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Plague 
Famine & 

War I 
Set Up: 
This adventure is described in 6 

scenes. The arrival and final scenes 

should be played in order, but the 

intervening scenes can be played in 

any order. Depending on your players 

actions. The characters need to be 

arriving on a ship, maybe they have 

been offered work. The first scene 

takes place on that ship on the last 

day of their voyage. Land has been 

sighted and shortly afterwards so are 

sails on the horizon. 

There is very little combat in this 

adventure unless the characters 

precipitate it. It is an ideal starting 

adventure for a group to get to know 

their characters, how their skills 

work and for the GM it is a chance to 

try and set a scene either as a 

foreshadowing for a greater 

campaign. 

Most scenes feature an optional 

combat encounter. These can be 

used if your group or just the session 

needs a bit of action or to give combat 

centric characters their moment in 

the spotlight. 

Scene 1 Arrival: 

This adventure takes place on a ship 

carrying paying passengers. On the 

final day of the voyage land has been 

spotted and the captain and crew are 

satisfied with their position. Other 

passengers are packing up their 

possessions and talking of their 

plans after the ship docks. The sun is 

low on the eastern horizon, shortly 

after dawn.  

As the spreading daylight reveals 

more a shout of alarm rings out from 

the crow’s nest. A sail has been seen, 

then the shout changes, many sales, 

smoke on the skyline and then ship 

approaching. 

The captain calls for battle stations 

and the crew grab an assortment of 

weapons. The passengers are 



 

 

ushered below and the crew will not 

take ‘no’ for an answer. 

The crew are quite insistent that the 

passengers are to stay in the hold, 

other crew members have created a 

space in the cargo with bales of wool 

to sit on and packing cases all 

around. This is the safest place and 

the passengers must stay put. 

Any characters insisting on fighting 

are told that they can be responsible 

for looking after safety of their fellow 

passengers. “If fighting gets hot up 

there the crew are going to kill 

anyone we don’t know, and it would 

be terrible if we made a mistake!”. 

That is their final warning before a 

grill is dropped over the hold and the 

characters and passengers are 

trapped in the hold. 

The characters will hear all sorts of 

orders being barked out. This all 

sounds efficient and there is no 

panic. The orders call for a gun to me 

mounted and their orders to a firing 

crew. Next thing is the shudder of a 

big gun being fired followed by more 

shouted orders. 

Two more shots are fired before the 

sounds of many voices join the 

hubbub from above and this is 

followed by the clashing of weapons. 

Before long figures in a general melee 

can be seen standing on the very grill 

locking the characters and 

passengers in the hold. 

A sailor no one recognises and slain 

right over the grill and blood splatters 

down into the hold before becoming a 

steady dripping from a limp hanging 

hand through the grill.  

A few short minutes later the sound 

of fighting has died away and a 

victory shout goes up from the crew. 

The dead body is hauled off the grill 

and it is opened to allow the 

passengers out. 

There are a handful of unknown men 

and women lying dead of the decks 

and a handful more in the water 

around the ship. To the stern the 

pirates ship lists heavily to port and 

is sinking fast. 

A few of the crew are muttering about 

stinking pirates but the rest are 

looking to landward. In that direction 

there are twenty or more burning 

wrecks leaning in every direction and 

bodies pollute the water. 

The captain sets a course to avoid all 

the wrecked vessels and heads to the 

port. He will not listen to any 

arguments about looking for 

survivors. 

Notes: 

Roleplaying this first scene is all 

about giving the players a chance to 

get to know their characters. 

Characters strong in social skills can 

be given panicking passengers to deal 

with. If you want a fight scene you 

can have someone panic and fight to 

be let out of the hold. There is an 

opportunity to use first aid if 

someone sustains a minor injury. 

The ship is carrying sheep’s wool as 

a cargo so there is little chance of 

pilfering anything from the hold.  



 

 

Landfall 

As soon as the characters dock it is 

obvious that there is something 

wrong both on land and at sea. 

The general populace looks shell 

shocked at the ships out beyond the 

harbour. There is a tiredness and 

listlessness about the local people 

that doesn’t seem to justify the heavy 

guard presence. 

It should soon become apparent that 

the harvests in this region have failed 

for the second time. The first the city 

could survive by prudent marshalling 

of its resources and supplementing 

grain with fish. This year the fish 

stocks have let them down and there 

are no more reserves of grain to share 

out. 

The ships sinking beyond the 

harbour was a food convoy from a 

neighbouring country and for many 

people they have seen their last hope 

sink beneath the waves. 

What becomes apparent is that the 

visitors stand out like a sore thumb. 

The locals have sold everything of 

value last year to buy what food was 

available on the black market, now 

they have nothing, they are 

emaciated and hollow cheeked and 

most have had their spirits broken by 

having to bury too many children. 

