@ Forms-activated PDF game aid

Requires Adobe Reader™ 8.0 or later

- Game Master
Adventure Log

Requires use of the OSRIC™ source reference document. Also compatible with First Edition fantasy-roleplaying game systems.



OPEN GAME LICENSE Version 1.0a

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

1. Definitions: (a)"Contributors” means the copyright and/or trademark owners who
have contributed Open Game Content; (b)"Derivative Material” means copyrighted
material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade, improve-
ment, compilation, abridgment or other form in which an existing work may be recast,
transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content”
means the game mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this License, includ-
ing translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) “Product Identity” means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork, sym-
bols, 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 supernatu-
ral abilities or effects, logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludes the Open Game Content; (f) “Trademark”
means the logos, names, mark, sign, motto, designs that are used by a Contributor
to identify itself or its products or the associated products contributed to the Open
Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

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

3. Offer and Acceptance: By Using the Open Game Content You indicate Your ac-
ceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royaltyfree, 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 ma-
terial as Open Game Content, You represent that YourContributions are Your original
creation and/or You have sufficient rights to grant the rights conveyed by this License.

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

7. Use of Product Identity: You agree not to Use any Product Identity, including as
anindication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark
in conjunction with a work containing Open Game Content except as expressly licensed
in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not consti-
tute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to
that Product Identity.

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

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

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

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

12. Inability to Comply: If it is impossible for You to comply with any of the terms
of this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with
all terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15. Copyright Notice: Open Game License v 1.0 Copyright 2000, Wizards of the
Coast, Inc. Dungeons & Dragons, Players Handbook, Dungeon Masters Guide, Monster
Manual, d20 System, and Wizards of the Coast are trademarks of Wizards of the Coast,
Inc. in the United States and other countries and is used with permission.

This product uses the OSRIC™ System (Old School System Reference and Index
CompilationTM). The OSRIC™ system text may be found at http://www.knights-n-knaves.
com/osric. The OSRIC™ text is copyright of Stuart Marshall. “OSRIC™” and "Oldschool
System Reference and Index CompilationTM" are trademarks of Stuart Marshall and
Matthew Finch and may be used only in accordance with the OSRIC™ license.

This product is not affiliated with Wizards of the Coast.
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D.Kramer design services. All rights reserved. No portion of this publication not des-
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SUMMARY MATRIX

ATTRIBUTES
ID CHARACTER CLASS RACE/SEX LVL EXP STR | DEX | CON | INT | WIS | CHA HP AC
WEAPONS MATRIX
STRMODS DEXMODS RACE/CLASS MODS. WEAPON MODS DAMAGE
ID “TOHIT” DAM. ATTACK A.C. “TOHIT” DAM WEAPON IN HAND “TOHIT” DAM S-M L
COMBAT MATRIX
ENEMY ENEMY ENEMY
ID  CREATURE A.C. VS.A.C. DAM. ID CREATURE A.C. VS.A.C. DAM. ID CREATURE A.C. VS.A.C. DAM.




SUMMARY MATRIX

“TOHIT” A.C.
10 8 6 5 4 3 2 1 0 -1 2 -3 -4 -5 -6 -7 -8 -9 -10 PLAYER PHONE/EMAIL
WEAPONS MATRIX
WEAPON MODS DAMAGE WEAPON MODS DAMAGE
SECONDARY WEAPON “TOHIT"  DAM s-M L MISSILE WEAPON “TOHIT” DAM.  S-M L
COMBAT MATRIX
ENEMY ENEMY NOTES:
ID CREATURE AL VS.A.C. DAM. ID  CREATURE  A.C. VS.A.C. DAM.




SAVING THROW MATRIX
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Experience point awards for monsters slain

