are lower forms 
of demons, the fleshly manifestations of damned 
souls. These demons can only be permanently 
destroyed by sprinkling their disgusting bodies 
with holy water.

Doppelgangers
Armor Class: 	 5 [14]
Hit Dice:	 4
Attacks:	 claw (1d6)
Special:		 see below
Move:		  9
HDE/XP:	 5/240

A doppelganger can change its form to resemble 
the physical appearance (including clothing and 
gear) of any person. These creatures are immune 
to sleep and charm, and are considered magic 
resistant for purposes such as breaking through 
wizard locks and similar spells. They have a very 
good saving throw (+5) against magic of all kinds.

DRAGONS
All dragons have a breath weapon of some kind, 
which can be used three times in a day. The Ref-
eree chooses when a dragon will use the breath 
weapon, or may roll a 50% chance in any given 
round.

Do not roll hit points for dragons as normal. In-
stead, determine the age category of the dragon, 
and that will tell you both the dragon’s hit points 
per die and how many points of damage per hit 
die the dragon’s breath inflicts:

•	 Very young dragon: 1 hit point per hit die, 1 
hit point per die inflicted by breath weapon.

•	 Young: 2 hit points per hit die, 2 hit points 
per die inflicted by breath weapon.

•	 Immature: 3 hit points per hit die, 3 hit 
points per die inflicted by breath weapon.

•	 Adult: 4 hit points per hit die, 4 hit points 
per die inflicted by breath weapon.

•	 Old: 5 hit points per hit die, 5 hit points per 
die inflicted by breath weapon.

•	 Very Old (100 years old): 6 hit points per hit 
die, 6 hit points per die inflicted by breath 
weapon.

•	 Aged (100-400 years old): 7 hit points per 
die, 7 hit points per die inflicted by breath 
weapon.

•	 Ancient (400+ years old): 8 hit points per 
die, 8 hit points per die inflicted by breath 
weapon.

Note that dragons, while they are dangerous op-
ponents, are not by any means invincible. In a 
medieval-type fantasy world, dragons are a com-
mon problem rather than a godlike creature of 
legend—so the statistics for dragons reflect a 
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deadly but not mythical foe. The Referee is, of 
course, free to create stats for a more “mythical” 
conception of dragons. Since dice aren’t rolled for 
dragon hit points, it is possible for a truly mythi-
cal dragon to have more “numbers” per die than 
it’s actually possible to roll on a hit die.

Breath weapons come in three different types: 

1.	 A cloud-shape for gaseous exhalations.
2.	 A cone shape for fiery-type breath.
3.	 A line for spitting dragons. The dimensions 

of a dragon’s breath differ according to the 
dragon’s type.

Dragon, Black
Armor Class: 	 2 [17]
Hit Dice:	 6–8
Attacks:	 claw (1d6), bite (2d6)
Special:		 spits acid
Move:		  12  / flying 24
HDE/XP:	 8/800, 9/1100, 10/1400

Black dragons spit a deadly, corrosive acid rather 
than breathing fire. The acid covers everything in 
a line 5 ft wide and 60 ft long.

Dragon, Blue
Armor Class: 	 2 [17]
Hit Dice:	 8–10
Attacks:	 claw (1d6), bite (3d6+3)
Special:		 spits lightning
Move:		  12 / flying 24
HDE/XP:	 10/1400, 11/1700, 12/2000

Blue dragons spit a blast of electric lightning in 
a line 5 ft wide and 100 ft long, affecting every-
thing in its path. A saving throw indicates half 
damage.

Dragon, Green
Armor Class: 	 2 [17]
Hit Dice:	 7–9
Attacks:	 claw (1d6), bite (2d6+2)
Special:		 breathes poisonous gas
Move:		  12 / flying 24
HDE/XP:	 9/1100, 10/1400, 11/1700

Green dragons breathe a cloud of poisonous gas, 
50 ft in diameter. A successful saving throw indi-
cates half damage.

Dragon, Red
Armor Class: 	 2 [17]
Hit Dice:	 9–11
Attacks:	 1 claw (1d6), bite (3d6+6)
Special:		 breathes fire
Move:		  12 / flying 24
HDE/XP:	 11/1700, 12/2000, 13/2300

Red dragons are the fire-breathing wyrms of leg-
end. They breathe fire in a cone-shape 90 ft long 
and roughly 30 ft wide at the base.

Dragon, White
Armor Class: 	 2 [17]
Hit Dice:	 5–7
Attacks:	 1 claw (1d6-1), bite (2d6+2)
Special:		 breathes cold
Move:		  12 / flying 24 
HDE/XP:	 7/600, 8/800, 9/1100

White dragons are usually found in cold regions, 
where they can camouflage themselves in ice and 
snow, lying in wait for prey. They breathe a cone 
of intensely cold air and frost, with a length of 70 
ft and a base of 30 ft.



37

CHAPTER 7: Monsters

ELEMENTALS
Elementals are living manifestations of the basic 
forms of matter; earth, air, fire, and water. They 
are usually summoned from their native planes of 
existence to do the bidding of a powerful wizard. 
These beings can also be “chained” within objects 
or structures to give the objects magical proper-
ties. Elementals are barely intelligent at all, but 
they are as powerful as the forces of nature that 
they actually are.

Elemental, Air
Armor Class: 	 2 [17]
Hit Dice:	 8, 12, 16
Attacks:	 strike (2d6)
Special:		 whirlwind
Move:		  flying 36
HDE/XP:	 9/1100, 13/2300, 17/3400

Air elementals can turn into a whirlwind of air 
with a diameter of 30 ft, hurling any creature of 
1 HD or less for great distances (almost certainly 
killing them). Elemental whirlwinds are approxi-
mately 100 ft high.

Elemental, Earth
Armor Class: 	 2 [17]
Hit Dice:	 8, 12, 16
Attacks:	 fist (3d6)
Special:		 tear down stone
Move:		  6
HDE/XP:	 9/1100, 13/2300, 17/3400

Earth elementals are hulking man-shapes of rock 
and earth. They batter opponents with their great 
fists, although damage is reduced by 1d6 if the 
opponent is not standing upon earth or rock. 
Earth elementals can tear apart stone structures, 
able to rip down even a castle wall in a matter of 
1d4+4 rounds (minutes).

Elemental, Fire
Armor Class: 	 2 [17]
Hit Dice:	 8, 12, 16
Attacks:	 strike (2d6)
Special:		 ignite materials
Move:		  12
HDE/XP:	 9/1100, 13/2300, 17/3400

Fire elementals are formless masses of flame, per-
haps with a vaguely human shape. Their attacks 
cause flammable materials to ignite if the mate-
rial fails a saving throw (as determined by the 
Referee).

Elemental, Water
Armor Class: 	 2 [17]
Hit Dice:	 8, 12, 16
Attacks:	 strike (3d6)
Special:		 can overturn ships
Move:		  6 / swim 18
HDE/XP:	 9/1100, 13/2300, 17/3400

Water elementals cannot move more than 60 ft 
from a large body of water, and their damage is 
reduced by 1d6 if the opponent is not standing 
in water (or swimming, etc). These powerful be-
ings can overturn small boats, and can overturn 
a ship if given 1d4+4 rounds to work at it. On 
water, they can attack ships, battering them to 
pieces within one hour if not prevented or dis-
tracted.
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Fox Monks
Armor Class:	 7[12]
Hit Dice:	 2+3
Attacks:	 strike (1d3+stunned)
Special:		 spells, monkish-strike
Move:		  15
HDE/XP:	 3/60

The Fox Monk is a short fox-like humanoid, 
garbed in a shabby, quilted robe and bearing only 
a begging bowl and walking stick. Fox monks 
have taken vows of poverty and transience; they 
rely upon charity for food and somewhere to 
sleep, never staying in one area for more than 
a few days. They may defend themselves with a 
bite (1d4 damage), or in unarmed combat. A fox 
monk’s strike causes the target’s nervous system 
to spasm, causing him to drop any items held 
and move at half normal speed for 1d4 rounds 
(saving throw negates). Fox monks may also fore-
go all attacks to perform dodging leaps, causing 
enemies to attack at -3 to hit. Lastly, a fox monk 
can cast Protection from Chaos and Purify Food 
and Drink once per day. Despite their vows, 
these pious beggars are considered troublemakers 
by most civilized folk.

GAKI (HUNGRY SPIRITS)
Gaki are the undead spirits of the wicked dead 
turned into horrible monsters for their horrid 
sins. The precise nature of the crimes committed 
by the Gaki in life determines their type, 3 kinds 
are commonly known but they may be more. 
These creatures are always hungry and thirsty 
and their needs compel them to commit evil acts 
Despite being spirits Gaki have a material form 
however they can only be harmed by magical 
weapons. 

All forms of Gaki have the powers to turn invis-
ible and walk across walls which can be used up 
to 3 times every 24 hours. 

Jiki-Ketsu-Gaki
Armor Class: 	 1[18]
Hit Dice:	 8
Attacks:	 claw or bite (1d6)
Special:		 blood drain, immune to 		
		  normal weapons, fire & cold, 		
		  invisibility, regenerate, 			
		  undead, walk through walls
Move:		  12
HDE/XP:	 15/2,900

Always found alone, this gaunt humanoid with 
sharp fangs and clawed hands is the most feared 
variety of Gaki. A vampire driven to consume the 
blood of human victims. If a bite is successful 
the Jiki-Ketsu remains gripped to the victim au-
tomatically draining 1d6 Hit Points of blood per 
round not letting go until the victim is slain or it 
is destroyed.

Jiki-Ketsu-Gaki regenerate 1 HP per round and 
are immune to fire and cold-based attacks. 

Jiki-Niku-Gaki
Armor Class: 	 5[14]
Hit Dice:	 3
Attacks:	 claw or bite (1d6)
Special:		 invisibility, regenerate, 			
		  undead, walk through walls
Move:		  12
HDE/XP:	 6/400

These beings appear identical to Jiki-Ketsu but 
are found in groups and lack some of the powers 
of that variety. They eat human flesh rather than 
drink blood and seek to slay and carry their vic-
tims away to consume at their leisure. Graveyards 
and lonely roads or trails are associated with this 
creatures.  
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Shikki-Gaki
Armor Class: 	 3[16]
Hit Dice:	 5
Attacks:	 claw (1d6)
Special:		 disease, immune to normal 		
		  weapons, invisibility, 			 
		  regenerate, undead, walk 		
		  through walls
Move:		  12
HDE/XP:	 10/1,400

These Gaki are pockmarked by disease and de-
cay. Any creature struck by one must make a Sav-
ing Throw or contract a deadly fever. The fever 
manifests in 2d6 turns with delirium and intense 
chills. The affected person can stumble about but 
is unable to fight or casts spells.

The disease lasts 1d4+1 days during which the 
person does not heal naturally and loses 1 Hit 
Point per hour. Healing spells will not work and 
a there is only a 50% chance Cure Disease spells 
from any caster will be effective, no matter how 
many castings are attempted. A Remove Curse 
spell stops the hourly HP loss but the fever will 
still lasts the normal number of days.  

Gelatinous Cubes
Armor Class: 	 8 [11]
Hit Dice:	 4
Attacks:	 attack (2d6-2)
Special:		 paralysis, lighting and cold 		
		  immunity
Move:		  6
HDE/XP:	 5/240

Gelatinous cubes are semi-transparent cubes 
that slosh through subterranean passages, en-
gulfing debris and carrion to digest. Their entire 
substance is acidic: if the cube hits successfully, 
the victim must make a saving throw or become 
paralyzed (6 turns) for the cube to devour. Most 
gelatinous cubes contain various metallic trea-
sures or gems that they have engulfed but not yet 
digested.

Ghouls
Armor Class: 	 6 [13]
Hit Dice:	 2
Attacks:	 claw (1d6+paralysis)
Special:		 immunities, paralysis
Move:		  9
HDE/XP:	 3/60

Ghouls are pack-hunting undead, corpse eaters. 
They are immune, like most undead, to charms 
and sleep spells. The most dangerous feature of 
these horrid, cunning creatures is their paralyz-
ing touch: any hit from a ghoul requires a saving 
throw or the victim becomes paralyzed for 3d6 
turns.

Goblins
Armor Class: 	 7 [12]
Hit Dice:	 1-1
Attacks:	 weapon (1d6)
Special:		 -1 “to-hit” in sunlight
Move:		  9
HDE/XP:	 < 1/10

Goblins are small creatures (4 ft tall or so) that 
inhabit dark woods, underground caverns, and 
(possibly) the otherworldly realms of the fey. 
They attack at -1 in the full sunlight.
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Grey Oozes
Armor Class: 	 12 [6]
Hit Dice:	 3+3
Attacks:	 strike (2d6)
Special:		 acid, immunities
Move:		  1
HDE/XP:	 5/240

Grey ooze is almost identical to wet rock, but is 
a slimy, formless substance that devours prey and 
carrion with its acidic secretions, lashing forward 
to strike enemies. Grey ooze is immune to spells, 
heat, and cold damage. Metal (but not stone 
or wood) must make a saving throw vs. acid 
when exposed to grey ooze (even if the contact 
is as brief as the strike of a sword) or be rotted 
through. When the grey ooze hits a character in 
metal armor, the armor must make an item sav-
ing throw. Only cutting and piercing damages a 
grey ooze—it is impervious to blunt or crushing 
attacks.

