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What is a Scout?

The scout is an expert for dungeon exploration. He
leads others through the underground, knows where
to find traps and how to cope with a hostile environ-
ment. Scouts share some similarifies with thieves, but
unlike thieves do not fancy larceny.

Class Basics

Atfribute Requirements  DEX 9

Prime Requisite Dexterity

Races Any

Hit Die dé (max 10)

Alignment Any
Hand axe, club, dagger, dart,
light flail, javelin, light mace,

Weapons sling, broad sword , long
sword, short sword, scimitar,
light warhammer

Armour Leather, studded leather,
padded and elven chain only

Attack Progression As Thief

Saving Throws As Thief

Weapons Proficiencies 2+1 every 4 levels
Non-Proficiency Penalty -3

Weapon Specialisation  N/A

Atiribute Requirements

Clumsiness does not suit a scout. To become a scout,
a Dexterity score of 9 or more is required.

Prime Requisite
Dexterity is the scout's prime requisite. A scout with a
Dexterity of 16 or more receives a 10% XP bonus.

Races
Members of all races are eligible

Hit Die

The scout uses the dé to determine his hit points and
can gain a maximum of ten hit dice at level ten. Every
level thereafter, he gains a addifional three hit points.

Alignment
Scots can be of any alignment.

Weapons and Armour

A scout can use the hand axe, club, dagger, dart,
light flail, javelin, light mace, sling, broad sword ,
long sword, short sword, scimitar and light warham-
mer. They never use two-handed weapons. Swords
and hammers (which double as a tool) are preferred
weapons of the scout. Scouts can freely use burning
oil or poison.

Attack Progression

Scouts have the same attack progression as thieves
(see Table 2).

Saving Throws

A scout's saving throws progress as those of a thief do
(see Table 3).

Weapon Proficiencies

Scouts start with two weapon proficiency slots and
gain a new one every four levels starting with the
fourth. If scouts use a weapon they are not proficient
in, they suffer a -3 penalty to their attack roll.

Dual- and Multiclassing

Provided he meets the usual requirements, a scout
can dual- or multiclass with any other class except
for assassins, barbarians, knights, monks, paladins and
thieves.

Table 1: Scout Experience Progression

Level XP Hit Dice Title
1 0] 1 Searcher
2 1,250 2 Spotter
3 2,500 3 Lookout
4 5,000 4 Vanguard
5 10,000 5 Observateur
6 20,000 6 Guide
7 40,000 7 Discoverer
8 70,000 8 Explorer
9 110,000 9 Scout
10 160,000 10 Expert Scout
11 220,000 10+3 Expert Scout
12 440,000 10+6 Expert Scout

Special Abilities

Scout Skills

The scout share a number of skills with the thief, even
though his advancement in these skills is slightly differ-
ent (see Table 4). These abilities function just like the
ones of the thief and are adjusted for the scout'srace
(see Table §), the armour he wears (see Table 7) and
his Dexterity score (see Table 8). In addition to these
thief skills, the scout also has the thief-acrobat's Rope
Walk and Breakfall skills. While wearing armour other
than leather, no Dexterity bonuses apply.

Rope Walk

This ability allows the scout to balance across a rope,
provided the distance is no greater than 60'. On the
rope, his movement speed is half his usual speed. At
maximum, the rope's angle can be around 45°. The
scout has to move upright with both his hand being
free. A balance pole grants a 10% bonus to rope
walking, whereas winds makes it more difficult (see
Table 9). In strong wind conditions, the scout's suc-
cess chance cannot exceed 95%. From level 13 on,
the scout can carry an additional load while walking
across a rope while suffering the general penalties for
carrying foo much weight. This load increases while
he gains additional levels and allows him to carry ad-
ditional weight while exposed to winds (see Table 5).



