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PART 1: INTRODUCTION

In BLUEHOLME™ the players take on the roles
of characters in a fantasy universe where magic
really works, where monsters lurk deep in
underground lairs, and where adventurers risk
life and limb in the quest for fame and fortune. As
the game unfolds characters grow in experience,
wealth and authority by overcoming perils,
liberating treasure hoards and making powerful
friends (or deadly enemies). The adventure can
be as long or as short as suits the participants,
an evening or a year (or more).

BLUEHOLME™ does not use a game board or
game counters. All that is really needed to play
are these rules, some polyhedral dice, pencils
and paper; and — most importantly — your
imagination. To keep track of battles, miniature
figures can be used to represent characters and
monsters, coupled with printed cardboard floor
plans or terrain props.

PART 1: INTRODUCTION

Explains the concept of the BLUEHOLME™
fantasy roleplaying game.

PART 2: CHARACTERS

lllustrates character creation and advancement,
alignment, equipment and the monetary system.

PART 3: SPELLS

Describes the different types of magic employed
by magic-users and clerics.

PART 4: ADVENTURES

Deals with time, movement, combat, and other
useful information.

PART 5: ENCOUNTERS

Rules for surprise, combat, healing and saving
throws.

PART 6: CREATURES

Contains descriptions of animals, monsters and
other races that populate the game world.

PART 7: SECRETS

Details treasure, magic items, experience, and
tips on games mastery for the referee.
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PART 2: CHARACTERS

Dwarf

Dwarfs are an underground-dwelling race of
dour but sturdy warriors and craftsmen, expert
miners and stone carvers as a species. Although
short at 4’ tall on average, they are very muscular
and weigh no less than humans. They tend to be
ruddy-complexioned but their hair and, in the
case of male dwarfs, luxurious beards can be of
any colour.

Dwarfs appreciate good workmanship and are
fond of gold and precious metals. Because their
normal realm is in mountains and underground,
they are consummate miners and workers of
stone. Dwarven masons command high wages,
when they can be found at all, and even the least
skilled has a great deal of general knowldege of
underground construction.

Classes: Most adventuring dwarfs are fighters.

Perception: Dwarfs can see up to 60’ in the
dark. They will instinctively notice things like
slanting passages, new construction, traps,
shifting walls, and the like on a roll of 1-2 on 1d6.

Saving Throws: Dwarfs are a tough race, and
they get a +2 bonus on all saving throws.

Eilf

Elves are an ancient and long-lived race, making
their home in hidden cities or deep in wild
primeval forests, respectively. In spite of this
secretiveness about their lands, they roam the
world widely and often. They are delicate and
willowy in build with slanted almond-shaped
eyes and noticeably pointed ears. They are
slightly smaller than humans on average,
between 5’ and 52’ tall.

High elves are fair of skin, hair and eyes, while
wood elves are pale-skinned and dark-haired. All
are beardless.

Class: Elves may be fighters, magic-users, or
fighter/magic-users. The latter is an example of
multi-classing popular amongst elfin characters.

Hit Dice: Elves of all classes use 6-sided hit
dice.

Immunity: Elves are immune to ghoulish
paralysis.

Perception: Elves can see for up to 60’ in the
dark. They instinctively notice secret doors they
passona 1-2 on 1d6, or 1-4 if actually searching.
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Halfling

Halflings are small, normally only 3’ tall, but they
are deceptively resilient. Halflings tend to be
ruddy-complexioned due to their love of the
outdoors, and are able to vanish instantly into the
undergrowth if they wish.

Accuracy: Halflings are superbly accurate with
missiles, attacking at +1 to hit with all types of
ranged weapons.

Class: Adventuring halflings are all fighters.
Hit Dice: Halflings fighters use 6-sided dice.

Saving Throws: Halflings are deceptively
resilient, and get a +2 bonus on all saves.

Weapons: Halflings treat light weapons as
normal and normal weapons as heavy. They
cannot use heavy weapons at all, nor long bows,
composite bows or heavy crossbows.

Human

There is nothing at all unusual about humans,
and they have no special traits. They vary wildly
in appearance. They may have blue, green or
brown eyes; their hair can be black, brown, red
or yellow; and their skin ranges from pale white
through all shades of gold and bronze to the
deepest black.

Class: Humans can choose to be of any class
they wish; cleric, fighter, magic-user or thief.
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PART 2: CHARACTERS

MULTI-CLASSED CHARACTERS

At the referee’s discretion it is also possible for
characters to advance in two or more classes at
the same time, as follows:

Hit Dice: Average of all classes, e.g. a
fighter/thief would use d6.

Weapons: The character can use whichever is
best, e.g. a fighter/magic-user can use all
weapon types.

Armour: Whichever is worst, e.g. a cleric/thief is
limited to leather armour and no shield.

Class Specialties: All, e.g a magic-user/thief
can cast spells and use thief skills.

Saving Throws and Combat: The character
uses whichever are more favourable, e.g. a
fighter/cleric would use the cleric table to save
vS. magic wands.

Experience: A multiclass character needs more
XP to advance in level. Add the total for all
classes, so a 2nd level fighter/cleric/thief would
need 4,703 XP.

7\

ALIGNMENT

A creature’s general moral and personal
attitudes are represented by its alignment.
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All alignments are open to fighters and magic-
users. Thieves are always neutral. Clerics must
be good or evil, never neutral. The referee will
penalise characters that act out of alignment
through loss of XP and, in extreme cases, a
forced alignment change.

Alignment Chart

LAWFUL LAWFUL
GOOD EVIL
NEUTRAL
CHAOQOTIC CHAOQOTIC
GOOD EVIL

Lawful good characters tell the truth, keep their
word, help the needy and uphold the law.

Lawful evil characters care about tradition,
loyalty, and order but not about freedom, dignity,
or life. They have no regard for those they hurt.

Neutral characters don’t feel strongly one way or
the other, but think only of their own benefit.
They will never align with law or chaos for its own
sake, although they may for their own reasons.

Chaotic good characters follow their own moral
compass, which may not agree with that of
society. They have little use for regulations.

Chaotic evil characters are hot-tempered,
vicious, arbitrarily violent, brutal, ruthless and,
above all, unpredictable.







PART 3: ADVENTURES

TIME

Time within the game worlds of BLUEHOLME™
is generally measured in hours, days, weeks and
so forth, just like it is in the real world. However,
there are three special terms which are also
used within the rules. These are the turn, the
combat turn, and the round.

Turn: A normal turn lasts 10 minutes. It is
generally used to measure duration of effects
such as spells or potions, as well as relative
movement speeds.

Combat Turn: Things happen quickly during
combat, and 10 minutes becomes an age.
Combat turns therefore measure a mere 100
seconds. When durations are given in turns,
whether normal turns or combat turns are used
depends on when the effect started. Spells cast
in combat, for example, measure their time to
expiration in combat turns.

Round: The round is mainly used in combat.
There are 10 rounds in one combat turn (or 60 in
one normal turn), so each round represents 10
seconds in the game world.

MOVEMENT

There are three movement scales, as detailed
below. Normal movement rates are given in feet
per turn (10 minutes) and combat rates are noted
in feet per round (10 seconds). Characters
moving at exploring or walking speed need to
rest for 10 minutes every hour, or 1 turn in 6.
Running is normally only possible for short
periods, especially in armour or carrying a load;
characters would be well advised to lighten their
load if they wish to outpace pursuit. Outdoor
movement is counted in yards instead of feet.

Exploring

In a perilous Underworld environment everyone
generally moves more cautiously, exploring or
mapping as they go. Moving at half normal
speed allows characters to map their route and
keep an eye out for traps or ambushes.

Walking

In the outdoors or familiar places most people
normally walk twice as fast as when exploring.
This is the speed given for each listing in Part 6:
Creatures. A walk represents unhurried but
purposeful movement, not specifically looking for
traps or tracking a monster.

Running

Running speed is 3 times exploring speed. This
also applies for other modes of movement, such
as swimming or flying; creatures capable of such
can also put on short bursts of speed.