Green Slime
Green slime isn’t technically a monster, just an 
extremely dangerous hazard in underground 
tombs and other such places. Any metal or or-
ganic substance it touches begins to turn to green 
slime (saving throw). It can be killed with fire or 
extreme cold, and the transformation process can 
be arrested by the use of a cure disease spell.

Hainu (Winged Wolves)
Armor Class:	 6[13]
Hit Dice;	 3, or 4
Attacks:	 bite (1d6)
Special:		 fly
Move:		  18 / flying 12
HDE/XP:	 3/60, 4/120

The Hainu is a ferocious winged wolf that is 
known to attack people and livestock. It typically 
dwells in rugged mountainous terrain. They mate 
for life and live in family packs of 2d8 Hainu, led 
by an alpha male of 4 HD.

Hebi-Josei
Armor Class:	 7[12]
Hit Dice:	 3+1 or more
Attacks:	 weapon (1d6)
Special:		 tattoo entrancement, cast 		
		  off skin, and control 			 
		  snakes.
Move:		  12
HDE/XP:	 4/120

Hebi-Josei are tall, beautiful females whose bod-
ies are covered in intertwining snake tattoos. Rare 
and solitary, more than anything else they seek to 
mate with human males to breed and propagate 
their species.

The child of Hebi-Josei will always be a Hebi-
Josei herself. A Hebi-Josei can communicate and 
control all species of snakes. She can have up to 
twice her Hit Dice in ophidian servants and will 
never be met without a full allotment unless her 
pets have very recently been slain.

Hebi-Josei are not warriors and rarely carry weap-
ons, preferring to let their snakes do the fighting. 
But they do have two useful defenses. A Hebi-
Josei that exposes her body can animate her snake 
tattoos, who move in an hypnotic pattern that 
captures the mind of onlookers who fail a Saving 
Throw and thus paralyzes them. This entrance-
ment is so potent only the departure of the Hebi-
Josei, magic or wounding the victim (causing the 
loss of at least 1 HP) will make him return to 
reality. The second defensive ability is to cast-off 
her skin, like that of a snake, when grappled or 
captured. The captor is left hanging to sheet of 
human skin while the Hebi-Josei becomes invis-
ible for 1d4 rounds and takes the opportunity to 
flee. This trick can only be used once every week. 

Hebi-Josei are immune to all forms of poison and 
toxins and they also have the power to heal any 
form of snake-venom. 
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Hell Hounds
Armor Class: 	 4 [15]
Hit Dice:	 4–7
Attacks:	 bite (1d6)
Special:		 breathes fire
Move:		  12
HDE/XP:	 5/240, 6/400, 7/600, 8/800

Hell hounds are fire-breathing dogs of the un-
derworlds or lower planes. In addition to biting, 
they can breathe fire each round, inflicting 2 HP 
damage per hit die (10 ft range, saving throw for 
half damage).

Hobgoblins
Armor Class: 	 5 [14]
Hit Dice:	 1+1
Attacks:	 weapon (1d6)
Special:		 none
Move:		  9
HDE/XP:	 1/15

Hobgoblins are simply large goblins, possibly 
a separate breed living apart from their smaller 
cousins. As a matter of the campaign’s flavoring, 
the Referee might choose to make hobgoblins 
the “fey” goblins of Irish legend, while regular 
goblins are the more Tolkien-style underground-
dwellers.

Horses
Horses are AC 7 [12], with riding horses having 
2 HD and warhorses having 3 HD. Horses move 
at a speed of 18.

HUMANS
Humans are such a versatile race that any num-
ber of “monsters” and NPCs can be made from 
them. Berserker warriors, tribesmen, cavemen, 
princesses, evil high priests, captains of the guard, 
foot-soldiers, and tavern-keepers are all different 
human “monsters.” 

Don’t try to build your non-player characters ac-
cording to the rules for player characters. Here 
are some samples, otherwise just make up their 
stats and abilities as you see fit.

Human, Bandit
Armor Class: 	 7 [12]
Hit Dice:	 1
Attacks:	 weapon (1d6)
Special:		 None
Move:		  12
HDE/XP:	 1/15

Bandits are roving groups of thieves, sometimes 
organized into small armies led by more powerful 
bandit chiefs and captains with higher hit dice.

Human, Wako (Sea Pirates)
Armor Class: 	 9 [10] to 7[12]
Hit Dice:	 1+1
Attacks:	 weapon (1d6)
Special:		 immune to fear, combat bonus
Move:		  12
HDE/XP:	 2/30 

Travelling the seas has always been a prospect rife 
with danger and foremost among these are the 
Wako, the dreaded pirate brotherhood. This vi-
cious scourge is composed of all sorts, lowborn 
men who fled their homeland, highborn fallen 
into ruin, ronin, yakuza, the fiendish, the desper-
ate and the downright insane.

Wako are greatly feared and known to be utterly 
without mercy. They take no prisoners except 
those that might be sold as slaves, particularly 
children and women. 
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Ishidzukui-Shishi
Armor Class:	 1[18]
Hit Dice:	 5+2
Attacks:	 stone claw (1d6)
Special: 	 ½ damage from cutting 		
		  weapons, immune to 			 
		  piercing and wooden 			 
		  weapons.
Move:		  9
HDE/XP:	 7/600

Flanking the entryways to temples and govern-
ment buildings it is usual to find a pair (or more) 
of stylized lions in protective poses. These are 
known to become animate and fight to defend 
the building from intruders. 

Ishidzukui-Shishi suffer only half damage from 
cutting weapons and none at all from piercing 
or wooden ones. A natural roll of 1-2 on a d20 
on an attack roll using any of those means the 
weapon beaks as it strikes the stony hide of the 
Ishidzukui-Shishi. These un-living statues are 
also immune to a host of things that could affect 
living being. The Referee might choose to treat 
them as undead for that purpose.

Jikininki (Trash Eating Ghouls)
Armor Class: 	 6 [13]
Hit Dice:	 2
Attacks:	 claw or bite (1d6)
Special:		 fear/paralysis, illusion, undead
Move:		  9
HDE/XP:	 3/60

Similar to the Gaki in appearance, these undead 
originate from greedy, selfish or impious individ-
uals who are cursed after death to seek out and 
eat human corpses. They do this at night, scav-
enging for newly dead bodies and food offerings 
left for the dead. Jikininki look like decomposing 
cadavers, with sharp claws and glowing eyes. 

Unlike the Gaki they are fully material beings 
affected by normal weapons, but they two pow-

erful abilities. Any mortal witnessing their hor-
rifying sight, finds himself frozen in fear for 2d6 
rounds if he fails a saving throw. They can also 
to magically disguise themselves with an illusion 
to pass as normal human beings, some even lead 
normal “lives”, but this illusion only works dur-
ing daytime and after nightfall a Jinkininki has to 
way to conceal its true appearance. 

Jinshin-Mushi (Earthquake Beetles)
Armor Class: 	 2 [17]
Hit Dice:	 5+4
Attacks:	 bite (1d6)
Special:		 flies, earthquake
Move:		  9 / Flying 3
HDE/XP:	 7/600

This species of giant beetle prowls forests and 
fields looking for meat, which forms its main 
diet, and has been known to attack people and 
cattle.

In combat Jinshin-Mushi bite with their power-
ful mandibles. Their most feared trait however 
is the ability to generate small earthquakes. By 
striking their abdomen on the ground it can send 
tremors which grow to the effects of an Earth-
quake spell after 1d4+1 rounds. At that point the 
insect takes to the air to avoid the consequences 
of the trembling ground.

Those attacking a Jinshin-Mushi in melee while 
it is causing tremors must make a Saving Throw 
per round or fall to the ground. Getting back on 
one’s feet requires a 1d20 roll under DEX.  
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Jorogumo
Armor Class:	 7[12]
Hit Dice:	 4
Attacks:	 bite (1d6+poison) or 2 		
		  web attacks
Special:		 lethal poison, webs, 			 
		  charm person
Move:		  9
HDE/XP:	 7/600

Jorogumo are large, ancient spiders than can take 
the shape of a beautiful woman. They typically 
make their homes in deep pools or near waterfalls 
(though they are not confined to water). In spi-
der shape, these shape-changers use entangling 
webs to drag victims into their underwater lairs. 
In the form of a woman, the Jorogumo can cast 
Charm Person twice a day. A Jorogumo’s web at-
tacks are treated as missile weapons with a range 
of 30ft; anyone hit by a web must make a saving 
throw to avoid becoming stuck. Once a victim is 
entangled, the Jorogumo drags it 5ft per round 
(the victim can make a saving throw each round 
to break free). The web can be attacked as an ob-
ject with an AC 9 [10] and 4 hps – but not by the 
entangled victim.

Jubokko (Vampire Trees)
Armor Class: 	 6[13]
Hit Dice:	 4
Attacks:	 4 branches (1d6)
Special:		 immobilization
Move:		  0
HDE/XP:	 6/400

The Jubokko grow on battlefields or other scenes 
of bloody carnage, where so much human blood 
may be shed on the ground that it is sucked up 
in great quantities by the roots of nearby trees. 
These trees grow up nourished by this blood, 
and knowing no other sustenance, they begin to 
thirst for the blood of human beings. They will 
await motionless, appearing as a normal tree, un-
til some unsuspecting person passing beneath is 
snatched up by its branches and murdered, the 

trees then feast upon their victims blood. If the 
Jubokko hits with 2 of its branches against a 
single victim, that victim becomes immobilized 
and cannot fight or cast spells until freed by his 
companions. Such a victim becomes AC 9[10] 
for further attacks by the Jubokko. 

Kaeru-ningen
Armor Class: 	 6[13]
Hit Dice:	 1
Attacks:	 weapon  (1d6)
Special:		 leap attack
Move:		  hop 3  / swim 18
HDE/XP:	 2/30

Kaeru-ningen are an amphibious frog-like race of 
humanoids. They dwell deep in the heart of dis-
mal swamps and reed plains, making their homes 
in bamboo huts built atop platforms fifteen feet 
above the water line. They use their powerful legs 
to leap into these huts without the need for a 
ladder or stairs. They typically keep giant toads 
as pets and guard animals. They are most often 
armed with spears and attack by leaping at their 
opponent, this attack gives a +1 to hit and dam-
age. If unarmed they will still attempt a leap at-
tack using their claws (no bonus to hit or damage 
with this attack).

Kobolds
Armor Class: 	 13 [6]
Hit Dice:	 1/2
Attacks:	 weapon (1d6)
Special:		 none
Move:		  6
HDE/XP:	 < 1/10

Kobolds are subterranean, vaguely goblin-like 
humanoids. They have a -1 penalty when fight-
ing above ground. Many use slings or short bows, 
and they fight with short swords or spiked clubs 
in melee combat.



RUINS & RONIN

44

Ko’ha’ai
Armor Class:	 5[14]
Hit Dice:	 3
Attacks:	 Bite (1d6+poison) or
		  tongue strike 				  
		  (1d4+entangle)
Special:		 poison, entangle
Move:		  6
HDE/XP:	 5/240

Ko’ha’ai are large, 6-legged lizards covered in fine 
scales that coruscate with varying hues of blue. 
They are normally found in tropical climates 
where they are used as riding animals and beasts 
of burden by the local populace. Ko’ha’ai possess 
long, powerful tongues that they can use to make 
a whip-like attack. In addition to suffering the 
damage done by the strike, the victim of this at-
tack must make a saving throw at -2 or become 
entangled. Entangled characters are unable to use 
their arms to cast spells or wield weapons.

The bite of a Ko’ha’ai is mildly poisonous, do-
ing 1d3 damage on a failed save. Additionally, 
saves against this poison are made at +2. The 
skin of any creature who has sustained 3 or more 
Ko’ha’ai bites within a week takes on a discern-
ible bluish cast that lasts for 3d8 weeks. After six 
successful saves against Ko’ha’ai poison the body 
develops a permanent immunity to the damag-
ing effects of the bite. After 12 successful saves 
against Ko’ha’ai poison the body begins to treat 
the poison as a mild amphetamine, providing a 
+1 to attack rolls and saving throws for 1d4+2 
hours after being bitten. 

Koi Folk
Armor Class:	 7[12]
Hit Dice:	 2+1
Attacks:	 slap (1d3)
Special:		 none
Move:		  9 /  swim 12
HDE/XP:	 2/30

The Koi Folk are brightly coloured human-

oid goldfish, peaceful and amphibious peasants 
of Eastern lands, and generally pleasant to be 
around, if somewhat dull company. They are 
simple-minded and easily led; often prey to bul-
lies like the Yurmp (see, “Yurmp”) or haughty 
local nobility. Some monks will occasionally 
attempt to teach the Koi Folk martial arts, and 
instil the drive to stand up for themselves, only 
to give up in frustration at these creatures’ blank-
faced placidity.