Table 2: Scout Attack Progression

Level -0 -9 -8 -7 -6 -5 -4 3 -2 -1 O 1 2 3 4 5 6 7 8 9 10
1-4 26 25 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 11
5-8 24 23 22 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 11 10 9
9-12 21 20 20 20 20 20 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6
13-16 20 20 20 20 20 19 18 17 16 15 14 13 12 11 10 8 7 6 5 4
17-20 20 20 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2
21+ 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 0
Table 3: Scout Saving Throw Progression
Level Rod, Staff, Wand Breath Weapon Deaﬂ;,;saorr?lysis, Pf;:::i;z:i;: ! Spell
1-4 14 16 13 12 15
5-8 12 15 12 11 13
9-12 10 14 11 19 11
13-16 8 13 10 9
17-20 6 12 9 8
21+ 4 11 8 7
Table 4: Scout Skills
Level Open Find M?ve Hide in He.ar Climb Rope Breakfall :‘;g;(d Dei.ect
Locks Traps Quietly Shadows Noise Walls Walk stabbing lllusion
1 25% 10% 15% 10% 10% 80% 50% 25% - -
2 29% 17% 21% 15% 10% 81% 55% 50% - =
3 33% 24% 27% 20% 15% 82% 60% 75% - -
4 37% 31% 33% 25% 15% 83% 65% 25% 20% =
5 1% 38% 39% 31% 20% 84% 70% 50% 25% -
6 45% 45% 45% 37% 20% 85% 75% 75% 30% -
7 49% 52% 51% 43% 25% 86% 80% 25% 35% -
8 53% 59% 57% 49% 25% 87% 85% 50% 40% 20%
9 57% 66% 63% 56% 30% 88% 90% 75% 45% 27%
10 61% 73% 69% 63% 30% 89% 95% 25% 50% 34%
11 65% 80% 75% 70% 35% 90% 100% 50% 55% 1%
12 69% 87% 81% 77% 35% 21% 100% 75% 60% 48%
13 73% 94% 87% 85% 40% 92% 100% 25% 65% 55%
14 77% 99% 93% 93% 40% 93% 100% 50% 70% 62%
15 81% 100% 99% 99% 45% 4% 100% 75% 75% 69%
16 85% 100% 99% 99% 45% 95% 100% 25% 80% 75%
17 89% 100% 99% 99% 50% 96% 100% 50% 85% 75%
18 93% 100% 99% 99% 55% 97% 100% 75% 90% 75%
19 7% 100% 99% 99% 60% 98% 100% 25% 95% 75%
20 100% 100% 99% 99% 65% 99% 100% 50% 100% 75%
21 100% 100% 99% 99% 70% 99% 100% 75% 100% 75%
Table 5: Scout Rope Walk Encumbrance Limits
Level No Wind Moderate Wind Strong Wind
13-14 +1,000 GP, no penalties Normal load, no penalties Normal load, penalties
15 -16 +2,000 GP, no penalties +1,000 GP, no penalties Normal load, no penalties
17-18 +3,000 GP, no penalties +2,000 GP, no penalties +1,000 GP, no penalties
19+ +4,000 GP, no penalties +3,000 GP, no penalties +2,000 GP, no penalties



Table 6: Scout Skills Racial Adjustments

Race ?OF::(: Find Traps cg’l\, ?:ﬁy S:iadcfoivr;s S\II':I‘I? Rope Walk  Breakfall Ba%\l:(gtlggb-
Dwarf +10% +15% - -10% -5% - -10%
Elf -5% - +5% +10% - +10% +5% +5%
Gnome +5% +10% +5% +5% -15% - - -
Half-Elf - - - +5% - +5% - -
Halfling +5% +5% +10% +15% -15% - +5% +10%
Half-Orc +5% +5% - +5% - +10% -10%
Human - - - - - - -
Table 7: Scout Skill Armour Adjustments
e . Avoi
Armour &':j(rs' Find Traps QN‘\J ?:t?y S::ﬂ:leol\;s %‘;‘I? Rope Walk Breakfall chlz)li(Etg:b-
None - - +10% +5% +10% +10% - +10%
Leather - - - - - - - -
Studded Leather -10% -10% -20% -20% -30% -20% -10% -10%
Padded -10% -10% -20% -20% -30% -20% -10% -10%
Elven Chain -5% -5% -10% -10% -20% -10% -5% -
Table 8: Scout Skills Dexterity Adjustments
. . Move Hide in e
Dexterity Open Locks Find Traps Quietly Shadows Rope Walk Breakfall Bac;li(:;ab-
9 -10% -10% -20% -10% - - -15%
10 -5% -10% -15% -5% - - -10%
11 - -5% -10% - - - -5%
12 - - -5% - - - -
13-15 - - - - - - -
16 +5% - +5% - +5% - -
17 +10% +5% +10% +5% +10% - +5%
18 +15% +10% +15% +10% +15% +5% +10%
19 +20% +15% +20% +15% +20% +10% +15%

Table 9: Scout Rope Walk Adjustments

Condition Adjustment
No winds, balance pole +10%
No winds -
Moderate winds -10%
Strong winds -20%

Table 11: Scout Breakfall Maximum Height

Level Maximum Height
1-3 10'
4-6 20'
5-9 30'
10-13 40'
14-17 50'
18+ 60'

Breakfall

When the scouts falls from great height, he has a
certain chance of not taking an damage, provid-
ed he makes a successful Breakfall check. The max-

imum height a scout can fall from while he still has a
chance to not take damage increase while he gains
experience (see Table 11).

