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Battleaxes & Beasties can be used for any
fantasy setting the referee and players want with
very little adjustment. The default setting for
B&B is the Borderlands of Zarteth, which will
be described in a bit more detail further along in
this text.

The world in which the Empire of Zarteth
exists is very old and has seen the rise and

fall of many different civilizations over the
centuries. The lands of the world are dotted
with ruins and strange sites that may be filled
with ancient treasures and are almost certainly
filled with ravenous monstrosities waiting for
some adventurous or foolhardy (is there really a
differencer) soul to wander into their lairs.

The supplied basic campaign will begin in the
Northwestern borderlands of the empire, with
the characters being residents of the village of
Headwaters or its immediate environs, which
includes a few tribal groups and a few other
settlements, along with one small city.

... See, a very generic fantasy setting that can
either be freely ignored, expanded upon, or even
dropped into your existing world.

What is Roleplaying?

I won't spend a lot of time on this question,
because if you've been given this book by
someone else, or knew enough to go look for
it in the outlets it sells from, I would imagine
that you have a good idea of what roleplaying
games are, or you know someone who shares the
interest.

Just in case you were given this as a gift to get
you interested in the hobby, I'll simplify the
answer and be somewhat vague by telling you
this. . .

Roleplaying games are basically interactive
storytelling; wherein one person, known as the
Referee, sets the stage for an adventurer that

at least one other, and hopefully, several other
people will participate in as Players. The players
take the role of an Adventuring Character, and
the Referee handles everyone and everything
else in the world. The Referee will describe

a situation, and the player tells them how their
character wants to react to the situation.

If that isn't very clear, go to YouTube.com and
various other online resources to find examples
of people playing. The hobby may not be for
everyone, but if you have not tried it before, you
may find that you will build a very strong retinue
of friendships from participating in the hobby.

I have played and refereed since 1980 and it

has, in my opinion, been of vast benefit to me in
my life even away from the hobby. The thing

to remember is, it is a game, have fun, make

friends.




Getting Started
Battleaxes & Beasties requires at least two
participants; the Referee and at least one Player.

For players the first step is to create your
Adventurer (alternately referved to as a character
or hero). This is a simple matter of performing
the few simple functions listed on the following
pages, such as rolling dice, choosing an
Adventuring Class, background and recording
your starting equipment.

If you are the Referee, however, you will have

a bit more work to do in preparing for a game.
See the Referee’s section of the book for more
details.

Rule Number One

The most important rule in Battleaxes &
Beasties (and most games, whether it is implicitly
stated or not) is that the Referee always has the
right to modify the rules to suit his campaign
and personal preferences.

In truth, the Referee is encouraged to do so.
Your home campaign is your own, and the

default setting should be generally vague enough

beyond a few, set points, and even those are
simple enough to take a hammer to, if you so
desire.

The rules may (okay, will) be vague on many
points, and this is intentional. After all, a great
deal of the fun for ‘old school’ type gaming is
the ability to wing it and go, rather than having
to stop the game to look up the rules for toe
stubbing and beard trimming.

Dice

Battleaxes & Beasties uses the standard array

of polyhedral dice, and they are abbreviated
according to the number of sides they have. For
example, a six-sided die is noted as a ‘d6.” If the
text states that the player should roll 3d6’, that
means they will roll three of the six-sided dice
and add the results together for a total.

Should a modifier be included in the description,
such as 2d8+2’, that would indicate that the
player should add (or subtract as appropriate),
the number to the total. If Emma rolled two
eight-sided dice and got results of 6 and 3,

she would have 9+2, or 11 for her roll total.
Having several of each type of dice is always
helpful, and frankly, most veteran gamers will
tell you that there is no such thing as too many
dice, even if you seldom use most of them.
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Adventurer Record
(aka, the Character Sheet)

A character sheet will be made available in this
document, and you will also be able to download
a character sheet for free from the same place
you purchased this book.

If you so desire, feel free to go totally old

school and write your character up on a sheet of
notebook paper or an index card. As long as
you have some means of keeping track of your
adventurers scores and abilities, it’s all good.

P’ve blathered on enough for now, let’s get
cracking on birthing your Adventurer, for real
this time. . .

Attribute Scores

Adventurers all have six scores which represent
the basic physical, mental and spiritual attributes
that define their raw ability to perform. These
(and their common abbreviations) are as follow:

Strength (STR) - A measure of muscle

power and physical prowess

Intelligence (INT) - The ability to grasp

concepts, learn and remember

Wisdom (WIS) - Common sense,

perceptiveness, willpower and faith

Constitution (CON) - A general measure of
health and hardiness

Dexterity (DEX) - Eye-hand coordination,
agility and fine motor skills

Charisma (CHA) - The ability to relate to

others and general appeal

Determining Attribute Scores

The primary and generally accepted old school
method of determining your Adventurer’s
Attribute Scores is to roll 3d6 in order, recording
the results on each Attribute as you roll them.

This allows luck to have some influence over
the course your Adventurer takes through his

Career.
Common Attribute
Score Modifiers
SCORE DESCRIPTION MODIFIER
3-6 Below Average -1
7-13 Average None
14-17 Above Average +1
18+ Fxceptional +2

Attribute bonuses also apply to Ability Checks.

Alternate Attribute
Score Methods

Place as desired: Roll 3d6 six times and
place the results in the order desired.

Tougher Characters: Roll 2d6+6, six
times, also placing the results as desired. This
will often result in Adventurers with better
scores. This is desired by some Referees and
Players.

Other: If you have a method you prefer that
you have used in other games, feel free to use it
here. No method will ‘break the game’ as long
as the Referee and Players are having fun, after
all, it is a game and we are all here to have fun.




Attribute Descriptions and
Specific Modifiers that Apply

STRENGTH - A high Strength gives bonuses

to attacks and damage in close combat based on
the Common Attribute Modifier.

INTELLIGENCE - A high Intelligence
affects the number of languages your
Adventurer knows and has a direct bearing on a
Wizards ability to affect others with their spells.

High or low Intelligence on the part of the
Wizard affects their target’s saving throw
against any spells cast against them based on the
Common Attribute Modifier.

INT Bonus Bonus
Score Spells* Languages

3-6 N/A 0
7-13 +0 +1
14 -17 +1 +2

18+ +2 +3

* May be applied to any level of spells known.

WISDOM - Faithful with a high or low
Wisdom has a direct affect on any saving throws
their targets must make to avoid the effects of
Miracles.

Any Adventurer with a Wisdom of 13 or higher
receives a +5% bonus to all experience points
awards.

The target's saving throw modifier is based on
the Common Attribute Modifier.

CONSTITUTION - A high Constitution
grants your Adventurer additional Hit Points
equal to the Common Attribute Modifier.
Negative modifiers will not reduce minimum
Hit Points gained per level below 1.

DEXTERITY - A high Dexterity improves

an Adventurer’s defense (Armor Class) and
gives bonuses when attacking with Ranged
weapons such as thrown weapons, bows or
slings. Dexterity Modifiers also apply to damage
delivered with ranged attacks.

DEX Ranged AC
Score Hit / Dmg Adjust
3.6 -1 +1[-1]
7-13 +0 +0 [+0]
14 -17 +1 1 [+1]
18+ +2 2 [+2]

CHARISMA - Any Adventurer with a
Charisma of 13 or higher receives a +5% bonus
to all experience points earned.

Charisma also determines the number of Skilled
Assistants the Adventurer may have at any one
time (General Laborers can be hired by anyone with
money, but those with special skills require special
handling above and beyond the mere payment of

gold).

Charisma also modifies the loyalty and reactions
of all NPCs.

CHA Loyalty & .

Score Reaction Ay
3-4 -2 1
5-6 -1 2
7-8 +0 3
9-13 +1 4

14 -15 +1 5

16 -17 +2 6
18+ +2 7




Choose an Adventuring Class
Once you've rolled and placed your Attribute
Scores, the next step is to determine your
Adventuring Class. There are seven human
classes in the base game: Warrior, Scout,
Hunter, Faithful, Wizard, Beguiler and
Totemist.

There are also four Adventuring Classes for
Non-Human characters: Halfling Outcasts,
Dwarf Guardians, Dwarf Paladins, and EIf
Rangers . All of the basic classes are designed to
be Human Adventurers.

The Non-Humans are separate classes for a
variety of reasons, the primary one being that
it has its roots in the older versions of the game
B&B is built around. If you don’t like it, feel
free to allow Non-Humans to be any class you
desire, it really will not hurt my feelings.

Your Referee may also have additional classes
available that they’ve either created themselves
or brought over from another product.

Battleaxes & Beasties is designed in such a way
that if you wanted to import a character class
from another product, it should be easy to do, as
long as your Referee is amenable to the idea.

The only requirement for choosing a particular
Adventuring Class is you must have a minimum
score of 9 in all of the Prime Attribute(s) for the
Class.

Experience Bonuses

After choosing your Adventuring Class, be
sure to note any experience point bonuses your
Adventurer qualifies for.

If your Adventurer's Wisdom is 13 or higher,
they get a +5% Bonus to Experience earned.

Likewise, if Charisma is 13 or higher, this gains

your Adventurer another + 5% bonus to earned
experience points.

If the Prime Attribute(s) for the Adventuring
Class you chose are 13 or higher, this adds an
additional + 5% bonus to earned experience.

These bonuses are cumulative, giving
exceptional Adventurers a possibility of as much
as a +15% bonus to earned experience points.

An Adventuring Class does not necessarily
reflect the experience and professional training
of the individual before they became an
Adventurer, it does reflect the focus of their
special abilities and the path they will travel on
their roads to Adventure, however.

Multi-Class
Adventurers

This Option is only available if your Referee
agrees to allow multi-class Adventurers. You
may choose Two or Three Adventuring Classes
for your human character to follow. This has
benefits, but costs as well.

* In order for a Multi-Class Adventurer to

gain bonus experience for exceptional Prime
Attributes, the Prime Attribute in each Class must
be 15 or higher (and your Adventurer only gains
the single +5% experience bonus for having high
Prime Attributes).

* The experience required to level is the sum

of all Adventuring Classes, but your Adventurer
gains the better of all available Hit Dice, Base Hit
Bonuses and Saving Throws from their Classes.
All classes level simultaneously based on the
adjusted experience requirements.

* They also get all bonuses for Saving Throws
and Action Checks, and all special abilities of the
class.

* They get the combined (or better) options
from weapons training and armor training.




The Adventurer Leveling Table

There are several abbreviations and sections
for the tables that shows how each Adventuring
Class levels. The following explains what they
mean

Level - This is the Adventurers current level
of experience. It is a measure of how skilled
they are in their chosen path. The level table
only goes to 10, but if the Referee wants to
create levels beyond 10, feel free. There may be
a supplement for higher level gaming at some
point in the future if there is demand for it.

XP - this is how many experience points (XP)
are needed to attain the level of experience.
Referees will award experience as fits their style
of running a game. Guides and suggestions for
this are in the Referee section of the book.

HD - Short for Hit Dice, this determines the
general health of the Adventurer. The total of
Hit Dice are the Hit Points of the Adventurer,

which will be explained further along in the text.

All Adventuring classes begin with a set
amount of hit points at first level (t0 which any
Constitution modifiers are added or subtracted).

When your Adventurer reaches a new level of

experience, roll the designated Hit Dice, add the

character’s Constitution modifier for Hit Points

and if the total is higher than the previous levels
Hit Points, write down the new total.

It is possible for an Adventurer to gain a level
and not gain any additional Hit Points.

Adventurers will have more hit points at level
one than an average person. This reflects the
idea that the adventurers, even though from

a normal or common background are special
individuals, the type that stand out from the
crowd and are touched by that special ray of
destiny (or crazy) that draws them into an
adventurous lifestyle.

BHB - Base Hit Bonus, this is added to all
attacks the Adventurer makes, in addition to any
modifiers from Strength or Dexterity.

ST - Saving Throws. If the Referee asks for
a Saving Throw, roll 1d20 and if you roll over
the number listed, you succeeded. Attribute
modifiers do not apply, but each class will have
one or more modifiers that apply to Saving
Throws (also referred to simply as a ‘Save’).

Spell casting classes will have a few additional
notations in their Spells Table. These indicate
the number of spells per level that they can
prepare. Details on spell casting will be given
the Magic & Miracles section

Now, on to the class descriptions themselves . . .




Beguiler

Possessing a mastery of language and an insight into
the desires and behaviors of their fellow sentients, the
Beguiler is able to use that knowledge to influence
others with an almost supernatural effect.

Having a Beguiler in the Adventuring party can be a
useful addition when you are faced with recalcitrant
NPC’s with whom you would rather avoid violence.

Prime Attribute: Charisma is the Prime Attribute
for the Beguiler.

Combat Training: The Beguiler typically

prefers to avoid combat, but are still able to handle
themselves in a tight situation. Light Armor is the
only armor allowed them, but they are proficient in
all 1 handed melee weapons, thrown weapons, slings,
and light crossbows,

Saving Throws: The necessity of living life ready
to react quickly to changing social situations reflects
itself in a Beguiler receiving a +2 bonus to all
saving throws made when interacting with another
humanoid being and to avoid magical and non-
magical attempts to influence them.

Skill Training: The Beguiler receives a + 1 bonus
on any Action Check involving Persuasion, insight
into the motives of others and Languages. This
improves to +2 at 4th Level and +3 at 9th Level.

Gift of Tongues: The beguiler is a master of
languages. In addition to the normal allotment
of languages, the beguiler begins play knowing
an additional number of languages equal to their
Charisma modifier plus two (minimum two).