What food there is is being 

distributed by the army. People are 

expected to form orderly queues but 

everyone one knows that the people 

at the back of the queues are unlikely 

to get anything. 

It will only take an hour or so before 

someone points an accusing finger at 

the characters and accuses them of 

stealing food or queue jumping. 

Strangers are resented here anyway 

because they are eating food that 

should go to residents, they are also 

resented because they have the 

chance to leave but the locals lack 

the means to leave and have nowhere 

to go. 

When the fight starts the characters 

will be rescued by the soldiery. There 

is not much fight in the locals, this is 

just a venting of despair. 

The characters will be taken to a gate 

house where they can clean up and 

check that they are not seriously 

hurt. 

It is here that the characters will 

meet Mara Lindwurm, a naval officer. 

She has a proposal. 

Out amongst all the wrecked ships it 

appears that there is one that is still 

barely floating. What she wants is for 

the characters to join a salvage 

operation. 

Why the characters? 

Because feeling are running pretty 

high right now and if the characters 

were the ones who ‘heroically’ 

brought a stricken ship full of food 

into the harbour then they would be 

able to sleep a lot safer at night. The 

food is desperately needed anyway 

and if the people got a belly full of 

food it may help them last out a bit 

longer until another food convoy get 

here, it can save some lives and cool 

some tempers. 

There is a tug in the harbour that can 

do the job but the captain won’t work 

with the guard as his only son was 

killed in a food riot and he blames the 

guard for his loss. 

All the characters need to do is go on 

the tug and help affix lines to the 

merchant ship and then come back. 

The only complication is that the 

merchant ship was rammed by one of 



 

 

the pirate ships and both ships are 

locked together.  

The tug has a slave crew of rowers 

and can pull both vessels if they have 

to but if there are any pirates still 

alive on either ship the slaves will be 

no use. 

The characters are both hired muscle 

and protection. 

If the characters refuse the mission, 

then they will soon here of a band of 

foreign visitors who took a tug from 

the harbour and rescued a merchant 

ship full of flour. The other guys are 

heroes. 

If the characters accept the mission 

then they will be taken in a covered 

cart to the dock where they will be 

introduced to Franz Hellmann, tug 

owner and captain. 

Scene 2 The Mission 
Begins: 
The characters will be ferried to the 

tug by cart. The tug is a squat barge 

type of vessel with three banks of 

oars on each side. There is a 

wheelhouse in the centre and a 

variety of A frames used with block 

and tackle for guiding cables. There 

are also large spools of rope and a 

hefty looking capstan. 

The wheelhouse is roomy enough 

with a small cast iron wood burner 

and kettle for making a hot drink and 

keeping the shed-like structure 

warm. The wheelhouse doesn’t have 

glazed windows, but each window 

space can be shut with a shutter and 

bolted in place to block the prevailing 

wind if needed. This does of course 

reduce visibility and is something 

that is only done when the tug is at 

anchor. 

Most of the time the characters are 

on board they will be exposed to the 

elements, which thankfully right now 

are calm with an onshore breeze. 

Behind the tug are towed two rowing 

boats that could old half a dozen 

people. These will be used for getting 

the ropes and cables to the merchant 

ship. 

Below deck there is room for 96 slave 

rowers, 24 to a side in three banks of 

eight oars each and two slaves per 

oar. These slaves are from all nations 

and are surprisingly looking better 

fed than the general population. 

The reason for this is that half the 

fish in the fish soup are not species 

that most people would consider 

eating and as the first boat to meet 

any incoming merchants captain 

Hellman is not above a bit of black-

market trading. He also recognises 



 

 

that without his slave workers he has 

no livelihood. 

Captain Hellman is not particularly 

welcoming, but he is prepared to do 

the job. He tries not to engage with 

the characters beyond grunts. To him 

the characters are foreigners, stooges 

of the guard, landlubbers and 

probably being paid more than him. 

There is nothing he likes about them 

and he is not particularly open to 

being won over. 

The tug will set out as soon as the 

characters are on board. They don’t 

have to wait for the tide as they are 

driven by oars. The sooner they can 

get the merchant ship secured the 

better. They may have to wait for a 

high tide to get it into the harbour but 

that is neither here nor there if the 

thing sinks in the meantime. 

The tug makes good time heading 

out. In total it is nearly a mile from 

dock to merchant ship. As they get 

close it become obvious that the 

pirate ship is unlike anything anyone 

has seen before. It is round, almost 

bulbous in shape and made of a grey 

ribbed material, certainly not wooden 

planking. The outer hull is covered in 

ropes, there must be a hundred of 

them, each about 20’ long and ending 

in a knot. 