Avoid Backstabbing

From level 4 on, when an enemy attempts to attack
a scout from behind, the scout has a chance per lev-
el of sensing the attack and turning it into a normal
aftack (see Table 4). This includes backstab aftacks
from thieves and assassins.

Detect lllusion

From level 8 on, scouts have the ability to sense illu-
sions. This ability will never exceed 75%.

Detect Secret Doors

From level 6 on, a scout can detect secret doors. If he
walks within 10' of one, his chance of discoveringitis 1
on 1d8. If the scout actively searches for secret doors,
the chanceis 1 -2 on 1d8 for doorsand 1 - 3 on 1d8
for hidden portals.



Surprise

When the scout is alone, 30" away from his party orin a
party that consist exclusively of scouts, he is surprised
onarollof 1 on 1dé and surprised enemies on a roll of
1 -3 on 1dé. In a mixed party of scouts and rangers,
the chance to surprise increases to 1 - 4 on 1dé if the
ranger is familiar with the terrain. The chance of the
mixed party being surprisedis 1 - 2 on 1d20 in unfamil-
iar terrain and 1 on 1d20 in familiar terrain.

Tracking

A scout can frack creatures like a ranger. The base
chance for fracking is 30% plus 10% per level for
tracking someone indoors and 5% plus 5% per level
for tracking someone outdoors. The base chance
cannot exceed 110%. In addition to that, the frack-
ing chance is modified under certain conditions (see
Table 12 and Table 13). Indoors, scouts can only frack
creatures they are roughly familiar with and that ho-
ven not passed through the area more than one to
three turns ago.

Table 12: Scout Indoor Tracking

Condition Modifier
Soft floor +20%
Moderately hard floor =
Hard floor
e the et +2%
Overtracked trail -50%

Creature attempted to

One ground catfegory

lower, impossible if already

hide its trail very hard ground

Table 13: Scout Outdoor Tracking

Condition Modifier

Soft ground +20%

Moderately hard ground +10%
Hard ground -

Very hard ground -50%

Per additional creature

after the first ¥2%

For every 12 hours passed -5%

For every hour of precipi- 25%

tation

One ground category
lower, impossible if already
very hard ground

Creature aftempted to
hide its trail

For indoor fracking, dual- or multiclassed rang-
er-scouts receive a 20% bonus. For outdoor tracking,
ranger-scouts have a success chance as determined
by their ranger level except when their scout level
grants them a greater bonus,

Item Restrictions

Scouts can use all magical items thieves have access
to with the exception of magic weapons and armour
they cannot use.

Henchmen and Followers

A scout never has henchmen, hirelings or followers
with the exception of member of his household.

A Scout's Stronghold

Scouts can build a headquarters in or in sight of a
town and may hire workers to construct it. This strong-
hold will not attract followers, though.



Name: Alignment:

Class: Sex:
Abilities

Str: To Hit: Damage:

Dex: Missile To Hit: Surprise:
Con: Hit Points: Minor Test:
Int: #Languages:

Wis: Mental Save:

Cha: # Henchmen: Loyalty:

Saving Throws

Paralysis, Poison, Death Rod, Staff, Wand

Equipment

TargetAC 10 9 8 7 6 5 4 3
#To Hit

Weapon Type

Scout Skills

Leather
Studded Leather/Padded

Elven Chain

Treasure, Gear & Special Abilities

Encumbrance :

Major Test:

Reaction:

Petrification, Polymorph

Rate of Fire

-1

Level:

XP:

Major Test :