Silver Tongued: The Beguiler has the ability to
place one or more intelligent beings into a trance-like
state with the sound of their voice.

The Beguiler may simultaneously affect a number
of beings equal to their level +2. The targets must
be able to see and hear the Beguiler and if they fail

a Saving Throw, they will be enraptured by the

spiel coming from the Beguiler, even if it is sheer
nonsense.

The distractions posed by nearby combat or other
dangers will give the target a +2 bonus to their
saving throw. The target does not have to be able

to understand the language of the Beguiler to be
affected.

The Beguiler may use this ability one time per day
for every three levels of experience or fraction of that
they possess, and must continue speaking to maintain
the effect.

Alternately, the Beguiler may use this ability to
inspire companions and allies, granting them a +2
bonus to all rolls (including attack and damage), for
the duration of their speech.

This may be used to affect a number of allies equal
to the level of the Beguiler, plus an additional two
individuals per point of Charisma modifier.

Starting Equipment

All Beguilers have the following equipment:

* Backpack, fire starter, waterskin, bedroll, dagger
* 1 handed melee weapon of choice

* A sling or light crossbow

* 1d10+ 10 ammunition in a pouch or quiver

BEGUILER LEVEL
LEVEL XP HD
1 0 8 hp +0 13
2 1200 2d6+2 +0 12
3 2400 2d6+4 +1 11
4 4800 3d6+4 +1 10
5 9600 3d6+6 +2 9
6 19200 | 4dé+6 +2 9
7 38400 | 4dé6+8 +3 8
8 77500 | 5d6+8 +3 7
9 155000 +4 +4 7
10 310000 +4 +4 6




Faithful

Empowered by their faith in their beliefs, the
Faithful are able to channel the strength of their faith
into the form of miracles. Faithful are not members
of any particular religion, nor, even necessarily, of a
religion.

Prime Attribute: Wisdom is the Prime Attribute
of the Faithful.

Combat Training: The Faithful are able to use
light armor and shields and are proficient in the use
of all weapons

Saving Throws: The beliefs of the Faithful grant
them a +2 to saving throws against Fear and
Charm effects and against the draining effects

of undead or demons (even if no save is normally
allowed).

Skill Training: The Faithful receives a + 1 bonus
on any Action Check involving Undead or Demon
related Knowledge, Religion, and Philosophy. This
improves to +2 at 4th Level and +3 at 9th Level.

Smite the Unholy: Faithful gain a +1 to all
damage and attack rolls made against undead and
demonic creatures. This increases to 42 at level five
and +3 at level ten.

Healing Touch: One time per day, plus one for
each 3 levels of experience, the Faithful can instantly
heal 1d3 +level in hit points.

This can only be used once per day per person and
resets at either sunrise or sunset.

Rebuke the Unholy: Faithful may channel their
faith to hold back the undead or demonic creatures.
They may attempt to affect 1d6+Cha Modifier HD
of opponents one time per day.

This increases to twice a day at level three and three
times a day at level six and four times at level eight.
It may be attempted an additional number of times
per day equal to the Wisdom Modifier of the
Faithful. Intelligent undead and demonic opponents
get a saving throw to avoid the effect.

Miracles: The Faithful are able to channel their
faith into the form of Miracles. The table below
shows how many Miracles they may call upon each
day and of what power level.

Starting Equipment:
All Faithful have the following equipment:
* Backpack, fire starter, waterskin

* Bedroll, dagger, Symbol of Faith
* Ceremonial Clothing,

* Any two weapons or a weapon and a shield

FAITHFUL LEVELS

LEVEL XP HD
1 0 10 hp +0 16
2 1800 2d6+2 +0 15
3 3600 3d6+2 +1 14
4 7200 3d6+4 +1 13
5 14400 | 4dé6+4 +2 12
6 28800 | 4d6+6 +2 11
7 57800 | s5d6+6 +3 10
8 115200 | 5dé6+8 +3 9
9 230400 +6 +4 8
10 460800 +6 +4 7

FAITHFUL MIRACLES
LEVEL 1
2 2
3 3
4 4 2
5 4 3 2
6 4 3 3 2
7 5 4 3 3 2
8 5 4 4 3 3
9 5 5 4 4 3
10 6 6 5 4 3




Hunter

Some folks enjoy camping, some folks are able to
tell which way is north if they have a compass, but
a Hunter is truly at home in the wilds. They are
attuned to the rhythm of the natural world. Often
found working as guides, big game trackers, or
perhaps they simply prefer to spend as much time
away from the big city as possible. In any case, a
Hunter is a great addition to an Adventuring party,
especially one that may spend much time in the
wilderness.

Prime Attribute: Constitution is the Prime
Attribute of the hearty and robust Hunter.

Combat Training: A Hunter is limited to
wearing Light Armor, and is proficient with daggers,
handaxes, short blades (i.e., machete style blades),
spears, clubs, whips, nets, thrown weapons, bows,
crossbows, and slings

Saving Throws: The robust nature of the Hunter
grants them a +2 to saving throws versus poison.
They also get a +2 bonus to saving throws to avoid
being caught in snares or being entangled.

Skill Training: A Hunter receives a + 1 bonus on
any Action Check involving Perception, Survival,
Tracking, setting and disarming snares, and/or any
checks to identify or ‘read’ the mood of animals.
This improves to +2 at 4th Level and +3 at 9th
Level.

Bagging the Game: Hunters geta +2 bonus
to all attack and damage rolls made against normal
Animals.

At level four this improves to includes any monsters
that resemble animals, and at level eight, this
increases to a +3 bonus and includes all non-
humanoid creatures and animals

Leave no Trace: Hunters can move at half speed
through natural terrain without leaving tracks if they
so desire. At level five this increases to full speed,
and at level eight they can include a number of
companions equal to their experience level.

Survivalist: Hunters can live off the land for
extended periods of time. A Hunter can find shelter
if any is reasonably available and can find sustenance
for himself and two additional people per level of
experience by reducing his daily movement by half.

Starting Equipment

All Hunters have the following gear:

* Backpack, fire starter, waterskin

* Bedroll, Skinning Knife

* Choice of proficient ranged weapon

* 1d10+ 10 ammunition and quiver or pouch

* Choice of one proficient close combat weapon
e Light Armor

® 1d3 animal snares

HUNTER LEVELS

LEVEL XP HD
1 0 12 hp +0 14
2 1600 3d6+2 +0 13
3 3200 4d6+4 +1 12
4 3400 5d6+4 +1 11
5 12800 | 5d6+6 +2 10
6 25600 | 6d6+6 +3 9
7 51200 | 6d6+8 +3 8
8 102400 | 7d6+8 +4 7
9 205000 +6 +3 6
10 410000 +6 +3 6




Scout
Scouts are excellent at ferreting out hidden items and
getting into areas where they are not wanted.

Prime Attribute: A Scout relies on quick reflexes
in the course of their adventures, and thusly, have
Dexterity as their Prime Attribute.

Combat Training: Scouts rely on their mobility
and as such, are limited to wearing light armor.

They are proficient in all 1 handed weapons, small
shields, short bows, light crossbows, thrown weapons
and slings

Saving Throws: Scouts receive a +2 bonus to
avoid attempts at interrogation or influence (magical
or mundane) directed at them and to avoiding the
effects of traps.

Skill Training: A Scout receives a + 1 bonus

to any Action Check involving Perception,
Interrogation, Stealth, Finding, Setting or Removing
Traps, or Opening Locks. This improves to +2 at
4th level and +3 at 9th level.

Sneak Attack: A Scout normally avoids face-to-
face combat if possible, preferring instead to use
stealth to catch an opponent unaware.

A Scout able to attack an opponent from the rear and
who is unaware of the Scout’s presence, or otherwise

engaged with one of the Scout’s allies, gains a bonus

to attacks and to damage.

If the Scout is able to do so, he gains +2 to his attack

and does an additional die of damage for one attack.

Scale Sheer Surface: The scout is able to climb
up, down or across a slope, wall or steep incline,
even across a ceiling, if any type of handhold or
protrusions are available and do so at their normal
movement rate.

At the Referee’s discretion, this ability may also
allows a Scout to make an Action Check to attempt
to climb a surface that would normally be nigh
impossible for others to climb.

Decipher Seript: This ability allows a Scout

to decipher writing in an unfamiliar language, a
message written in an incomplete or archaic form or
a message written in code.

This does not require a roll, but takes 2d6+2
minutes per page of information to decode. The
time required is reduced by 1 for every three levels.

Starting Equipment

All Scouts start play with the following:

* Backpack, fire starter, waterskin, bedroll

® Dagger, 50’ rope

* Choice of 1handed melee weapon

* Choice of proficient ranged weapon

* 1d10+ 10 ammunition with quiver or pouch
* Thieves tools

SCOUT LEVELS

LEVEL XP
1 0 10 hp +0 13
2 1150 3d6 +1 12
3 2300 3d6+2 +1 11
4 4600 4d6+2 +2 10
5 9200 sd6+2 +2 9
6 18400 | Sdé+4 +3 8
7 36800 | 6d6+4 +3 7
8 73600 | 7d6+4 +4 6
9 147200 +6 +4 6
10 294400 +6 +3 6




Totemist

Attuned to a particular environment, the Totemist
can speak with animals, shapechange and become
one with the natural world.

Totemists are sometimes mistaken for witches or
were-creatures, but they are neither. A totemist is
supernaturally attuned to a specific environment,
and as they become more powerful, may become
attuned to as many as three distinctively different
environments.

Prime Attribute: Hardy and resourceful,
Constitution is the Prime Attribute for the Totemist.

Combat Training: Totemists are proficient with
Staves, clubs, daggers, slings and thrown weapons.
They disdain the use of armor, preferring their
natural instincts to protect themselves.

Saving Throws: Being attuned to the natural
world gives the Totemist a +2 bonus to saving
throws to avoid the effects of extreme weather,
elemental damage, natural toxins, and disease.

Skill Training: The Totemist receives a +1 bonus
on any Action Check involving tracking, survival,
finding shelter, natural lore, identifying what plants
and animals are native to the region and the like.
This bonus improves to +2 at 4th level and +3 at
9th level.

Favored Environ - This is the environment (forest,
plains, urban, arctic, swamp, etc.) in which a Totemist
is most comfortable. The Totemist may choose a
second environment at fifth level and a third at tenth.

The Totemist should choose a Totem Animal
appropriate to their native Environ when the
environs are chosen. The Referee has final approval
on which animal choices are available.

Within their favored Environ, the Totemist moves at
normal speed without leaving a trace if they so desire,
and is unhindered by obstacles native to the Environ.
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Animal Speech - Totemists may communicate
basic ideas to any animal, and may converse with
their Totem species. Although limited to the
intellectual abilities of the animal, the bond the
Totemist has with their totem animal works to offset
the limitations to where the two may essentially carry
on a regular conversation.

This communication will sound to those nearby
that the Totemist is barking, growling, grunting or
whatever the method of communication used by the
animal, including non-verbal communication in the
form of bites, pushes and the like.

Helpful Remedies: Using the vast store of
knowledge regarding their favored Environ, the
Totemist can put together a poison remedy in 1d6
minutes using items gathered from the nearby area.

Outside of their Favored Environ, it will take 3d6
minutes to assemble a remedy. This will allow those
affected by the toxin to make an additional saving
throw at a +2 bonus per level of the Totemist.

Medicinal Herbs: Using the extensive knowledge
of their favored Environ, the Totemist can treat a
patient and heal hit point damage.

Any individual may only benefit from the use of
Medicinal Herbs once per day. The Totemist will
be able to gather necessary items with whatever is
close at hand, and use them to heal the patient.

Hit points are recovered at a rate of 1 per minute,
and both the Totemist and the patient must remain
still during the process.

At first level, the Totemist can heal 1d6+1 Hit
Points of damage in this fashion per patient. This
increases to 2d6+4 at level four and 3d6+8 at level
eight.




Totem Shape: The Totemist can take the shape of
their Totem Animal at will up to one time a day per
two levels of experience. Any clothing or possessions
on their body will change shape with them.

While in totem form, they maintain their own
physical and mental attributes and gain any special
abilities of the animal (flight, water breathing, etc).

The Totemist may shift back to their normal form
at will. Both changes take 1d6 rounds to complete
from levels 1 to 4, 1d3
from levels 5-7 and
may be done instantly
at level 8 and higher.
Any attack bonuses
they possesses in their
natural form will
remain unchanged
while in totem form.

Natural Weapons: Due to their ability to take
on the shape of natural animals and reliance upon
natural weapons when they do so, Totemists develop
a more efficient form of fighting without weaponry.

At level 1, a Totemist does 1d4+ 1 damage with
unarmed attacks and attacks in their Totem form.
This improves to 1d6+2 at level three and 2d6+4 at
level six. The Totemist may apply the better of their
Strength or Dexterity modifiers to both attack and
damage for these attacks.

Defensive Fighting: While disdaining the
wearing of Armor, Totemists are able to maximize
their mobility and awareness of their surroundings
and turn this into a bonus to their natural Armor

Class.

At Level 1, a Totemist gains a -1 [+1] bonus to
armor class if unarmored. This improves to a
-2[+2] at level four and a -3 [+3] bonus at level
seven.

Starting Equipment

All Totemists start with the following equipment:

* Backpack, fire starter, waterskin, bedroll, dagger
* asling and a pouch containing 20 stones

* An animal companion of their Totem type

Note: This animal companion travels with the Totemist
out of friendship, it is a normal animal of its type and if
treated badly, will leave the company of the Totemist.