The ram at the front of the ship is 

shaped like an ant’s head complete 

with jaws, that are embedded into the 

merchant ship’s stern. 

Floating in the sea around the 

merchant ship are the weirdest 

looking beast you have ever seen. 

They are 8’ across at least and look 

like spiders with massive insect-like 

wings. They are just floating there 

inert in the sea. From the tug the 

characters can see twenty to thirty of 

the things. 

Optional Encounter: 
A gently spinning arachnid body will 

float towards the tug, bumping into 

and lodging in amongst some of the 

oars. At some point in the scene the 

body will free itself and may be 

caught on a set of oars. This creature 

is trying to gain entry to the ship. If 

anyone does try and clamber over the 

side to free the oars the beast will 

attack. See monster stats for the 

creature, if is of the class ‘soldier’. 

Notes: 
The characters may try to board the 

merchant ship, Scene 3, the strange 

pirate ship, scene 4 or bring an 

arachnid on board for closer 

examination, Scene 5. They may also 

ignore all of these and just try and 

attach tethers to the ships, scene 6. 

Scene 3 The Merchant 

“Die Magd der Königinnen” 

Boarding the merchant ship is easy, 

there is no one around to interfere. 

There are tell-tale signs of a previous 

conflict, a cutlass buried into a 

gunwale here, a bloody trail leading 

to the side of the ship there. Ropes 

that should be secure as swinging in 

the breeze and a door somewhere 

opens and closes with a slight squeal 

in the breeze. There are crossbow 

bolts lodged in woodwork but there 

are no bodies to see.  

The ship is slightly bow high with the 

weight of the rammed ship pressing 

down on the stern. The breeze caught 

in the highest sheets are making the 

mast and decks creak under the 

tension. 

At the wheel is another of the 

arachnid creatures lying inert atop a 

tangle of ropes. 



 

 

To the stern of the ship is the strange 

pirate ship that attacked the 

merchant still locked in place. The 

‘jaws’ or mandibles of the insect-like 

ram are obviously designed to be 

used as both ram and boarding 

bridges. Closed hatches can be seen 

on the pirate ship from the deck of 

the merchant. 

Everything is made from this strange 

greyish material that is hard as wood 

and has many little ridges, like the 

grain in wood is one uniform colour 

all over and has no joins or planks.  

 

 

Die Magd der Königinnen 

Below decks the ship is in darkness 

but is dry. If anything the ramming 

and interlocking of the ships has 

lifted her higher in the water than 

normal. 

There is no sign of any crew, or 

passengers until the characters 

reach the hold. You should use this 

for all its horror potential. 

The ships’ crew have been wrapped in 

thick spider webbing until completely 

cocooned and secured to the ceiling 

of the hold. On examination they are 

completely drained of bodily fluids 

and shrivelled into dry husks. 

Optional Encounter: 
The spider-like creature by the 

wheelhouse is not dead. It is playing 

dead so it can spy on the characters. 

If it is left alone with just a single 

character then it will try to kill them, 

with surprise and any advantage it 

can get.  

It will only stand so much abuse, if 

anyone tries to cut it up or set it on 

fire, or anything like that it will 

respond by trying to kill that person. 

If it is left completely unguarded it 

will try and sneak up on the 

characters and get one on its own to 

kill. 

Notes: 
Apart from the single optional 

encounter the merchant ship is 

deserted. It should provide lots of 

tension and exploration but little 

threat to the characters. The bodies 

in the hold should warn the 

characters of what is to come. 

Scene 4 The Hiver Ship: 
The spider creatures are called Hivers 

and from now on the Pirate ship will 

be called the Hiver ship. 

There are two options for entering the 

Hiver ship. The first involves some 

heroics to grab a trailing rope and 

then climb the outside of the vessel 

and get to the two ports at the front. 

The second option is to board the 

Die Magd der Königinnen and use 

the boarding ram to get to the same 

ports. 

Either way the characters will reach 

the same point. The entrance hatches 

are sealed with a slightly translucent 

wax. Normally, the hiver creatures 

soften this wax using their saliva 

before mounting an attack. In the 

time since the attack on the ship the 

hatches have been sealed. This is 



 

 

simple to smash through with any 

blunt instrument or can be cut 

through. There is nothing magical or 

resistant about it. It really is just a 

grey bees wax. 

The chamber inside the hatches is a 

circular chamber with walls and floor 

of the same grey ridged material as 

the outer hull. The room is 20-foot 

diameter and the ceiling nine or ten 

feet high. The ceiling is the same 

colour but has clear concentric 

circles that meet in the centre of the 

ceiling and a white sticky bulge. 

Anyone spending more than a few 

minutes in there will realise that the 

ceiling gives occasional movements 

and seems to flex. The white bulge is 

getting longer, meaning it is 

protruding into the room. 