Koro-pok-guru
Armor Class:	 7[12]
Hit Dice:	 1
Attacks:	 weapon (1d6)
Special:		 none 
Move:		  9
HDE/XP:	 <1/10

The koro-pok-guru are a human-like race short 
of stature, agile, and skilled at fishing. They live 
in pits with roofs made from butterbur leaves. 
They are typically armed with crude spears and 
hand axes.

Kubi-no-nai-bushi
Armor Class:	 -1[20]
Hit Dice:	 10
Attacks:	 black katana (1d6+1)
Special:		 immune to normal 			 
		  weapons, magic resistance 		
		  (50%), undead.
Move: 		 15
HDE/XP:	 13/2,300

A Kubi-no-nai-bushi (headless warrior) is a par-
ticularly rare and powerful form of undead that is 
sometimes created when the spirit of a honorable 
Samurai that was unlawfully or unjustly forced 
to commit Sepukku returns from the grave in 
search of vengence. Regardless of the Samurai’s 
previous station in life, Kubi-no-nai-bushi always 
take the form of a suit of of ritual O-yori armor 
of the best quality, without a kabuto, and with 
a torch-sized bluish ball of flame burning where 
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the head is supposed to be. They carry a large 
black katana of incredible sharpness, said to have 
been forged by the Oni-Kage of the Underworld; 
always eager to spread chaos in the lands of men

The Kubi-no-nai-bushi appears near his grave 
every sunset and dissipates at dawn, where ever 
he may be. These undead have a general feel for 
the location of their quarry and will unwaver-
ingly march in that direction, stopping only to 
cut the heads of any human they meet in the way, 
man, woman or child. This might mean whole 
communities can be wiped out before the venge-
ful undead finally gets to his target(s). Kubi-no-
nai-bushi can be defeated in a fight but unless 
the spirit is laid to rest it will re-appear on the 
following nightfall. Only a powerful exorcism at 
the burial site or the demise of the culprits for 
the samurai’s suicide will make the spirit go away 
permanently

Kurok-spirits
Armor Class: 	 4[15]
Hit Dice:	 3
Attacks:	 bite (1d4 point of CON)
Special:		 drains CON
Move:		  9
HDE/XP:	 5/240

A kurok-spirit is a non-human spirit that mani-
fests as a ghostly crocodile, limned with a trans-
parent grey fire. Kuroks can only be damaged by 
silver or magic weapons (or by spells). Anyone 
within melee attack range of the creature must 
make a saving throw or be paralyzed by the ghost-
flames around the spirit’s crocodile body. When 
the kurok bites an opponent, the bite causes the 
temporary loss of 1d4 constitution points (recov-
ered within 1d3 days); if a victim’s constitution 
drops to 0 as the result of a kurok’s bite, he dies 
and the spirit takes his soul to eat.  

Kyojin (Hill Giant)
Armor Class: 	 3[16]
Hit Dice:	 4+2
Attacks:	 club or fist (1d6)
Special:		 roar
Move:		  12
HDE/XP:	 5/240

These hulking giants stand at over 10 feet tall. 
They have thick, craggy hide has a pebbly tex-
ture and a tawny grey complexion. Its heavily 
muscled arms end in fists like boulders, which 
drag on the ground. Kyojin are dim and slow, 
but monstrously strong and durable. Their hunt-
ing parties roam the hills and valleys searching 
for prey, in general, they do not kill wantonly, 
but when food is scarce or they feel threatened 
they will fight savagely. Kyojin eat large game like 
deer, but have been known to feed on cows and 
horses, bringing them into conflict with humans. 
The females of the species are physically larger 
and largely responsible for the hunt. Kyojin are 
able to let out a terrible roar which can be heard 
for miles. In combat this sound can stun oppo-
nents that fail a saving throw for one round.  The 
kyojin’s rocky hide is prized as an herbal medi-
cine. It is believed, when mixed in tea, to be a 
cure for impotence. They save at +2 against all 
forms of poison and toxins. 
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Kyonshi (Hopping Vampire)
Armor Class:	 3[16]
Hit Dice:	 6 to 9
Attacks:	 claw or bite (1d6)
Special:		 Undead, ½ damage from 		
		  normal weapons, vampiric 		
		  curse, fear.
Move: 		 9
HDE/XP:	 8/800, 9/1,100, 10/1,400, or 		
		  11/1,700

Kyonshi are one of the most fearsome forms of 
undead, such are the dread stories told about this 
creatures that everyone seeing one for the first 
time must make a Saving Throw or run to a place 
of hiding and safety.

Sometimes when a body is buried improperly or 
in an inauspicious location, it reanimates with 
a hunger to kill mortals and consume their life-
force. The corpse retains the rigidity of death so 
the creature hops about rather than moving nor-
mally. The return from death gives the hopping 
vampires a greenish tint to their skin, fangs in 
their mouths, and razor-sharp fingernails that are 
virtual claws.

In combat a Kyonshi uses both claws and fangs 
ravenously for a total of two attacks. They take 
only half damage from normal weapons, fire-
based attacks inflict normal damage. 

Kysonshi locate human prey by “seeing” their 
breath. By holding their breath and covering 
their nostrils, characters can become virtually in-
visible to a vampire. This is easier said than done 
however, particularly during a fight when the 
need to breath is prominent. On each round a 
character wishes to hold his breath roll 1d20 and 
add number of previous rounds he has been do-
ing so; if the result is above the character’s CON 
he cannot hold his breath any longer and must 
breathe becoming visible to any Kyonshi in the 
area. 

Anyone who suffers damage from a Kyonshi runs 
the risk of becoming a vampire in turn. Exactly 
how this occurs is a mystery, but most sages agree 
it is a form of curse. The percentage chance of 
turning into a vampire is equal to the amount of 
hit points lost on a 1d100. Those who succumb 
to the curse slowly turn into vampires themselves, 
growing fangs and long fingernails and becoming 
more and more bestial. The process a number of 
days equal to the victim’s CON minus 1d6 and 
usually only becomes evident after a couple of 
days have passed. To stop the transformation a 
Remove Curse spell must be cast on the victim. 

Upon becoming a vampire a victim cannot be 
changed back without the intercession of a major 
spirit or god. The fear of Kyonshi is one of the 
reasons why cremation is the most popular form 
of funerary rite in the setting.

Liches
Armor Class: 	 0 [20]
Hit Dice:	 12–18
Attacks:	 touch (1d6+paralysis)
Saving Throw:	 4, 3, 2, 2, 2, 2, 2		
Special:		 see below
Move:		  6
HDE/XP:	 15/2900. 16/3200, 17/3500, 		
		  18/3800, 19/4100, 20/4400, 		
		  21/4700

Liches are the undead remnants of wizards, either 
made undead by their own deliberate acts dur-
ing life, or as the result of other magical forces 
(possibly including their own magics gone awry). 
A liche has the same spell-casting powers as the 
original Magic-user (the same level as the liche’s 
hit dice). A liche’s touch causes paralysis with no 
saving throw, and the very sight of one of these 
dread creatures causes paralysis in any being of 4 
HD or below. Liches are highly malign and intel-
ligent.
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Lizard Samurai
Armor Class:	 6[17] or 2[17]
Hit Dice:	 weapon  (1d6)
Special:		 improved save
Move:		  9
HDE/XP:	 3/60 or 6/400

Lizard samurai come from some unknown race 
of bipedal lizards, possibly from the spirit world, 
possibly from another dimension, possibly from 
far lands. They are only encountered in elaborate 
armor, bearing sharp swords and sometimes with 
longbows. Lizard samurai follow a strict code of 
combat, but consider humans of non-fighting 
social class to be animals virtually beneath their 
notice. When venturing into human lands, they 
are normally formed into well organized military 
units, sometimes with members of some other 
race serving as auxiliary troops. These military 
units generally consist of at least 20 of the lizard 
samurai, and are always led by a captain with 6 
hit dice. Lizard samurai make all saving throws 
at +1.

LYCANTHROPES
Lycanthropes are were-creatures, particularly 
those in whom the disease permits assumption 
of a hybrid form of the human and animal. They 
can be hit by normal weapons, but silver weap-
ons might inflict additional damage. If any char-
acter is brought below 50% hit points by a lycan-
thrope, the character will become a lycanthrope 
himself.

Lycanthrope, Werebear
Armor Class: 	 2 [17]
Hit Dice:	 7+3
Attacks:	 bite (2d6-2)
Special:		 lycanthropy
Move:		  9
HDE/XP:	 8/800

Werebears are mostly found in wilderness areas.

Lycanthrope, Wererat
Armor Class: 	 6 [13]
Hit Dice:	 3
Attacks:	 weapon (1d6)
Special:		 lycanthropy, control rats
Move:		  12
HDE/XP:	 4/120

Wererats are mostly found in cities, lurking in 
shadowy alleyways. Wererats can control rats, 
and are extremely stealthy (surprising opponents 
on 1–4 on a d6).

Lycanthrope, Werewolf
Armor Class: 	 5 [14]
Hit Dice:	 3
Attacks:	 weapon (1d6)
Special:		 lycanthropy, control rats
Move:		  12
HDE/XP:	 4/120

Werewolves are the traditional Lycanthropes seen 
in horror movies. They are often only affected by 
silver or magical weapons, often are humanoid 
except for during a full moon, and so on.
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Maun-Ge
Armor Class:	 9[10]
Hit Dice:	 1
Attacks:	 dagger (1d4)
Special:		 geas
Move:		  12
HDE/XP:	 3/60

The Maun-Ge are transparent-skinned human-
oids. They live alone among humans in remote 
settlements, usually wearing lacquered wooden 
masks and an enveloping outer garment that 
cloaks the entire body. All Maun-Ge are female 
and will eventually mate with a human male to 
produce a sole Maun-Ge child. 

They are able to commune with the spirits of 
their ancestors who offer guidance, praise and 
censure to their descendant. With the ability 
to draw upon the knowledge and experience of 
their forebears, the Maun-Ge are revered as sages 
and storytellers. Those who interact with them at 
length come away feeling somewhat enlightened 
(+1 wisdom for 2d4 days). 

The Maun-Ge know the True Names of all men 
(treat as a Geas Spell), using this knowledge to 
command humans to play a part in their schemes 
to increase and perpetuate their bloodline’s influ-
ence, status and power. 

Mogura-Jin 
Armor Class:	 7[12]
Hit Dice:	 2
Attacks:	 claw (1d6)
Special:		 surprise attack
Move:		  9
HDE/XP:	 3/60

Mogura-Jin are a race of subterranean human-
oids descended from a group of villagers who re-
sorted to cannibalism during a particularly fierce 
winter and were cursed by the Gods. They are 
squat beings, between 4 and 5 feet tall with pale 
skin, small beady red eyes, no body hair, and nails 

overgrown to claws. 

Like their animal namesake (the mole) they are 
proficient tunnelers and their prefered method of 
attacking their victims is to tunnel under them 
and emerge from the ground in a swarm attack 
to surprise them.

Mogura-Jin can see perfectly well even in total 
darkness; however their over-sensitive eyes are 
easily blinded by bright lights.

Mummies
Armor Class: 	 3 [16]
Hit Dice:	 6+4
Attacks:	 touch (1d6+1+special)
Special:		 rot, hit only by magic weapons
Move:		  6
HDE/XP:	 7/600

Mummies cannot be hit by normal weapons, 
and even magical weapons inflict only half dam-
age against them. Their touch also inflicts a rot-
ting disease which prevents magical healing and 
causes wounds to heal at one-tenth of the nor-
mal rate. A cure disease spell can increase healing 
rate to half normal, but a remove curse spell is 
required to completely lift the mummy’s curse.
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Mushroom Men
Armor Class:	 5[14]
Hit Dice:	 1 to 3
Attacks:	 weapon (1d6)
Special:		 spores
Move:		  12
HDE/XP:	 1/15, 3/60, or 5/240

Standing 4’ in hight, mushroom men resemble 
humanoid mushrooms endowed with both arms 
and legs. Mushroom men are usually found in 
natural caves, caverns, and underground pas-
sages.

Mushroom-men are initially created by magic. 
Once given life through magic they reproduce by 
way of spores. When a mushroom man dies (0 hit 
points or less) it releases 1d6 spores which rapidly 
(within 1d4 rounds) grow into mushroom-men 
of 1 HD lower than the parent mushroom man 
(1 HD mushroom men do not produce spores 
upon death). The spores have 2 hit points (before 
becoming fully formed mushroom-men).  