TOTEMIST LEVEL

LEVEL XP HD
1 0 10 hp +0 14
2 2600 2d6+4 +0 13
3 5200 2d6+6 +1 12
4 10400 3d6+6 +1 11
5 20800 | 3de+8 +2 10
6 41600 | 4dé6+8 +2 9
7 84000 | 4d6+10 +3 8
8 170000 | 5d6+10 +3 7
9 350000 +8 +4 6
10 700000 +8 +4 5




Warrior

A master of mayhem, the warrior may follow the
ways of close combat or marksmanship. Whichever
their specialty, the Warrior is always an opponent to
respect and possibly fear on the field of combat.

Prime Attribute: The Prime Attribute for
a Warrior is the player's choice of Strength or
Dexterity.

Combat Training: Warriors possess a
preternatural affinity with all weapons and armor,
even if they have never encountered their like before.
This means they never suffer a penalty for using an
unfamiliar weapon or wearing unfamiliar armor.

Saving Throws: The naturally combative nature
of a Warrior grants them a +2 bonus to all Saving

Throws versus Stun effects and to avoid the effects
of area effect attacks.

Skill Training: Warriors receive a + 1 action
check bonus when evaluating and repairing weapons
and armor, and in any action check involving strategy
and tactics. This bonus improves to +2 at level 4
and +3 at level 10.

Armor Mastery: Due to their inherent martial
prowess, Warriors are able to utilize armor and
shields more effectively. They receive a -1[+1]
bonus to all armors and shield benefits. This
improves to a -2[ +2] at level 6. They also do not
suffer movement or action check penalties when
wearing armor.

Damage Dealer: Choose from close combat or
ranged combat. Whichever the Warrior chooses,
their damage dealt from that class of attack increases
by one die step (d3 becomes a d4, d4 becomes a d6,
d6 becomes a d8, 2d6 becomes 2d8, etc.)

At level 6, choose again. If the Warrior chooses the
same attack class, then it increases by yet another die
step.

Combat Machine: When facing foes of 1HD or
less, a number of extra attacks may be made equal to
the Warrior level plusl. At Level 5, this increases

to foes of 2HD or less, and at level 9 to foes of 3HD

or less.

Against groups of mixed hit dice, the referee will

use the HD of the most dangerous foe to determine
how many the Warrior is capable of attacking. These
attacks may be made with any type of armed or
unarmed attack, but the foes must be within reach of
the Warrior’s attack.

Starting Equipment

All Level One Warriors start with the following
equipment:

* Backpack, 4 torches, fire starter, waterskin

* Bedroll, dagger, whetstone

* Medium or light armor

* 2 Close combat weapons or 1 weapon and shield
* 1 Ranged weapon

* 1d10+ 10 ammunition with quiver or pouch

WARRIOR LEVELS
LEVEL XP 1210)
1 0 18 hp +1 14
2200 3d8+2 +2 13
3 4400 4d8+4 +2 12
4 8800 5d8+4 +3 11
5 17600 | 6d8+6 +4 10
6 35200 | 7d8+6 +4 9
7 70400 | 8d8+8 +5 8
8 140800 | 9d8+8 +6 7
9 281600 +8 +6 6
10 563200 +8 +7 6




Wizard

Undeterred by the notion that there are things man
was not meant to know, the Wizard delves into the
realm of arcane power and learns to control that
power in the form of magical spells.

Prime Attribute: Intelligence is the Prime
Attribute of the Wizard

Combat Training: Wizards are able to wear light
armor only and are proficient with staves, daggers,
clubs, thrown weapons, light crossbows and slings.

Saving Throws: The arcane training of the
Wizard provides them with a +2 bonus to saving
throws against spell effects and also against the
player’s choice of either Fear or Poison (chosen at
character creation and may not be changed).

Skill Training: The Wizard receives a + 1 bonus
on any Action Check involving scholarly lore, arcane
and occult knowledge, or obscure languages. This
improves to +2 at 4th level and +3 at 9th level.

Low Magic: The wizard can do any of the

following at will (maximum of one per combat round):

* Create a floating globe of soft light that
illuminates a 10’ radius, this globe of light will follow
the wizard at a walking pace and last until dismissed
or dispelled.

* KEnhance the volume and impressiveness of their
voice or the voice of another within 10’.

* Concentrate and detect the presence of magical
auras and read magical writings.

No Action Check is required for any of these effects.

Arcane Spellcasting - Wizards maintain a
spellbook and are able to learn and cast arcane spells.
The table below shows how many spells they may call
upon each day and of what power level.

Spells must be prepared beforehand, requiring §
minutes of study per level of the spell to commit it
to memory, or to change the spells the Wizard has
prepared. Specific details regarding spellcasting will
be found in the Magic & Miracles section.
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All Wizards have the following equipment:

* Backpack, fire starter, waterskin, bedroll, dagger
* Spellbook, Journal, Pen & Ink, Quarterstaff

First Level Wizards may also choose one of the

following packages of spells:

* Arcane Bolt, Arcane Signature, Protective Ward,
Night Vision

* Arcane Signature, Slumbertime, Detect (type),
Telekinesis

* Arcane Signature, Regenerating Tissue,
Sobering Thoughts, Night Vision

WIZARD LEVEL

LEVEL XP
1 0 8 hp +0 13
2 2500 2d6 +0 12
3 5000 2d6+2 +1 11
4 10000 | 3dé+2 +1 10
5 20000 | 3d6+4 +1 9
6 40000 | 4d6+4 +2 8
7 80000 | 4d6+6 +3 7
8 160000 | 5d6+6 +3 6
9 320000 +3 +3 6
10 640000 +3 +4 5

ARCANE SPELL LEVEL

LEVEL 1
1 2
2 3
3 4 1
4 4 2
5 5 3 1
6 5 4 2
7 6 4 3 1
8 6 5 4 2
9 7 5 4 3 1
10 7 6 5 4 2




Non Human Classes

Fach of the following are available non-human
classes. Some races may have more options available
than others. Referees should feel free to create any
additional classes they desire or disallow any they
don’t want in their campaigns.

These classes do not reflect the average or
stereotypical members of the race. They are meant to
represent the typical adventuring members of those
races that the characters may encounter during their
travels.

Almost any Halfling who takes up the adventuring
life is an outcast from his tribe or clan for reasons
that they are most likely not willing to share with
anyone but a new family unit.

This also means that a Halfling Outcast that finds a
new Family with a group of like-minded Adventurers
will typically be very loyal to them, for they are so
used to having a family unit to travel with.

Dwarves who Adventure are typically Guardians
(Dwarven Warriors) or Paladins (The Faithful holy
warriors of the Dwarves) who feel a need to extend
their protection to the world beyond their home.

They are stout and faithful companions to have on an
Adventure or fierce enemies to face should you cross
them.

Almost invariably, the Elves who most often take to
Adventuring are Rangers, who, by their very nature
are on the move quite often.

Other Non-Human classes may certainly exist. Feel
free to pull classes and races from other products if
your Referee approves (or if you are the Referee).

The racial classes listed in this book are based on
some of the most common stereotypes found in old
school games and also the most common found in
the Borderlands.
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Dwarven Guardian

Dwarves tend to make their homes along the slopes
and underneath the mountains and hills of the world,
and have a well deserved reputation for their skill at
stone and metalworking.

Short and stout, solid as the mountains they call
their home, Dwarves are solid friends or ferocious
enemies, depending upon how they are treated.

Dwarf Guardians are members of the race who take
their martial responsibilities very seriously and are
even more formidable opponents than the average
Dwarf.

Prime Attribute: Strength and Constitution are
the Prime Attributes of the Dwarf Guardian

Combat Training: Guardians are proficient with
all types of armor and shields. They are proficient
with All Melee weapons, Crossbows, Slings and
Thrown Weapons. Guardians suffer no movement
or Action Check penalties when wearing armor.

Saving Throws: The doughty and durable
Dwarves receive a +2 bonus to saving throws to
resist the effects of toxins, magic, fear and disease.

Skill Training: All Dwarves receive a +1 bonus
to any Action Check involving metal, stone or gems.
This improves to +3 at 4th Level and +3 at 9th
Level.

Low Light Vision: Although Dwarves prefer to
work by lantern or torchlight when underground,
sometimes those light sources fail. This has led to
them developing the ability to see up to 30 feet in
complete darkness, although colors and intricate
details are lacking.

If there is even a candle’s glow available to them,
they regain the ability to see colors and details up to
a distance of 60 feet. Brighter lights enable them to
see in low light conditions as if it were a cloudy day
on the surface.
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Pathfinder: The world beneath the surface can be
a labyrinthine confusion of passages that go in any
direction and switch back upon themselves.

The Dwarves have a keen sense of direction when
underground that allows the to always know
approximately how far beneath the surface they are
and which direction they are facing.

Weapon Mastery: At level two, the Dwarf
Guardian may choose one weapon to master. When
using this weapon, the Guardian gets a +2 to their
attack rolls and increases the damage by one die step.

A second weapon (or the same weapon for a +4 to
attack and an additional die step of damage) may be
chosen, also getting a +2 to attach and increasing
the damage die by one step.

Heavy Metal Mastery: A Dwarf Guardian gains
a-1[+1] bonus to all armor and shield protection.
This increases to a -2[ +2] at level six.

Starting Equipment

All Dwarf Guardians have the following equipment:
* Backpack, fire starter, waterskin, bedroll, dagger,
* Choice of 2 close combat weapons

* 1 shield, 1 suit of medium armor

DWARF GUARDIAN LEVELS

LEVEL XP HD BHB
1 0 14 hp +0 15
2 2500 3d6+2 +1 14
3 5000 4d6+2 +2 13
4 11000 4d6+4 +2 12
5 24000 sd6+4 +3 11
6 48000 5d6+6 +4 10
7 96000 6d6+6 +4 9
8 192000 | 6d6+8 +5 8
9 384000 +10 +6 7
10 768000 +10 +6 6




Dwarven Paladin

The holy warriors of the Dwarven people, the
Paladin combines martial training with the power to
channel the miracles of the Dwarven deities.

Prime Attribute: Constitution and Wisdom are
the Prime Attributes of the Dwarf Paladin

Combat Training: Paladins are proficient with
light and medium armor and all shields.
They are proficient with all melee weapons.

Saving Throws: The doughty and durable
dwarves receive a +2 bonus to saving throws to
resist the effects of toxins, magic, fear and disease.

Skill Training: All Dwarf Paladins receive a + 1
bonus to any Action Check involving religious lore,
metal, stone or gems. This improves to +3 at 4th
Level and +3 at 9th Level.

Low Light Vision: Although Dwarves prefer to
work by lantern or torchlight when underground,
sometimes those light sources fail and they have
developed the ability to see up to 30 feet in complete
darkness, although colors and intricate details are
lacking. If there is even a candle’s glow available to
them, they regain the ability to see colors and details
up to a distance of 60 feet. Brighter lights enable
them to see in low light conditions as if it were a
cloudy day on the surface.

Pathfinder: The world beneath the surface can
be a labyrinthine confusion of passages that go in
any direction and switch back upon themselves.
The Dwarves have a keen sense of direction when
underground that allows the to always know
approximately how far beneath the surface they are
and which direction they are facing.

Smite the Unholy: Paladins gain a +1 to all
damage and attack rolls made against undead and
demonic creatures. This increases to +2 at level five
and +3 at level ten.

Healing Touch: Paladins are able to channel the
power of their faith into the ability to heal wounds.
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Once per day, the Paladin can restore 1d3+ Level
Hit Points of damage instantly with a touch. This
increases to twice per day at fourth level and three
times a level at level eight. This may only be used
one time per day per person and renews at Sunrise

each day.

Miracles: Paladins are able to channel their faith
into the form of Miracles. The following table shows
how many Miracles they may call upon each day and
of what power level.

Equipment: All Dwarven Paladins begin play with
the following items:
* Backpack, fire starter, waterskin, bedroll, dagger

* Light armor, melee weapon, Symbol of Faith

DWARF PALADIN LEVELS

LEVEL XP HD
1 0 10 hp +0 14
2 2600 3d6 +0 13
3 5200 3d6+2 | +1 12
4 11000 4d6+2 | +2 11
5 22500 4d6+4 | +2 10
6 48000 sd6+4 | +3 9
7 100000 | 5d6+6 | +4 8
8 215000 |6d6+6 | +4 7
9 400000 | +4 +5 6
10 800000 | +4 +5 6

DWARF PALADIN MIRACLES BY LEVEL

LEVEL 1

3 1
4 2
5 2 1
6 3 2
7 3 2 1
8 4 3 2
9 4 3 2 1
10 5 4 3 2 1




Elf Ranger

Attuned to the ways of nature, the Elves are
descended from the Fey and maintain some of their
supernatural abilities. The Rangers are Elves who
have left the security of their homes and travel the
world, assisting those in need as best they can, and
hindering those who would maliciously damage the
order of the natural world.

Prime Attribute: Dexterity and Intelligence are
the Prime Attributes of the Flf Ranger

Combat Training: EIf Rangers are proficient
with all bows, thrown weapons, 1 handed swords,
daggers, spears and staves. Elf Rangers are limited
to wearing Light armor.

Saving Throws: Elf Rangers receive a +2 bonus
to saves versus charm, magic, sleep, and natural
toxins.