After 10 minutes the white bulge will 

be 2 feet tall and ten inches diameter. 

At that point it will drop to the floor 

and a new white bulge will start to 

form as just a tiny white patch on the 

ceiling. 

These are eggs being laid and one will 

be laid every 10 minutes. The take 

14hrs to mature and hatch. If the 

characters do not interfere the egg 

will be taking into the main body of 

the ship by a worker. 

The ceiling of this room is actually 

filled by the Hiver Queen. She will 

remain here laying eggs as long as 

there are workers around to carry 

them away and feed them. She fills 

the space about the characters 

making her twenty feet across and 

about eight feet thick blob of organic 

spider-matter inside a stiff chitinous 

shell. 

If she is attacked, she will convulse 

and fold in within herself and her legs 

will emerge, it is almost as if she 

turns herself inside out before 

dropping to the floor and engaging 

the characters. See the monster 

section for stat of the “queen”. 

The hatch from egg chamber to the 

main bulbous body of the hiver ship 

is also sealed with wax. 

The main body of the Hiver ship is a 

single large space filled with the 

pupating cells.  

There is no natural light in this 

chamber but if the characters have a 

light source the bottom cells, each is 

six sided like honeycomb are opaque. 

There are hundreds or possibly more 

in this chamber. 

As they look up at the tiers of cells 

there are less on each row until they 

all come together to a single cell 

directly above the centre of the floor. 

The top 19 cells (the central one plus 

two concentric layers of 6 and then 

12 cells) have transparent windows of 

wax and through them spider-like 

faces can be seen staring at the 

characters and the sounds of 

agitated wings buzzing fills the 

chamber. 

Between the floor and ceiling the cell 

fronts become gradually less opaque. 

Optional Encounter: 
If the characters have fought one or 

more Hivers already, they will realise 

what a threat this hive is. If the 

characters, try to kill a single 

pupating Hiver the most mature will 

burst from their cells in the ceiling. 

The number of Hivers emerging will 

be equal to the number of characters. 

This number will emerge from the top 

rows of cells every 30 seconds as they 

break through their glass-like wax 

seals of their cells. The flood of Hivers 

will not stop until the characters flee 

or are slain. There are a total of 55 

mature soldiers on the top rows. 

There are 89 cells in the next section 

but these will take another hour 



 

 

before they are mature enough to 

emerge. The middle secton has 144 

cells, then the cells just about the 

characters heads number 89 and the 

floor level is another 55. Each row is 

one hour behind the next until they 

mature. 

Notes: 
The Hivers in this adventure are 

mutants. Normal Hivers have four 

genders Drone, Worker, Soldier and 

Queen. These mutants are different. 

During their life cycle they will pass 

through all four genders. This gender 

fluidity works in both directions as 

the individual sees the most need. If 

the colony queen dies another will 

pupate and become a queen. If the 

colony is under threat, workers and 

drones will pupate and become 

soldiers. In peaceful times the colony 

will want more workers and drones. 

It takes six hours to pupate. 

The egg that has been laid, or will, be 

is intended to be a new queen to be 

placed in one of the sacks of flour in 

the merchant ship. 

The main body of the merchant ship 

is full of the Hivers mutant army. 

These are about to complete their 

pupation period. 

The dilemma for the characters is 

that they cannot bring the food to 

port without bringing the Hivers. 

They cannot leave the food here 

because the town needs it. 

If the characters, try and kill the 

pupating Hivers the most mature 

ones at the top of the abdomen will 

break out and protect the hive. 

Scene 5 The Tethers: 
The most obvious way to attach the 

ropes to the merchant ship is for one 

or more characters to row across to 

it, climb on board and then someone 

throw them a rope to attach.  

Getting this close to the merchant 

ship will require all of Captain 

Hellmann’s attention and he will be 

constantly barking orders to his slave 

rowers to keep the tug steady. 

It also means that the tub will bump 

into more of the floating spider 

creatures in the water. These will try 

and attach themselves to the sides of 

the tug. If any sort of battle breaks 

out, then they will swarm up the 

sides of the tug and attack from all 

directions. 

If there is no fight, then they are 

hoping for a free lift back to the port 

where they will try and disappear into 

dark spaces in the town. 

Other than the subtle movements 

and plans of the hivers in the water 

the beasts will make no moves to 

interfere with the characters securing 

the merchant ship. This is exactly 

what the hivers want, they are not 

going to stop it. 

You can challenge the characters 

with physical challenges of getting 

from rowing boat to merchant ship, 

securing the ropes and getting safely 

back to the ship. 

If they spot the hivers manoeuvres in 

getting attached to the tug, then they 

may force a fight. The hivers are 

certainly not looking for a conflict at 

this time. 