Sprinting

Characters generally don’t walk during combat,
they sprint. Sprinting movement is used only in
combat, and is counted by the round, not per
turn. Part 6: Creatures lists sprinting speeds for
all creatures.

ENCUMBRANCE

Treasure, and coin in particular, is the main
reason for the encumbrance rules given here.
Most of the characters’ weaponry and equipment
will not slow them down unduly, but there is a
limit to how much loot they can carry. For the
sake of simplicity coins are all assumed to weigh
the same amount; 100 coins of any type weigh
about 1 pound.

Encumbrance rules determine how much a
character’'s armour and plunder slow him down.
Encumbrance comes in two parts: encumbrance
by armour and encumbrance by total weight.

Armour: A character wearing armour moves
more slowly than one wearing no armour.

Weight: Generally a character’'s weapons and a
backpack or sack of gear will weigh no more than
30 or 40 pounds and the character would be
considered unencumbered unless wearing
armour. Once carried weight exceeds 60
pounds, however, the character will be heavily
loaded.

12
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PART 4: ENCOUNTERS

CHARACTER ATTACK ROLL TABLE

Character Level AC9 AC8 AC7 AC6 AC5 AC4 AC3 AC2 AC1

ACO AC-1 AC-2

0 11 12 13 14

15

16 17 18 19 20 21 22

1st-3rd 10 11 12 13

14

15 16 17 18 19 20 21

CREATURE ATTACK ROLL TABLE

Hit Dice AC9 AC8 AC7 AC6 AC5 AC4 AC3 AC2 AC1 AC0O AC-1 AC-2
0 11 12 13 14 15 16 17 18 19 20 21 22
1 10 11 12 13 14 15 16 17 18 19 20 21
2 9 10 11 12 13 14 15 16 17 18 19 20
3 8 9 10 11 12 13 14 15 16 17 18 19
4 6 7 8 9 10 11 12 13 14 15 16 18
5-6 5 6 7 8 9 10 11 12 13 14 15 16
7-8 4 5 6 7 8 9 10 11 12 13 14 15
8-10 3 4 5 6 7 8 9 10 11 12 13 14
11 up 2 3 4 5 6 7 8 9 10 11 12 13

DAMAGE Hit Points

All human-sized weapons deal 1d6 points of
damage. When an attack succeeds, the target
takes damage. Damage reduces the target’s
current hit points by an equal amount. The type
of attack determines the amount of damage
dealt. Characters always deal 1d6 points of
damage with their weapons; damage from
monster attacks varies and is listed individually
in Part 6: Creatures.

OPTION: Weapon Speed / Variable Damage

If the group desires, weapon types can be
differentiated by introducing weapon speed
and variable damage rules. Under this system,
light weapons may attack twice per round
(once at the character's normal initiative and
again after everyone else has acted); medium
weapons attack as normal, and heavy
weapons can only strike every other round.

To offset this, light weapons do only 1d4
damage, medium weapons do 1d6, and heavy
weapons do 1d10 points.

All missile weapons are considered medium
weapons under this system.

Hit points (hp) represent a character's capacity
for soaking up damage. While a creature has
positive hit points, it is wounded but still able to
fight and move normally. Once a creature’s hp
are reduced to zero or less, it is dead. This is a
necessary abstraction to allow the game to flow
smoothly and quickly without getting bogged
down in the minutiae of wound effects.

Healing

There are numerous magical means of healing
damage. However, if characters have no
recourse to these, they must return to a safe
place (not usually found underground) to
recover. Full rest and recuperation restores 1hp
per level per day.

MISSILE COMBAT

Missiles cannot be thrown or fired while
engaged. Most missile weapons can be fired
once per round. Light crossbows can shoot
every 2 rounds, heavy crossbows every 3
rounds.

15



PART 4: ENCOUNTERS

It is not advisable to fire missiles at characters
engaged in melee combat, because the attack is
as likely to strike friend as it is foe. If characters
insist on doing so regardless, the referee should
determine the actual recipient randomly from
everyone engaged with the intended target
(including the target).

Note that ranges are measured in feet when
underground or indoors; they are measured in
yards in the open air where greater parabolic
arcs are possible.

This does not apply to areas of effect for attacks
such as breath weapons or some spells; areas
of effect are always given in feet. Although the
ranges for spells are also measured in yards
when employed outdoors, the area of effect
remains in feet. For example, a Fire Ball may be
cast out to 240 feet in the Underworld or 240
yards in the wilderness, but its burst radius will
always be 20 feet.

Every missile weapon has a short, medium, and
long range. At short range the user gets a +1
bonus to hit, at long range a —1 penalty.

Missile Weapon Range Table

Weapon Short Medium Long
Dagger 1-10 11-20 21-30
Hand Axe 1-10 11-20 21-30
Spear 1-10 11-20 21-30
Flask or Vial 1-10 11-30 31-50
Javelin 1-20 21-40 41-80
Short Bow 1-50 51-100 101-150
Horse Bow 1-60 61-120 121-180
Long Bow 1-70 71-140 141-210
Composite Bow 1-80 81-160 161-240
Sling 1-60 61-120 121-180

Light Crossbow 1-60 61-120 121-180
Heavy Crossbow 1-80 81-160 161-240

Partial Cover

Creatures completely hidden from view cannot
be targeted by missiles, nor can they launch any
themselves.

Partial cover also provides some benefit in the
form of a —2 penalty to missile attacks against
that target. Partial cover can include arrow slits
or embrasures, windows or doorways,
woodland, and so forth. It is still possible to fire
or throw missiles from behind partial cover.

MELEE COMBAT

When two opponents are within 10’ of one
another and one of them declares an attack on
the other in that round, both are considered to be
engaged in melee combat. This has several
effects on the possible actions of the
combatants, as explained below. Spell casting is

not possible while engaged in melee.
R 8 e Z

ey
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PART 4: ENCOUNTERS

Parry

Instead of attacking, a combatant may choose to
use a weapon to parry an opponent’s incoming
blow; this intention must be declared before the
attacker rolls to hit.

Parrying imposes a —2 penalty on the attacker’s
roll to hit. The parrying character loses all attacks
that round. If the attack roll exactly equals the
number needed to hit, the weapon used to parry
with will break and damage is dealt as normal.

Melee Weapon Weight

Light Weapons include daggers and short
swords.

Normal Weapons include hand axes, maxes,
spears, swords and war hammers, as well as all
missile weapons.

Heavy Weapons include battle axes, flails,
halberds, lances, morning stars, pikes, pole
arms and great swords.

Subdual Damage

It is possible to deal non-lethal subdual damage
instead of normal damage, provided the
attacking character declares this before striking.
Only melee attacks can deal subdual damage.

Subdual damage is subtracted from hit points as
normal, but does not kill the victim. Instead, he
or she is rendered unconscious when hit points
reach zero or less. Recovery from subdual
damage is rapid, at the rate of 1hp per turn.

An intelligent creature like a dragon can be
cowed by characters that defeat it through
subdual damage, and it may agree to become
their unwilling slave for a time in exchange for its
life. However, such servitude is always fraught
with danger, for it relies on the character
maintaining his dominance over the subdued
creature, which will look for every opportunity to
escape or kill its captors.

Round Closure

At the end of a melee round, any of the
combatants may decide to withdraw provided
there is space for them to withdraw into. Backing
up slowly has no effect on a character’s ability to
defend, but there is usually no reason an
opponent can't follow at the same speed and
stay engaged with the withdrawing character.

A combatant who retreats at normal speed or
even turns and runs is subject to melee attacks
with a +2 bonus to hit from any combatants in
reach. These attacks are additional to their
normal attacks.

POISON

If a character is poisoned, whether from a tainted
weapon, a venomous bite, or an ingested toxin,
he or she must make a saving throw vs. poison.
If the save fails, the poison takes effect at the end
of that round.

Note that any physical damage from the attack is
applied as normal. Poisoned weapons are rather
frowned upon in civilised society, and characters
should consider the consequences if they are
discovered to be using such.

BURNING OIL

Characters can use a flask of oil as a missile
weapon with a range equivalent to a thrown
dagger or hand axe. Once the target is struck the
oil must be ignited, usually with some sort of
flaming missile like a torch or an arrow.