HD Base Perhp Special Exceptional Monster HD Equivalent Level
Less than 1-1 5 1 3 25 4+1t05 6
1-1to1 10 1 5 35 5+1t06 7
1+1t02 30 1 10 50 6+1t07 8
2+1t03 50 2 15 60 7+1t08 9
3+1to4 75 3 30 70 8+1t09 10
44+1t05 110 4 45 80 9+1t0 10 n
5+1to6 160 6 70 120 10+1to 1 12
6+1to7 225 8 120 200 1M+1t012 13
7+1t08 350 10 200 300 12411013 14
8+1t09 600 12 300 400 13+1to 14 15
9+1t0 10 700 13 400 500 14+1t0 15 16
10+1to 11 900 14 500 600 15+1t0 16 17
1M+1t012 1,200 16 700 850 16+1t0 17 18
12411013 1,500 7 800 1,000 17+1t018 19
13+1t0 14 1,800 18 950 1,200 18+1t0 19 20
14+110 15 2,100 19 1,100 1,400 19+1 or higher 21
15+1to 16 2,400 20 1,250 1,600
16+1t0 17 2,700 23 1,400 1,800
17+11018 3,000 2 1,550 2,000 Table I: Common Miscellaneous Magic Items
18+1t0 19 3,500 28 1,800 2,250 d% Result Value (gp)
19+1t020 4,000 30 2,100 2,500 01 Incense of Meditation (1d4+1 cones) 4,900
20+1t021 4,500 33 2,350 2,750 02 Javelinof the Raptor 3,000
21+1andup 5,000 35 2,600 3,000 03 Thunder Spear 7,500
04  Boots of Elvenkind 2,500
05  Candle of Invocation 8,400
Item Saving Throw Table 06  Dustof Appearance 1,800
07  Dustof Disappearance 3,500
E 5 = o = = = 08 Ropeof Climbing 3,000
3 § é g E = — é E 2 09 Scarab of Protection 38,000
- E ; Z £ .§ s g = % £ 10 Slippers of Spider Climbing 4,800
Item Type 2 82 2 &8 &8 & & £ & £ 5 11 Strand of Prayer Beads' 3,000
Bone/Ivory mo1% 10 2 2 1 6 7 9 3 1213 Amulet of Natural Armour seeentry
Ceramic 4 B N 4 9 1 M s 2 2 15 BlessedBook 12,500
16-17  Brooch of Shielding 10,000
Cloth 12 6 3 1 20 1 2 20 16 13 18 189 Hatof Disquise 1800
Crystal 6 19 14 7 20 5 13 10 6 3 15 2021 Hom of Valhalla2 50,000
Glass 500 1B 6 20 1 W M7 4 T 2223 Periapt of Proof Against Poison 27,000
Leather or book 0 o4 2 3 20 1 1 1B 6 4 1B 24-25  Phylactery of Faithfulness 1,000
Liquid 15 0 0 2 2 15 0 15 14 13 18 26-27  Robe of Blending 30,000
Metal, hard 7 6 2 1 17 1 2 6 2 1 n 28-30  Pipes of the Sewers 1,150
Metal, soft 13 14 9 1 19 1 4 18 1B 5 16 31-33  Restorative Ointment 4,000
Paper 16 n 6 2 20 1 0 25 21 18 20 34-36  Robe of Useful Items 7,000
Stone or gem 37 7 1 B8 2 4 7 3 2 1 3739 Vestof Escape 5.200
Wood/rope(thic) 8 10 3 1 19 1 1 N 7 5 1 40-42_ Cloakof Elvenkind 2500
- 43-46  Wings of Flying 54,000
Wood/rope (thin) 9 13 6 1 20 1 2 15 1 9 10 .
47-55  Cloak of Resistance seeentry
56-65  Feather Token® see entry
66-75  Figurines of Wondrous Power* seeentry
ATTACK AND SAVING THROW MATRICES 76-00  Bracers of Amour™ eeentry

FOR MONSTERS

Most monsters use the attack matrices of fighters. The GM should convert the mon-

ster’s Hit Dice to a level equivalent according to the following guidelines:

Monster HD Equivalent Level
Upto1-1 0
11 1
1 2
1+1t02 3
2+1t03 4
3+1to4 5

"Roll 1d6: 01-04 = Strand, 05 = Lesser Strand, 06 = Greater Strand
2Roll 1d4: 1 = Silver, 2 = Brass, 3 = Bronze, 4 = Iron
3Roll 1d6: 01 = Anchor, 02 = Bird, 03 = Fan, 04 = Swan Boat, 05 = Tree, 06 = Whip

*Roll 1d10: 01 = Bronze Griffon, 02 = Ebony Fly, 03 = Golden Lions, 04 = Ivory Goats, 05 = Marble
Elephant, 06 = Obsidian Steed, 07 = Onyx Dog, 08 = Serpentine Owl, 09 = Silver Raven, 10 = Reroll,
ignoring this result.