Scene 6 Returning 
Home: 
By this point the characters must 

have seen the spider creatures in the 

water, they may have seen at least 

one of the merchant ships, the dead 

crew of the ship as well and they may 



 

 

have fought one or more of the 

beasts. 

It is possible that they have seen the 

horde of creatures maturing inside 

the bulk of the hiver ship. 

What they do next is up to them. 

The most sensible course of action is 

to get the guard out here and have 

them fight and kill all the hivers. 

Captain Hellmann may even be able 

to be convinced to carry the soldiers 

if he has seen one of the hivers alive. 

The hivers want to get at least one of 

their number on shore. There it will 

try and find a quiet place to build a 

nest and then pupate into a new 

queen and start playing eggs. If the 

ship full of hivers makes it to shore 

then an almighty battle is going to 

break out as there will be more than 

a hundred mature hivers ready to 

burst out of the ship. They will be in 

their soldier form so able to fly 

throughout the city to hunt and kill 

at their discretion. 

If this battle ending can be avoided 

the hivers have a more subtle plan in 

mine. 

The eggs of the queen are sticky and 

not particularly large. These they will 

try and hide in sacks of flour to have 

them carried from the merchant ship 

and into the city. Some will even be 

put on carts and carried to other 

towns and villages in from the coast. 

This is how the hivers plan to start 

their colonisation of this land. 

This ends Plague Famine & War I. 

There will be future PF&W 

instalments coming soon. 

  



 

 

NPC Roster  
Mara Lindwurm 

2nd Level Fighter, AC5 (Chain), HP 15, 

Attacks by weapon. 

 

Franz Hellman 

0th Level Human, AC 7(leather), HP 5. 

Hivers 

The hivers are a unique species of 

intelligent insectoids. One of their 

unique features is that they can 

create a cocoon and pupate at will 

and move back and forth through 

different forms. These forms are not 

life stage related but are dependent 

on the needs of the community. 

Workers & Drones 
The only difference between a 
worker and a drone is that drones 
have wings. 

Worker  Drone  
frequency:  Rare   Rare  
no. enc.:  1d100  1d100  
Size:   Man-size Man-size 
move:   120 ft  180 ft fly 
armour class:3   3   
hit dice:  2   2   
attacks:  1   1   
damage:  1d6   1d6  
Special att:  None   None   
Special def:   
MR:   Standard standard 
lair %:  10%   10%   
Intelligence:  Average Average 
alignment:  Lawful Evil 
Level/xp:  2/30+1/hp   

 

Solders 
Soldiers are more formidable. They 
have the wings of the drones but with 
sharp claws capable of rending a foe. 
frequency:  Rare  
no. enc.:  1d100  
Size:   Man-size  
move:   120ft/180ft fly 
armour class:3   
hit dice:  2   
attacks:  1   
damage:  2d4  
Special att:  None   
Special def:   



 

 

MR:   standard 
lair %:  10%   
Intelligence:  Average   
alignment:  Lawful Evil 
Level/xp:  2/30+2/hp  
 

Queen 
frequency:  Rare 
no. enc.:  1 
Size:   Large (10 ft+) 
move:   120 ft, 60 ft climbing 
armour class:2 
hit dice:  3 to 8 
attacks:  1 
damage:  3d6 
Special att:  Squirt acid 
Special def:  None 
MR:   Standard 
lair %:  100% 
Intelligence:  Average: 
alignment:  Lawful Evil 
level/xp:  Variable 
A colony queen lays eggs at a rate of 
one per 10 minutes and these eggs 
take 14hrs to mature and hatch. 
If the queen is killed another Hiver 
will pupate as soon as it is safe to do 
so and become the new queen. If the 
queen is kept fed then they will gain 
1 hit die per day until fully grown. 
A queen can spit acid that does 3d6 
on a successful hit and 1d4 each 
round afterwards until washed off. 
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possible to the original intent within the terms of the Open Game 

License. 

Open Game License Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. and 

is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 

Reserved.  

1. Definitions:  

(a)”Contributors” means the copyright and/or trademark owners 

who have contributed Open Game Content;  

(b)”Derivative Material” means copyrighted material including 

derivative works and translations (including into other computer 

languages), potation, modification, correction, addition, extension, 

upgrade, improvement, compilation, abridgment or other form in 

which an existing work may be recast, transformed or adapted;  

(c) “Distribute” means to reproduce, license, rent, lease, sell, 

broadcast, publicly display, transmit or otherwise distribute;  

(d)”Open Game Content” means the game mechanic and includes 

the methods, procedures, processes and routines to the extent such 

content does not embody the Product Identity and is an 

enhancement over the prior art and any additional content clearly 

identified as Open Game Content by the Contributor, and means 

any work covered by this License, including translations and 

derivative works under copyright law, but specifically excludes 

Product Identity.  