Because the thrower is not concerned with
penetrating armour or causing damage, the
target is treated as AC9. The 1d20 roll is
modified for the size of the target as follows for
the chance to hit with the oil flask and then to
ignite it, as shown on the following page.

Target Size Attack Modifier Ignite Modifier

Up to 6” -3 —1
6" to 2’ —2 -
2tod -1 +1
4t7 — +2
7' to 12 +1 +3

12’ to 20’ +2 +4

QOver 20’ +3 +5

Oil thrown in this manner (and ignited) will cause
1d8 damage at the end of the first round and 2d8
at the end of the second; it burns out or is put out
by the third round.

A flask of oil can also be poured on the ground
to cover an area 5’ in diameter. If lit, the oil burns
for 10 rounds (1 combat turn) and deals 2d8
points of fire damage to each creature in the area
of effect.
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PART 5: SPELLS

SPELL CASTING

A spell is a one-time magical effect. Spells come
in two types: magical (cast by magic-users) and
clerical (cast by clerics). Magic-users select their
spells from a limited list of spells recorded in their
magic books, while clerics have access to the full
range of spells through their god.

Magic-users and clerics prepare their spells in
advance; whether by intensive study and
memorisation from a magic book or scroll, or
through devout prayers and meditation. Despite
these differences, when it comes to casting them
the spells are very much alike. Each spell entry
below is presented in the standard format below.

Spell Level

Each spell has its level; this is not the same as
caster level! Caster level determines how many
spells of any given spell level can be cast by a
character, and it can alter the power of some
spells such as Magic Missile.

Spell Name
Range: Duration:
Description

Spell Name: The common name of the spell —
this can and should, of course, vary from place
to place and temple to college.

Range: Spells may be cast from afar, or they
may require that the caster touch the target; if the
target is unwilling, the caster must make an
attack roll to succeed in “hitting” with the spell.
Even if a spell strikes the intended target, spells
allow a saving throw vs. spell or staff.

Spells with a range of “touch” require the caster
to physically lay a hand on the subject, who must
be willing, unaware or helpless. Some spells can
only affect the caster, as denoted by a range
entry of “caster”.

Spell ranges are read in terms of feet when cast
indoors or underground, or yards when cast out
of doors. This does not alter the area of effect;
while a Silence spell can be centred at a
distance of up to 180 feet in the Underworld, or
180 yards in the wilderness, it will still cover the
same 15’ radius area indoors and out.

Duration: Some spells have a “permanent”
duration, such as Purify Food and Drink. This
does not mean that the victuals can never spoil
or be poisoned again later. For spells cast during
combat (although not while engaged in melee),
duration is in 100-second combat turns. Spells
cast outside combat are counted in normal 10-
minute turns, and their duration will not be
altered if combat occurs or ends after casting.

The caster can cancel the spell any time before
its duration is up, or it may be dispelled using
Dispel Magic (a 3rd level spell, see
BLUEHOLME™ Compleat Rules).

CLERICAL SPELLS

Clerics gain their spells from a divine source.
They are written down in great holy texts similar
to magic books, but need not be learned. Spells
are selected anew between adventures each
time, choosing any spell from the levels
available. A faithful cleric need simply worship
for an hour a day to replenish his spells, but he
cannot change his chosen spells during an
adventure. He must worship at a temple or other
repository of sacred texts in order to access the
full choice of clerical spells available for each
level. Clerics that lose their faith, by acting
outside their alignment or otherwise offending
their god, also lose the ability to cast spells,
including any not yet used.

Reversed Spells

Some spells cast by evil clerics are reversed,
that is, they have the opposite effect of the
normal version of the spell. Clerics have access
to only one type or the other; evil clerics cast only
the reversed versions, good clerics cast only the
normal version. Reversible spells are written in
italics in the lists below.

1st LEVEL CLERICAL SPELLS

1. Cure Light Wounds 5. Protection From Evil
2. Detect Evil 6. Purify Food & Water
3. Detect Magic 7. Remove Fear

4. Light 8. Resist Cold

20



PART 5: SPELLS

Cure Light Wounds / Cause Light Wounds
Range: Touch Duration: Permanent

When a good cleric lays a hand upon a living,
wounded character, he or she cures 1d6+1
points of damage.

When casting the reverse spell, Cause Light
Wounds, an evil cleric deals 1d6+1 points of
damage to the victim instead. The victim must
unaware, helpless, running away or otherwise
unable to engage the caster in melee.

Neither version will work on the undead.

Detect Evil / Detect Good
Range: 120 Duration: 6 turns

A good cleric can sense the presence of evil
objects, and intentions or thoughts of any
creature in range. The spell also gives some idea
of the degree of evil, and possibly whether it is
lawful or chaotic. An evil cleric can cast Detect

Good in the same manner.

Detect Magic
Range: 60 Duration: 2 turns

The caster can detect magical auras about any
creature, object or location within the range limit
of the spell. The spell does not divulge any
information about the nature of the magic, such
as strength, caster level, spell level, alignment (if
any) or whether it is magical, clerical, or
something else altogether.

There is no visible effect, magical items within
range do not glow, and only the caster is granted
the knowledge revealed by the spell.

Light / Darkness
Range: 120 Duration: 2 turns/level

The good version of this spell causes an object
to glow like a torch, shedding bright light in a 15’
radius from any pointin range. It is not equivalent
to daylight. The effect is immobile, but it can be
cast on a movable object. Light cannot be
switched off without cancelling the spell, but a
light-casting object can be covered or hooded to
conceal its glow.

The evil reversed spell causes an object or point
to radiate utter Darkness out to a 50’ radius.
Normal lights (torches, candles, lanterns, and so
forth) are incapable of brightening the area, and
even creatures with infravision are unable to see.
A Darkness-enspelled object can be covered to
hide the emanation.

Darkness dispels Light spells, and vice versa.

Protection from Evil / Good
Range: Caster Duration: 6 turns

Protection from Evil creates an invisible barrier
that moves with the cleric and provides a +1
bonus to both saving throws and armour class
against attacks made or effects created by evil
creatures. This spell wards the caster from
attacks by summoned creatures (such as djinni
or hell hounds), as well as anyone of evil
alignment. These benefits are in addition to any
bonuses gained from magical items.

The reverse of this spell, Protection from Good,
protects the caster from good-aligned as well as
summoned creatures in exactly the same
manner when cast by an evil cleric.
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Floating Disc
Range: 10

Duration: 6 turns

This spell creates a slightly concave, circular
plane of force that follows the caster about and
carries loads for him. The disk can hold up to
5,000 coins, or an equivalent load of up to 500
pounds in weight.

The Floating Disk hovers at approximately waist
height at all times and remains level. It floats
along horizontally, maintaining a constant
interval of 6" behind the caster. The disk winks
out of existence when the spell duration expires,
and whatever it was supporting falls to the
surface beneath it.

Hold Portal
Range: 10

Duration: 2d6 turns

This spell magically welds shut a door, gate,
window, shutter or similar access. Only breaking
through, or a Knock spell or a successful Dispel
Magic spell can negate a Hold Portal spell.

The caster can freely open his or her own Held
object without affecting the spell, as can any
magic-user at least 3 levels higher.

Light

Magic Missile
Range: Special

Duration: Permanent

This spell causes a bolt of magical energy to dart
forth from the caster’s fingertip. For every two
caster levels, magic-users gain an additional
Magic Missile. Magic-users can fire 2 Magic
Missiles at 4th-6th level, 4 at 7th-9th level, and
so forth as detailed in the BLUEHOLME™
Compleat Rules. Multiple missiles may be
directed at the same target, or at different
targets. The Magic Missile strikes its target only
if the magic-user makes a successful ranged
attack roll against AC9 with a +5 bonus to hit,
dealing 1d6+1 points of damage. Inanimate
objects are not damaged by the spell. The
ranges are as given in the table below:

Short Medium Long
1-70 71-140 141-210

Protection from Evil
Range: Caster Duration: 6 turns

Range: 120 Duration: 2 turns / level

This spell causes an object to glow like a torch,
shedding bright light in a 15’ radius from any
point in range. It is not equivalent to daylight. The
Light spell must be cast at a fixed point in space,
but it can be cast on a movable object.