Skill Training: Rangers receive a + 1 bonus to
any Action Check involving stealth, perception, and
natural lore. This improves to +2 at 4th Level and
+3 at 9th Level

Marksman: With their exceptional senses,
Rangers are excellent shots. Any attacks with Bows
or Thrown weapons gets a +1 to the BHB and
damage. They also double the effective range of any
ranged attack.

Animal Tongue: The affinity a Ranger has with
nature allows them to speak the language of one
particular type of animal. Choose a natural animal
breed (bird, fish, canine, feline, equine, etc.) that the
Ranger can communicate with. At level six, the
Ranger may choose a second animal breed with
which they can communicate.

One with Nature: The Ranger is able to move
through natural environments at full speed without
leaving a trace of their passage. Beginning at level
four, they can add one additional person per level
minus three to this ability.
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Live off the LLand: Unless in an area where there
is absolutely no nourishment or water of any type
available, the Ranger can find enough food and water
to sustain themselves and a number of people equal
to their level plus two without suffering a movement

penalty.

Fey Magic: Beginning at level four, Elven Rangers
have a limited access to Fey Magic due to their Fey
Ancestry. Elf Rangers do not require a spellbook,
and can only cast as many spells as they have
preparation slots available (#ey do get the bonus spells
Jfor high Intelligence). All Ranger spells are learned

randomly.

Starting Equipment

All EIf Rangers have the following equipment:

* Backpack, fire starter, waterskin, bedroll, dagger,
® 1 suit of light armor

¢ Short Bow with 1d10+10 arrows in a quiver
* Pathfinder Blade (Elven Shortsword/Machete)

ELF RANGER LEVELS
LEVEL XP HD
1 0 8 hp +0 13
2 3000 2d6 +1 12
3 6000 3d6 +1 11
4 13000 3dé+2 | +2 10
5 27000 3d6+4 | +2 9
6 60000 4d6+4 | +3 8
7 120000 [4d6+6 | +3 7
8 250000 | sd6+6 | +4 6
9 500000 | +4 +4 6
10 1000000 | +4 +5 6

ELF RANGER SPELLS BY LEVEL

LEVEL 1

Ll | | |w |




Halfling Outcasts (Traveling Folk)

Upon initial inspection, Halflings appear to be small,
typically well-fed humans. They are often mistaken
for children by those who are distracted or who don’t
bother to look down.

Halflings do share some of the appearances of
humans, but have rather oversized feet for their small
stature and eyes that appear to be a bit large for their
face. Halflings are a nomadic people by nature,
preferring the open roads and seas to crowded cities.

Some do settle in towns and cities, but they are
considered strange and possibly ‘broken’ by their
wandering kin.

Halfling adventurers are typically outcasts or
orphans, for some reason having had to leave or
having lost their extended families.

Adventuring Halflings make excellent companions
as they bond with their fellow Adventurers as a new
family unit and are typically quite loyal.

Prime Attribute: Halflings use both Constitution
and Dexterity as their Prime Attributes

Combat Training: Being smaller than humans
limits Halflings to smaller weaponry.

They are proficient with small blades, clubs,
handaxes, small shields, thrown weapons, slings,
short bows and light crossbows.

Halflings are restricted to light armor, which has to
be specially made for their smaller stature and does
not interfere with their stealthy nature.

Saving Throws: Halflings get a +2 bonus to
saving throws versus fear, charm and poison.

Skill Training: Halflings receive a + 1 bonus on
any Action Check involving the opening of locks,
sleight of hand, stealth, perception, evaluating
value of items and setting or removing traps. This
improves to a +2 at 4th level and +3 at 9th level.
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Nightvision: The oversized eyes of the Halfling
allows them to see in low light conditions quite well.
Normal starlight allows the Halfling to see as well as
they would in daylight.

They have no advantage in total darkness, requiring
some type of illumination to see.

Swift Reactions: Halflings get a +2 bonus
to their Initiative rolls when alone or with other
halflings.

If the Referee is using individual initiatives, then
this bonus applies all of the time for the Halfling
Outcast.

Keen Aim: Halflings geta +1 bonus to attack and
damage with thrown and ranged weapons.

This improves to +2 at level five and +3 at level ten.

Stealthy Attack: If able to get behind an
opponent, or if attacking an opponent who is
distracted by an ally, the Halfling can take advantage
of their small stature and natural stealth to deliver a
devastating blow, adding an additional die of damage
to a successful attack.

The Stealthy attack may be made from a distance
or up close and personal, as long as the above
qualifications are satisfied for the attack.

Defense Bonus: Because of their small stature
and quick nature, Halflings gain an additional
-1[+1] to Armor Class. This bonus is cumulative
with armor worn.

Uncanny Luck: Once per campaign day (resezs
at either sunset or sunvise, determined by the player at

character creation), the Halfling may reroll any one
die result and take the better of the two results.

At level five, they can do this twice per campaign day.

At level nine, their Uncanny Luck increases to three
times per campaign day.



Two Weapon Combat: Because of their
exceptional reflexes, a Halfling Outcast may fight
with a weapon in each hand and make two attacks at
their normal attack bonus, Plus gain an additional
-1 [+1] AC bonus for the offhand weapon (see #/e
combat section for a description of two weapon combat)

Starting Equipment

All Halflings have the following equipment:
* Backpack, fire starter, waterskin, bedroll,
* Two Daggers, light armor

* 1d4+2 throwing knives or a sling
* 1d10+10 bullets in a small pouch

HALFLING OUTCAST LEVEL

LEVEL XP HD BHB
1 0 8 hp +0 14
2 2100 2d6 +0 13
3 4200 2d6+2 +1 12
4 8400 3d6+2 +2 11
5 16800 | 3d6+4 +2 10
6 35000 | 4d6+4 +3 9
7 70000 | 4d6+6 +4 8
8 150000 | 5d6+6 +4 7
9 300000 +6 +3 6
10 600000 +6 +3 6
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CAREERS

As mentioned previously, Adventuring Classes are
not necessarily indicative of what the Character did
before becoming an Adventurer (o7 during their non-
adventuring hours). Your Adventurer did not simply
spring fully formed from the forehead of Zeus or
Cthulhu or any other entity (well, except for actually
springing forth fully formed from the minds of the player,
but I’'m talking about in the game, not veality. No, really,
that’s what I'm trying to do here. Oh, where were we?)

They had lives and, most likely, jobs of some

type prior to succumbing to the siren call of the
madness known as Adventuring. This background
information can come in handy by granting bonuses
to Action Checks that may have some bearing on
tasks the Adventurer is attempting.

Fach Adventurer gets three ranks they may place
into any background career they desire (and the
referee approves, check before you list your Adventurer
as having been a designer of Jewelry that can only be
destroyed in a volcano and be sure it’s acceptable), and
may have up to three careers prior to Adventuring.
1 rank indicates that your Adventurer is a trained
professional in the career; 2 ranks indicate expertise
and someone with 3 ranks is a noted master in the
career.

These Career ranks can be added to Action Checks
that the player and referee agree have some relation
to the task being attempted.

Example: Mason’s First Level Adventurer; the Warrior
Byrone Masters, was a Musician (1 rank) and a
Librarian (2 ranks) before becoming an adventurer:

His party finds a strange Sword, with arcane writing
inscribed along the blade. The party does not have a
Wizard, Beguiler or a Faithful with them to translate
the writing, so Tyrone decides to give it a go. Although
Byrone can easily wield the sword, being a Warrior, he’s
interested in determining what the writing indicates.
Brone gets a + 1 for Action Checks involving examining
weapons, and because of his prior Career as a librarian,

the referee allows him to add the ranks from that career to

the Check as well.

Example Careers
(this is by no means a comprehensive or exhaustive list)

Acolyte Herder
Actor Hideworker
Animal Trainer Illuminator
Apothecary Innkeeper
Artist Jailer
Aristocrat Jeweler
Baker Librarian
Barber Locksmith
Beekeeper Lumberjack
Begger Mason
Blacksmith Merchant
Bowyer Messenger
Burglar Metalsmith
Butcher Minstrel
Candlemaker Navigator
Carpenter Ostler
Cartographer Perfumer
Chef Priest
Cobbler Rat Catcher
Con Artist Sailmaker
Courtier Sailor
Cutpurse Scribe
Dockhand Soldier
Domestic Servant Spy

Farrier Tailor
Fisher Teamster
Guard Trapper
Healer Wanderer




ACTION CHECKS

Rather than trying to have an exhaustive list of skills,
the Adventurer can pretty much attempt any action
they wish to try. Success or failure on an action can
either be automatically determined by the referee
based upon the situation and the description of what
the Adventurer is doing, or, if needed, a roll of the
dice can be made.

Action Checks should only be made when there is
some urgency to the action, whether pressed for time
because enemies are approaching, or the ledge your
Adventurer is standing on as they tries to pick the
lock on a door is crumbling, that type of thing.

Assume that any normal action, or any action that
make sense based upon the Adventurer’s Class and/
or prior Career can reasonably be performed, given
enough time and the proper resources.

Should a dice roll be called for, it is a simple
procedure; Roll two six-sided dice, add them
together along with any applicable modifiers,
and should the results total 9 or higher, the
roll succeeds.

In our previous example, Tyrone was

attempting to determine what the script

says on the sword that the party found.

Normally, with a few hours of quiet study, this would
be a given for Tyrone.

Unfortunately, he has decided that he needs to know
what it says as an angry mob of goblins are trying to
break open the door and the ground begins to shake
as the secret volcano lair of the Goblin Wizard reacts
to the Wizard attempting to summon the Fire god,
Flambeau.

Mason rolls 2d6, getting a 3 and a 3, for a roll

of 6. Fortunately, Tyrone gets a + 1 because he is
a Warrior examining a weapon, and another +2
because he had a career as a librarian, bringing
his total to 9, just what he needs (amazing how that
always works in examples, but not as reliably in play,

eh?).

This allows Tyrone to find reference on the blade that
the sword will open passages through stone. Tyrone
realizes that this could allow them to pass through
the walls of the lair without having to face erupting
volcanoes, hot-tempered gods, and hordes of angry

Goblins.

SAVING THROWS

Quite often, during the course of Adventuring, a
hazardous situation, an incoming spell, the explosion
of a trap or some other issue will occur that will cause
the Referee to ask for a ‘Saving Throw.’

Every Adventurer has a Saving Throw number (ST
in the Class experience table).

To make a Saving Throw, roll one d20 and add or
subtract any appropriate modifiers. If your final
result is equal to or higher than the ST number for
your current Level and Class, you have succeeded.

Success may indicate that your Adventurer has
avoided the hazard completely, or it may mean that
they only take a lesser effect.

For instance, if your Adventurer succeeds on a
Saving Throw to avoid the effects of a fireball spell
or a magical ward, a success will usually mean they
take Half Damage, rather than full damage.

As Adventurers progress in levels, the number they
need to roll for Saving Throws lowers, reflecting
the relative ease with which experienced and savvy
Adventurers can manage to avoid serious harm.
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HIT POINTS

Hit Points (HP) represents the amount of stress

and damage an Adventurer can withstand before
becoming seriously wounded and in danger of dying.
All Adventurers have a set base of Hit Points at

level one, to which they can add their Constitution

Modifier.

All Hit Points are rolled with a number of dice of the
type indicated (+ modifiers, if any), as shown in the
Hit Dice (HD) column of the experience table for
their Class.

Hit Points are re-rolled at each level, and if the result
is equal or lower to the current hit point total, then
the Adventurer only gains a number of additional hit
points equal to any positive Constitution Modifier.

All Adventurers have a set number of hit points (plus
Constitution Modifiers) that they gain at levels nine
and ten.

Seriously Wounded and Dying

If the adventurer's hit point total reaches zero, they
are rendered insensible and unable to act. At this
point they are in danger of dying.

Fach Adventurer Record has a section under Hit
Points called Death's Door. When your Adventurer
reaches zero hit points, they are at Death's Door and
must knock every round until they pass through

or are turned away and told to continue living (for
now).

Knocking on Death's Door

Every round after your Adventurer reaches zero hit
points, they must roll 1d6. On a 1 or 2, they have
unlocked one of the locks for Death's Door.

On a 3 or higher, they have been turned away. If the
Adventurer is turned away three times, they are no
longer in danger of passing through Death's Door
and are stabilized (szi// insensible and with zero hit
points, but alive).
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If they open three locks on Death's Door, they will
automatically pass through and be dead. Ifan
Adventurer takes damage while knocking on Death's
Door, it automatically opens a lock.

Instant Death

Taking massive amounts of damage can send your
Adventurer speeding straight through Death's Door
to greet the Reaper face to face.

If your character takes enough damage to reach a
negative amount equal or higher than the maximum
hit points they have, then they have died.




Languages

Adventurers begin play speaking the common
tongue of their homeland plus one additional
language (for non-humans, that additional language is
their racial tongue).

High Intelligence Scores or being a Beguiler grants
the Adventurer knowledge of additional languages.
Adventurers must have an Intelligence of 9 or higher
to be literate.

The following languages are available to be learned
in the Borderlands of Zarteth setting. Your Referee
may have different languages available for their
campaign, so be sure to check with them regarding
language availability.

This is by no means a complete list of the languages

of the world, but the ones that the Adventurers may
have encountered or been able to learn.

Human Languages
Zartian - Native language of the Empire of Zarteth
and the Borderlands, by extension.