(e) “Product Identity” means product and product line names, logos 

and identifying marks including trade dress; artefacts; creatures 

characters; stories, storylines, plots, thematic elements, dialogue, 

incidents, language, artwork, symbols, designs, depictions, 

likenesses, formats, poses, concepts, themes and graphic, 

photographic and other visual or audio representations; names and 

descriptions of characters, spells, enchantments, personalities, 

teams, personas, likenesses and special abilities; places, locations, 

environments, creatures, equipment, magical or supernatural 

abilities or effects, logos, symbols, or graphic designs; and any other 

trademark or registered trademark clearly identifi ed as Product 

identity by the owner of the Product Identity, and which specifi cally 

excludes the Open Game Content;  

(f) “Trademark” means the logos, names, mark, sign, motto, designs 

that are used by a Contributor to identify itself or its products or 

the associated products contributed to the Open Game License by 

the Contributor (g) “Use”,”Used” or “Using” means to use, Distribute, 

copy, edit, format, modify, translate and otherwise create Derivative 

Material of Open Game Content.  

(h) “You” or “Your” means the licensee in terms of this agreement.  

2. The License: This License applies to any Open Game Content that 

contains a notice indicating that the Open Game Content may only 

be Used under and in terms of this License. You must affix such a 

notice to any Open Game Content that you Use. No terms may be 

added to or subtracted from this License except as described by 

the License itself. No other terms or conditions may be applied to 

any Open Game Content distributed using this License.  

3.Offer and Acceptance: By Using the Open Game Content You 

indicate Your acceptance of the terms of this License.  

4. Grant and Consideration: In consideration for agreeing to use this 

License, the Contributors grant You a perpetual, worldwide, royalty-

free, non-exclusive license with the exact terms of this License to 

Use, the Open Game Content.  

5.Representation of Authority to Contribute: If You are contributing 

original material as Open Game Content, You represent that Your 

Contributions are Your original creation and/or You have sufficient 

rights to grant the rights conveyed by this License.  

6.Notice of License Copyright: You must update the COPYRIGHT 

NOTICE portion of this License to include the exact text of the 

COPYRIGHT NOTICE of any Open Game Content You are copying, 

modifying or distributing, and You must add the title, the copyright 

date, and the copyright holder’s name to the COPYRIGHT NOTICE 

of any original Open Game Content you Distribute.  

7. Use of Product Identity: You agree not to Use any Product 

Identity, including as an indication as to compatibility, except as 

expressly licensed in another, independent Agreement with the 

owner of each element of that Product Identity. You agree not to 

indicate compatibility or co-adaptability with any Trademark or 

Registered Trademark in conjunction with a work containing Open 
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Game Content except as expressly licensed in another, independent 

Agreement with the owner of such Trademark or Registered 

Trademark. The use of any Product Identity in Open Game Content 

does not constitute a challenge to the ownership of that Product 

Identity. The owner of any Product Identity used in Open Game 

Content shall retain all rights, title and interest in and to that 

Product Identity.  

8. Identification: If you distribute Open Game Content You must 

clearly indicate which portions of the work that you are distributing 

are Open Game Content.  

9. Updating the License: Wizards or its designated Agents may 

publish updated versions of this License. You may use any 

authorised version of this License to copy, modify and distribute 

any Open Game Content originally distributed under any version of 

this License.  

10. Copy of this License: You MUST include a copy of this License 

with every copy of the Open Game Content You Distribute.  

11. Use of Contributor Credits: You may not market or advertise the 

Open Game Content using the name of any Contributor unless You 

have written permission from the Contributor to do so.  

12. Inability to Comply: If it is impossible for You to comply with 

any of the terms of this License with respect to some or all of the 

Open Game Content due to statute, judicial order, or governmental 

regulation then You may not Use any Open Game Material so 

affected.  

13. Termination: This License will terminate automatically if You fail 

to comply with all terms herein and fail to cure such breach within 

30 days of becoming aware of the breach. All sublicenses shall 

survive the termination of this License.  

14. Reformation: If any provision of this License is held to be 

unenforceable, such provision shall be reformed only to the extent 

necessary to make it enforceable.  