The spell Light dispels Darkness and vice versa,
but a Light taken into an area of Darkness will
not illuminate it.

Locate Object

This spell wards the caster from attacks by
summoned creatures (such as djinni or hell
hounds) as well as those of evil alignment. The
barrier moves with the magic-user and provides
a +1 bonus to saving throws and AC against
these creatures.

Read Languages
Range: Caster Duration: 2 turns

This spell allows the caster to decipher any non-
magical writing or inscription, such as books,
carvings or maps. Once the spell is cast and the
magic-user has read the inscription, he is
thereafter able to read that particular writing
without recourse to the use of Read Languages.

Read Magic
Range: Caster Duration: 2 turns

Range: 30/level Duration: 2 turns

The caster can sense the direction (but not
distance) of a well-known or clearly visualised
object. The spell can search for typical objects,
locating only the nearest if more than one is
within range. Attempting to find a specific item
requires a detailed and accurate mental image of
that item.

The caster can decipher magical inscriptions on
objects such as books, scrolls, weapons, and the
like, which would otherwise be unintelligible. This
does not normally invoke the magic contained in
the writing (if any), although it may do so in the
case of a cursed scroll. Furthermore, once the
spell is cast and the magic-user has read the
magical inscription, he or she is thereafter able
to read that particular writing without further
recourse to the use of Read Magic.
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Dexterity
Range: Touch Duration: 48 turns

NS

This spell causes
the Dexterity score
of the subject to [
increase for the
duration of the
spell. The new
temporary  score
provides all the
usual bonuses to
missile attack rolls
and any Dexterity- §
based rolls, but it
has no effect on a
thief's experience
bonus.

The character’'s Dexterity score is raised by an
amount determined by class as follows:

Class Dexterity Increase
Cleric 1d4
Fighter 1d6
Magic-user 1d4
Thief 2d4

Hold Person
Range: 120 Duration: 2 turns / level

The humanoid subject of this spell becomes
paralysed and freezes in place. It is aware and
breathes normally but cannot take any actions,
even speech. A winged humanoid cannot flap its
wings and falls if flying when held. A swimmer
cannot swim and may drown.

Hold Person has no effect on non-humanoid
creatures or humanoids much larger than human
size, nor does it affect the undead.

Invisibility
Range: 240 Duration: Permanent

The subject and all worn clothing and carried
equipment becomes Invisible, vanishing from
sight (even from infravision).

Dropping an item makes it reappear, picking it up
makes it invisible again. The spell ends only if
dispelled, or when the invisible subject wishes,
or if he or she attacks in any way.

Knock
Range: 60 Duration: Special

The Knock spell opens jammed, barred or
locked doors, gates, boxes and the like. It opens
secret doors, as well as trapped or trick-opening
chests without danger. It dispels Hold Portal
spells and allows Magic Locks to be opened. In
the latter case the spell does not remove the
Magic Lock, which will re-activate once the
object is closed again.

Levitate
Range: 20 / level

Duration: 2 turns / level

Levitate allows the caster to float the subject up
and down at a movement rate of 30 per round.
The subject cannot be moved horizontally, but
the latter could potentially clamber along the face
of a cliff, for example, or push against a ceiling
and move laterally that way.

Locate Object
Range: 30/ level Duration: 2 turns

The magic-user can sense the direction (but not
distance) of a well-known or clearly visualised
object. The spell can search for typical objects,
locating only the nearest if more than one is
within range. Attempting to find a specific item
requires a detailed and accurate mental image.

Magic Lock
Range: 10 Duration: Permanent

A Magic Lock cast upon a door, chest, or portal
magically fastens it. The caster can freely
bypass this Magic Lock without affecting it, as
can any magic-user at least 3 levels higher;
otherwise, a door or object secured with this
spell can be opened only by breaking in or with
a successful Dispel Magic or Knock spell.
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Magic Mouth
Range: Touch

This spell imbues the chosen object or creature
with an enchanted mouth that suddenly appears
and speaks its message whenever a specified
event occurs. If it were placed upon a statue, the
mouth of the statue would move and appear to
speak. The message must be 25 or fewer words.

Duration: Permanent

The Magic Mouth spell functions when a specific
set of circumstances is fulfilled according to the
conditions set in the spell; such as any creature,
or a specific person, passing within 10" of the
Magic Mouth, a particular time of day, a door is
touched, and so forth. Triggering the Magic
Mouth does not end the spell. The Magic Mouth
will speak its message and fall silent until the
conditions are met once again.

Mirror Image
Range: Caster Duration: 6 turns

1d4 illusory, identical duplicates of the caster
pop into being, making it difficult for enemies to
know which target to attack. The illusionary
fabrications disappear when struck. The
figments mimic the magic-user’s actions exactly.

Phantasmal Image
Range: 240 Duration: Special

This spell creates the visual illusion of an object,
creature, or force, as envisioned and controlled
by the caster. The Phantasmal Image does not
create sound, smell, texture, or temperature, but
victims successfully attacked by it will think they
took real damage and may die.

The Image will remain for as long as the magic-
user concentrates, or until it is touched by
another creature. An ordinary attack will not
dispel it, but the image may be “killed”.

Phantasmal Sound

The volume of sound created depends on the
caster's level. The spell can produce as much
noise as 2d4 normal humans at 2nd level, and
an additional volume equivalent to 2d4 persons
for every caster level thereafter.

The spell produces virtually any type of sound
within the volume limit. A horde of giant rats
running and squeaking is about the same
volume as eight humans running and shouting.
A roaring manticore, on the other hand, is equal
to the noise from sixteen humans.

Pyrotechnics
Range: 240

Duration: 6 turns

Pyrotechnics turns a fire into a burst of colourful
fireworks or a cloud of choking smoke. The size
of the fire determines the impressiveness of the
Pyrotechnics; for example, a torch can produce
20 cubic feet of smoke.

The fire source is immediately extinguished at
the end of the spell.

Ray of Clumsiness
Range: 30 Duration: 1 turn / level

A coruscating ray springs from the caster’s hand.
The victim loses 4 points of Dexterity.

Read Thoughts
Range. 60 Duration: 12 turns

This spell allows the caster to detect and
understand the thoughts of any sapient creature
within range, regardless of language. A thin layer
of lead or more than 2’ of stone will block the
spell completely.

Web
Range: 10 Duration: 48 turns

Range: 240 Duration: 2 turns

Phantasmal Sound allows the magic-user to
create a volume of sound that rises, recedes,
approaches, or remains at a fixed place. The
caster chooses what type of sound is created
and how loud it is.

Web creates a many-layered mass of strong,
sticky strands. Creatures caught within a Web
become entangled among the tacky fibres.
Giants can break through in just 2 rounds, but a
normal man would take 2d4 turns.

The strands of a Web spell are flammable, but
fire will also harm a trapped character. A magic
flaming sword can slash them away in 1 round.
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This chapter contains a selection of beings
varied enough to take any referee’s campaign
through BLUEHOLME™ Prentice Rules and
beyond. A note of caution; just because a
creature is included here does not mean it
should be unleashed on the player characters
without forethought! The game is supposed to be
a challenge, but the referee must be careful not
to create situations which the characters cannot
hope to survive no matter how they try.
Adventure design should be guided, but not
dictated, by the wandering monster tables in Part
4: Encounters.

The monster listings are meant to represent the
average for their types; the referee can easily
adjust their might by making them weaker or
stronger to suit the party’s level of experience; hit
dice, armour class, or damage can all be
adjusted up or down to suit. Of course, the
monster’s treasure should be modified!

Gaze Attack

Several creatures are able to use a magical gaze
attack, such as a medusa whose look can petrify.
Gaze attacks rely on catching the victim’s eye, or
they will not work.

Most monsters with gaze attacks can be viewed
with impunity in a mirror, but if such a creature
sees its own reflection it is subject to its own
gaze attack.