Cheram - Native language of the Cheram Tribes of
the Borderlands

Sahabrian - language of the Matriarchy of Sahabrai

Adysi - Common language of the inhabitants of the
Desert of Adys

High Adysi - language of the ruling class of the
Caliphate of Adys

Korycc - Native language of the Empire of Coryll

Taranti - Native language of the jungle tribes of the
Tarant Jungles
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Non-Human Languages

Gobbish - Language of the Goblyns, Orcs and
Hobbors (hobgoblyns)

Elvari - Common language of the Elves

Dwargan - Common language of the Dwarven clans.

Morean - Common tongue of the Beast Folk (gnolls,
minotaurs, centaurs, serpent folk, etc.)

Jotun - Common language of the various Giant-Kin
Draconian - The common language of Dragon-kin
Mer - The language of intelligent undersea dwellers
Koboli - The common language of the Kobolds

Exotic and Dead Languages
High Draconian - Supposedly the 'true' language of
the Dragons

Infernus - Common tongue of the inhabitants of the
Infernal Depths (demons and their ilk)

Ophidian - The ancient language of the Serpent Folk

Auld Auran - Seldom encountered language of a
long dead empire

Auld Taranti - Language of the lost Empire of
Tarana, which once flourished in the Tarant Jungles

Languages and Literacy

Adventurers with an Intelligence of 8 or less are
illiterate unless they have a background Career that
would require literacy.

All Wizards are automatically literate. In regards to
other Adventurers, if using the Borderlands setting,

any Adventurer with an Intelligence of 9 or higher is
automatically literate in any language they know.



Equipment

Starting equipment for each class is listed in the
description for that class in an effort to get the group
up and running quickly.

If the referee would like to allow the players to
start out with different equipment, or with a
shopping spree, feel free to give each Adventurer
a bit of starting coin with which to purchase initial
equipment.

If you want to go this route, have each player roll
3d6, add their Charisma Modifier (or subtract as the
case may be), and multiply the result by 10.

This is their starting coin in gold. This gives the
Adventurer somewhere between 30 and 200 gold
coins to buy weapons, armor, spells and additional
equipment with

Oh yes, if you are going to allow shopping, make the
Wizards purchase their first level spell. Each first
level spell will cost them 30 gold, unless you, the
referee, are feeling particularly generous.

Players and Referees, please note that prices listed
here are guidelines for the Referee, and to give a
baseline of costs to work from.

Prices may vary in some areas due to availability
of items. For instance, in a desert town, a flask of
fresh water may be as expensive as a dagger, or in
a town that specializes in crafting, weapons may be
purchased a bit more cheaply. Entirely up to the
referee.
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Coinage of the Borderlands

Fach government within the world will have it's on
particular coinage, with names specific to the locale,
but for the sake of sanity and simplicity, we will be
using a general description of coinage based upon
the metal they are struck from.

Coins in the Borderlands run in value from Copper
to Silver to Gold to Platinum. The breakdown is
pretty straightforward as follows:

* 10 Coppers are equal in value to 1 Silver

* 10 Silvers are equal in value to 1 Gold

* 10 Gold are equal in value to 1 Platinum

The weight of coins will vary slightly, but most of the
coins are about the size of a modern U.S. Quarter,
roughly an inch in diameter. 100 coins will equal

1 Encumbrance (enc) if the Referee is tracking
encumbrance.

Equipment and Encumbrance
Encumbrance is a somewhat abstract measurement.
It is meant to reflect how awkward or unwieldy
something is, as well as how heavy it may be. Worn
clothing does not count toward Encumbrance, and
worn armor encumbrance is halved (round down) in
figuring encumbrance for the Adventurer.

Containers that have a full Enc listed indicate that
the item is designed to distribute what is carried in
it to reduce the encumbrance of the contents. Items
marked with --- as Enc are negligible individually
(50 of this type add up to 1 Enc).

Fach Adventurer can haul around an Enc equal
to their 2x Strength score plus their Constitution
Modifier before being Encumbered.

Each level of Encumbrance adds a cumulative -1
penalty to all die rolls (Saving throws, Action Checks,
Attacks AND Damage).

Movement is also reduced by 1 for each level of
Encumbrance.

Slipping out of a backpack and dropping it on the
ground takes a single round of action.



Weapons of Individual Destruction  If Using a weapon with which they are not proficient,

Weapon damages will be scaled a bit differently the Adventurer may not apply any attribute bonuses
from Skyscrapers & Sorcery here, although if you to rolls to hit or inflict damage. Also, because they
prefer the variations of d6 method used there, by are not as cfficient in the use of the weapon, the

all means use it, it will not harm anything, just scale damage dealt is reduced by one die step (246

the damage for Warriors and other classes that get becomes 2d4, 1d8 becomes 1d6, 1d4 becomes 143
damage upgrades to a d8 as opposed to a dé. and so on.)

Close Combat Weapons

Weapon Damage Enc Cost (gp)
Axe 1d8 2 15
Club 1de6-1 1 -—-
Great Axe 2d6+2 3 50
Great Sword 2d6+1 3 50
Hatchet / Handaxe 1d6 1 10
Knife/Dagger 1d4 - 5
Knuckledusters / Cestus +1 - 5
Mace 1d6 1 10
Maul 2d6+2 4 20
Polearm 2d6 3 15
Quarterstaff 1d6+1 2 5
Sap 1d4/special -—- S
Short Sword / Machete 1d6 1 10
Short Spear / Javelin 1dé6+1 2 10
Spear 1d8 3 15
Sword 1d8 2 15
Unarmed 1d3 — —
Warhammer 1d8 2 15
Whip 1d6 15

Wielding Non-Proficient Weapons

"I want my Wizard to use a Great Sword."

Weapon
Descriptions

I'm going to include some basic

descriptions of weapons to aid

anyone who perhaps doesn't

know what the various items

listed are.

If you would like more detail

regarding an item, there are many

wonderful resources online or in your

local library.

Any game specific notes will be

included in these descriptions, so it

doesn't hurt to skim over them at

least.

Axe - A long handled
chopping weapon that
can be wielded

1n one or two

hands. If used in

two hands, add +1

to the damage roll. This
includes the eponymous

P

Battleaxe the Adventurers can
wield against the Beasties of the world.

Club - Any blunt object of two to three feet in

All Referees have heard some variation of this length and with a weight of a pound or so. Clubs
statement during their games. Your Adventurer's can be had by finding a stout branch on the floor
Class does not magically prevent them from picking of the forest or trimming one from a tree, breaking

up any weapon and making use of it.

a chair leg off to hit someone with. If you'd like to

have something a bit fancier, go buy a mace.

However, they will not be anywhere near as effective

with these weapons as they are with the weapons Great Axe - A large axe that requires two hands to
ascribed to their Class. be wielded properly
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Great Sword - A large, heavy sword
with a grip long enough to comfortably
hold with two hands.

A Great Sword is too large to wield with

a single hand, but it is designed in such a
way that it is easily used for parrying and
blocking blows, in much the same way as

a shield.

If the character is proficient with a Great
Sword, they may add -1 [+1] to their
Armor Class against armed close combat
attacks.

i
"
Hatchet / Handaxe - A small axe,

designed to be comfortably held in one hand.
Variations on the hatchet exist and are called by
different names, such as the Cheram Tomahawk, but
all are essentially the same weapon.

Hatchets and Handaxes may be thrown with an
effective range equal to the wielder's Strength in
yards.

Knife / Dagger - Any one of a number of small,
one handed bladed weapons. Knives and Daggers
have a blade of less than a foot in length (anyrhing
longer is considered a short sword or a sword).

Knives and Daggers may be thrown with an effective
range equal to the wielder's Strength in yards.

v\J"V

Knuckledusters - Also known as a cestus, or even
incorporated into a heavy gauntlet, this weapon is
favored of those who find themselves often without

a weapon in a fight, as it adds a little more to the
punch and it protects the hand of the brawler from
damage from hard jaws and rough armor.

Mace - A step up from a club, this is a single
handed blunt weapon with a worked head, of wood,
bone or metal typically, but designed in such a
manner as to be a bit more sturdy than a found club.
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Maul - A large mallet redesigned for the purposes
of combat. This weapon is very large and unwieldy,
but delivers a solid impact.

Polearm - A catchall term for a long, spear-like
pole with a blade or hammer attached to one end.

There are a massive variety of polearms, a few terms
you may hear are glaive, lucerne hammer, pole-axe,
or halberd.

For purposes of the game, these are all identical in
terms of how much damage they do. Most often
found in the hands of town guardsmen in game.

Quarterstaff - A long stick about the height of the
wielder. That's a very simple description.

A proper quarterstaff will be worked wood that often
has carved wooden or worked metal caps on the ends
and along the length. If the character is proficient
with a staff; they may add -1 [+1] to their Armor
Class against armed close combat attacks.

Sap - A sap is designed to render the recipient of
its gentle touch unconscious, or at least somewhat
insensible by means of a blow to the head.

To simulate this, the attacker must state that the goal
of the attack is to render the target unconscious,
which will result in the target of an attack only taking
1 point of damage, but they must make a Saving
Throw with a -2 penalty to avoid being knocked
unconscious for a number of minutes by which they
failed the save.

If the person striking with the sap is of a higher level
than the target, the target will get a penalty to their
roll equal to half the difference in level, rounded

up, although a 19 or 20 is always a successful save
against the effects of even an expertly applied sap.

Note: Any blunt weapon (or unarmed attack) can
accomplish the same effect if the attacker states before the
attack that the goal is to knock out the target. Only a Sap
gives the penalty to the Saving Throw to reflect the fact
that it is designed specifically for this type of job.



Short Sword - A single handed bladed weapon
with a blade between 1' and 2' in length. This
category includes machete type blades as well as the
classic Roman style gladius.

Short Spear / Javelin - a lightweight spear,
typically shorter than the wielder. The Short Spear
can be used one handed in close combat, often in
combination with a small shield, or it can be thrown
with an effective distance equal to twice the wielders
Strength score in yards.

(Unless your character's last name is Rogers, it is typically
not a good idea to throw your shield at an opponent

unless you are planning on running away afterwards, but
throwing spears is socially acceptable, at least in combat
Situations.)

Spear - A spear is basically a sharp, pointy stick.
Manufactured spears found in civilized areas will
have a forged and sharpened metal head, but a fire
hardened sharp stick works as well.

Can be wielded one or two handed. If used two
handed, add +1 to the damage total. Spears can
be thrown, but are a bit more unwieldy than short
spears and javelins and have a range equal to half
Strength in yards (round down).

|-.-—>

Sword - A bladed weapon with a blade from 2 feet
to 3 and a half feet in length, designed to be wielded
comfortably in one hand. Often paired with a shield
of some type. Sword covers a variety of weapons
from the broadsword, cutlass, longsword and
scimitar among others. If attacking with the sword
held in two hands, add a +1 to damage inflicted.

s
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Unarmed - Seriously? Yes, I'm going to give you a
description of being unarmed. Your character does
not have a weapon in hand, and is punching or is
head butting, kicking or elbowing their opponent.

While it may not seem that unarmed combat does
much, bear in mind when looking at monster and
npc listings later, that your character could feasibly
take out a normal human opponent with an unarmed
attack.

Warhammer - A hammer specifically designed
for use in combat, a Warhammer often has one flat
face and a pointy end on the other side to penetrate
armor (and skin). If using two hands to attack with
a Warhammer, add +1 to the total damage inflicted.
A warhammer may be thrown with a range in yards
equal to Strength.

Whip - A person using a whip has a reach of 15’
with the whip and may choose to attempt to entangle
their target rather than inflicting damage.

The target may make a Saving Throw to evade the
entangling effect of the whip. If they fail, they are
caught by the whip and subject to being thrown

off balance or pulled towards the whip wielder, as
desired. If the person striking with the whip is of a
higher level than the target, they get a penalty to their
roll equal to half the difference in level, rounded

up, although a 19 or 20 is always a successful save
against the effects of even an expertly applied whip.

If you have to use a ranged weapon as an impromptu
close combat weapon (%itting your opponent with your
bow, using the bow to parry a sword, that type of thing),
roll 1d6. On a result of 1, you broke the weapon. on
the other hand, if you have an arrow or bolt at hand
and want to stick it in that annoying goblyn that is
trying to bite you on the arm, go for it. An arrow

or bolt delivered directly by hand will do 1d4+1
damage if you hit with it. And, what the heck, go
ahead and say you are proficient with it, after all,

you ARE proficient with that bow or crossbow you
were firing, right? Oh, and by the way, the modifiers
listed under ammunition would apply in the above
example, after all, the bonus to hit for an armor
piercing arrow is there to reflect it's ability to push
through the armor.



Ranged Weapon Descriptions

Bow - The average, curved bow used for hunting
and war. Longer than a shortbow, but not as large as
a Longbow, it is still too large to be used comfortably
from a moving mount.

Crossbow / Light Crossbow - A crossbow

is a projectile weapon that looks like a small bow
mounted crosswise on a stock with a trigger. The
Crossbow packs a considerable punch, firing the
ammunition, known as a bolt, with greater force than
most muscle powered bows.

Ranged Weapons

Weapon Damage RoF Range

Longbow - A large (typically almost or as tall as
the user), powerful bow, The Longbow requires a
Strength of 12 to use without penalty (-1 to hit and
damage if the Strength of the shooter is less than 12).

Shortbow - A more compact, less powerful bow,
the shortbow does not require as high a Strength
to use as the Longbow, and is compact enough to
be used on horseback, or in the tight confines of a
dungeon passageway.