Naga, Hanu
Armor Class:	 5[14]
Hit Dice:	 5 or 6
Attacks:	 bite (1d6+poison) or 			 
		  constrict (1d6)
Special:		 monkey summoning dance, 		
		  poison, control simians.
Move:		  12 / treetops  9
HDE/XP:	 6/400 or 7/600

Hanu-nagas are a predominantly tropical and 
subtropical form of naga, less magical than the 
human-headed variety. Rather than a human-
headed giant snake, hanu-nagas have a feral mon-
key head upon a great serpentine body. These 
nagas lair in jungles and rainforests, haunting 
forgotten temples and ancient ruins, where many 
are worshipped by tribes of wild monkeys and/
or apes. The most intelligent of hanu-nagas may 
have followings of tribesmen or cavemen. The 
stylized, writhing dance of a hanu-naga allows it 

to exert a mystic control over apes and monkeys 
within a radius of 300ft. These controlled crea-
tures will act at the naga’s mental command. It is 
not necessary for the apes to actually see the na-
ga’s dance to fall under its control; indeed, when 
a hanu-naga begins its dance, simian creatures 
within one mile (to a maximum of 20 apes) will 
immediately begin moving at top speed to the 
dancing naga’s presence. The naga may dance and 
attack at the same time. The bite of a hanu-naga 
is poisonous, and if the naga hits with its con-
stricting attack it will inflict automatic damage of 
1d6 per round until killed.

Nezumi-Oni (Ratlings)
Armor Class:	 9[10]
Hit Dice:	 1
Attacks:	 weapon or bite (1d6)
Special:		 diseased bite
Move:		  12
HDE/XP:	 2/30

Standing no taller than 4ft tall, ratlings, as their 
name implies, resemble humanoid rodents. Al-
though not much of a threat individually, ratlings 
tend to attack in packs (of 4d6). Ratlings deal-
ing damage via a bite may infect their victims 
with the same disease that mundane rats do. The 
chances of passing on the disease are identical to 
that of their giant-rat kin. 
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Nue
Armor Class:	 5[14]
Hit Dice:	 6
Attacks:	 2 bites (1d6 and 			 
		  1d6+poison)
Special:		 poison, invisibility
Move:		  12
HDE/XP:	 9/1,100

A Nue looks like a large tiger with simian fea-
tures, large pupil-less eyes and a long snake for a 
tail. The snake’s bite is poisonous and it can strike 
any enemy on the sides or back of the Nue’s body. 
Despite its large size and weight a Nue is remark-
ably agile and fast, it can jump 30 feet long or 15 
feet high easily from a standing position.

Since a Nue has a pair of eyes on each end of 
its body it is nearly impossible to flank or sur-
prise. A Nue also has another ability, at nightime, 
when lying perfectly still it can become a dark 
silhouette which is only noticed 10% of the time. 
The invisibility is only dispelled if the creature is 
exposed to direct moon beams or injured. Natu-
rally, Nue prefer moonless or overcast nighs to 
hunt. Some legends speak of a special kind of 
Nue, the DAI-NUE, who can maintain their in-
visibility even while moving and are immune to 
normal weapons.

Ochre Jelly
Armor Class: 	 8 [11]
Hit Dice:	 6
Attacks:	 acid strike (2d6)
Special:		 lightning divides creature
Move:		  3
HDE/XP:	 6/400

Ochre jellies are amorphous oozes that damage 
opponents with their acidic surface. They dis-
solve any adventurers they kill, making a raise 
dead spell impossible.

Ogres
Armor Class: 	 5 [14]
Hit Dice:	 4+1
Attacks:	 weapon (1d6+3)
Special:		 none
Move:		  9
HDE/XP:	 4/120

Ogres are normally quite stupid, but more intel-
ligent versions might be encountered here and 
there. Sometimes ogres are mistaken for Trolls.

Ogre Mages
Armor Class: 	 4 [15]
Hit Dice:	 5+4
Attacks:	 weapon (1d6)
Special:		 magic use
Move:		  12 / flying 18
HDE/XP:	 7/600

The ogre mage is an ogre with magic powers, 
based on Japanese legend. An ogre mage can fly, 
turn invisible (per the spell), create a 10 ft radius 
circle of magical darkness, change into human 
form, cast sleep and charm person once per day, 
and cast a cone of frost with a range of 60 ft to a 
base of 30 ft, causing 8d6 damage to any caught 
within (saving throw applies). 

Ogres, Tusken
Armor Class:	 4[15]
Hit Dice:	 5
Attacks:	 weapon (1d6+2)
Special:		 single mirror image
Move:		  12
HDE/XP:	 5/240

Tusken ogres are a race of ogres mid-way between 
the normal, feral ogre and the magically potent 
ogre mage. These ogres have a only a pale bluish 
tint to their skin, and powerful tusks protruding 
from their mouths. They are somewhat more in-
telligent than normal ogres, and are often found 
in the service of an ogre mage. Tusken ogres that 
are not minions of an ogre mage, encountered in 
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the wild, often inhabit crude but human-like res-
idences. They dress in silk garments taken from 
victims or merchants, and usually fight with 
polearms or outsized swords. They are inveterate 
slavers, and their lairs will often contain human 
prisoners, especially women. 

A tusken ogre has one magical ability, which is to 
create a single mirror image of itself at the begin-
ning of a battle. As with the spell mirror image, 
the illusory double will disappear when it is hit. 
Female tusken ogres are encountered only rarely. 
Asian and European varieties of the tusken ogre 
are actually quite similar, although the European 
type would likely not be dressed in silk but in 
whatever finery might be available. 

Oktomon
Armor Class:	 6[13]
Hit Dice:	 3
Attacks:	 up to 4 weapons  (1d6)
Special:		 none
Move:		  12 / swim 18
HDE/XP:	 4/120

Oktomon appear rather like man-sized octopui, 
but they are actually clever tool and weapon-us-
ing “humanoids.” They generally live underwa-
ter, either fresh or salt, but are fully amphibious 
and can breathe on land as well as underwater. 
Oktomon walk on 4 of their eight legs and use 
the other 4 as arms. 

In combat, Oktomon use various combinations 
of four weapons. They do not typically use pulled 
bows, but may occasionally make use of cross-
bows. Due to their wide-set eyes and multiple 
arms, it is virtually impossible to flank an Ok-
tomon or successfully attack one “from behind.” 

Oktomon are attracted to shiny objects and often 
carry a number of items of jewelry with them as 
prized possessions. Oktomon are renowned for 
their mechanical abilities, and an Oktomon lair 
is typically a very dangerously trapped location. 

Tales of magic-using Oktomon are often told, 
but have yet to be verified. Depending on the 
source, it is also reported that Oktomon are ei-
ther outright hostile towards or firmly allied with 
Sea Hags. It is possible, of course, that different 
groups of Oktomon may have different allegianc-
es

Oni (True Ogres)
Armor Class:	 3[16]
Hit Dice:	 8
Attacks:	 claw or weapon (1d6+2)
Special:		 invisibility, polymorph, 		
		  illusion, fear, leap
Move:		  9
HDE/XP:	 11/1,700

Oni are lesser, but fearsome, spirits associated 
with Kimon, the demon gate of the Northwest 
through which the world’s misfortunes are said 
to come. 

When not torturing sinners in Hell oni can be 
found on the human world living in rocky moun-
tains, ruins, graveyards and others sites common-
ly considered haunted. Sometimes they take resi-
dence at a shrine or gate on a lonely highway and 
terrorize all who pass by. They are bloodthirsty 
and cruel, attacking for food, treasure and the 
sheer delight of hurting others. Oni are also quite 
fond of women and can procreate with human-
ity. The result is the shunned half-ogre race.

Oni stand 7 to 8 feet tall, have 1-3 eyes and one 
or two horns on their head while the fingers end 
in wicked talons.

Oni have claws but prefer to use a weapon in 
combat, usually a No-Dachi or Tetsubo. Regard-
less, their great strength causes +2 damage on 
every hit. These spirits also have several powers: 
3 times per day they can use an illusion to as-
sume the shape of another creature or object, 
they can also turn invisible twice daily, thrice per 
day they can make might leaps 30 feet long or 
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high enough to jump onto roof-tops; last but not 
least they can cause fear at will (as the spell) but 
anyone who makes a saving throw is immune to 
that Oni’s fear power.

Oni are sometimes found in command of lesser 
creatures such as Shadow Goblins, giant rats or 
even Gaki. In their pride Oni like to set them-
selves up in their lair as the monarch of a court 
composed of these beings

Oni-Aka (Red Goblins)
Armor Class:	 6[13]
Hit Dice:	 1
Attacks:	 weapon (1d6)
Special:		 fire resistant
Move:		  9
HDE/XP:	 1/15

The Oni-aka are short, scaly humanoids with 
small horns on their slightly pointed heads. They 
have coarse black hair, and coal black eyes. These 
evil beings are known to raid villages to steal 
slaves and cattle. They are typically armed with 
clubs and whatever weapons they can steal. These 
goblins are said to be born of fire in the pits of the 
earth, as such they are almost impervious to fire 
damage (suffering only half normal damage from 
any fire based attack).

Oni-Kage (Shadow Goblins)
Armor Class:	 7[12]
Hit Dice:	 1
Attacks:	 weapon (1d6)
Special:		 -1 penalty in daylight, 			
		  invisible in darkness, 			 
		  dark vision.	
Move:		  9
HDE/XP:	 1/15

The Oni-kage are short, black-skinned human-
oids with large pale eyes. They dwell in dark caves 
and deep bamboo thickets. They detest bright 
lights and suffer -1 penalties in daylight. Their 
natural coloration and keen night vision allows 

them to excel in the dark, they never suffer pen-
alties in complete darkness, and can become “in-
visible” if there is no light. 

Oni-Yama (Mountain Goblins)
Armor Class:	 5[14]
Hit Dice:	 2
Attacks:	 weapon (1d6)
Special:		 none 
Move:		  12
HDE/XP:	 2/30

The Oni-yama are large, grey-skinned humanoids 
with short tusks protruding from their mouths. 
They dwell in remote mountain caves and forgot-
ten ruins. They often prey upon merchants and 
travelers that pass through their territories, and 
are typically armed with such weapons as they 
can take from their victims. They wear an assort-
ment of armor that is often misused but is still 
functional. These large goblins bully, and some-
times make slaves of the lesser goblins. 
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Origami Warriors
Armor Class:	 5[14]
Hit Dice:	 2
Attacks:	 yari (1d6)
Special:		 magic resistance (10%), 		
		  ½ damage from blunt 			
		  weapons, immune to 			 
		  piercing weapons, +1 			 
		  damage from cutting 			 
		  weapons, double damage 		
		  from fire attacks
Move:		  12
HDE/XP:	 2/30

The origami warrior is a creation made of intri-
cately folded paper, in the shape of a full sized 
human warrior. They move with lightning speed 
(accounting for the armor class), and blunt weap-
ons inflict only half damage against them. Pierc-
ing weapons pass through the paper construction 
without causing any damage at all, but cutting 
weapons inflict +1 damage and fire inflicts double 
damage. Origami warriors wield normal spears. 
They are generally found in the service of power-
ful sorcerers, and have magic resistance of 10%. 

Purple Worms
Armor Class: 	 6 [13]
Hit Dice:	 15
Attacks:	 bite (3d6), sting (1d6+2)
Special:		 poison sting, swallow
Move:		  9
HDE/XP:	 17/3500

Purple worms are massive annelids that grow 
40 ft and more in length, and sometimes exceed 
ten feet in width. They are subterranean, chew-
ing tunnels in rock (or through sand, in deserts, 
where they are a tan color). These beasts swallow 
their prey whole on a roll 4 higher than the need-
ed number, or if the worm rolls double the num-
ber required to-hit. They can swallow anything 
the size of a horse or smaller. In addition to the 
worm’s dreaded bite, it has a poison stinger on its 
tail, the length of a sword and just as deadly even 

from the piercing wound it inflicts. The poison 
injected by the stinger is lethal if the victim fails a 
saving throw. What prey the purple worms once 
hunted (or perhaps still do, in deep places) with 
such natural weapons must have been terrify-
ing indeed. Aquatic versions of the purple worm 
might also exist.

Ragged Craw
Armor Class:	 9[10]
Hit Dice:	 3
Attacks:	 claws (1d6) or sleeping 		
		  darts (1d2+save vs. 			 
		  sleep or sleep 1d6 			 
		  rounds
Special:		 Detect magic, dispel 			 
		  magic (as 4th level 			 
		  Shugenja)
Move:		  12
HDE/XP:	 4/120

Ragged Craw are wingless, intelligent bird-peo-
ple with beaks and clawed hands, who shroud 
themselves in tattered cowled robes. They tend 
to be nomadic, often travelling in small groups 
(1d6+6) in covered wagons. Ragged Craw are 
fond of carousing and many (1in 10) have alco-
hol problems, quickly becoming morose and vio-
lent. These creatures are inherently magical and 
have the power to detect and dispel magic. The 
regurgitated food of a Ragged Craw often pos-
sesses healing properties when applied as a paste 
over open wounds (4 in 6 chance of healing 1d4 
HP over a day). Ragged Craw have gained no-
toriety as slavers, gamblers, thieves and wastrels. 
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Rats, Giant
Armor Class: 	 7 [12]
Hit Dice:	 1-1
Attacks:	 bite (1d3)
Special:		 5% are diseased
Move:		  12
HDE/XP:	 <1/10

Giant rats are often found in dungeons, and are 
about the size of a cat or a lynx. The bite of some 
(1 in 20) giant rats causes disease. A saving throw 
vs. poison is allowed. The effects of the disease are 
decided by the GM.