Infravision

Elves, dwarfs and all non-human (and non-
halfling) monsters in this chapter have
infravision. Infravision is the extraordinary ability
to see with no light source at all, out to a range
of 60’ unless specified otherwise. Infravision is
just like normal vision, but is black and white
only. Creatures with infravision are subject to
gaze attacks in the dark as normal, while
humans and halflings would be immune.

Breath Weapon

Some monsters are able to breathe fire or other
deleterious exhalations. These are treated as
ranged attacks, but they may be used even while
the monster is engaged in melee. No attack roll
is needed, all targets within the area of effect are
hit automatically. Targets still take half damage
even with a successful save vs. breath weapons.
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ENTRIES
Name: This is the name by which it is known.

AC: The natural AC. In
are able to wear all kinds

of armour

HD: The number and type of hit dice
for hit points. HD is to
level; a 4HD and a 4+1HD

are both 4th level.
with HD lower than 1d6 are treated as zero level.

are by a
plus, such as “2 + 1 bite”, and can be
in the same round.

If the are, for “1 bite / 1 tail”, the
can only one of the . In
this are listed in order of
{if any).
D for each , listed in the
same order. is

: These are the
if the race is used as a

to rolled ability

oran non- Thereis no
need to these for
when rolling for initiative. For
most normal the entry can
be used as

XP:
Move: This is the can
cover in 1 round. To other
rates use the formula in Part 4: .
Some if they are
their be
As
or is in feet; out
of are used.
This line the that the
is most likely to have, and a ratio if more
than one is . For an entry of
2N:1CE 2in 3 of the are neutral
and 1in 3 evil. tend t¢ have the
same can
be even from those listed.
is as LG
LE evil), N CG
or CE evil).
This is the found in a lair; any
by i5 listed in
. i that
own useful, as part of their
hoard as items) tend to carry and
use these. An entry of “0” that type of

never has
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Black Pudding

Size: Normal Large Giant
AC: 2] 3] 3
HD: 1d2 108 3d8
Move: 15 25 40
XP: 5 15 50
Nil Nil Nil

0 (0) 0(0) 0 (0)

1 bite 1 bite 1 bite

1d4 + 1d8 +

AC: 6 XP: 900
HD: 10d8 Nil
Move: 15 0 (0)
1 touch
3d8 acid
are that
move with equal ease floors, walls and
and can the
The a acid
that and metal
but does not affect stone. Any melee hit
acid and the armour and
and within 1
turn.
other than fire deal no to a black
the splits into two
each with half of the
current hit points. Fire normal
Blink Dog
AC: 5 XP: 125
HD: 4d8 LG
Move: 30 12 (0)
1 bite 1d6
Blink are canines with limited
ability. They hunt in
ina until
they their prey, them to blink
inand froma of 1'to 4’. They can
act at once after If they feel
the whole will
AC: 9 XP: 50
HD: 3d8+1 1N : 3CE
Move: 40 11 (1)
1
2d4
Str+1, Con+1, Dex+1
are hirsute, huge and -
of but they are
on a roll of 1-3 on
1d6.

have 6+1HD and strike for
1d10 They are by
a retinue of 2d4 with 4+1HD each.

These tend to that
food, being and
not to know when they are
Their is
and victims get a to their
throw for some +4 for normal, and
+2 for
AC: 4 XP: 1,600
HD: 9d8 CE
Move: 30, fly 40 15 (0)
1 breath or 3 bites + 2
3d8 or 2d4 each + 1d3 each
A has a lion-like body that three
. The head is red, and
there is a 50% thata will
fire in lieu of its other up to 3 times per
day, 3d8 to any within

a cone 50’ long and 20’ wide at its end.

AC: 6 XP: 300
HD: 5d8 Neutral
Move: 20, fly 45 13 (0)
1 bite
1d4
bitten a
must save
VS. or turn to
stone in 1d4
They are immune to
the
of other
but other

affect them
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If a has more than one type of breath

it still can only 3 times daily in
total. A blast from a breath ina
of the choice, with an area as
noted on the table in the
area of effect is to
If the breath
in the area can VS.
breath to the taken to
one-half. non- breath
use the most kind of
throw, e.g.
Breath of Effect
Colour: White Black Red
Breath 1: Cold Acid Fear Fire
cone line cone cone
Size: 80’ x 30 60'x5 70 x20 90’ x 30’
Breath 2: - - -
- - cloud -
Size: - - 50’ x 40’ -
gain as they age. Their
hit points and the by their breath
are not rolled but are

by their age

Hit Points / Breath

1d8 hp/HD Dmg/HD
1 V. 1 1 250
2 2 2 500
3 3 3 750
4 4 4 1,000
5 Adult 5 5 1,250
6 Old 6 6 1,500
7 Very Old 7 7 1,750
8 8 8 2,000
A party which a may
elect to rather than kill it. They must
the A
can be when it to
serve the party or be sold.
d are highly and will
not for long - any
is well- to place on
his or her

Dwarf
AC: 9 XP: 10
HD: 1d8+1 3N : 1LG
Move: 30 18 (4)
1 1d6
Con +1
4’ tall but as much as
due te their bone and
. They are an -
race, in all forms of mining, and
metal craft. Most
their halls home are ,and
40 or so will be by a of
level 3d8+1.
Elf
AC: 9 XP: 10
HD: 1d6 1N 1CG
Move: 30 14 (86)
1 1d6
Int+1
High and wood 5 tall and
are slimand of build. Dark are less
seen, and it is their
lie. Most elves
their homes are - 1st level
are
Elves are and take time to
their and the of the
fightif atall their
by using They prefer to fire from
cover and they are found,
this until all of their
are Elves favour long or
short and

Fire Beetle, Giant

AC: 4 XP: 15
HD: Nil
Move: 30 0(0)
1 bite 2d4
Giant fire are about 2' long. These
are

but they are by miners and
They have three one
each eye and at the tip of their
that a red glow. The
for 1d6 after
beetle, a
of 10’

from the
circular area with a
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Gargoyle
AC: 5 XP: 125
HD: 4d8 Alignment: 1N : 1LE

Move: 20,fly40 Treasure: 12 (0)
Attacks: 4 claws = Damage: 1d4 each

With their craggy grey-green skin and demonic
visages, gargoyles often appear to be winged
stone statues. They can perch indefinitely
without moving and use this disguise to surprise
their prey, which includes almost anything that
passes by. They either remain still and then
attack suddenly when unsuspecting victims are
within reach, or dive without warning onto their
targets from lofty perches.

Gargoyles are not truly intelligent and they do not
speak, but they exhibit a great deal of cunning in
their aggression.

Gelatinous Cube

AC: 8 XP: 75
HD: 4d8 Alignment: Nil
Move: 15 Treasure: 0 (3)

Attacks: 1 touch Damage: 2d4+paralysis

The nearly transparent gelatinous cube travels
slowly along Underworld corridors and cave
floors, absorbing carrion, creatures, and trash.
Inorganic material remains trapped and visible
inside the cube’s body. A typical gelatinous cube
is 10’ on a side, though much larger specimens
are not unknown.

They are invulnerable to lightning, cold, and
most spells. A gelatinous cube attacks by
engulfing its prey. It secretes an anesthetising
slime, and a target touched by a cube must make
a saving throw or be paralysed. The cube can
automatically engulf a paralysed opponent,
causing 2d4 points of damage per round as it
digests its meal.

Ghoul

AC: 6 XP: 25
HD: 2d8 Alignment: CE
Move: 30 Treasure: 11 (0)

Attacks: 2 claws + 1 bite
Damage:1d3 each + paralysis

Ghouls are foul, bestial creatures that feed on
the dead. They will not eat fresh meat, and only
feed on animals when they are desperate. They
try to attack with surprise whenever possible,
striking from behind tombstones or bursting from
shallow graves.

Those hit by a ghoul’s bite or claw attack must
make a saving throw or be paralysed. Elves have
immunity to this paralysis. Victims are dragged
away to their lair if possible, to be stored for later
eating when their cadavers are ripe.