Breath Weapon

2

Damage

-3

-5 -6

Range

Minor Test:
Spell
-7 -8

Special



OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards
of the Coast, Inc. and is Copyright 2000 Wiz-
ards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)"Conftributors” means the
copyright and/or trademark owners who
have contributed Open Game Content;
(b)"Derivative Material” means copyright-
ed material including derivative works and
franslations (including into other computer
languages), potation, modification, cor-
rection, addition, extension, upgrade, im-
provement, compilation, abridgment or
other form in which an existing work may
be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license,
rent, lease, sell, broadcast, publicly display,
tfransmit or otherwise distribute; (d)"Open
Game Content” means the game me-
chanic and includes the methods, proce-
dures, processes and routines to the extent
such content does not embody the Prod-
uct Identity and is an enhancement over
the prior art and any additional content
clearly identified as Open Game Content
by the Contributor, and means any work
covered by this License, including transla-
fions and derivative works under copyright
law, but specifically excludes Product Iden-
fity. (e) “Product Identity” means product
and product line names, logos and identi-
fying marks including trade dress; artifacts;
creatures characters; stories, storylines,
plots, thematic elements, dialogue, inci-
dents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, con-
cepts, themes and graphic, photographic
and other visual or audio representations;
names and descriptions of characters,
spells, enchantments, personalities, teams,
personas, likenesses and special abilities;
places, locations, environments, creatures,
equipment, magical or supernatural abil-
ities or effects, logos, symbols, or graphic
designs; and any other trademark or regis-
tered frademark clearly identified as Prod-
uct 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 asso-
ciated 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 agree-
ment.

2. The License: This License applies to any
Open Game Content that contains a no-
fice indicating that the Open Game Con-
tent may only be Used under and in terms
of this License. You must affix such a notice
to any Open Game Content that you Use.
No terms may be added fo or subtracted
from this License except as described by
the License itself. No other terms or condi-
fions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the
Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consider-
ation for agreeing to use this License, the
Contributors grant You a perpetual, world-
wide, royalty-free, non-exclusive license
with the exact terms of this License to Use,
the Open Game Content.

5.Representation of Authority to Contribute:
If You are contributing original material as
Open Game Content, You represent that
Your Conftributions are Your original cre-
ation and/or You have sufficient rights to
grant the rights conveyed by this License.

6.Notice of License Copyright: You must
update the COPYRIGHT NOTICE portion of
this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or
distributing, and You must add the title, the
copyright date, and the copyright holder’s
name fto the COPYRIGHT NOTICE of any
original Open Game Content you Distrib-
ute.

7. Use of Product Identity: You agree not
fo Use any Product Identity, including as
an indicatfion as to compatibility, except
as expressly licensed in another, independ-
ent Agreement with the owner of each el-
ement of that Product Identity. You agree
not to indicate compatibility or co-adapft-
ability with any Trademark or Registered
Trademark in conjunction with a work con-
taining Open Game Content except as
expressly licensed in another, independent
Agreement with the owner of such Trade-
mark or Registered Trademark. The use of
any Product Identity in Open Game Con-
tent does not constitute a challenge to
the ownership of that Product Identity. The
owner of any Product Identity used in Open
Game Contfent shall retain all rights, fitle
and interest in and fo that Product Identity.

8. Identification: If you distribute Open
Game Content You must clearly indicate
which portions of the work that you are dis-
fributing are Open Game Content.

9. Updating the License: Wizards or its
designated Agents may publish updated
versions of this License. You may use any
authorized version of this License to copy,
modify and distribute any Open Game
Content originally distributed under any
version of this License.

10 Copy of this License: You MUST include a
copy of this License with every copy of the
Open Game Content You Distribute.

11. Use of Conftributor Credits: You may
not market or advertise the Open Game
Content using the name of any Contributor
unless You have written permission from the
Contributor to do so.

12 Inability fo 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, judi-
cial order, or governmental regulation then
You may not Use any Open Game Material
so affected.

13 Termination: This License will terminate
automatically if You fail to comply with all

terms herein and fail to cure such breach
within 30 days of becoming aware of the
breach. All sublicenses shall survive the ter-
mination of this License.

14 Reformation: If any provision of this Li-
cense is held to be unenforceable, such
provision shall be reformed only to the ex-
tent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000,
Wizards of the Coast, Inc.

System Reference Document Copyright
2000, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Wil-
liams, based on original material by E. Gary
Gygax and Dave Arneson.

OSRIC™  copyright 2006, Stuart Marshall,
adapting material prepared by Matthew
J. Finch, based upon the System Reference
Document, and inspired by the works of
E. Gary Gygax, Dave Arneson, and many
others.

First Edition Monk Copyright 2014, Leonaru
DESIGNATION OF OPEN GAME CONTENT:

All text in this supplement is open game
content.
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