Salamanders
Armor Class: 	 5 [14], 3 [16]
Hit Dice:	 7
Attacks:	 touch, constrict (2d6)
Special:		 heat, constrict
Move:		  9
HDE/XP:	 8/800

Salamanders are intelligent creatures of the el-
emental planes of fire. They have the upper body 
of a human (AC 5 [14]) and the lower body of a 
snake (AC 3 [16]), and give off tremendous, in-
tense heat. The very touch of a salamander deals 
1d6 hit points of fire damage, and they wrap 
their tails around foes to cause an additional 
2d8 points of crushing damage per round. Sala-
manders cannot be enslaved in the same manner 
djinn and efreet might be.

Sea Serpents
Armor Class: 	 2 [17]
Hit Dice:	 30
Attacks:	 bite (4d6)
Special:		 swallow
Move:		  swim 18
HDE/XP:	 30/8400

The size and nature of sea serpents is a matter 
for the Referee to determine. The sea serpent de-
picted here would be about middle size, about 
sixty feet in length, with smaller ones being half 

that size (with adjusted statistics, of course), and 
large ones being about 50% larger than the one 
described here. A sea serpent would undoubtedly 
be capable of swallowing a human whole, prob-
ably on a natural attack roll of no more than 14. 
A character swallowed whole would be digested 
within, perhaps, three hours.

Shadows
Armor Class: 	 7 [12]
Hit Dice:	 3+3
Attacks:	 touch (1d6+strength drain)
Special:		 see below
Move:		  12
HDE/XP:	 4/130

Shadows may or may not be undead creatures: 
they are immune to sleep and charm, but the 
Referee may decide whether they are undead 
creatures subject to turning or whether they are 
some horrible “other” thing, a manifestation 
perhaps, or a creature from another dimension. 
Shadows are dark and resemble shadows, though 
they may be darker. They are not corporeal, and 
can only be harmed with magical weapons or 
by spells. Their chill touch drains one point of 
strength with a successful hit, and if a victim is 
brought to a strength of 0, he becomes a shadow. 
Strength points return after 90 minutes (9 turns).
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Shrangaathi
Armor Class:	 4[15]
Hit Dice:	 1
Attacks:	 bite (1d6)
Special:		 5% chance to cause 			 
		  bleeding damage, limited 		
		  vulnerability to turning.
Move:		  9
HDE/XP:	 B/10

Shrangaathi are malevolent river spirits that 
spend most of their time in the form of almost 
transparent river-fish. In this form, they pose no 
threat. However, when a school of shrangaathi 
encounters a village that does not have some sort 
of shrine or spirit to protect it, they will wait un-
til nightfall, change form, and attack the unpro-
tected settlement. 

When attacking on land, the shrangaathi become 
small humanoids with white, opalescent skin, 
needle-like teeth, and spindly limbs. They swarm 
ashore like a school of predatory fish, often stop-
ping to feed on prey that have fallen in battle 
against them - a single shrangaathi can devour a 
human to the bones in 4 rounds and then look 
for more to eat. A single shrangaathi is not a for-
midable opponent, but any opponent bitten by a 
shrangaathi has a 5% chance (1 in 20) to lose 1d4 
additional hit points from loss of blood (at a rate 
of 1hp per round). 

Shrangaathi are affected by turning, although 
they are not undead: if successfully turned (as 
ghouls), up to 1d10 of them must make a saving 
throw or flee back to the river, never to return to 
that settlement for 1d6+10 days. 

Skeletons
Armor Class: 	 8 [11], 7 [12] with shield
Hit Dice:	 1
Attacks:	 weapon or strike (1d6)
Special:		 none
Move:		  12
HDE/XP:	 1/15

Skeletons are animated bones of the dead, usually 
under the control of some evil master.

Slug, Giant
Armor Class: 	 8 [11]
Hit Dice:	 12
Attacks:	 bite (2d6) or acid
Special:		 spits acid for 6d6 dmg
Move:		  6
HDE/XP:	 13/2300

These tremendously large masses of slimy, rub-
bery flesh are completely immune to blunt weap-
ons. In addition to their powerful bite, giant 
slugs can spit their acidic saliva (one target at a 
time). The base range for spitting is 60 ft, and 
within this range the slug’s spittle will be 50% 
likely to-hit (no to-hit roll required). For every 
additional 10 ft of range, the chance to-hit de-
creases by 10%. On its first spitting attack, the 
slug only has a 10% chance to-hit within 60 
ft, and no chance of hitting beyond that range. 
Some giant slugs might have more or less virulent 
acidity (thus changing the damage inflicted). 
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Spectres
Armor Class: 	 2 [17]
Hit Dice:	 7
Attacks:	 touch (1d6+level drain)
Special:		 drains 2 levels per hit
Move:		  15 (30 when flying)
HDE/XP:	 9/1100

Spectres are wraith-like undead creatures with-
out corporeal bodies. When a spectre hits an op-
ponent, either with hand or weapon, the touch 
drains two levels from the victim. Only magical 
weapons can damage a spectre. In some cases, 
these terrifying creatures may be mounted upon 
living beasts, if the beasts have been trained to tol-
erate proximity to the undead. Any being killed 
(or drained below level 0) by a spectre becomes a 
spectre himself, a pitiful thrall to its creator.

Spiders, Giant
Armor Class: 	 6 [13]
Hit Dice:	 2+2
Attacks:	 bite (1d6+poison)
Special:		 see below
Move:		  18
HDE/XP:	 5/240

Giant spiders are aggressive hunters. Only the 
greater giant spiders are web builders. Giant spi-
der webs require a saving throw to avoid becom-
ing stuck. Those making a saving throw can fight 
in, and move at a rate of 5ft per round through, 
the webs. Giant spiders surprise on a roll of 1-5, 
being able to hide well in shadows. A spider’s bite 
is very poisonous, adding +1 to save vs. poison.

Tengu
Armor Class: 	 6 [13]
Hit Dice:	 2-5
Attacks:	 weapon 
Special:		 see below
Move:		  9 (24 when flying)
HDE/XP:	 5/240, 6/400, 7/600

Tengu are humanoid creatures with the head and 
beack of a crow, and crow wings sprouting from 
their back. They are skilled swordsmen, and ca-
pable spell casters (able to cast spells as a Shu-
genja 2 levels below their hit die). 

Tentacled Thing
Armor Class:	 0 [19] or 4 [15]
Hit Dice:	 8 or 2
Attacks:	 bite or strike (1d6)
Special:		 amphibious, might 			 
		  regenerate
Move:		  6
HDE/XP:	 8/800 or 2/30

Tentacled things are ancient critters which sprang 
into being in the days before man. Often found 
in long forgotten areas, places seldom visited by 
man, these creatures lair in ancient, stagnant 
pools or dark, damp dungeons. Gigantic, blob-
like creatures, tentacled things get their name 
from the multitude of writhing tentacles that sur-
round their rubbery frame.

In play, a tentacled thing is treated as multiple 
creatures. Stats are given for both the creature’s 
main body, as well as for each of the critter’s ten-
tacles. Destroying the main body will also de-
stroy any remaining living tentacles. The number 
of tentacles such a beast possesses is determined 
by the age of the beast. Ancient tentacled things 
possess 2d6 tentacles, while primeval tentacled 
things usually possess 3d6 (or more). An even 
older breed is said to exist which possesses tenta-
cles endowed with regenerative capabilities (each 
healing 1hp/round).  
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Todawan Masters
Armor Class: 	 1[18]
Hit Dice:	 8
Attacks:	 staff (1d6) or kick (1d6+special)
Special:		 leaping kick, block 			 
		  missiles (75%), ½ damage 		
		  from fire/cold,immune to 		
		  mental control & illusion, 		
		  mental 	suggestion 1/day.
Move: 		 12
HDE/XP:	 11/1,700

Todawan masters are an enigmatic race of solitary 
giant toads that have achieved mystic enlighten-
ment. They wear robes and carry a staff. Living 
solitary lives in the depths of dangerous swamps, 
todawan masters do not accept students but oc-
casionally answer questions about the future 
when worthy individuals seek them out. 

Unfortunately, some todawan masters go bad. 
These subtle servants of chaos and ruin may as-
semble bands of thugtoads or other minions, and 
begin to act as evil masterminds. Such todawan 
masters do not often leave their swamps, but 
their influence can be felt far and wide through 
the use of assassins, spies, and soldiery. 

Any todawan master (lawful or chaotic) is a for-
midable foe. In combat, provided they have at 
least 40ft for the jump, they can leap into battle 
and deliver a tremendously powerful kick with 
their hind legs for 2d6 points of damage; the vic-
tim must make a saving throw or be hurled back 
ten feet to lie prone on the ground, stunned for 
1d4 rounds. Todawan masters can block missile 
weapons with their whirling staffs, with a 75% 
chance to deflect incoming missiles before the to-
hit roll is even made. 

Their mental discipline is such that they take only 
half damage from fire and cold. They are immune 
to all forms of mental control and illusion. Once 
per day, a todawan master can make a powerful 
mental attack, suggesting that the victim not fol-

low some course of action. If the victim fails a 
saving throw (made at -4), he will become unable 
to force himself to follow whatever course of ac-
tion the todawan master has prohibited. The skin 
of a todawan master is coated in an extremely 
hallucinogenic substance. 

Treants
Armor Class: 	 2 [17]
Hit Dice:	 7–12
Attacks:	 strike (2d6, 3d6, 4d6)
Special:	control trees
Move:		  12
HDE/XP:	 7/600, 8/800, 9/1100, 10/1400
		  11/1700, 12/2000

Treants are tree-like protectors and “shepherds” 
of forest trees. Depending upon their size, they 
have different hit dice and damage; treants of 7 to 
8 hit dice inflict 2d6 points of damage with each 
strike of their branch-like hands, treants of 9-10 
hit dice inflict 3d6 points, and treants of 11-12 
hit dice inflict 4d6 points. All treants can “wake” 
trees within 60 ft, allowing them to walk at a rate 
of 3, and possibly to attack (no more than two 
trees at a time can be awake at the behest of a 
single treant).

Trolls
Armor Class: 	 4 [15]
Hit Dice:	 6+3
Attacks:	 claw (1d6+3)
Special:	regenerates
Move:		  12
HDE/XP:	 8/800

Trolls are as tall as ogres and just as strong. Unlike 
ogres, however, they attack with claws and teeth 
instead of weapons. Trolls regenerate, which is to 
say that any damage inflicted upon them heals 
within minutes (3 hit points per round). The 
only way to utterly kill a troll is to submerse it in 
acid or burn it. Trolls can even re-grow lopped-
off heads and limbs.
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Vampires
Armor Class: 	 2 [17]
Hit Dice:	 7–9
Attacks:	 bite (1d6+3+level drain)
Special:		 see below
Move:		  12  / flying 18
HDE/XP:	 9/1100, 10/1400, 11/1700

Vampires are some of the most powerful of un-
dead creatures. They can only be hit with magic 
weapons, and when “killed” in this way they turn 
into gaseous form (per the spell), returning to 
their coffins.

They regenerate at a rate of 3 hit points per 
round, can turn into gaseous form or into a giant 
bat at will, and can summon a horde of bats or 
3d6 wolves out from the night. Looking into a 
vampire’s eyes necessitates a saving throw at -2, 
or the character is charmed (per a charm person 
spell). Most terrifyingly, a vampire’s bite drains 
two levels from the victim. 

Fortunately, vampires have some weaknesses. 
They can be killed (these are the only known 
methods) by immersing them in running water, 
exposing them to sunlight, or driving a wooden 
stake through the heart. They retreat from the 
smell of garlic, the sight of a mirror, or the sight 
of “good” holy symbols. Any human killed by a 
vampire becomes a vampire under the control of 
its creator. This description will be recognized 
easily as the “Dracula” type of vampire. 

Wights
Armor Class: 	 5 [14]
Hit Dice:	 3
Attacks:	 claw (1 HP+level drain)
Special:		 see below
Move:		  9
HDE/XP:	 5/240

Wights live in tombs, graveyards, and burial 
mounds (barrows). They are undead, and thus 
not affected by sleep or charm spells. Wights are 
immune to all non-magical weapons, with the 
exception of silver weapons. Any human killed 
or completely drained of levels (1 level per hit) by 
a wight becomes a wight.

Wraiths
Armor Class: 	 3 [16]
Hit Dice:	 4
Attacks:	 touch (1d6+level drain)
Special:		 see below
Move:		  9
HDE/XP:	 6/400

Wraiths are powerful wights, immune to all non-
magical weapons other than silver ones (which 
inflict only half damage). Arrows are particularly 
ineffective against them, for even magical and sil-
ver arrows inflict only one hit point of damage 
per hit. They drain 1 level per hit. Wraiths can be 
found riding well-trained battle steeds or more 
unusual mounts that will tolerate their presence.
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Yellow Mold
Armor Class: 	 n/a
Hit Dice:	 n/a
Attacks:	 1d6 damage if touched
Special:		 poisonous spores
Move:		  0
HDE/XP:	 3/60

Yellow mold is a subterranean fungus; it neither 
moves nor attacks. However, if it is poked or 
struck, it may (50% chance) release a cloud of 
poisonous spores, roughly 10 ft in diameter. Fail-
ing a saving throw against the spores means that 
the character dies a rather horrible death. Touch-
ing yellow mold causes 1d6 points of acid dam-
age. These growths can be destroyed with fire.