Ancient graveyards are often undermined with a
network of extensive tunnels dug by ghouls in
their grisly quest for dead flesh, which are strewn
with grave goods dropped in their scavenging.
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Giant

Type: Hill Stone Frost
AC: 7 4 6
HD: 8d8 9d8 10d8
Move: 20 20 30
XP: 650 900 1,000
1N:1CE N
--- 14 + 5,000 gp (1d6 x
------ 1 or 1 thrown rock ------
2d8 3d6 4d6
Rock: 2d6 2d6
Radius: 10’ 15’ 10’
200 240 200
Str+1, Int—1 Str+2 Str+2
Height 12’ 14 16’
Lair
Type: Fire Cloud Storm
AC: 5 5 4
HD: 11d8 15d8
Move: 20 30 45
XP: 1,100
1N:1LE N
--- 14 + 5,000 gp (1d6 x
------ 1 or 1 thrown rock ------
5d6 6d6 7d6
Rock: 3d6
Radius: 10° 10° 10’
200 200 200
Str+2 Str+2 Str+3
Height 12’ 18’ 24
Lair
A is a big rock.
Adult are rock and
can hurl like living ,
to within a certain of
the impact. When , they a
and a number
of for use as
that live in
use or as
such as lions, giant or
even
live in on
or
in the Storm live on
tops or the sea, and are
able to whip up in both at will.

Gnoll
AC: ] XP: 20
HD: 2d8 2N : 1CE
Move: 30 13 (1)
1
1d8
Str+1, Int—1
are and a that
them prone to and
unwilling to a fight. They are found
in their way
the land until off or hunted down by the
Gnoll and their 1d4
have HD each and strike for 2d6
AC: ] XP: 5
HD: 1d6 1N : 3CG
Move: 15 12 (5)
1
1d6
stand 3’ tall and make their homes
in the hills. Similar to in
but they are even more
than their are

in cunning traps and

Goblin
AC: 9 XP: 5
HD: 1d6 2N : 1LE
Move: 20 12 (1)
1
1d6
A goblin 3 tall. Iis red are
te light, a-—1i to during the
They are prone tc¢ being by
more The goblin
king and his 5d6 HD each,
for 1d8 ) are not
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AC: 9 XP: 50
HD: 3d8 Nil
Move: 5
They
on 1-
A
ed
8
, up
Slime
AC: N/A XP: 25
HD: 2d8 Nil
Move: © 0 (0)
1 touch
This peril flesh
and on and is even
of metal. [t from walls
and when it
or metal are by slime, but

it does not harm stone. It eats into flesh,

it into more slime within 1 turn
on . The slime must be burned, or
cut dealing to the victim as well.
The high-level spell R D
d a patch of slime.
Ooze
AC: 8 XP: 50
HD: 3d8 Nil
Move: 2 0 (0)
1 touch 2d6
A 00ze a acid that
acid
round. Armour and
in 1 round. Fire or cold have
no effect on a ooze. This is hard to
it looks like

stone.

Griffon
AC: 5 XP: 450
HD: 708 Neutral
Move: 30, fly 75 14 (0)
+ 1 bite
+ 2d8
are with the of
both lions and They to pounce on
their prey, either diving to the or
from A griffon training it
will bear a rider.
Halfling
AC: 9 XP: 5
HD: 1d6+1
Move: 10 11 (5)
1d6
Con+1
stand about 3’ tall. Unlike of
most they actual comfort to
of , and tend t¢ form placid rural
in out-of-the way lands
by other
direct , hiding and
as the foe They
a +1 on all missile
are unusual demi- in
that they do not have They are
and can in the
if they wish.
Harpy
AC: 7 XP: 50
HD: 3d8
Move: 12 (0)
or
or 1d6
have the talons and of a giant

and the body, arms and head of a human
are feral, filthy and , but
some an inhuman They like to
with their
and them to
killing and them.

Both a song and her touch acts as a
spell, allows a save vs.
When a in battle
, she to use flyby
and strike with a melee
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Hell Hound

AC: 4 XP:

HD: 7d8 LE

Move: 30 12 (0)
1 bite or
1d6 or

A hell hound 4%’ high at the
and 120 These
are not at home on the

and must be fora

or find some other of entry te the world.

They are hunters, able to
track even prey. A hell
hound can fireto a of 5' for 1d6
per HD, but it must make a missile
roll to hit its
Hippogriff
AC: 5 XP: 50
HD: 3d8+1 Neutral
Move: 0 (0)
1 bite
1d10
are flying that
of and giant
They will hunt as as any other
meal, their is for
flesh, or horse if they can’t get that.
dive at their prey and with and
They are as aerial mounts, but are difficult
¢ train unless at a very age or
bred in
Hobgoblin
AC: 9 XP: 10
HD: 1d8+1 iN:1LE
Move: 30
1d6
Con+1
are of These
have a of and
and are of out
battle Under the
of a skilled or their
and can a factor in battle.
A king and his retinue of 1d4
have 4+1 HD and for 1d10
each.

Horse
Type: Light Medium Heavy Draft
AC: 7 7 7 7
HD: 2d8 2d8 3d8 3d8
Move: 45 30 25 15
XP: 20 20 35 35
Neutral Neutral Neutral Neutral
0 0 0 0
------------ 1 kick or 1 bite -------------
--------------- 1d6 or 1d4 --------moommo-
are for riding and as
of burden. A horse will not enter
the unless trained for it.
B AC5 but
Hydra
AC: 5 XP: 15+
HD: Neutral
Move: 30 11 (0)
1d6 each
are that can

with each of their in the same round. To

a head, an must make a
at least 6 points of
a head a can no
with that head, but no
other
Kobold
AC: 9 XP: 5
HD: 1d4 1N : 2LE
Move: 10 9(1)
1d4
are short, with
and They live in
lairs or dark
do not with them for land.
small, and they like to rely
on or s with
. They are routed
and it a leader to weld
them into a force.
are to and
save at +3 all Like
they are

in bright and
fight at —1 under such .
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Lizard Folk
AC: 7 XP: 25
HD: 2d8+1 Alignment: Neutral

Move: 30,swim 30 Treasure: 13 (2)
Attacks: 1 weapon
Damage: 1d8

Lizard folk fight as unorganised individuals,
sometimes trying to force foes into the water
where they have the advantage. They mostly
see other creatures as food and hunt, set snares,
plan ambushes, and raid to capture them for
their larder. They domesticate and often train
and ride giant lizards.

Manticore
AC: 4 XP: 350
HD: 6d8+1 Alignment: 1N : 7LE

Move: 45, fly 60 Treasure: 17
Attacks: 2 claws + 1 bite or 1-6 spikes
Damage: 1d6 each or 1d6 each

This monster is an abomination combining the
body of a great lion with reptilian wings and a
hideous parody of a human face. It launches
volleys of 1-6 spikes at a time from its tail before
closing in to engage in melee. The spikes are
ranged 90 (short), 180 (medium), and 210 (long).
All targets must be within 30’ of each other. The
creature can launch only twenty-four spikes in
any 24-hour period.

Medusa

AC: 8 XP: 125

HD: 4d8 Alignment: 1N : 4LE
Move: 30 Treasure: 15 (8)

Attacks: 1 weapon or 1bite or 1 gaze
Damage: 1d6 or poison or petrify

Lycanthrope

Type: Werebear Wereboar Wererat
AC: 2 4 7
HD: 6d8 4d8+1 3d8
Attacks: 2claws1bite 1 gore 1 bite
Damage: 1d3,1d3,2d4 2d6 1d6
Move: 30 30 30
XP: 500 200 50
Alignment: N:CG-3:1 N:CG-4:1  N:LE-2:1
Treasure: 11 (0) 11 (0) 13 (0)
Type: Wereshark Weretiger Werewolf
AC: 6 3 5
HD: 6d8 5d8 4d8
Attacks: 1bite 2claws 1bite 1 bite
Damage: 2d6 1d4,1d4,1d10 2d4
Move: 30, swim 45 45 30
XP: 500 300 125
Alignment: N N:CE-4:1  N:LE-2:1
Treasure: 10 (0) 13 (0) 12 (0)

Lycanthropes are humans who can transform
their bodies, resembling a powerful human/beast
hybrid of unnatural intelligence. Many
lycanthropes are unable to fully control their
change between forms.