Sling - A simple weapon, basically a strip of hide
or cloth designed to hold a cast bullet or a stone,
the sling is whirled around
one or more times to build
momentum and then the

Enc Cost (gp)

projectile is released to fly at

Bow 1d8 2 100 1 50 E
tst t.
Crosshow ads+2 | 1/2 | 100 2 s | ~_)
\
Light Crosshow 1d6+2 1 80 1 40 W
Longbow 2d6+1 2 150 2 100 . . %
Shortbow 1d6 2 80 1 25 /
. (=
Sling 1d6 1 STRx 3 - 5 \\
i
. Bolts - Shorter sharp pointy sticks that is fired from
Ammunition a crossbow. Typically with a metal tip.

That fancy Loongbow is not going to do you a bit
of good if you don’t get some arrows to shoot from
it, so here is a handy little table about available
ammunition.

Arrows - Sharp pointy sticks that is propelled from

Sling Bullets - Round projectiles cast from metal,
typically either lead or iron.

Sling Stones - Uhm, that's a rock you picked up
off the ground, typically no bigger than half th size

a bow. Typically tipped with a metal or stone. of your fist
Ammunition Type Cost (¢p) Notes
Regular Arrow 2/20 Standard, run of the mill arrow
Armor Piercing Arrow 1 each +3 Attack, -2 damage
-2 Attack, 1 point damage, Target must make Saving Throw or be
Blunt Arrow 2/10 knocked Unconscious for 1d4 rounds
Crossbow Bolt 1/10 Standard bolt for all crossbows
Armor Piercing Bolt 1 each +3 Attack, -2 damage
-2 Attack, 1 point damage, Target must make Saving Throw or be
Blunt Bolt 2/5 knocked Unconscious for 1d4 rounds
Sling Bullet 1/20 Cast Metal Projectile for Slings
Sling Stone Free -2 Attack, -1 damage, but you can just pick them up off the ground.
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Armor and Shields

Armor decreases the chance of it’s wearer receiving a
damaging blow in combat.

The mechanics of Armor Class (AC) are explained
in the Referee's section of this book.

Armor types cannot be mixed or stacked to greater
effect, it is of one category or another.

Light Armor - Reasonably lightweight protection
that does not interfere overmuch with movement.
Heavy Winter clothing can also count as light

armor. This armor is useful for those who need some
protection but do not want to give up the ability to
move quickly and quietly.

Medium Armor - As indicated by the name, this
is a medium weight armor (comparatively). Medium
armor will inflict a -2 to Action Checks involving
stealth, swimming, sprinting or acrobatics.

Heavy Armor - Large amounts of metal typically
distinguish heavy armor. The ultimate in non-
magical protection, but also very expensive and
bulky. -4 to any Action Checks involving stealth,
swimming, sprinting or acrobatics.

Shield / Heavy Shield - Designed to block
incoming attacks, shield bonuses only apply to
attacks that the wielder is aware of.

Armor AC Enc Cost (¢p) Examples of the Armor Type

Light Armor -2 [+2] 1 50 leather jack, leather armor, padded leather
Medium Armor | -4 [+4] 2 150 studded leather, ring mail, chainmail, breastplate
Heavy Armor -6 [+6] 4 800 half plate, plate, scale armor

Shield -1 [+1] 1 15 buckler, round shield

Large Shield -2 [+2] 2 40 knights shield, tower shield

Base Armor Class - The Armor Class of an
unarmored individual is 9 [10] before any Dexterity
or armor modifiers are applied.

Why can't my Wizard wear plate
armor?

Well, they can. Any character can wear any armor
they wish, but if their class does not provide the
character with proficiency in that armor, they only
gain half the protective value, have double the
penalties and cannot use any of their class specific
abilities while wearing the armor.
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All Shields Must Be Broken

This has become a popular house rule in the Old
School Community, and one I particularly like, so
we are implementing it as an official rule here. If
an Adventurer is about to take an unacceptable
amount of damage (as in '0h no, the giant has hit me
with a boulder with a natural 20 and I have 1 hit point
left"), or you just don't want your character to take
that damage, the character may sacrifice their shield
(typically), or even their weapon in soaking up all the
damage from a single attack.

If you do this, the item sacrificed is gone, kaput,
splintered even. However, your character didn't take
the damage from the Giant's attack, the Kobold's
Crit, or the Dragon's Breath. Work with your
Referee on coming up with a remotely reasonable
description (even if i is a very cinematic and cheesy one)
of what just happened that saved your character's
proverbial bacon.



Miscellaneous Adventuring Gear

Item Cost (gp) Enc
Backpack (holds 30 enc) [reduces enc of contents 1/2] 5 1 (15 full)
Bedroll 2 1
Belt Pouch (holds 4 enc) [reduces enc of contents 1/2] 1 — (2 full)
Crowbar (+2 action checks to open stuck doors) 5 1
Firestarter 2 -
Grappling Hook (+2 Action checks to climb) 10 1
Hammer (1d6-1 damage if used as a weapon) 2 -
Map/Scroll Case (holds 10 sheets) 2 -
Symbol of Faith, simple S -
Symbol of Haith, ornate 25 —
Lantern (8 hours of light when filled) 30' radius 10 1
Lantern Oil, Pint 1 1
Mirror (polished metal - 6” diameter) 10 -
Quiver (holds 20 arrows or bolts) 5 1
Collapsible 10’ pole (folds down to 3.5’ long) 10 1
Rope, 50’ Hemp 1 3
Rope, 50’ Silk 10 1
Holy Water, glass vial 25 .
(does 1d4+2 damage to undead/demons)

Rations, Trail (1 day) 1 1
Rations, Dried (1 day) 5 -
Sack (holds 5 enc) 1 -
Sack (holds 10 enc) 2 -
Journal - 50 pages 12”7 x 16” x 2” 50 1
Pen & Ink 5 -
Penknife (1d3-1 damage if used as a weapon) -
Shovel 4 2
Shovel, Folding 10 1
Iron Spikes (small bag of 12) 2 4
Wooden Stakes (small bag of 12) 1 3
Torches (15" radius light). . ) 4
(bundle of 10 - Each provides 4 hours of light)

Waterskin - Holds 1 gallon 1 -- (2 full)
Metal Flask - holds 1 pint 1 -—
Tent - Two Person, with stakes and ropes 15 6
Tent - Four Person, with stakes and ropes 25 15
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Item Cost (gp) Enc
Candle, Tallow - bundle of 20 | 1
(burns 6 hours 5’ radius light)
Canvas / Tarp (5’ x 5 square) 1 1
Manacles 10 1
Musical Instrument (small) 5 1
Musical Instrument (medium) 15 2
Musical Instrument (large) 25 4
Parchment (10 sheets) 1 -
Cook Pot 1 1
Chalk (small pouch of 20 pieces) 1 1
Signal Whistle 1 -
Thieves Tools 25 -
Traveling Clothes 10 -

The above is a far from complete list of ordinary -

items available in the world. e

Transportation
Item Cost (gp) Enc
Saddle Bags (holds 20 enc) 10 1 (10 full)
Tack (Saddle, Bridle, Harness, Blanket) 25 6 (2 worn)
Mule 25 n/a
Horse, Riding 50 n/a
Horse, Draft 40 n/a
Horse, Warhorse 200 n/a
Oxen 10 n/a
Pull Cart (no animal needed) 15 n/a
Canoe (4 person) 20 20
Oars (1 pair) 2 3
Rowboat (8 person) 50 100
Small Sailing Ship 8000 n/a
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MAGIC & MIRACLES

One of the many things that makes fantasy gaming
so much fun is the ability to have a character who
weaves the fabric of magic or channels the powers of
beings beyond the realms of the players.

Magic and Miracles have a place in the Borderlands,
and in this section, I will attempt to explain how it
will work with this game, and give you a selection of
Arcane and Fey Spells as well as Divine (or Infernal)
Miracles that your Adventurers and the Referee's
NPCs can use during the game.

Arcane Magic

Wizards are able to learn and cast arcane magical
spells and rituals. They have a limited number of
spells that they may prepare at one time, based upon
the level of experience of the Wizard and the power
level of the spell.

A Wizard may prepare a number of spells of a
particular difficulty level equal to the number of
spells they can cast that day.

A Wizard must have at least one hand free for
spellcasting, and be able to speak and move. If any
of these conditions are not met, they will be unable to
cast the spell.

For instance, Sara Dashiel, a level four Wizard, can
prepare 4 first level spells, and 2 second level spells.
She stumbled across an abandoned arcane library
early in her adventuring career and has managed to
accumulate a total of 9 first level spells, 5 second level
spells and 3 third level spells into her spellbook. She
has to decide which 4 first level spells and which 2
second level spells that she want to have prepared
for the day; and the third level spells will have to wait
until she reaches level five, at which time she will be
able to memorize 1 level three spell as well.
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Prepared Spells

Wizards have a number of spells per level that they
may prepare ahead of time for instant casting. Any
prepared spell may be chosen, expending one slot per
spell.

Prepared spells are not ‘lost’ after casting and may
be cast multiple times, as desired. To regain the use
of the ‘slots’ used requires the Wizard to spend four
hours in either quiet meditation or comfortable sleep.

Changing Prepared Spells
Prepared spells may be changed by spending §
minutes per level of the spell being prepared in study.

The Wizard must have their spellbook on hand
in order to change prepared spells, but it is not
necessary for casting spells that are already prepared.

This means that a level 10 Wizard who wanted to
change all of their currently prepared spells would
spend five hours in preparation time .




Learning Spells

Wizards start play knowing four first level spells
from one of the equipment packages listed in the
Wizard description. They will then automatically
gain knowledge of one randomly determined spell
when they gain the ability to cast spells of a new
power level (they gain one random 2nd level spell
at level 3, one random 3rd level spell at level 5,
etc.). Tables for randomly determining spells are
found near the end of this book among the Referee
References.

Learning additional spells after character creation
involves either finding a teacher or a source of
information about that spell (fome, ezc.) and making a
successful Action Check (INT) to learn the spell.

If the spell is of a power level the Wizard can
prepare, there is no negative modifier to the Action
Check to learn the spell. However, if the spell is of a
level the Wizard is unable to prepare, the level of the
spell is applied as a negative modifier to the Action

Check.

Should the caster fail when making this check, they
cannot check again until they have gained a level of
experience. Rolling an unmodified 2 on the check
means they can never learn that spell from this
particular source, and must seek out a new teacher
or copy of the spell, after they have gained a level of
experience.

To learn a new spell requires 16 hours of instruction
per level of the spell, or twice that if attempting to
learn from a written source or from research.

This does not have to be all at one time, typically an
instructor will spend 4 to 8 hours at a time with a
student, over the course of several days.

Teachers, if willing to teach a spell at all, will typically
charge 50 gold per level of the spell, although some
might be willing to teach in exchange for a favor of
some type (referee’s option).
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Ritual Casting

Wizards can use their spellbooks to cast any spell
they have learned as a ritual. Ritual casting involves
complete concentration (no other actions may be

taken, slow movement of only up to five feet per round is
allowed), and the spell must be pronounced in a loud,
clear voice, accompanied by intricate hand gestures.

Ritual Casting requires thirty minutes per level of the
spell being cast, so high level Rituals can take hours
to complete. At the end of the Ritual, a successful
Action Check must be made to activate the spell. As
with learning a spell, if the spell is of a level higher
than the Wizard can prepare, they have an Action
Check penalty equal to the level of the spell.

‘Bonus’ Spells

Wizards with exceptional Intelligence are able to cast
more spells in a day than the average. These bonus
spells (+1 for INT 14-17; +2 for INT 18+) may
be used by the Wizard for casting any power level
spell they are able to prepare.

For example: Sara, from our earlier example, can
prepare 4 first level and 2 second level spells. Due to
her Intelligence of 16, she has access to one ‘bonus
spell’ per day.

During a combat with a clan of ill-tempered Orcs
she stumbled across during her trip through the
Shattered Valley; she has used all four of her first
level and both of her second level spells, when the
matriarch of the Orc Clan steps out of the cabin door
holding a Crossbow in her hands.

Sara can use that bonus spell to either cast a first level
spell OR a second level spell, but at that time she will
be well and truly out of spells until such time as she
meditates or rests. Fortunately;, Sara also carries a
light crossbow for situations such as this.




FIRST LEVEL
WIZARD SPELLS

Alarm Range: 1 mile /level
Duration: 4 hours + 1 hour/level

The Wizard designates an anchoring spot for the
Alarm spell, and will be aware of anything larger
than a rat that comes within 30 feet of that spot for
the duration.

The Wizard may concentrate and see and hear
whatever is within range of the Alarm anchor point if
they so desire.

Arcane Bolt

Duration: Instantaneous
A bolt of pure arcane energy shoots unerringly at the
target from the hand of the Wizard, taking whatever

Range: 30 ft. + 10 ft./level

appearance the caster desires (chosen when cast), and
delivers 1d6 points of damage. This damage is
increased to 2d4+2 at level five and 2d6+4 at levels
seven and higher.

Rick's Wizard Instabul the Magnificent casts Arcane Bolt
at a Goblyn Shaman and Rick declares that the bolt takes
the form of a large, glowing green fist.

Arcane Signature Range: Touch
Duration: Until dispelled

Creates a unique magical mark, invisible to the
untrained eye (requires the ability to see magical energy).
Typically used to identify items belonging to a

Wizard or to mark territory.

Control Sentient Range: 120’
Duration: Until dispelled

This spell affects living bipeds of human size or
smaller, such as goblyns or dryads.

If the spell succeeds (saving throw allowed), the
unfortunate creature falls under the caster’s influence
and will follow directions given them as if the caster

were their only true friend.