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, 

Wizards of the Coast, Inc. System Reference Document copyright 

2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte 

Cook, Skip Williams, based on original material by E. Gary Gygax 

and Dave Arneson. OSRIC copyright 2006-08 by Stuart Marshall, 

adapting material prepared by Matthew J. Finch, based on the 

System Reference Document, inspired by the works of E. Gary 

Gygax, Dave Arneson, and many others. The following material was 

adapted back to the 1e system from the Tome of Horrors copyright 

2002 by Necromancer Games, Inc: Aerial Servant from the Tome of 

Horrors copyright 2002 by Necromancer Games, Inc authors Scott 

Greene and Clark Peterson based on original material by E. Gary 

Gygax, Al- Mi’Raj from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc authors Scott Greene and Clark Peterson 

based on original material by Roger Musson, Amphisbaena from 

the Tome of Horrors copyright 2002 by Necromancer Games, Inc 

author Scott Greene based on original material by E. Gary Gygax, 

Axe Beak from the Tome of Horrors copyright 2002 by Necromancer 

Games, Inc author Scott Greene based on original material by E. 

Gary Gygax, Aurumvorax from the Tome of Horrors copyright 2002 

by Necromancer Games, Inc author Scott Greene based on original 

material by E. Gary Gygax, Babbler from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc authors Scott Greene 

and Clark Peterson based on original material by Jeremy Goodwin 

and Ian McDowell, Bat, Mobat from the Tome of Horrors copyright 

2002 by Necromancer Games, Inc authors Scott Greene and Clark 

Peterson based on original material by E. Gary Gygax, Beetle, Giant 

Boring from the Tome of Horrors copyright 2002 by Necromancer 

Games, Inc author Scott Greene based on original material by E. 

Gary Gygax, Beetle, Death Watch from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc authors Scott Greene 

and Clark Peterson based on original material by E. Gary Gygax, 

Beetle Giant Rhinoceros from the Tome of Horrors copyright 2002 

by Necromancer Games, Inc author Scott Greene based on original 

material by E. Gary Gygax, Blindheim from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene 

based on original material by Roger Musson, Brownie from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author 

Scott Greene based on original material by E. Gary Gygax, Carbuncle 

from the Tome of Horrors copyright 2002 by Necromancer Games, 

Inc author Scott Greene based on original material by Albie Fiore, 

Caryatid Column from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original 

material by Jean Wells, Caterwaul from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene 

based on original material by Albie Fiore, Coffer Corpse from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author 

Scott Greene based on original material by Simon Eaton, Crabman 

from the Tome of Horrors copyright 2002 by Necromancer Games, 

Inc authors Scott Greene and Erica Balsey based on original material 

by Ian Livingstone, Crypt Thing from the Tome of Horrors copyright 

2002 by Necromancer Games, Inc author Scott Greene based on 

original material by Roger Musson, Dakon from the Tome of 

Horrors copyright 2002 by Necromancer Games, Inc author Scott 

Greene based on original material by Ian McDowell, Dark Creeper 

from the Tome of Horrors copyright 2002 by Necromancer Games, 

Inc author Scott Greene based on original material by Rik Shepard, 

Dark Stalker from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original 

material by Simon Muth, Demon, Alu- from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene 

based on original material by E. Gary Gygax, Demon, Cambion from 

the Tome of Horrors copyright 2002 by Necromancer Games, Inc 

author Scott Greene based on original material by E. Gary Gygax, 

Disenchanter from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original 

material by Roger Musson, Dracolisk from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene 

based on original material by E. Gary Gygax, Executioner’s Hood 

from the Tome of Horrors copyright 2002 by Necromancer Games, 

Inc author Scott Greene based on original material by E. Gary Gygax, 

Eye of the Deep from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original 

material by E. Gary Gygax, Flind from the Tome of Horrors copyright 

2002 by Necromancer Games, Inc author Scott Greene based on 

original material by E. Gary Gygax, Fly, Giant from the Tome of 

Horrors copyright 2002 by Necromancer Games, Inc author Scott 

Greene based on original material by E. Gary Gygax, Gargoyle from 

the Tome of Horrors copyright 2002 by Necromancer Games, Inc 

authors Scott Greene and Clark Peterson based on original material 

by E. Gary Gygax, Gorgimera from the Tome of Horrors copyright 

2002 by Necromancer Games, Inc author Scott Greene based on 

original material by E. Gary Gygax, Groaning Spirit from the Tome 

of Horrors copyright 2002 by Necromancer Games, Inc authors 

Scott Greene and Clark Peterson based on original material by E. 

Gary Gygax, Jackalwere from the Tome of Horrors copyright 2002 

by Necromancer Games, Inc author Scott Greene based on original 

material by E. Gary Gygax, Leech, Giant from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene 

based on original material by E. Gary Gygax, Leprechaun from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author 

Scott Greene based on original material by E. Gary Gygax, Lurker 



 

 

Above from the Tome of Horrors copyright 2002 by Necromancer 

Games, Inc author Scott Greene based on original material by E. 