Lycanthropes can spread their curse with their
attacks; any human character reduced to half hit
points or less by a lycanthrope will develop the
same affliction within 2d12 days. Only a Cure
Disease spell cast during that incubation period
will save the character from this fate.

Only silver or magic weapons will harm a
lycanthrope. They are all violently averse to the
herb wolfsbane and will not approach it.

From the neck down, a medusa looks like a
normal human woman. She often wears
garments that enhance her figure but hide her
face and the asps she bears in place of hair. A
medusa can be viewed with impunity in a mirror,
but if she sees her reflection she is subject to her
own gaze attack. A medusa uses normal
weapons to attack those who avert their eyes or
survive her gaze, while her poisonous snakes
strike any opponents in reach.

Minotaur

AC: 6 XP: 275
HD: 6d8 Alignment: 1N : 3LE
Move: 30 Treasure: 12
Attacks: 1 weapon or 1 gore

Damage: 1d8 or 2d6

Abilities: Strength +1, Intelligence —1

A minotaur stands more than 7’ tall from its
cloven hooves to the tips of its horns. It typically
begins a battle by charging at an opponent,
lowering its head to gore.

Belying their bovine appearance, they are
carnivorous with a fondness for humanoid flesh.
Minotaurs make their lairs in complex mazes.
Their innate cunning means they never lose their
way, and they unerringly track their prey.
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Mule
AC: 7 XP: 20
HD: 2d8 Neutral
Move: 30 0
1 bite or 1 kick
1d4 or1d6
A mule is similar t¢ a light but
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o in . can
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at a move of 15, and 690 at a
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Mummy
AC: 5 XP: 300
HD: 5d8 LE
Move: 30 13
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orbe with fear until the mummy
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will ea+2 to the save.
The touch of a mummy the victim to
mummy rot, a virulent that natural
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at half . take no
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Nixie
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Move:
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1d6 or 1
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resort. Each of 10 nixies will charm the
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Move: 7 0
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2d6
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as small as 1" C a
e acid that only
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HD: 4d8+1 1N : 1CE
Move: 30
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PART 6: CREATURES

Orc

AC: 9 XP: 10

HD: 1d8 Alignment: 1N : 9CE
Move: 30 Treasure: 13 (2)
Attacks: 1 weapon

Damage: 1d6

Large groups of orcs sometimes include other
humanoids amongst their number, either
enslaved or voluntarily along for a piece of the
loot and Killing: for every 100 orcs there is a 20%
chance of 1d6 ogres and a 10% chance of 1d4
trolls being with them.

Orcs are dazzled in bright sunlight and fight at a
—1 penalty under such conditions.

Pegasus
AC: 6 XP: 20
HD: 2d8 Alignment:LG

Move: 60, fly 120 Treasure: 0 (0)
Attacks: 1 bite or 1 kick
Damage:1d4 or 1d8

Otyugh

AC: 3 XP: 275
HD: 6d8 Alignment: Neutral
Move: 30 Treasure: 11 (0)
Attacks: 1 bite + 2 tentacles

Damage: 1d4 + 1d8 each

These scavengers attack living creatures if
threatened, hungry or merely disturbed;
otherwise they remain hidden with only their
eyestalk protruding above the filth that
constitutes their lair. A typical otyugh has a
globular body 8’ in diameter, much of which is
mouth.

An otyugh will slash and squeeze opponents
with its spiny tentacles, which are also used to
drag prey into its filthy maw. Anyone bitten by an
otyugh must save vs. poison or be exposed to
deadly bacteria. A Cure Disease spell will save
the victim if cast within 3 days.

The pegasus is a magnificent winged horse that
can sometimes be trained to serve lawful good
characters.

Though highly prized as aerial steeds, pegasi
are wild, shy, and intelligent creatures not easily
tamed or ftrained to bit and bridle. They are
normally pure white or pure black, with
spectacular feathered wings.

Pike, Giant
AC: 6 XP: 20
HD: 2d8 Alignment: Nil

Move: Swim 40
Attacks: 1 Bite
Damage: 1d8

Treasure: 0 (0)

Giant pike are fast, stealthy underwater
predators. They may attack humanoids in the
water if they are hungry. Normally solitary, giant
pikes are bred by nixies and deployed in schools
as guards and hunters.

Pixie
AC: 3 XP: 13
HD: 1d8 Alignment: 2N : 1CG

Move: 15, fly 45
Attacks: 1 weapon
Damage: 1d4

Treasure: 19 (7)

Owl Bear

AC: 5 XP: 175
HD: 5d8 Alignment: Neutral
Move: 30 Treasure: 12 (0)

Attacks: 1 bite + 2claws or 1 bite + 1 hug

Damage: 1d8 + 1d8 each or 1d8 +2d8

A fully grown owl bear can stand as tall as 8 and
weigh up to 1,500 pounds. Owl bears attack prey
on sight, always fighting to the death.

Owl bears that hit their opponent with both claws
in the same round will hold on and hug
automatically every round thereafter, attempting
to bite at the same time.

Pixies are reclusive air sprites. They fight their
opponents with diminutive weaponry, and their
aristocracy is composed of potent magic-users.

These forest-dwelling creatures are independent
and flighty. Pixies prefer ambushes and other
trickery over direct confrontation. They take full
advantage of their invisibility and limited flying
ability to harass and drive away opponents.

A pixie remains invisible even when it attacks.
This ability is constant, but the pixie can
suppress it at will and Detect Invisible spells will
work against them. Pixies can only remain
airborne for 3 turns (30 minutes) at a time before
they need to spend 1 turn resting.
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Purple Worm
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Unicorn

AC: 2 XP: 125
HD: 4d8 LG
Move: 60 0 (0)
1 horn or 1 kick
1d8 or 1d8
only in either
to impale foes with their horns or
with their They will only to
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1st Level Table
1d12 No. AC HD Move
1 1d4 6 1d8 1d6 15 1
2 1d4 7 1d8+1 1 1d8 15 3
3 1d4+1 4 1d8+1 It. 15 4
4  Elves 1d6 5 1d6 15 6
5 1 8 4d8 1 touch 2d4 15 3
6 2d4 6 1d6 15 1
7 3d4 7 1d4 10 1
8 Orcs 1d4+1 6 1d8 15 2
9 1d4 3 1d8 1d4 15 7
10 1d6 8 1d4 1d6 30 0
11 1d4 7 1d8 60 0
12 1d4 8 2d8 1 fist 1d8 15 0
2nd Level Table
1d12 No. AC HD Move
1 2d6 7 1d8+1 1d6 15 1
2 3d4 4 1d8+1 15 4
3 Elves 2d6 5 1d6 bow 15 6
4 1d4 6 2d8 30 0
5 1d6 6 2d8 2d4 15 1
3] 3d4 5 1d6 It. 10 5
7 1 9 3d8 2d6 5 0
8 2d4 6 1d8+1 It. 15 3
9 1d6 5 30 0
10 Orcs 5d4 6 1d8 15 2
11 2d6 8 1d4 1d6 30 0
12 1d6 5 2d8 30 0
3rd Level Table
1d12 No. AC HD Move
1 1d4+1 5 4d8 1 bite 1d6 30 0
2 2d4 5 2d4 15 1
3 1d4 5 4d8 30 0
4 1 5 4d8 4 20 0
5 1 8 3d8 1 touch 2d6 2 0
6 1d3 7 3d8 30 0
7 5d4 6 1d8+1 15 3
8 1 8 5d8 1 touch 2d6 7 0
9 1d4 6 4d8+1 1 1d10 30 5
10 1d4 7 3d8 30 0
11 1d3 5 3d8 1 level 20 0
12 2d6 8 2d8 15 0
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PART 7: SECRETS

TREASURE, LOOT, AND PLUNDER

Every monster entry in Part 6: Creatures has a
treasure rating indicating how much treasure it
has in its lair (or, if given in parentheses, on its
person). For some creatures the rating is 0,
meaning they have no treasure.