Detect (zype)
Duration: special
The Wizard must declare what it is they wish to
detect upon casting this spell (go/d, undead, dogs, rare

Range: INT miles

books, cigars, etc.)

If the item is within INT feet of the caster, they will
know immediately where it is. If it is farther away,
but within range, they will get a general sense of
direction and distance, and become aware of when
the object is within INT feet.

Unless a specific object is designated, the spell will
located the largest/most powerful concentration of
the object within range.

Heightened Awareness
Duration: 1d6 x 10 minutes
The target of this spell receives a magical boost to
their senses, granting them a +2 to all perception
related Action Checks for the duration and allowing
them to go first in combat without having to roll for

Range: Touch

1nitiative.




Hold Portal
Range: INT x2’
Duration: 2d6+caster level hours

This spell magically holds a door, window, lid, or
gate in position for the duration of the spell (or unil
dispelled). Creatures with magic resistance can shatter
the spell effect with a successful Action Check to

open the portal.

Intangibility

Duration: 1d6 + caster level rounds

Range: Self

The Wizard becomes intangible for the duration,
but is unable to move or interact physically with

the world around him. The caster is immune to
physical damage for the duration, but energy attacks
(electrical, fire, etc.) will still do them harm.

Literacy
Self

This spell allows the caster to read directions,

Range:
Duration: 1 hour /level

instructions, and similar notations that are written in
unfamiliar or even unknown non-magical languages.
It is especially useful for treasure maps. This spell

does not translate magical scripts or the spoken word.

Memory Stream Range: Self
Duration: 1d3+1 Minutes
The Wizard is able to hear and see a montage of past

impressions and sensory data from immediate area.

The Adventurer has no control over what
information comes to their mind, but the strongest,
most significant memories attached to the area
(Referee’s discretion) will leap to mind most strongly.

The Wizard is unable to move or act while receiving
the Memory Stream, and must, at the end of the
duration, make a Saving Throw or be knocked
unconscious for 1d3+1 minutes, overcome by the
information they received.

Night Vision
Duration: Until Sunrise
This spell grants the Wizard and 1d6+ 1 additional
designated targets (must be within 30° at the time of

Range: Special

casting) the ability to see in up to complete darkness
as if it were daylight (albeit in shades of gray) until the
next sunrise.
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Pedantic Overload
Duration: 1d3+ 1 minutes
Forces the target to stop everything, drop their

Range: 60 ft.

defenses and begin to involuntarily recite everything
they know about one particular mundane subject. A
successful Saving Throw results in the target being
slightly distracted for 1d3 rounds (-2 0 attacks and
Action Checks)

Protective Ward
Duration: 1 hour /level

Range:Self

Creates a magical field of protection around the
caster to block out all beings who bear ill intent
towards the caster, causing them to suffer a -1
penalty to-hit the caster, and the caster gains +1 on
all saving throws against such attacks.
Regenerating Tissue

Duration: Special

Range: Touch

The Wizard can touch a wound, causing it to slowly
regenerate. 1d6 hit points, plus an additional 1 hit
point per caster level will return to the target at a rate
of 1 minute per point healed. Interruptions during
the process will cause the process to fail and reduce
the effectiveness of the spell.

Shape Metal

Duration: Instantaneous

Range: Touch

The Wizard can liquefy metals and alloys on touch,
affecting up to one cubic foot of material per level.
This spell can be used to sculpt metal into new
shapes, should the caster have some aptitude or talent
for such things.

It can also be used to inflict 1d6 damage +1 per
caster level on metal-based lifeforms, golems,
automatons and the like, or to make spontaneous
modifications to the hull of a metal wall or piece of
machinery.

Shared Thoughts

Duration: Concentration

Range: 1 mile /level

This spell allows the Wizard to communicate
mentally with one other person within range. The
communication granted is two-way. If the target is
unwilling, a successful Saving Throw will prevent
the connection.



Slumbertime Duration:

Referee’s discretion

Range: 240 ft

This spell puts enemies into an enchanted slumber.
It affects creatures based on their hit dice. Those
affected will awaken normally in 2d6 hours, or if
physically shaken or disturbed.

Numbers Affected by Slumbertime

NUMBER
TARGET HD AFFECTED
Less than 1 to 1+ 2d6+3
1+ to2 2d6
3+ tod4+1 1d6

Sobering Thoughts
Duration: Instantaneous
The target of this spell has any and all effects of
intoxicants immediately removed from their system.
Unwilling targets get a Saving Throw to remain
intoxicated.

Range: Touch

Summon Familiar Range: Self
Duration: Until death or dismissal of Familiar

This spell summons an extra-dimensional spirit that
typically takes on the form of a small animal of some
kind (no larger than a small dog). The Familiar will
do simple errands for the Wizard and can speak the
primary language of the Wizard as well.

The Familiar possesses enough intelligence to
perform simple tasks and communicate simple ideas
to the Wizard. Should the Familiar be killed, the
Wizard must make a Saving Throw or permanently
lose 1 point of Constitution and be rendered
unconscious for 3d6 days. If the Saving Throw

is successful, the Constitution loss is temporary,
returning in 6d6 hours, during which time the
Wizard is unconscious.

Familiars have the following statistics
Armor Class: 6 [13]

Saving Throw: 14

Attacks: Bite or Claw: 1d4+1
Movement: 12 [18 fly]
Special: +2 Action Checks to Stealth, Dark Vision

Hit Dice: 1+1
Total Hit Bonus: +2

Telekinesis
Duration: Concentration

Range: INT x Level

This spell allows the Wizard to move and manipulate
an object of up to 1 pound in weight, plus one
additional pound per caster level. Items can only be
moved at a maximum speed of 6 squares/hexes (30”)

per round.
SECOND LEVEL
WIZARD SPELLS
Arachne’s Web Range: 30 ft. + 10 ft./level

Duration: 8 hours

Fibrous, sticky webs fill an area up to 10 x 10 x 20
feet. It is extremely difficult to get through the mass
of strands—it takes 1d3+2 full rounds if a torch and
sword (o7 a flaming sword) are used, and creatures
larger than a horse can break through in 2 rounds.
Trying to break through without flame or an edged
weapon will take longer— 2d6 +4 rounds.

Arcane Lock

Duration: Permanent until dispelled
As with a Hold Portal spell, but it is permanent

Range: § ft.

until dispelled. Creatures with magic resistance can
permanently shatter the spell effect with a successful
Action Check to open the portal.

Any Arcane spell caster of 6HD or higher can open
the portal on a successful Action Check, and an
Open Portal spell will automatically open it as well
(although the spell is not permanently destroyed in
these cases). The caster may open the portal any
time they desire without disrupting the spell.




Fog Bank Range: 150 ft + 10 ft/level
Duration: 1d3 x 10 minutes per level

A bank of fog billows out from the target point. The
fog obscures all natural sight, beyond § feet.

A creature within 5 feet has concealment (-4 [+4] to
AC). Creatures farther away have total concealment
(-10 [+10] AC, and the attacker can’t use sight to
locate the target). A moderate wind (11+ mph)
disperses the fog in 4 rounds; a strong wind (21 +
mph) disperses the fog in 1 round.  The spell does

not function underwater.

Improved Intangibility
Duration: 2d6 + caster level minutes

Range: Self

This improved version of the Intangibility spell
causes the Wizard to become both translucent and
intangible, unable to affect, or be affected by physical
objects. They are still subject to damage from energy
attacks.

The Intangibility may be activated and deactivated
during the duration, but it takes a full combat round
to make the transition from one state to the other.

Levitation
Duration: 10 min./level
This spell allows the Wizard to levitate themselves,

Range: 20 ft./level

moving vertically up or down, but the spell itself
provides no assistance with lateral movement. A wall,
cliff side, or ceiling could be used to move along
hand-over-hand.

Levitation allows up or downward movement at
INT feet per round, and the caster cannot levitate
more than 20 feet per level from the original point
where the spell was cast.

Magic Mouth
Duration: Until Triggered

Range: 30°

This spell creates an enchanted mouth that suddenly
appears and speaks it’s message when triggered by
an event specified at the time of casting.

The message can be up to 30 words, plus one
additional word per level of the caster in length and
in any language the caster knows. The range of the
trigger is 15’ per level of the caster.

Mirror Image

Duration: Encounter or until destroyed

Range: Around caster

The spell creates 2d3 images of the caster, acting
in perfect synchronization with them like mirror
images.

Attackers cannot distinguish the images from the
caster, and may attack one of the images instead of
the actual caster (determined randomly - roll 146, a
result of 1 hits the caster instead of an image). When a
hit is scored upon one of the images, it disappears.

Missile Shield
Range: Self
The Wizard becomes nigh-invulnerable to small

Duration: 2 hours

non-magical missiles. This grants a damage
reduction to incoming damage from non-magical
projectiles of 8 points. Any damage that exceeds that
amount will get through.
Open Portal Range: 30 ft.
Duration: Instant

This spell will force open a closed door, window,
trapdoor or lid. The target portal can be physically
or magically locked. Bars will be moved aside,
tumblers will be dropped into place and even chains
holding a portal closed will snake off and drop out of
the way. The portal will open fully when this spell is
cast.
Phantasm 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 they can take damage from it. The size of the
phantasm created cannot be more than 10 cubic feet
per level of the Wizard.




Pyrotechnics

Duration: 1 hour

Range: 240 feet

The caster creates either fireworks or blinding smoke

from a normal fire source such as a torch or campfire.

The Referee will decide exactly how much smoke (o7
fireworks) is produced, what effect it has, and what
happens to it as it is produced, but the amount of
smoke will definitely be more than enough to fill a 20
x 20 x 20 feet cube in volume.
Sphere of Darkness Range: 120 ft.
Duration: 1d3 hours

This spell creates a sphere of complete and absolute
darkness, inside of which, no non-magical light will
shine, nor can any non-magically enhanced vision
penetrate. The sphere created is 15 feet in diameter
at first level and increases in size by 5 feet for each
additional level gained. The Wizard may make an
Action Check to create a smaller sphere than the
maximum allowed.

THIRD LEVEL
WIZARD SPELLS

Alter Time
Duration: 30 min.

Range: 240 ft.

The caster must announce which of the two options
is being cast.

Both options have a 60 foot radius area of effect:

1. As a Haste spell, as many as 24 creatures may
move and attack at double normal speed.

2. As a Slow spell, as many as 24 creatures failing a
saving throw may only move and attack at half speed.

Amphibious Adaptation
Duration: 2 hours/level

Range: Touch

This spell allows the target to breathe under water as
well as in air for the duration of the spell.
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Animal Tongues

Duration: 1 hour /level
For the duration of this spell, the Wizard is able to
understand and be understood by, normal animals

Range: Self

with whom they wish to speak. This does not grant
any control ability, nor does it improve the Intellect
of the animal (or that of the caster; a fact which many
cats are known to complain about when speaking to
Wizards under the influence of this spell.)

Cloak of Invisibility 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 normal vision, Night Vision,
Improved Night Vision and to technological devices.
An invisible target cannot be attacked unless its
approximate location is known, and all attacks
against the invisible target are made at -4 to-hit.

Dispel Magic

Duration: 10 minutes / level

Range: 120 ft.

Dispel magic can be used to completely dispel most
spells and enchantments, at least temporarily.

An Action Check is required, with the difference
in the level of the original caster and the dispelling
caster used as a modifier for success.

Our Wizard, Sara Dashiel, has reached level 6 and
has learned (but not prepared) Dispel Magic. She
and her companions encounter a locked door covered
with a magical ward of disruption (A legendary level
5 5pell] regurying al least a level 9 caster; aliongl Hie
rferee § notes mark 1t as favig been cast by a level 10
caster).

She receives a +2 for being a level 6 Wizard and a
+1 for her Intelligence to her Action Check for this,
for a modifier of +3. However; the original caster
was four levels higher than her; so her final modifier
is +3-4 = -1 to her Action Check. Sara spends

90 minutes casting the spell as a ritual, makes her
Action Check to successtully cast the spell and then
rolls to see if her spell is effective in dispelling the
magical ward. She and her companions breathe a
sigh of relieve as the dice turn up with a 10 on the
faces, allowing it to succeed.



Gift of Tongues

Duration: 1 hour + 1 hour/level
The Wizard gains the ability to understand any
spoken language they hear and their words are

Range: Self

instantly understandable to all within hearing,
regardless of their language, each will hear itin a
language that makes sense to them.

Improved Night Vision
Duration: Until Sunrise
This spell grants the Wizard and up to 2d6+3
additional designated targets (must be within 30’ at
the time of casting) the ability to see in up to complete
darkness and in full color as if it were daylight until

Range: Special

the next sunrise.

Improved Protective Ward Range: 30 ft.
Duration: 1 hour / level

Creates a spherical magical field of protection, 30
feet in diameter around the target area to block out
all beings who bear ill intent towards the caster,
causing them to suffer a -4 penalty to-hit those in
the area, and those protected gain +4 on all saving
throws against such attacks.

In order to enter the field, beings of ill intent must
make a successful Saving Throw. They are still
subject to the attack penalties if this saving throw
is made, but they may enter into close combat

with those within the warded area. Any protected
individual exiting the warded area loses the benefits
of the ward.

Improved Shared Thoughts
Range: 1 mile / level
This spell allows the Wizard to communicate

Duration: Concentration
mentally with up to six other persons within range.
The communication granted is two-way. If any of

the target is unwilling, a successful Saving Throw
will prevent the connection with that individual.
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Improved Slumbertime Range: 240 ft
Duration: until awakened

This spell puts enemies into an enchanted slumber.
It affects creatures based on their hit dice. Those
affected will awaken normally in 2d6+4 hours, or if

physically shaken or disturbed.