Yama-Uba (Mountain Hags)
Armor Class:	 4 [15]
Hit Dice:	 6
Attacks:	 claw (1d6)
Special:		 none 
Move:		  12
HDE/XP:	 8/800

The Yama-uba are solitary, horrid looking blue-
skinned females as large as ogres. They live in 
mountainous regions and near passes where they 
can hunt for food. Yama-uba feast on all manner 
of flesh; but they prefer humans, attacking with 
their long claws and wicked mouths that stretch 
from ear to ear. 

Yienhools
Armor Class:	 8 [11]
Hit Dice:	 1
Attacks:	 claw (1d6)
Special:		 grab & pin arms, swarm 		
		  over the top of battle 			 
		  lines.
Move:		  9
HDE/XP:	 1/15

Yienhools are pale humanoids with long, thin 
arms and elongated, clawed hands. Their bulg-
ing, white eyes are well adapted to dim light, 
but they are virtually blind in sunlight and never 
emerge from below ground unless forced to do 
so. They are deep-dwellers of the underground, 
but small groups of them are occasionally found 
in the upper reaches of the subterranean world. 

Yienhools are more intelligent than animals, but 
barely so - they can communicate and follow 
orders, and in packs they can hunt with consid-
erable cunning, but their ability to act indepen-
dently of a pack or a strong leader is very weak. 

Yienhool packs swarm their prey, the first ranks 
grabbing, clutching, and immobilizing to al-
low their total numbers to swarm over the foe 
and bring them down. If a yienhool hits, it has 
grabbed successfully at one of the foe’s arms, ren-
dering weapon or shield unusable as the yienhool 
clings on, regardless of danger (such attacks are 
made at -1 to hit). While holding on, the yien-
hool can make more attempts to grab the other 
arm as well. Yienhool can swarm over the backs 
of their fighting brethren to climb past front 
ranks and into the rear ranks of their opponents. 
If a yienhool is not already holding an enemy, 
and chooses not to make grabbing attacks, it can 
attack with its claws. 

These creatures are usually encountered in large 
numbers, for they do not divide into packs of 
fewer than 6.
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Yurmp (Toad Robbers)
Armor Class:	 4 [15] or 6 [13]
Hit Dice:	 5+3
Attacks:	 polearm or unarmed (1d6)	
Special:		 backstab, unarmed 			 
		  grapple (4+ over number to hit)
Move:		  12
HDE/XP:	 5/240 or 6/400

Fat and ugly toad-like humanoids, the Yurmp 
are bandits and scroungers. Though of fine mate-
rial, such as silk, their clothes are torn and soiled. 
Any armour is mismatched and poorly main-
tained, held together by rusty buckles and dou-
ble-wrapped cords. Yurmp have sour expressions 
and grumpy attitudes, often becoming impatient 
and bored while waiting beside a road or path for 
someone to ambush. Their weapons are gener-
ally polearms looted from battle sites. If yurmp 
are able to coordinate an ambush, they have an 
increased chance of surprising their opponents 
(1-3 on 1d6). In villages that tolerate their pres-
ence they are usually part of any organised crime; 
in areas where they are not tolerated, yurmp live 
by “finding” dropped items and digging through 
the garbage of other races, bemoaning their poor 
luck all the while.

For every 5 yurmp in a group there is a cumula-
tive 2 in 6 chance that a wrestler yurmp will be 
present. These grossly fat yurmps disdain weap-
ons and armour, and strike for 1d6 damage in 
unarmed combat. If the unarmed attack suc-
ceeds by four or more points, the wrestler has a 
firm hold on the foe and can throw him to the 
ground, disarm him, prevent attacks, or inflict 
continuous strangling damage (1d6 per round). 
Wrestler yurmps have an effective Strength score 
of 18, and usually enjoy challenging humans to 
arm wrestling contests. The rest of the yurmp en-
joy gambling on these contests. If yurmp are able 
to attack by stealth or surprise from behind, they 
gain +4 on the attack and inflict double normal 
damage. 

Zombies
Armor Class: 	 8 [11], 7 [12] with shield
Hit Dice:	 2
Attacks:	 weapon or strike (1d6)
Special:		 immune to sleep, charm
Move:		  6
HDE/XP:	 2/30

Zombies are mindless creatures, the walking 
dead. These are merely animated corpses, not car-
riers of any sort of undead contagion as ghouls 
are. If their undeath is contagious, they should 
be worth a few more experience points than de-
scribed here, and if a single hit from a zombie 
causes contagion or any other sort of disease they 
should be worth considerably more experience. 
However, the standard zombie is simply a corpse 
animated to do its creator’s bidding.
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Better Monsters
There is really no limit as to how high monsters 
can go, and often it’s fun to trick the players by 
throwing uber-monsters at them. The Referee 
should feel free to adjust AC, HD, or other fac-
tors to make monsters more challenging.

Also, feel free to try new options like super-orcs, 
goblin spider-riders, or fire-resistant mummies 
just to keep the players on their toes.

Monster Levels
You may notice that while character levels are 
capped, monster levels are not. The reasons for 
this are simple:

1.	 Players run in packs and big monsters need 
levels to overcome a disadvantage in num-
bers.

2.	 Players tend to be creative while many Refer-
ees allow monsters to “play stupid.”

The Referee has the option of allowing characters 
to continue to advance, or to put a cap on mon-
ster levels as he or she sees fit.

Creating Monsters
Monsters are not player characters, and their 
abilities are not at all determined by the rules for 
player characters—not even the stats for races 
that can have player characters, such as Dwarves. 
A monster’s abilities are determined by the Ref-
eree, not by any rules! 

Feel free to add wings, breath weapons, extra hit 
dice, wounded versions, or whatever suits your 
adventure and your campaign. Toggle and tweak, 
imagine and invent! You are responsible for the 
quality of the swords and sorcery in your game, 
not the rules. So don’t try to create monsters ac-
cording to any sort of power formula. 

Create monsters based on how they feel and how 
they play at the gaming table. Create challenges 

for the players, not headaches for yourself. Your 
job is to imagine and create, not to slave at rule-
books finding out what you’re “allowed” to do.

Table 26: Monster Creation

HD THB ST XP Given

<1 +0 18 10
1 +1 18 15
2 +2 17 30
3 +3 16 60
4 +4 15 120
5 +5 14 240
6 +6 13 400
7 +7 12 600
8 +8 11 800
9 +9 10 1,100
10 +10 9 1,400
11 +11 8 1,700
12 +12 7 2,000
13 +13 6 2,300
14 +14 5 2,600
15 +15 4 2,900

+level +1 3 +300/HD
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How Much Treasure?
The amount of treasure a monster owns or guards 
is usually related to the monster’s HDE. That’s 
not necessarily realistic, but keep in mind that 
treasure is one of the ways the game reflects what 
a character has done: it’s used in awarding expe-
rience points. Too many large treasures and the 
characters will become powerful without actu-
ally having done very much. Too many monsters 
with small treasures and the characters won’t gain 
levels to reflect their achievements.

As a general guideline, the monetary value of a 
treasure ought to be about 2–3 times the mon-
ster’s value in experience points, and keep in mind 
that hunting and patrolling monsters likely won’t 
be carting their treasure around with them. Here 
is a possible table a Referee can use as a guideline:

Table 27: Treasure Values

Roll Possible GP Value of Treasure

1 1 x XP Value of the monsters
2 - 3 2 x XP Value of the monsters
4 - 5 3 x XP Value of the monsters

6 4 x XP Value of the monsters

If the characters can’t find the monster’s lair, they 
may get none of the treasure. Also, it obviously 
doesn’t make sense for every wild boar and wolf 
to have a cache of treasure hidden away some-
where. Averaging the treasure out over several of 
the monsters in an adventure is a good way of 
making sure the characters get the right amount 
of experience points from treasure. Perhaps the 
goblin treasure hoard contains some “extra” trea-
sure to account for the wolves in the area. If the 
characters avoid the wolves and kill the goblins, 
so much the better. If they have to fight the wolves 
and never find the goblins, that’s the breaks. 

You can’t make the game perfectly fair.

House Rule: Splitting the Take
Once the monsters are slain and the wounds are 
bound, it’s time to divide up the treasure.It is 
suggested that the total gp value of the loot is 
totaled and divided up among the participants 
with each getting an equal “share.”

Many Referees rule that treasure must be shared 
with NPCs getting either a full or half share, de-
pending upon their level.

It is also customary for fallen (dead) comrades 
to still get a share of the take to be given to their 
next of kin.

“Trading” GP Value for Treasures
In addition to coins, treasures might contain 
gems, jewelry, and magical items. Treasures have 
got to be interesting: endless series of “another 
treasure worth 100 gp in total” is a surefire recipe 
for boring your players.

•	 For every 100 gp in value, there is a 10% 
chance of a 100 gp trade-out.

•	 For every 1,000 gp in value, there is a 10% 
chance of a 1,000 gp trade-out.

•	 For every 5,000 gp in value, there is a 10% 
chance of a 5,000 gp trade-out.

It is suggested that the Referee begin with the 
major gp values first and work down to the lesser 
ones. “Jewelry” refers to a single item of jewelry.

5,000 GP Trade Out
A roll of 1–19 on a d20 means a roll on the Ma-
jor Gem/Jewelry table. A roll of 20 results in roll-
ing on the Major Magic Item table.
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Table 33: Minor Magic Item

Roll Possible GP Value of Treasure

1 Roll 1d12 times on the potions table.
2 - 3 Roll 1d6 times on the scrolls table.
4 - 5 Roll 1d6 times on the weapons/armor table.

6 Roll 1d20 on the miscellaneous table.

Table 34: Magic Potions

Roll Magic Potion1

1 - 3 Animal Control
4 - 6 Clairaudience
7 - 9 Clairvoyance

10 - 12 Diminution
13 -15 Dragon Control
16 - 18 Ethereality
19 - 21 Fire Resistance
22 - 24 Flying
25 - 27 Gaseous Form
28 - 30 Giant Strength
31 - 33 Growth
34 - 36 Heroism
37 - 39 Invisibility
40 - 42 Invulnerability
43 - 45 Levitation
46 - 48 Plant Control
49 - 55 Poison
56 - 58 Slipperiness
59 - 61 Treasure Finding
62 - 64 Undead Control
65 - 75 Extra Healing
76 - 00 Healing

1 Potions have a duration of 1d6+1 turns.

Magic Potion Descriptions
Animal Control: Results as per the spell.

Clairaudience: Results as per the spell Crystal 	
Ball.

Clairvoyance: Results as per the spell Crystal 		
Ball.

Diminution: Imbiber shrinks to 6 inches tall 		
for 2d6 hours.

Table 28: Major Gems/Jewelry

Roll Possible GP Value of Treasure

1 Gem or jewelry worth 1d1,000 gp
2 - 3 Gem or jewelry worth 1d1,000 x8 gp
4 - 5 Gem or jewelry worth 1d1,000 x12 gp

6 Gem or jewelry worth 1d1,000 x20 gp

Table 29: Major Magic Item

Roll Possible GP Value of Treasure

1 Roll 6 times on the potions table.
2 - 3 Roll 1d6+12 times on the scrolls table.
4 - 5 Roll 1d6+12 times on the weapons/armor table.

6 Roll 1d6+40 on the miscellaneous table.

1,000 GP Trade Out
A roll of 1–19 on a d20 means a roll on the Me-
dium Gem/Jewelry table. A roll of 20 results in 
rolling on the Medium Magic Item table.

Table 30: Medium Gems/Jewelry

Roll Possible GP Value of Treasure

1 Gem or jewelry worth 1d100 gp
2 - 3 Gem or jewelry worth 1d1,000 +250 gp
4 - 5 Gem or jewelry worth 1d1,000 +750 gp

6 Gem or jewelry worth 1d10,000 gp

Table 31: Medium Magic Item

Roll Possible GP Value of Treasure

1 Roll 3 times on the potions table.
2 - 3 Roll 1d6+6 times on the scrolls table.
4 - 5 Roll 1d6+6 times on the weapons/armor table.

6 Roll 1d6+20 on the miscellaneous table.

100 GP Trade Out
A roll of 1–19 on a d20 means a roll on the Mi-
nor Gem/Jewelry table. A roll of 20 results in 
rolling on the Minor Magic Item table

Table 32: Minor Gems/Jewelry

Roll Possible GP Value of Treasure

1 Gem or jewelry worth 1d6 gp
2 - 3 Gem or jewelry worth 1d100 +25 gp
4 - 5 Gem or jewelry worth 1d100 +75 gp

6 Gem or jewelry worth 1d1,000 gp



RUINS & RONIN

64

Dragon Control: 1d3 dragons of a specific type 	
(determined randomly by the referee) are affected 
as per charm monster.