The tables found below are used to determine
the specific types and amounts. The values
given are averages; the referee should adjust
them up or down as suits his or her campaign.

Individual Treasure

Individual treasure is rolled for each monster in
an encounter. Roll on the table below, selecting
the row corresponding to the treasure number
given in parenthesis under the monster
description.

If a percentage is given this is the chance of a
monster carrying this item on its person, rolled
on d%. Any magic items will be used by their
owners if appropriate.

INDIVIDUAL TREASURE TABLE

No cp sp ep ap pp Jewel Magic

1 1d8 1d6 1d4 - — - -

2 1d6 1d8 1d6 = = - =

3 — 1d8 1d6 1d4 - — -

4 - 1d8 1d8 1d6 - - -

5 — — 1d6 1d8 1d4 — —

6 - — - - — - 50% 1d4 scrolls
7 - - - - - - 40% 1d4 potions
8 — - - — - 50% 1d4 -

Treasure Hoards

Treasure hoards are only found in a lair. If a
hoard contains magic items that its owners can
use, they will do so; it may be an heirloom or a
sacred object which must be kept safe, or it may
be a useful magic weapon which is carried by the
most senior warrior.

The procedure is similar to that used for rolling
individual treasure. However, every type of item
is given a percentage chance, which must be
rolled first on d% to determine whether it is
present in the hoard at all.

“X” Marks the Spot

At the referee’s discretion (or on a roll of 1 on
1d6), all or part of a hoard may actually consist
of a map or other artefact describing the location
of the treasure. The directions can be as clear or
as obscure as appropriate.
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No cp sp ep ap Pp Jewel
0 - - - - -
10 - - - - -
11 -
12 - -
13 - -
14 -
15 - potion, 1d6 scroll
16
17 - - - -
18 - - -
19 - - - -
20 9d8
All coin
silver ]
and, i
4,000 -
1d20 Sub-Table
50 1-2
3
4-8
Jewel o
10
? 11-14
) 15-18
19-20
1d10 1d10 be
1 10 6
2 50 7 2
3 100 8 0
4 500 9 2d8 x 150
5 1,000 10 3 0
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PART 7: SECRETS

Magic Armour

Unless otherwise determined, all magic armour
includes an appropriate helmet which must be
worn together with the armour to get the magical
modifier. Magic armour fits whosoever tries to
wear it.

Each +1 improves the wearer's AC by 1. Cursed
armour has the opposite effect; a suit of —2 mail
would only provide AC7.

1d10ltem 1d10 ltem
1 -2 Armour (any) 6 +1 Shield
2 -1 Shield 7 +2 Mall
3 +1 Leather 8 +2 Plate
4 +1 Mall 9 +2 Shield
5 +1 Plate 10 +3 Plate
Magic Swords

Magic swords are the most common type of
magical weapon to be found, and many are
valued family heirlooms passed down through
the generations. Most magical swords are
normal, though unusually finely crafted, one-
handed swords; at the referee’s discretion an
occasional short sword or great sword may be
found instead.

Magic swords generally shed light when drawn,
roughly equivalent to the illumination from a
torch. A flaming sword only gains its powers
when wreathed in magical fire upon command,
although the blaze will not harm the wielder.

Each +1 provides a bonus to both attack and
damage rolls. A cursed sword subtracts from
attack and damage rolls. Some swords provide
better bonuses against certain types of
creatures.

Magic Weapons

Other magical weapons also exist. In terms of
attack and damage bonus (or penalty) they act
exactly like magic swords, however, they
generally do not glow. Magical melee weapons
that can be thrown add their modifiers to ranged
attacks as well as hand-to-hand.

1d10 ltem

—1 Weapon (any except sword)

+1 Arrows, Quarrels or Sling Stones (x10)
+1 Bow (any)

+1 Crossbow (any)

+1 Dagger vs. Humanoids, +2 vs. Kobolds
+1 Dagger vs. Humanoids, +3 vs. Orcs

+1 Axe (any), +2 vs. Goblinoids

+1 Spear, +2 vs. Reptiles

+1 Weapon (any except sword)

+2 Weapon (any except sword)

ololwNo v alwb =

—l.

Magic Rods, Staves and Wands

Magic rods are sceptre-like devices that have
unique magical powers and do not usually hold
charges. Anyone can use a rod. They range from
3’ to 4’ long, and may be delicate, or they can be
robust enough to use as a club or even a mace.

A staff is a long shaft of wood or other material
that holds specific powers. A magic staff is
similar to a quarterstaff in stoutness, and can be
S0 used.

A wand is a thin baton that contains a single
magic spell that can only be cast on command
by a magic-user. Some wands have a limited
number of charges; 100 when created, but
usually less when found. A typical wand is 6” to
12”7 long.

1d10 ltem 1d10 Iltem

1 -2 Sword 1 Rod of Cancellation

2 -1 Sword 2  Staff of Clouting

3 +1 Sword 3  Staff of Constriction

4 +1 Sword, Locate Object (once per day) 4  Staff of Healing

5 +1 Sword, +2 vs. Summoned Creatures 5 Wand of Cold

6 +1 Sword, +2 vs. Lycanthropes 6 Wand of Detect Magic
7 +1 Sword, Flaming, +2 vs Trolls/Undead 7 Wand of Fear

8 +1 Sword, +3 vs. Dragons 8 Wand of Fire Balls

9 +2 Sword 9 Wand of Hold Monster
10 +3 Sword 10 Wand of Locate Object

=
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PART 7: SECRETS

EXPERIENCE

As characters gain experience by overcoming
monsters and acquiring treasure, they are
awarded experience points (XP) by the referee.
XP may be awarded when the referee sees fit,
usually at the end of an adventure or when the
characters return to a safe base. After XP is
divided amongst the party members, those with
a high (or low) prime requisite ability can apply
their XP modifier.

Once they have accumulated enough XP, as
shown under the class descriptions above,
characters will rise to the next level. They can roll
another hit die, and add the score to their total
hp. Clerics and magic-users will gain new spells,
and thieves will improve in their skills.

The referee should adjust XP gained based on
the characters’ contribution and the difficulty of
the adventure. Player characters who cower
behind their hirelings in combat should not
receive full XP for that encounter.

Characters should never be allowed to skip
levels by gaining enough XP in a single level to
rise two or more levels. If this happens, he is only
awarded enough XP to gain 1 level and leave
him short of the next level by 1 point. For
example, a 1st level thief can at most increase
his XP total to 1,200; enough to reach 2nd level
but 1 point below the threshold for 3rd level.

XP for Monsters

Characters are also awarded XP for defeating
monsters, whether through force or guile, death
or subdual. Monsters that return during the
course of the adventure are not vanquished!
Monster XP are usually divided equally amongst
the party, unless the referee decides that an
individual character contributed more than his
share. The XP value for each monster is
calculated according to the following table.

XP for Monsters Table

HD Base Bonus HD Base Bonus

1 5 5 6+ 350 300
1+ 10 5 7 450 400
2 15 5 7+ 525 475
2+ 20 5 8 650 550
3 35 15 8+ 750 625
3+ 50 25 9-10 900 700
4 5 50 11-12 1,100 800
4+ 125 Fi< 13-14 1,350 950

5 175 125 15-16 1,650 1,150
5+ 225 175 17-20 2,000 1,500
6 275 225 21 up 2,500 2,000

HD: HD applies to all creatures up to this HD.

Base XP: All monsters have a base XP value
derived from their hit dice; monsters with HD
such as 2+1 would use the “2+” row, for
example.

Bonus XP: In addition, some monsters have
special abilities which make them more
dangerous than their HD would suggest. Special
abilities include the use of missile weapons, fire
breathing, spells casting, etc. If a monster is
noted as having special abilities (indicated by an
asterisk after their HD in the Monster Chapter,
such as HD4*), the base and bonus XP values
are added together to find the monster’s total XP.




Rel

HD

XP
XP

ed

Finally, XP are

XP

HD goblin

THE FINE ART OF THE REFEREE

one

roll, so be it!

, dS

that no

Rules

, but it

the

55



T

CHARACTER: PLAYER: REFEREE:
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