Numbers Affected by
Improved Slumbertime

NUMBER
AFFECTED

VICTIM’S HD

Less than 1 to 1+ 6d6 + level
1+ to2 3d6 + 3
3+ to4+1 2d6 +2
5to7 1d6 + 1
7+1to8 1d3

Mystic Bonds

Range: 100 ft. + 10 ft./level

Duration: 1 hour + 10 minutes per level

The caster can target either 1d3+ 1 visible persons
within range or may instead target a single individual
who must make their save at a -4 penalty.

Glowing, translucent chains of magical energy bind
the target(s). A successful saving throw by the
target(s) causes the spell energy to shatter when it
tries to bind the target.

Reduction Range: 10 ft. /level
Duration: 1 hour / level or until dispelled

The target of the spell is reduced in size to 10% of
it’s original size. Living beings retain their Attribute
scores and abilities, they are simply reduced in size.

Unwilling targets get a Saving Throw to avoid the
effects of the spell. The caster may dismiss the effect
of this spell as a free action, and a dispel magic spell
will cancel the spell effect and duration.
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Rope Trick Range: STR x 2 ft.
Duration: 1 hour/level

The Wizard tosses a rope into the air, and it hangs
there, waiting to be climbed. A number of human-
sized individuals equal to the casters IN'T score can
climb the rope and disappear into a small pocket
dimension.

The rope itself can be pulled into the pocket
dimension, or left outside. The rope can be removed
from the outside if left visible.

Anyone or anything inside the pocket dimension
at the end of the spells duration will be ejected and
dumped on the ground, possibly taking falling
damage as the pocket dimension implodes.

Scrying Glass Range: special
Duration: Concentration

The caster must have a clear or reflective surface
upon which to cast this spell (bow!/ of water; mirvos;
window, etc.), and must concentrate upon a person or
location known to him.

As long as the Wizard concentrates, they can see and
hear everything within a 30 foot radius of the spot or
person they are targeting. If a person, the point of
view moves with them.

Beings with an Intelligence of 13 or higher get a
Saving Throw to realize they are being watched,
although they will not know from where. The target
or person must be within 10 miles per level of the
Wizard.

Sensory Overload Range: 120 ft.
Duration: Instantaneous

This spell forces the sight, smell, hearing, touch and
taste senses of the target to be inundated with stimuli
in an instant, causing disorientation and pain.

Targets will take 1d6 points of damage, plus an
additional 1d6 points of damage for every 3 levels
of the caster, and be stunned for 1d3+3 rounds. A
successful saving throw will reduce the damage

by half and the target will only be stunned for 1d3
rounds.
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FOURTH LEVEL
WIZARD SPELLS

Control Monster Range: 60
Duration: Until dispelled

This spell affects living monsters and animals, as
well as affecting Sentient beings. For creatures of less
than 3 HD, up to 3d6 targets may be affected.

If the spell succeeds (saving throw allowed), the
unfortunate creature falls under the caster’s influence
and will follow directions given them as if the caster
were their only true friend.

Confusion Range: 120 ft.
Duration: 1 minute/level

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

Confusion Reaction

ROLL REACTION

2 Attack the caster and his allies
3-8 Stand baffled and inactive
9-12 Attack each other

The effects of the confusion may shift every 3
rounds, and the dice are rolled again to determine
any change.

The spell affects 2d6 creatures, plus an additional
creature for every caster level above 7th.

Creatures of 3 HD or fewer are automatically
affected by the spell, and it takes effect immediately.

Creatures of 4 HD or more may make a Saving
Throw every three rounds (when the effects change),
until they successfully throw off the effects of the
spell or the spell effect expires



Dimensional Portal

Range: 10 ft. casting, 500 ft. teleport

Duration: Instantaneous

Dimensional Portal is a weak form of the Teleport
spell. The caster can teleport themselves, an object,
or another person with perfect accuracy to the stated
location, as long as it is within the given range and
the caster is either familiar with or can see the target
location.

Elemental Weapon Range: 30 ft.
Duration: 10 minutes / level

This spell imbues the targeted weapon with a link

to the one of the following elemental planes of

the caster’s choice at the time of casting [ice, fire,
electricity] and the weapon does an additional 1d6
damage of that elemental type on a successful attack.

Elemental Wall

Duration: Concentration

Range: 60 ft. + 10 ft./level

The caster must decide what element the wall will be
comprised of upon casting this spell; earth, air, fire,
water, ice, or electricity.

The spell can be in any shape with a maximum size
of 10 cubic feet per level of the caster. Walls will
retain their shape for 1d3 rounds after the caster
ceases concentrating on maintaining them.

The element chosen will have differing effects;
chosen by the Referee, with the following
suggestions:

Earth: Walls of Earth prevent forward movement
and ranged attacks.

Air: A Saving Throw is required for a creature
to pass through the wall of air at half normal
movement, and ranged weapon attacks are made

with a -4 penalty.

Fire: Any creature moving into the fire will take
3d6 fire damage (Saving Throw for half damage) and
any combustibles will ignite each round they are

in contact with the flames. Ranged attacks with
wooden ammunition will be negated and those with
metal ammunition will do half damage.
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Water: A Saving Throw is required for a creature
to pass through the wall of air at half normal
movement, taking 1d6 damage each round from
drowning, and ranged weapon attacks are made with
a -4 penalty.

Ice: Walls of ice prevent forward movement and
attempts to climb over them are subject to a -4
Action Check penalty.

Electricity: Walls of electricity will short out any
electrical or electronic devices brought within §
feet of them, and do 3d6 damage to any who touch
the wall (Saving Throw for half damage). Ranged
attacks through the wall of electricity are made at a
-8 penalty.

Forest of Deception Range: 500 ft.
Duration: Until negated or dispelled

One hundred or fewer man-sized creatures are
changed to appear like innocent trees. The illusion is
so perfect that creatures moving through the “forest”
will not detect the deception. Any disguised creature
that initiates an attack will be revealed.

Improved Cloak of Invisibility

Range: 300 ft.

Duration: Until dispelled or an attack is made

This spell creates a 15 foot radius hemispherical
area centered upon the target location that becomes
invisible to normal vision, Night Vision, and
Improved Night Vision.

An invisible target cannot be attacked unless its
approximate location is known, and all attacks
against the invisible target are made at -4 to-hit. If
the spell is targeted to an individual, it moves with
them.

Passwall Range: 30 ft.
Duration: 30 minutes + 10 minutes/level

This spell creates a hole through any material up to
the density of solid granite. The hole or tunnel is

up to 10 feet deep and is large enough to allow the
passage of an average sized human. At the end of
the duration, the hole seals itself] leaving no trace of
its existence.



Phantasmal Terrain

Range: 200 ft. + 10 ft. / level

Duration: Until touched by an enemy 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 replaced with an
illusory forest, for example. The maximum area
affected is a number of cubic feet equal to the range.

Plant Growth

Duration: Permanent until dispelled
Up to 300 ft. x 300 ft. (90,000 sq. ft.) area of ground
can be affected by this spell; undergrowth in the area

Range: 120 ft.

suddenly grows into an impassable forest of thorns
and vines. The caster can decide the shape of the area
to be enchanted.

Polymorph
Duration: See below

Range: See below

The caster must announce which of the two options
are being cast:

1. The caster assumes the form of any object or
creature, gaining the new form’s attributes (¢4 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 spells effect is left
to the Referee to decide. This form of the spell lasts
for roughly one hour plus one additional hour for
each level of the caster. The caster may dismiss the
polymorph on themselves at will.

2. Alternately, this spell allows the caster to turn
another being into a different type of creature (such
as a dragon, a garden slug, and of course, a frog or newr).
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 feet. This form of the spell lasts until dispelled or
dismissed by the caster.

If the target of the Polymorph is unwilling, a
successful saving throw will still result in their being
transformed, but the effect will wear off in 2d6
combat rounds.

FIFTH LEVEL
WIZARD SPELLS

Animal Growth
Duration: 2 hours
This spell causes 1d6+2 normal creatures to grow
immediately to giant size. The affected creatures
gain an additional 2d6 hit points, any damage from
attacks are increased by two die steps and they gain
an attack bonus of +2, in addition to any bonus they
may already possess.

Range: 120 ft.

Animate Dead

Duration: Permanent

Range: Referee’s discretion

This spell animates skeletons or zombies from dead
bodies. 1d6 undead are animated + 1 additional
undead per level of the caster. The corpses remain
animated until destroyed or dispelled. Animated
dead are not Undead and can not be rebuked by the
faithful.

Animated Dead have the following statistics:

Armor Class: 8 [11] Hit Dice: 1
Saving Throw: 17 Total Hit Bonus: +0
Attack: 1d6-1 Movement: 3
Special: half damage from piercing attacks.

Anti-Magic Shell
Duration: 2 hours
An invisible bubble of force surrounds the caster,
impenetrable to magic. Spells and other magical
effects cannot pass into or out of the shell.

Range: Caster

Fly Range: Touch
Duration: 1d6 minutes + 1 minute/level

This spell grants the power of flight, with a
movement rate of 120 feet per round. The Referee
rolls for the duration of the spell in secret and does
not disclose this information to the Player.




Move Water
Duration: See below

Range: 500 ft.

The caster must announce which of the two options
are being cast:

1. The spell lowers the depth and water level of
lakes, rivers, wells, and other bodies of water to 1/2
their normal levels. Used this way, the spell lasts for
2d6+2 minutes.

2. Alternately, this spell creates a gap through water,
but only to a depth of 10 feet. Used this way, the
spell lasts for 1d3+1 minutes.

Remove Curse
Duration: Instantaneous

Range: Touch

This spell removes the effect of one curse from an
item or person.
Summon Elemental 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.

Fach type of elemental may only be summoned
once per day. The elemental obeys the caster only
for as long as the caster concentrates on it; when the
caster ceases to concentrate, even for a moment, the
elemental is released and will attack or leave (Ro//
1d6: 1-2: Leave 3-6: Attack Caster).

Teleport
Duration: Instantaneous

Range: Touch

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 (an Action Check is required when cast):

1. If the caster has only indirect experience of the
destination (known only through a picture or map)
there is a -5 penalty —with failure resulting in

the teleporter taking 10d6 damage as they appear
completely or partially inside another object.

2. If the caster has seen but not studied the
destination there is an -4 Action Check penalty. Half

of failures will place the traveler 2d6 X 10 feet below
the intended location, possibly resulting in death
from arrival within a solid substance. The other half
of failures will place the traveler 2d6 X 10 feet above

the targeted location, possibly resulting in a deadly
fall.

3. If the caster is familiar with the location or has
studied it carefully there is a -1 Action Check
penalty, with 1 in 6 failures arriving below and § in
6 arriving above the targeted location. In either case,
the arrival is 1d6 X 10 feet low or high.

Toxic Cloud

Range: Close

Duration: 1 hour

Foul and poisonous vapors boil from the thin air,
forming a cloud 20 feet in radius. The cloud moves
away from the caster at a rate of 6 feet per minute
unless its direction or speed is affected by winds.

Unusually 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.

The toxins in the cloud will do 4d6 damage to any
caught within it’s area, and leave them weak and
uncoordinated (-4 to attacks and Action Checks)
for 3d6 minutes after exposure. A successful saving
throw will reduce the effects by half.

True Sight

Duration: 10 minutes / level

Range: Self

This spell allows the Wizard to see the true nature of
anything in his line of sight. Invisible and ethereal
objects and creatures are revealed, hidden doors and
openings obtain a glowing outline visible only to the
caster, items hidden deep within shadow are revealed
in stark contrast to their surroundings and the

caster can see colors as if it were a bright sunlit day,
regardless of the actual light level of the area.




MIRACLES OF THE
FAITHFUL

The Faithful and Dwarf Paladins are able to learn
the secrets to channeling their beliefs into miraculous
effects. There is a limited amount of this miraculous
energy that one mortal body can channel without
having to rest and/or meditate, and this is reflected
in the number of Miracles of each power level

the Faithful or the Paladin may channel at their
experience level.

The Faithful or Paladin must spend four hours in

quiet meditation or restful sleep in order to regain

the focus and inner strength necessary to call forth
the miracles available to them.

Neither Faithful nor Paladins require a written tome
of any type to maintain a record of the Miracles they
know. Itis committed to the very fiber of their being
and nothing less than a major crisis of faith or a
major head trauma can dislodge the knowledge from
them.

Faithful and Paladins can learn as many Miracles as
they can find information or inspiration regarding,
and may channel any they are able to use without
prior preparation.

Learning Miracles

The Faithful begin play without the inner strength
necessary to channel their Faith into Miracles,

but gain such strength at Level 2, when they
automatically come into the knowledge of one
randomly determined Miracle and one of their
choice from the first level list.

Paladins gain the ability to channel Miracles at level
3. Paladins have a separate list from the Faithful.
There are some Miracles that exist on both lists, but
there are also Miracles that are specific to each.

FEvery time the Faithful or Paladin gains the ability to
channel a new power level of Miracles, they gain one
randomly determined Miracle of that power level.
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Additional Miracles may be learned through studies
of the teachings of other bastions of Faith (Scrolis

and Prayer Books, often found through Adventuring), or
by instruction from an extraplanar being or another
individual of great faith (either of whom must be at least
2 HD higher than the Faithful being taught). There
will typically be some cost to the teaching, although it
may not be in standard coin.

If the Miracle is o