**Roll d% 01-35 = +1, 36-60 = +2, 61-75 = +3, 76-85 = +4, 86-91 = +5,

92-96 =+6,97-99=+47,00=+8



Table II: Less Common Miscellaneous Magic Items

Table Ill: Uncommon Miscellaneous Magic Items

d% Result Value (gp) d% Result Value (gp)
01 Arrow of Direction 17,500 01 Ahmek’s Copious Coin Purse 30,000
02 Brazier of Commanding Fire Elementals 100,000 02 AlchemyJug 12,000
03 Capeofthe Mountebank 10,080 03 Amulet ofHealth 2,000
04 Cloak of the Manta Ray 7,200 04 Amuletof the Planes 120,000
05  Decanterof Endless Water 9,000 05  Apparatusof the Lobster 35,000
06 Dustof Dryness 850 Bag of Tricks, gray’ 900
07 Elixir of Swimming 250 06  BagofTricks, rust 3,000
08 Glovesof Arrow Snaring 4,000 Bag of Tricks, tan 6,300
09  Gloves of Swimming and Climbing 6,250 07  BeadofForce 3,000
10 Goggles of Night 12,000 08  Blemish Blotter 1,000/charge
" Horseshoes of Speed 3,000 09  Boots of the Winterlands 2,500
12 Necklace of Adaptation 9,000 10 Bowlof Commanding Water Elementals 100,000
13 OrbofStorms 48,000 11 Braceletof Friends 19,000
14 Periaptof Health 7,400 12 Bracers of Archery, Greater 25,000
15 PipesofHaunting 6,000 13 CarpetofFlying? seeentry
16 Ring Gates 40,000 14 Censerof Controlling Air Elementals 100,000
7 Robe of Bones 2400 15 Chime of Interruption 16,800
18 Unguent of Timelessness 150 16 ChimeofOpening 3,000

1920 Universal Solvent ) ) ) 50 17 Circlet of Blasting, Minor 6,480
2122 Amulet of Proof Against Detection/Location 35,000 18 Cirdletof Persuasion 4,500
23-24  Boots of Speed 12,000
— — 19 Cloakof Atherealness 55,000
25-26  Boots of Striding and Springing 5,500 .
20 Cloakof Arachnida 14,000
27-28  Bracers of Archery, Lesser 5,000 ” Cloak of Chari 2000
29-30  Candle of Truth 2,500 oako - arisma - d
3132 Cloak of Displacement, Minor 24,000 22 Cloakof Displacement, Major 50,000
3334 CloakoftheBat 26,000 B Cbeofforce 62000
3536 Dark Skull 60,000 24 Cube of Frost Resistance 27,000
3738 Dustof Tracelessness 250 25 CubicGate 164,000
39-40  Elixirof Truth 500 26 Deck of lllusion 8,100
41-42  Elixir of Vision 250 27 Dimensional Shackles 28,000
43-44  Glove of Storing 10,000 28 Drums of Panic 30,000
45-46  Horn of the Tritons 15,100 29 Dustoflllusion 1,200
47-48  Necklace of Fireballs' see entry 30 Efficient Quiver 1,800
49-50  Periapt of Wound Closure 15,000 31 Elemental Gem® 2,250
51-52  Phylactery of Undead Turning 11,000 32 Eyesofthe Eagle 2,500
53-54  Rope of Entanglement 21,000 33 Gauntlets of Ogre Power 4,000
55-56 Stone Horse, draft 10,000 34 Gauntletof Rust 11,500
Stone Horse, heavy war 14,800 35 Gloves of Dexterity 4,000
57-58 - Stone of Alarm 2700 36 Goggles of Minute Seeing 1,250
59-60  Sustaining Spoon 5,400
37 Headband of Intellect 4,000
61-62  Wind Fan 5,500
o, 38 HelmofTelepathy 27,000
63-65  BagofHolding seeentry 39 HomofGoodness/Bul 6500
66-68  Boots of Levitation 7,500 orn OTB00dness v ’
6971 Bottle of Air 7250 40 Horseshoes of the Zephyr 6,000
7274 Broom of Flying 17000 41 Instant Fortress 55,000
7577 Crystal Ball 42000 42 IronBands of Binding 26,000
78-80  Elixir of Fire Breath 1100 43 lron Flask 170,000
81-83 EIixiroinding 250 44 Lantern ofReveaIing 30,000
84-86  Handy Haversack 2,000 45 MantleofFaith 76,000
87-89  Harp of Charming 7,500 46 Mantle of Magic Resistance 90,000
90-92  Helm of Comprehend Languages/Read Magic 5,200 47 Marvellous Pigments (1d4 pots) 4,000/pot
93-95  Helm of Underwater Action 24,000 48 Mask of the Skull 22,000
96-98  HornofFog 2,000 49 Medallion of Thoughts 12,000
99 Roll Twice onTablel 50  Pearl of Power seeentry
00 Roll Twice, Ignore Results >98 51 Pearlof the Sirines 15,300
'Roll 1d8: 1 = Level |, 2 = Level 2 and so on. On a result of 8, reroll. On a second roll of 8, roll new item. 52 Periapt of Wisdom 4,000
?Roll 1d4: 1 =Typel,2 =Typell, 3 =Type lll, 4 = Type IV 53 PipesofPain 12,000
54 Pipesof Sounding 1,800