Gary Gygax, Mongrelman from the Tome of Horrors copyright 2002 

by Necromancer Games, Inc author Scott Greene based on original 

material by E. Gary Gygax, Necrophidius from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene 

based on original material by Simon Tilbrook, Nereid from the Tome 

of Horrors copyright 2002 by Necromancer Games, Inc author Scott 

Greene based on original material by E. Gary Gygax, Nilbog from 

the Tome of Horrors copyright 2002 by Necromancer Games, Inc 

author Scott Greene based on original material by Roger Musson, 

Phantom from the Tome of Horrors copyright 2002 by Necromancer 

Games, Inc author Scott Greene based on original material by 

Harold Johnson and Tom Moldvay, Piercer from the Tome of 

Horrors copyright 2002 by Necromancer Games, Inc authors Scott 

Greene and Clark Peterson based on original material by E. Gary 

Gygax, Poltergeist from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original 

material by Lew Pulsipher, Quickling from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene 

based on original material by E. Gary Gygax, Rot Grub from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc 

authors Scott Greene and Clark Peterson based on original material 

by E. Gary Gygax, Shedu from the Tome of Horrors copyright 2002 

by Necromancer Games, Inc author Scott Greene based on original 

material by E. Gary Gygax, Skeleton Warrior from the Tome of 

Horrors copyright 2002 by Necromancer Games, Inc author Scott 

Greene based on original material by Nigel Morgan, Slithering 

Tracker from the Tome of Horrors copyright 2002 by Necromancer 

Games, Inc author Scott Greene based on original material by E. 

Gary Gygax, Slug, Giant from the Tome of Horrors copyright 2002 

by Necromancer Games, Inc author Scott Greene based on original 

material by E. Gary Gygax, Sprite from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene 

based on original material by E. Gary Gygax, Squealer from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author 

Scott Greene based on original material by E. Gary Gygax, Stunjelly 

from the Tome of Horrors copyright 2002 by Necromancer Games, 

Inc author Scott Greene based on original material by E. Gary Gygax, 

Tick, Giant from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original 

material by E. Gary Gygax, Trapper from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene 

based on original material be E. Gary Gygax, Troll, Ice from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author 

Scott Greene based on original material by Russell Cole, Troll, Giant 

Two Headed from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original 

material by Oliver Charles McDonald, Vilstrak from the Tome of 

Horrors copyright 2002 by Necromancer Games, Inc author Scott 

Greene based on original material by E. Gary Gygax, Volt from the 

Tome of Horrors copyright 2002 by Necromancer Games, Inc author 

Scott Greene based on original material by Jonathon Jones, 

Vulchling from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Greene based on original 

material by E. Gary Gygax, Yellow Musk Creeper from the Tome of 

Horrors copyright 2002 by Necromancer Games, Inc author Scott 

Greene based on original material by Albie Fiore, Yellow Musk 

Zombie from the Tome of Horrors copyright 2002 by Necromancer 

Games, Inc author Scott Greene based on original material by Albie 

Fiore, Yeti from the Tome of Horrors copyright 2002 by 

Necromancer Games, Inc author Scott Green based on original 

material by E. Gary Gygax, Zombie, Juju from the Tome of Horrors 

copyright 2002 by Necromancer Games, Inc author Scott Greene 

based on original material by E. Gary Gygax. OSRIC Chapter I 

copyright 2006-08 by Stuart Marshall. OSRIC Chapter II copyright 

2006-08 by Stuart Marshall. OSRIC Chapter III copyright 2006- 08 

by Stuart Marshall, Trent Foster, James Boney and Vincent Fruge. 

OSRIC Chapter IV copyright 2006-08 by Stuart Marshall, Trent 

Foster, James Boney and Vincent Fruge. OSRIC Chapter V copyright 

2007-08 by Stuart Marshall, Chris Hopkins, James Boney, Robert 

Ross, Jeremy Goehring, Mike Davison, Daniel Proctor, B. Scot 

Hoover, Chris Cain, Bill Silvey, Floyd Canaday, Vincent Fruge and 

Matthew James Stanham. OSRIC Chapter VI copyright 2007-08 by 

Stuart Marshall, Daniel Proctor and Vincent Fruge . OSRIC 

appendices copyright 2006-08 by Stuart Marshall and James D. 

Kramer.  

End of License 
Designation of Product Identity and Open Game Content: The terms 

“OSRIC,” “OSRIC,” and “O.S.R.I.C.” are Product Identity and 

trademarks; all artwork and formatting is Product Identity. The 

Variable Experience Point Rule on p.118 is Product Identity. Aside 

from the previous two sentences, Chapters I, II and III of this work 

are Open Game Content. Chapters IV, V and VI are Product Identity 

to the extent permitted under the OGL and to the extent such 

material is subject to copyright, except for any text language 

derived from the SRD or the Tome of Horrors, which is Open Game 

Content.  