Ethereality: The imbiber of this potion can move 
through solid objects but cannot attack. Equip-
ment also becomes ethereal.

Extra Healing: Cures 3d6+3 HP of damage.

Fire Resistance: Grants immunity to normal 
fire, +2 saving throws against fire attacks, half 
damage to magic fire attacks that do not permit 
saving throws.

Flying: Results as per the spell.

Gaseous Form: The user’s body turns to a mist 
that he controls, allowing him to access any place 
that isn’t airtight.  Equipment is left behind; only 
the body becomes gaseous.

Giant Strength: Character gains strength above 
and beyond 18. Gains an additional 1d6 to dam-
age rolls and +4 to-hit.

Growth: Character grows to 30 ft in height.

Healing: Cures 1d6+1 HP of damage.

Heroism: +2 to attacks and damage.

Invisibility: Results as per the spell.

Invulnerability: +2 saving throws, opponents at-
tack at -2.

Levitation: Results as per the spell.

Plant Control: Results as per the spell.

Poison: Save or die.

Slipperiness: Except for the soles of the feet and 
the palms of the hands, the character has a virtu-
ally frictionless surface.

Treasure Finding: Character can detect 	
hoards of treasure within 400 ft.

Undead Control: 2d4 undead of fewer than 4      
HD and 1d4 undead of 4+ hit dice fall under the 
imbiber’s control as per the control animals spell.

Table 35: Scrolls

Roll Scroll1

1 1 spell, level 1
2 1 spell, level 1d3
3 2 spells, level 1d2 each
4 3 spells level, 1 each
5 Cursed scroll

6 - 7 Protection scroll (normal duration)
8 2 spells, level 1d4 each
9 2 spells, level 1d5 each
10 1 spell. level 1d4+1 
11 5 spells, level 1d3 each
12 Cursed scroll

13 - 14 Protection scroll (double duration)
15 5 spells, level 1d5 each
16 6 spells, level 1d5 each
17 7 spells. level 1d5 each
18 8 spells, level 1d5 each
19 Cursed scroll

20 Protection scroll (triple duration, and double 
effect if applicable)

59 - 61 Treasure Finding
62 - 64 Undead Control

1 Roll 1d6 per type, 1-3 Shugenja, 4-6 Sohei.
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Table 36: Protection Scrolls

Roll Scroll

1 Demons
2 Drowning
3 Elementals
4 Magic
5 Metal
6 Poison
7 Undead
8 Were-creatures

Protection Scroll Descriptions
Demons: All within a 10 ft radius around the 
reader are protected from the attacks of 1 demon 
per round for a period of 40 minutes.

Drowning: All within a 10 ft radius of the reader 
gain the ability to breathe underwater for 1 full 
day.

Elementals: This scroll protects against a single 
elemental, and lasts for a duration of 40 minutes.

Magic: Anti-magic shell surrounds and moves 
with the reader, having a radius of 10 ft. Spells 
cannot pass in or out of the shell. Duration: 1 
hour.	

Metal: Metal cannot harm the reader for dura-
tion of 1 hour.

Poison: Poison cannot harm the reader or a pe-
riod of 6 hours, and any poison in his system is 
removed.

Undead: All within a 10 ft radius of the reader 
are protected against undead, but only to a lim-
ited degree. In any given round, 2d12 undead 
with HD fewer than 4, and 2d6 undead with hit 
dice 4–5, and 1d6 undead with hit dice of 6+ are 
foiled by the protection of the scroll. Thus, the 
scroll is effective against all but a true horde of 
undead.

Were-creatures: All within a ten-foot radius       
around the reader, for a duration of one hour, are          
protected from lycanthropes.

Table 37: Magical Weapons & Armor

Roll Weapon / Armor

1 cursed armor
2 +1 missile weapon

3 - 6 +1 melee weapon
7 - 8 +1 armor

9 cursed weapon
10 +2 missile weapon

11 - 12 +2 melee weapon
13 +2 armor
14 +1 melee weapon with 1 minor ability
15 +3 missile weapon

16 - 17 +3 melee weapon
18 +3 armor
19 unusual weapon (optional) or re-roll
20 unusual armor (optional) or re-roll

56 - 58 slipperiness
59 - 61 treasure finding
62 - 64 undead control

Table 38: Cursed Weapons1 & Armor1

Roll Cursed Weapon / Armor

1 - 3 -1 weapon or armor
4 -2 weapon or armor
5 -3 weapon or armor
6 attracts missiles

1 Cannot be put down without a remove curse being cast 
upon the owner. 

Cursed Item Description
Attracts missiles: This item attracts missile fire 
(even those fired at others nearby), and grants +1 
to-hit on such missiles.
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Table 39: Melee Weapons

Roll Weapon

1 Masakari
2 Bo
3 Tanto
4 Jo
5 Nagamaki
6 Tetsubo
7 Naginata
8 Yari
9 Katana
10 Katana
11 Wakizashi
12 Nodachi

Table 40: Missile Weapons

Roll Weapon

1 - 4 2d6 Arrows
5 1d3 Uchi-ne
6 2d4 Shuriken

Table 41: Minor Abilities for Melee Weapons

Roll Ability

1 - 4 additional damage (+1)
5 sheds light (15 foot radius)
6 sheds light (30 foot radius)

Table 42: Unusual Weapons (Optional)

Roll Weapon

1 +1 blunt weapon that destroys undead
2 +1 thrown weapon returns to hand
3 +1 melee weapon grants 1 additional attack 

per day
4 +1, +2 vs. particular type of foe
5 +1, +4 vs. particular type of foe
6 +2, +3 vs. particular type of foe
7 weapon flames
8 weapon is cold
9 dancing weapon
10 intelligent weapon

Unusual Weapon Descriptions
+1 Blunt weapon that destroys undead: lesser 
types don’t get a saving throw, more powerful 
types do. (jo, bo, tetsubo).

+1 thrown weapon returns to hand: uchi-ne or 
shuriken

vs. particular type of foe: were-creatures, un-
dead, ogres, goblins, etc.

Weapon flames: additional 1d6 damage: roll 
1d4-1 for to-hit bonus.

Weapon is cold: additional 1d6 damage: roll 
1d4-1 for to-hit bonus.

Dancing weapon: fights in the air after 3 rounds, 
as a +1d3 weapon.

Intelligent weapon: roll 1d3 for to-hit bonus. 
There is a 10% chance that such a weapon may 
have the ability to cast a spell once per day. Such 
swords generally can communicate with their 
bearers, and often (25% chance) can speak au-
dibly.

Table 43: Unusual Armor (Optional)

Roll Armor

1 Armor of Arrow Deflection
2 Demonic Armor
3 Ethereal Armor
4 Fiery Armor

Unusual Armor Description
Ethereal armor: +3 O-yori that also allows the 
wearer to become insubstantial and incorporeal 
50 times, at which time it reverts to normal +3 
plate mail. In ethereal form, the wearer cannot 
be hit and cannot attack (unless the opponent is 
also ethereal).
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Table 44: Miscellaneous Items

Roll Item

1 - 3 staff
4 - 6 miscellaneous magic item

Table 45: Staffs

Roll Staff

1 Healing
2 Command
3 Snake
4 Striking
5 Withering
6 Power
7 Wizardry
8 Beguiling
9 Absorption
10 Lordly Might

Staff Descriptions
Absorption: Absorbs spells cast directly at the 
wielder, and allows the wielder to cast a spell from 
his own memory using that power (and thus not 
losing the spell from memory). Once the staff has 
absorbed 50 levels of spells (whether or not the 
power has been cast back out again), it no longer 
absorbs spells.

Beguiling: Casts Charm Person in a radius of 
20ft from the wielder (uses one charge). The du-
ration of the charm is one hour. 

Command: A charge can be used to control hu-
mans (as per Charm Person), plants, or animals.

Healing: Cures 1d6+1 hit points of damage per
charge.

Power: Casts Light (no charge used), casts Fire-
ball (4d6 damage), cold as a Wand of Cold, 
Lightning Bolts (4d6 damage), acts as a ring of 
Telekinesis (costs one charge) and hits for 2d6 
damage (no charge used).

Lordly Might: These staffs only carry 10 charges, 

but a charge may be used to cast Raise Dead.

Snake: +1 to hit and +1 damage. When com-
manded (by using a charge) the staff coils around
the target with a successful hit and pinions the
victim for 1d4 x10 minutes. The victim must be
about the size of a human or smaller to use this
power. The staff will slither back to its owner af-
terwards at a speed of 24. Only clerics can em-
ploy a Staff of the Snake.

Striking: Inflicts 2d6 points of damage with a 
successful hit (does not use charges)

Withering: Adds ten years of physical aging with 
a successful hit.

Wizardry: The most powerful of staffs. It is a staff 
of power with additional abilities. At the cost of 
one charge, it allows invisibility, summoning el-
ementals (calling 1d4 at a time), Hold Person, a 
Wall of Fire (See Wall of Defense I), Passwall, a 
Web spell, or Fly.
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Table 46: Miscellaneous Magic Items

Roll Item

1 - 2 Alarm Bell
3 - 4 Balm of the Tiger
5 - 6 Basan Powder
7 -8 Beads of Incommodious Restriction

9 - 10 Bell of Harmony and Serenity
11 - 12 Bottle of Fog
13 - 14 Brazier of Clearheadedness
15 -16 Brush of Copying
17 - 18 Brush of Translation
19 - 20 Buckle of Steadfastness
21 - 22 Buckle of Defense
23 -24 Cauldrons of Smoke
25 - 26 Chalics of Efficatious Recovery
27 - 28 Coins of Fortune
29 - 30 Cursed Brush of Hu Gua
31 - 32 Dancing Fan
33 - 34 Dust of Lotus
35 - 36 Dust of Storms
37 - 38 Drums of Terror
39 - 40 Flute of Defense
41 - 42 Flute of Taming
43 - 44 Gong of Meditation
45 - 46 Gong of Summoning
47 - 48 Goza of Chao the Miserly
49 - 50 Hakama of Inappropriate Dancing
51 - 52 Hood of Auspicious Resemblance
53 - 54 Ink of the Monks of Taraka
55 - 56 Inkstone of Calligraphy
57 - 58 Jingasa of Unreliable Ascension
59 - 60 Jingasa of the Hungry Shark
61 - 62 Jingasa of the Thrice Generous Turtle
63 - 64 Jingasa of the Most Joyous Return
65 - 66 Kite of Surveillance
67 - 68 Lens of Seeing
69 - 70 Mask of Terror
71 - 72 Mirror of Transcription
73 - 74 Oil of Yo
75 - 76 O-yori of Namura the Valorous
77 - 78 Petal Slippers (cursed)
79 - 80 Pi-pa of Repose

Roll Item

81 - 82 Prayer Beads
83 - 84 Qin of Attraction
85 - 86 Robe of Fortuitous Resplendence
87 - 88 Scholars’ Fan
89 - 90 Slippers of Silent Treading
91 - 92 Spirit Brush
93 - 94 Temple Bell
95 - 96 Vase of the Sea
97 - 98 War Fan
99 - 00 Roll again

Misc. Magic Item Descriptions
Alarm Bell: Single-cast bronze bell(s) with-
out clappers. When the inscribed characters are 
traced and read it will go into guard mode. It 
acts like a Protection from Evil spell with a radius 
of 100 yards. If anyone enters this radius it will 
begin to ring very loudly with a deep, metallic 
sound. May be used once per 24 hour period.

Balm of the Tiger: Alchemical balm that removes 
all scars. Does not grow back amputated limbs

Basan Powder: Made from the grinded bones of 
the dreaded petrifying giant chickens, this fine, 
creamy dust, when added to a drink and con-
sumed, renders the drinker immune to all magi-
cal forms of petrification and paralysys for 1d4+2 
hours. However, it offers no protection against 
paralysing poisons.

Beads of Incommodious Restriction:When a 
Sohei (no other class) shouts the name of this 
magic item then successfully throws this string of 
large wooden beads over someone/thing of up to 
human size, that person must succeed at a saving 
throw or be entangled and unable to move for 
1d4+1 rounds (even works on Animal Strength 
Immortals !)
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Bell of Harmony and Serenity: These items look 
like a smallish handheld metal bell, tall and round 
on the top, complete with a clapper, sometimes 
they are even worn and may look fairly mundane. 
When rung this bell causes all within hearing dis-
tance to make a saving throw or become dazed. 
Each time the bell is rung during subsequent 
rounds afterwards the effect culminates until, five 
rounds later, the victim will fall asleep and dream 
pleasant and harmonious dreams. The GM may 
decide whether this affects deities, devils, etc. The 
undead are immune (which is sometimes a great 
way to spot them). 

Bottle of Fog: This small porcelain vial will re-
lease a huge cloud of fog if broken. The cloud 
will fill an area 15x15 yards and last for 1 hour 
unless dispersed by heavy wind or magic. Those 
inside the fog will suffer a -2 to-hit as visibility is 
greatly reduced. 