d% Result Value (gp) d% Result Value (gp)
55 Plentiful Vessel 3,500 59-60  Mirror of Opposition 92,000
56 RobeofStars 58,000 61-62 0l of Famishing —
57 Scabbard of Keen Edges 16,000 63-64  Portable Hole 20,000
58  Scarab of Golem Bane 2,500 65-66  Robe of Eyes 120,000
59 Silversheen 250 67-68  Robe of Scintillating Colours 27,000
60  Sovereign Glue 2,400 69-70  Robe of the Archmagi 75,000
61 Stone of Controlling Earth Elementals 100,000 71-72 Sagacious Volume 50,000312
62 Stone of Good Luck 20,000 73-74  Shrouds of Disintegration 6,600
63 StoneSalve 4,000 75-76  Tome of Clear Thought 27,500
64 Vestment, Druid’s 10,000 77-78  Tome of Leadership and Influence 27,500
65 Well of Many Worlds 82,000 79-80  Tome of Understanding 27,500
66-75  Roll Twice on Table | 81-85  Roll Twice On Table Il
76-85  Roll Once onTable & Once onTablell 86-90  Roll Again & Roll Misc. Magic Weapon
86-95  Roll Twice on Table |l 91-95  Roll Again & Roll Magic Sword
96-99  Reroll &Ignore Results >65, Roll Once on Table Il 96-00  Roll On Cursed Items Table?
00 Roll Twice, Ignore Results > 65 "Consult Sub-Table IV-A: loun Stones
'Roll 1d6: 1-2 = Grey, 3-4 = Rust, 5-6 = Tan ?Use the Specific Cursed Items table, or create your own using Cursed Items section of these rules.
*Roll 1d6: 1-2 =5 x 5t,3-4=5x 10ft, 5-6 = 10 x 10 ft
3Roll 1d4: 1 = Clear, 2 = Brown, 3 = Bright Red, 4 = Turquoise SUb-TabIe IV-A: Ioun Stones
d% Result Value (gp)
Table IV: Rare Miscellaneous Magic Items 01-06_ClearSpindle 4,000
d% Result Value (gp) 0712 Dusty Rose Prism 5,000
01-02  AfreetiBottle 145,000 13-18  Deep Red Sphere 8,000
03-04  Amulet of Life Protection 20,000 19-24  Incandescent Blue Sphere 8,000
04-05  Amulet of Mighty Fists 6,000 25-30  Pale Blue Rhomboid 8,000
06-07  Belt of Dwarfkind 14,900 31-36  Pink Rhomboid 8,000
08-09  Belt of Giant Strength see entry 37-42  Pink & Green Sphere 8,000
10-11  Boat, Folding 7,200 43-48  Scarlet & Blue Sphere 8,000
12-13  Boots of Teleportation 49,000 49-54  Dark Blue Rhomboid 10,000
13-14  Boots, Winged 16,000 55-60  Vibrant Purple Prism 36,000
15-16  Brooch of Instigation 1,000 61-66 Iridescent Spindle 18,000
1718 Circlet of Blasting, Major 23,760 67-72  Pale Lavender Ellipsoid 20,000
19-20  Eversmoking Bottle 5,400 73-77  Pearly White Spindle 20,000
2122 Eyesof Charming 56,000 78-83  Pale Green Prism 30,000
23-24  Eyesof Doom 25,000 84-89  Orange Prism 30,000
25-26  Eyesof Petrifaction 98,000 90-96  Lavender & Green Ellipsoid 40,000
27-28  Gem of Brightness 13,000 97-99  Reroll twice, ignoring results > 96
29-30  Gem of Seeing 75,000 00  Reroll thrice, ignoring result > 96
Golem Manual, Flesh 8,000
3132 gz:zm m::z:: g?;e ;gggg Note: Many magic items are restricted in who can use them.
Golem Manual, Iron 35,000 Where this applies, the character classes are listed in abbrevi-
33-34 Helm of Brilliance 125,000 ated form within the item description. The following notation
3536 Helm of Teleportation 73,500 is used: Item (Classes) where, under “classes”, “A” means “assas-
3738 Homof Blasting 20,000 sin”, “C” means “cleric”, “D” means “druid”, “F” means “fighter”,
3940 Horn of Blasting, Greater 70,000 “I” means “illusionist”, “M” means “magic user”, “P” means “pala-
4132 loun Stones' Sefvta: ¢ din”, “R” means “ranger” and “T” means “thief”.
43-44  Lyre of Building 13,000
45-46  Manual of Bodily Health 4,000
47-48  Manual of Gainful Exercise 4,000
49-50  Manual of Quickness of Action 4,000
51-52  Mattock of the Titans 23,348
53-54  Maul of the Titans 25,305
55-56  Mirror of Life Trapping 200,000
57-58  Mirror of Mental Prowess 175,000
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