Brazier of Clearheadedness: The scented smoke 
arising from this great ceremonial brazier increas-
es the Saving Throws by +2 vs. Spells of those 
nearby. The effect lasts for 1 hour. 

Brush of Copying: If this plain, bamboo and 
horsehair brush is traced over another text and 
the placed on a fresh sheet of parchment will 
make an exact copy. May be used once per week.

Brush of Translation: this brush looks like the 
expensive brushes used by the Imperial Manda-
rin. When used, the scribe may understand any 
language spoken in his presence.

Buckle of Steadfastness: This bronze buckle will 
add +1 to the wearer’s Saving Throws when worn.

Buckle of Defense: This jade buckle in the form 
of a curled dragon will add +1 to AC when worn.

Cauldrons of Smoke: These large bronze tripod 
cauldrons are engraved in the style of the Yoni-
guni dynasty. All told, 3 are known to have been 

cast. When the inscription is read forth, they will 
emit a particular kind of smoke depending on 
the individual cauldron (fragrant incense, fog, 
poison gas, fear gas, and hallucinogenic gas) 

Chalice of Efficatious Recovery: This gourd-
shaped vessel will produce a potion of healing 
once per week if filled with normal water.

Chalice of Poison: This copper drinking vessel 
will poison any liquid placed into it. Normally 
undetectable by any means. Anyone taking even 
a sip of liquid from the chalice must Save vs. Poi-
son at -2 or die in spasms of terrible pain.

Coins of Fortune: Only found in sets of three, 
these antique doughnut-shaped coins will bring 
luck upon the possessor once per day (automatic 
success on one Saving Throw).

Cursed Brush of Hu Gua: this horsehair brush 
seems in all respects to be a finely crafted antique. 
Even when used, it will appear to be a normal 
brush. Only later, when the inscribed text is 
examined by another will its true nature be re-
vealed~ it subtly distorts the meaning of the text 
into one of blasphemy and deadly insults. Be-
lieved to be the creation of an Archdevil, it was 
responsible for the downfall of the Scholar Hu 
Gua, who found his petition of  introduction to 
the Emperor most unwelcome.

Dancing Fan: When this fan is used, it imbues 
the possessor with a phenomenal skill at dancing 
(equal to a Charisma of 18 for 1d3 turns).

Dust of Lotus: This dust is distilled from the 
Black Lotus. Anyone inhaling the resinous par-
ticles  must make a Save vs. Spells or fall into a 
deep sleep for 1d6 hours. 

Dust of Storms: This bluish-gold sand is highly 
reactive to air and is always stored in a stoppered 
vial of some sort. When released it will create an 
effect as the spell Hail Storm.
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Drums of Terror: This large bronze drum is en-
graved with the hideous visages of spectral ghosts 
and skeletal warriors. Anyone hearing the abomi-
nable tones produced must make a Save vs. Spells 
at -2 or flee for 1d6 rounds.

Flute of Defense: This short lacquered bam-
boo flute is enchanted to be as hard as cast iron. 
When used as a weapon treat it as a warhammer.

Flute of Taming: This long bamboo flute, when 
played by a skilled flautist, may cast the spell 
Charm Animal up to three times per day.

Gong of Meditation: This small bronze gong 
when commanded by its owner, will make a re-
petitive series of low tones. This effect will aid 
the meditation of all listeners, lowering the time 
needed to pray for a full complement of clerical 
spells to 1 hour.

Gong of Summoning: This large bronze gong, 
covered in unknown sigils, will summon a ran-
domly determined creature when struck in the 
correct manner, once per month. 

Goza of Chao the Miserly: A rolled up 3ft 
square straw mat. Unravelling it and placing it 
on the ground causes a magical hole (3ft cubed) 
to appear under it a round later. Objects/beings 
may be placed in the hole, then when the mat 
is placed back over the hole for another round 
and then removed, the hole has disappeared. The 
objects/beings are magically kept in stasis until 
the goza is placed back in the same place and the 
hole reappears. A popular folksong claims that 
Chao himself, after years of hoarding his ill-got-
ten gains, was imprisoned in one such hole by a 
wily Yakuza.

Hakama of Inappropriate Dancing: Baggy cot-
ton trousers that cause the wearer to bust some 
shapes in the presence of anyone of higher social 
status.

Hood of Auspicious Resemblance: A black and 
crimson hood that fastens to itself with a jade 
dragon brooch. When the hood is put on a per-
son’s facial features will appear to resemble who-
ever anyone who encounters the wearer wants to 
see the most. During this time, the wearer has +2 
CHA in their dealings with onlookers. After 1d4 
turns, an onlooker is permitted a saving throw to 
see through the disguise. If the hood is removed, 
the wearer’s true face is revealed.

Ink of the Monks of Taraka: The mountain 
monastary of Taraka is famed for the qualty of 
the inks its monks produce, made from a kind of 
berry native to the region, and widely sought by 
magic-users. Scrolls written using these inks have 
a 50% chance of being able to re-used a second 
time, 25% a third time, etc.

Inkstone of Calligraphy: This is a blotter stone 
decoratively carved and bearing a large-flat sur-
face for the mixing of ink and a hollowed out 
area for water. If a calligrapher uses it to prepare 
ink and dips the brush from it he or she may 
copy any scroll without error, once per week.

Jingasa of Unreliable Ascension: Steel helmet 
that, when the wearer crosses wrists across their 
chest, spins around while the character rises, as 
per the Levitate spell. The referee rolls 1d6 for 
the Caster Level, duration is 1 round per level or 
until wrists are uncrossed.

Jingasa of the Hungry Shark: A spinning jin-
gasa with serrated edges that act as a chainsaw

Jingasa of the Thrice-Generous Turtle: Turtle 
shell patterned jingasa that fills with one portion 
of turtle soup 3 times per day when prayed over

Jingasa of Most Joyous Return: A dense-wood-
en jingasa that returns to the owner after being 
thrown as a missile weapon. Hits victims like a 
club.
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Kite of Surveillance: This silken kite is con-
structed in the form of either a long-tailed orien-
tal dragon or a feathered oriental phoenix. When 
the kite is sent aloft by its owner (holding the 
strings) it will relay images of all that it sees via 
ESP. Note that the kite has no ability to see in 
darkness and will only see things visible to a nor-
mal human.

Lens of Seeing: This is a single crystal lens about 
the size of a bottle cap. When held to the eye the 
user can see things normally undetectable (e.g. 
ethereal beings, ley lines, invisible creatures or 
objects, etc.).

Mask of Terror: This large lacquered wooden 
mask is carved into the leering visage of a demon. 
All those who look upon the wearer must Save vs. 
Spells or be affected identically to a Fear spell as 
long as the wearer is visible. 

Mirror of Transcription: This is a crystal mirror 
of fine make. The user must place a written work 
(nonmagical only) and a piece of plain parch-
ment side by side and use the mirror to reflect the 
words from the one onto the other. An identical 
copy will be created. However, in the case of cal-
ligraphy or works of art, the forgery will obvious 
on close examination by an expert.

Oil of Yo: This oil, made from the recipe of 
the Yellow Thatch Sorceror Yo Pei, is transpar-
ent, and may be identified only by its pungent 
odor. It conceals a deadly and insidious disease. 
Within the hour the victim’s skin will begin to 
sprout small tentacle-like growths that wiggle 
and respond to sound and light. This mutation 
is short-lived, after  about 30 minutes the vic-
tim will shudder violently, collapse, and die (no 
save). This is a powerful item and should be very 
rare and expensive. Its use has only been reported 
widely in the death of the Emperor Jing Huo-di, 
presumably at the orders of the Dowager Em-
press. 

O-yori of Namura the Valorous: This full suit 
of armor was forged by the master smith Ku-
mushima for the legendary warlord Namura of 
the Torashi clan using metal from a stone who 
is said to “Have fallen down from the Heavens 
during a night under such a powerful storm 
one would believe it had been sent by the God 
Raijin himself...”.  The O-yori is of superlative 
craftsmanship, inlaid with gold and silver depic-
tions of Lord Namura’s great victory at the Battle 
of the Valley of the Mists. The armor was lost 
when one of his descendants was killed in battle 
during the war that would spell the downfall of 
the Torashi clan, generations latter; its different 
parts are now said to be scattered across the land. 

The O-yori is composed of 7 parts (Kabuto, Sode, 
Kote, Do-maru, Haidate, Suneate and a face-
mask). Each parts grants the normal AC bonus 
(the mask is worth +1/-1 AC and has a weight of 
2) and increases the wearer’s CHA by one. The 
full suit of armor grants the wearer a total AC of 
-4[23], +7 to CHA and makes him immune to 
fear and and forms of mental domination. It also 
grants a +2 bonus to Morale and Saves vs. Fear of 
allies within 120 feet.

Petal Slippers (cursed): Shrinks the wearer’s feet 
to the size of a lotus petal. Movement is reduced 
to 10’/round. May only be removed by whisper-
ing the secret command word written inside the 
sole.

Pi-pa of Repose: When the stings of this man-
dolin-like instrument are plucked by an experi-
enced musician, all listeners must make a Save vs. 
Charm or fall into a deep sleep as per the spell. 
Usable only once per day. Fashioned by the Im-
perial Concubine Wu for the first Emperor. 

Prayer Beads: These specially crafted beads are 
enchanted with a particular Cleric spell, which 
may be used repeatedly, once per day. 1d3 are 
typically found one a string with several mun-
dane beads. 



RUINS & RONIN

72

Qin of Attraction: This stringed instrument 
emits a lovely, soothing tone when in the hands 
of a practiced musician. It will act as a Charm 
Person spell for a maximum duration of 3 turns, 
once per day. 

Robe of Fortuitous Resplendence: Though it 
appears to be just a beautiful silken kimono, this 
garment is woven with magic. In times of per-
sonal crisis (when HP has been depleted by half ) 
the wearer may reach into one of the sleeves and 
pull out an object that may be of aid in the situ-
ation. Whether it’s a shuriken, a stuffed white rat 
or a ball of twine, it is suggested that the refer-
ees make up their own random tables for what’s 
in the sleeve. The robe has seen better days and 
is ripped in places, causing 1 in 6 of the items 
pulled from the sleeve to either be cursed or of 
no benefit at all to the wearer in their current 
predicament.

Scholars’ Fan: This fan was once owned by the 
famous poet Po Bei. When the command word 
is spoken, it will hang in midair and swat flies, 
shield from the sun, and gently flutter. 

Slippers of Silent Treading: these silk slippers 
completely muffle all sounds of walking when 
worn. May only be worn indoors. Commonly 
used by thieves or ninjas. 

Spirit Brush: This rather large and ornate brush 
is in fact the physical form of a spirit. This brush 
may write by itself if given proper dictation and 
materials. For game purposes assume that all 
skills such as reading & writing or language is 
limited to the users own abilities. It can also fight 
in a limited fashion if ordered to by throwing ink 
into the eyes, a knock on the skull etc.

Temple Bell: Many examples exist, each with dif-
ferent abilities. Many are used to summon wor-
shippers throughout an area to worship. Some al-
ter weather, some cause fear or terror. The referee 
should determine the specific abilities. 

Vase of the Sea: This finely made, blueware por-
celain vase is covered in scenes of maritime life. 
Once per month, if turned upright and the com-
mand word is spoken, it will summon a water 
elemental.

Warfan: This is a fan made of overlapping strips 
of razor-sharp steel. When thrown, it will speed 
unerringly towards its target (normal to-hit roll/
damage 1d6+1) and return again to its owner.
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CHAPTER 9: Open Game License

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 un-
der the OGL, with the exception of the trademarks “RU-
INS & RONIN, “R&R”, “SWORD+1 PRODUCTIONS” 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.
Definitions:
(a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material in-
cluding derivative works and translations (including into 
other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compila-
tion, 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 dis-
tribute; 
(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 Con-
tent 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, the-
matic 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 supernat-
ural 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, mot-
to, 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.
The License: This License applies to any Open Game Con-
tent that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this Li-
cense. You must affix such a notice to any Open Game 
Content that you Use. No terms may be added to or sub-
tracted 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.
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 ex-
act terms of this License to Use, the Open Game Content. 
Representation of Authority to Contribute: If You are con-
tributing original material as Open Game Content, You 
represent that Your Contributions are Your original cre-
ation and/or You have sufficient rights to grant the rights 
conveyed by this License.
Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or distribut-
ing, 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.
Use of Product Identity: You agree not to Use any Prod-
uct Identity, including as an indication as to compatibil-
ity, 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 Con-
tent except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Regis-
tered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the own-
ership 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.
Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you 
are distributing are Open Game Content.
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.
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Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute.
Use of Contributor Credits: You may not market or ad-
vertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so.
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.
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.
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.
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, Copyright 2008, Matthew J. Finch 
SWORDS & WIZARDRY: WHITEBOX by Matt Finch 
and Marv Breig, Copyright 2008, Matthew J. Finch. RU-
INS & RONIN; Copyright 2009, Mike Davison. 

END OF LICENSE
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INT

WIS

CON

DEX

CHA

ClASS ABILITIES

MONEY & TREASURE

CHARACTER NAME

RELIGION/DEITY
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